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; , A FEW PARAGRAPHS FROM THE EDITOR

Thi^ fanzine is set up to, serve as a monthly discussion ,zine for SF 
fans and others interested in D8eD. It should give all of us a chance 
to dis.cuss rules and share our own special monsters and treasures with 
others also to write up expeditions we've been on. .' ’ ■ ' ■ ■ ' i.
ALARUMS AND EXCURSIONS is edited by Lee Gold. It is set up as a cross 
between a, standard fanzine and an apa (amateur press associatibnll.

If a. yoU have a contribution, there are three ways to submit it:
Type it on a NINE-hole;stencil and mail it to Lee Gold,.
2k'Jl Oak St. , Santa Monica, CA 90U0 5 . Include 50i^/stenci 1.
Or if you must, use a FOUR-hole stencil and include 10<^/
stencil. ' ..

b. Print it yourself. Copy count is 32$. Send it to Lee Gold.
If you mimeoed it, send stencils too: 50<^/stencil credit.

Cf Sand a letter to Lee Gold, and she will type it and mimeo it. 
Include $l/page (or fraction thereof) for typing, stencilling 
and printing. Typing automatically includes improving spelling 
and grammar (and may also include a few new typos). It may 
also include editorial comments set in italics and signed LG. 
Those w]ho want their deathless prose left intact should type 
it themselves.

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

2. The fanzine will cost as follows:
 ̂ a. Contributor.&c , ' less thad four pages, postage only. (On a good 

month , postage may be' free for minor contributors too.)
U+ pages, free. ■■ .

b. non-contribixt^ors : postage plus
1 ) nothing...if ybu contributed U+ pages last issue '
2) . i f ' you ha'd s-brae contribution last issue '
3 ) T5<^...if you had some contribution in the Issue before last
U) $1.00 otherwise. ' ' J

c. For trade: with other D&D zines
d. We do not offer subscriptions on

only. Mailed BOOK RATE, 
a fixed cost basis , since _ 
may vary from isaue to issue 
cash (either US or foreign

postage and contribution credits 
However, you may send a check or 

c- ... currency) to Lee Gold, and she will deduct costs (and inform 
, , you how much money is left each month) until the money is

almost run out. She will then notify you of this and return 
, f the balance at your request.

e. Buyers at retaii establishments: 'p̂ ay the shop whatever it asks

3 . Back issues: we try to keep all back issues in print or in
■ irr reprint. We don't usually succeed. Check the ToC page.Lf.0r_ : :i

.announcements of what baCk issues are currently available. 'Back 
issues cost $1.00 each. j .

MAILING: at your choice ALARUMS AND EXCURSIONS will be sent to you
First Class ($1.50 - four day lag), UPS (90i^ - four day lag). Third 
Class (80i^ - week lag) or Book rate {23<^ - four week lag)...or hand- 
delivered (free - up to a year lag). If no funds are available for 
first class postage, it will be sent by the most efficient method 
there are funds to cover for.

DUNGEONS AND DRAGONS is the creation of TSR Hobbies, PO Box 756,
Lake Geneva, WI 531^7. Patronize the people who made it all possible



PUBLICATIONS OF POSSIBLE INTEREST TO A&E READERS

The Drapon; offset prozine, published by TSR bimonthly, edited by , 
Tim Kask, Box 756 , Lake Geneva, WI 531^+7. $1.50/issue.
The Dungeoneer: bimonthly, of f sfet , l6 pp photo-reduced. 60(̂  . From
Paul Jaquays, Box 201; Spring Arbor College, Spring Arbor, MI t9203»

The Fantorgn Scholls: mimeoed fanzine from James Hayes, lt09 E. Flora
St., Stockton, CA 95205. 6-weekly. tOi^/copy.
Haven Herald: mimeoed fanzine from Ben Grossman, 29 E. 9th St., NY,
NY 10003, write-ups and neisfs from the Eddor D&D campaign. Price varies 
#6, the last one (several months ago) was $1.

The History of Wargaming Quarterly: 
910 Tenth St B. Santa Monica, CA 
magazines, including A&E and T W H .

available from George Phillies , 
3. Indexes most wargaming

The Manual of Aurania: due to be reprinted realsoonnow. A catalog of
monsters. Write c/o Aero Hobbies, 319 Santa Monica Blvd. , Santa 
Menica, Calif.
Massymore; 1+ page mimeographed fanzine, occasional, from Peter 
Roberts, 30 Oakland Dr., Dawlish, Devon, United Kingdoms. /, lOp

News from Bree: 10-20 page offset photo-reduced fanzinewith wargaming 
info including quite a lot of interesting D&D material from Hartley 
Patterson, 7 Cambr i dge R d . , Beaconsfield, Bu,cks HP9 IHW, United 
Kingdoms; send subs to NFB a/o Games & Puzzles , 11 Tottenham Court R d . , 
London WlA UXF, UK. Monthly?, ,30 pence/is sue / 0O(̂  (in pounds) for 
foreign subscribers. , :

Owl & Weasel: offset newsletter fro:n Games Workshop, the British
outlet for TSR. 12 p a g e s m o n t h l y . Write Games Workshop, 97 Uxbridge 
Rd., London W12 , Great Britain. 20p/35<^ plus postage.
Quick Quincy Gazette: mimeoed fanzine, 12 p p ,, 6-weekly. From Howard
Mahler, 135 Bayard Lane, Princeton, NJ 005^*0. 3 ’issues/$1.. Trades.

Rhiannon; mimeographed fanzine from Evan Jones, 390 Riverside Dr.,
NY, NY, 10025. quasi-monthly. 0 issues/$2; 30i^/copy.
The Wild Hunt: D&D apa (nearly as big as A&E)-* Boston-based DM-
oraented. Edited by Mark Swanson, 71 Beacon 0.1., Arlington,. MA 0217^ 
and Glenn Blacow, 13 Grove St., §1, Boston MA 0211^.: Rates are much
the same as A&E but copy count is lower.



DEADLINE FOR A&E ^21; Tuesday, April 12th for zines to be sten­
cilled, Wednesday April 13th for stenciled or printed zines...or 
160 pages, whichever comes first. Copy count is 525. Printing rates 
remain at 50<J/stenc i I , $l/typed page, 50(f for used stencil.
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Jim Eney. Back issues
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TANTIVV 
by Lee Gold j: '1

This will be a relatively short zine, because (as is beginning to seem 
all too normal) I 'm having convention/mimeographer pressure. , Leprec’on 
is being held over the weekend of the llth-13th of March... and. Barry 
-iŝ  being sent out of town aS‘ Of March 8th to Houston on computer 
business. The result is that*most of the later zines in thish will ’ 
hitVe been mimeographed by me.... and the issue will have been slightly 
delayed in collatihg/stapling/mailing due to’ the convention. Ah well, 
at least it should be an interesting convention. I'll be driving out 
to Phoenix with Sam Konkin and Andy Thornton (also of the Long Beach 
area) as esconrts. We'll pick up Barry at the airport Friday morning 
and go off to the Grand Canyon where the con will be held. Perhaps ' 
we'll even get in some D&D sometime during the course of the weekend.even get

As fO'r last ’ month, it'* was' highlighted by our trip to Boskone (A ■
shame that DunDraCon had to be opposite by all time favorite D&D 
convention.) Our first night, we introduced some Boston area D&Ders 
to REVENGE*!; a somewhat random board game devised by the unique Jack 
Harness. It is played on a board twice the size of a Monopoly one 
and features a Torture Chamber, Uranium. Mines , Teleport booths for 
easy transport aroUnd the board (once teleport and power station are 
owndd), the Planet of Death (on which duels to the dekth may be con­
ducted) and Pburnefle"s Point (landing on which dooms you to go down 
to the Black Hole). It also allows players who have died bjtt once to 
reincarnate into one of five epic characters: the Emperor, Pastor
Fazool, the Green Slime, Prince Putrid (lawful heif to the throne), 
and Vulcherella (the Torturer's ugly daughter with warts). Copies 
are $2 including rule's and cards and instructions for creating a bdapd.

V. i  . i.' ‘

Boskonfe was also marked by two ruhs through Edwyr, on one of which we 
encountered a Vatch’which left one rather stupid Nixie (who attempted 
to hb-bk it) wandering around with a small black cloud (a la Joe Whatzis- 
name from A1 Capp). Waldo got scared out of his life by the Pink 
H o r d e W a l d o  is a Devout Coward, of course. He also went u p ’to' 6th 
level, and now has...eight hit points. Having a constitutioh"'6f 3 can 
be qiiite difficult" sometimes. ■ " . '
r'also ran Alf two times. Maharg (Barry's fighter) got a chance to 
make a couple of runs with Terhalen Twit Elves and found he liked them 
very much. None of this nonsense about leaving a room alone because-^ 
the inhabitants are too Evil for Terhalen Elves. I 've run Alf about 
six time's n o w  and would ^find* it hard to give' Unibank ratings. Cost of 
a +1 swprd seems to be;'1-2K. * Average-treasure varies’from 200' GP - 
5000 GP' depending on perseverance of party. Average' EP' seem to be 
5'00-2000'depending on’ the’'b ame' f act or , Some parties have a tendency'^ 
to go through t3o rbbms , get discouraged because some of them are down 
to IHP and leave. Others keep_going, especially Twit-led groups. ^
Alf is fun to run in any case. I'm goipg to start ph'the’thi 
down sixth level dungeon )^whpn I ' get back from bp^recptt .': Judging ' ; 
from the fact that Boskone was ready for the second'level down this ' 

they ought to be up to the third level next' year. 'year, a o

Oh yes, Vatch: see Witches of Karres by James Schmitz. Do not see
"Witches of Karres." (That means look at the novel, not the novella:)



Glenn: Typically, if I beef up monsters in order to give a better
fight to characters carrying heavy magiic, then the added equipment is 
highly personal!zed... along the linfes 'of the E. E. Smith Lens. That 
means that ,if .the monster is killed, the item turns into dust; if the 
item i s  ̂captured'from 'the itons t e r , its alighmeiit is persdnatizhd to’ 
the mbhsteV arid does ev'hryorie else |2D6 datiagh^’minimum. ' ' ; o'-: : i ;

' You encountered a female True Catholic clericf I didn't know'the 
combinatiori Was possible (A&E (5*19, KSTC 1st '̂ ziiie , ’ p 3 ) '' i'.'-i

, ■ "I .'do not run rechargable Wands . ' I have never encountered any ' DM ’ 
who ’ offered a :character of'mine the Option of Recharging a'Wand. T 
have neVer'heard anyone speak of recharging Wands. ’ '

Mahler: Ancient Tokyo was called Edo': ' The name got changed to Tokyo-*
circa 1900 during the Meiji Revolution. ' tr
Eric Baines: In whose dungeon/wildernOss did Lord Eric find the two
wizards? I'm afraid I'm not terribly impressed by perils that you 
yourself constructed but never really underwent. -

Shaw: If you n't sent me a notice' of transferral'of gold pieces
you haven't purchased any Nyosan spells...or any spoils from any "
of my MUs/Cl'erics. In fact I strpngly suspect that yOu have to send 
a notice of rtrans'ferral of gold pieces to purchase spells from-anyone . 
It is not automatic bn deducting the spellS frOm yOur characters'' 
accounts. 'By all means, do'go back and add'*it all u p . . . and hotify - 
the people you're buying the spells from .̂  Ddmmit, the Nyosan Chaoticb 
Church'es pan use the money. I did subtract - the money fr om the'i r - ■ • -
treasuries to research the ripells in the first place. '  ̂ -i

So<iR9, people mentioned the ’ hope lasti'sh that''the Harper and Spell 
Singer would sbmehow be comblried. I created the Harper as a Highly ' 
Restrained Character Type,(and it worked; it passed the Blacow Test). 
Harper spells are. limited to those thirigs' perfo'rmable by or -'analogOus 
to, things performable by* music,/Sound. Spell Singer spells Are not.

Pett-Us : ' A trill killed ;by a Phantasmal Plreba'll would- be dead but 
not cCha'rred. It would ind.e'ed Regenerate’. ‘' A Phantasmal-Sp'ell cannot-: 
injure anyone beyond the point of death. Once' you're dead’, VOu auto-i 
matically save vs. Phantasm. Also Sleeping people cannot be"' injured’' 
by Phantasms. Nor can Feeble,minded people. At least, that's the way 
I play it. On the othWr hand ,;.COrif used people^ have ri’O  saving throw ' 
vs . Phant asm. " ’ ' '■/T 

■ iS O -'iKprihih : " You "ask "why ;shOuld ‘Law h e  idhhtrf'ied with GoodY d-'eari'' t - 
think of a, single case in fantas'y h r  mythology which does' SO. " Well,’; 
almost'’ 3,11 myths. I 'knOw Of h a W  the ‘Creatihg Gods’ laying dewn ’ lawsi>to 
humanity as the "hekt step. ''And th6‘ JeWisb'’rel'igion goes'so far ras)ft'o 
speak hf God. hs "sarlc'tifying; us h y  His- Gommandments ." ' ’ - ’
1 think someone inhuired last'month whether the'Mabinoglon was 'HI -. >• 
Obtainb'bie in ‘Baglikhi While’'dri Boston , I acquired Tbe MabinOgion; ; 
pb ,, .Everyman ' s''^hihr'dry , 'h5p/’hBritish ) . I forget the price nl :Wah avc l: 
charged,' hut it was circa $'2. ’ In hdditi’ori' to hbe 3f our-branches! !of the 
Mahinogion, it also contains'-‘seveh "other tails. ' 'ri i -di

;; j .r wHolmes : lovely tale.'* r < -
Sorry everyone else: out of room, out of time, out of energy.

T r{ O j- j V-



ECHCSn EROT" THE CAVER’ -''k
Froduced bj/- Brian lane 4G31 W. 97th Terrace Overland I ark, Kansas 66207

First of all,I would like to anolifize to anyone v/ho tried to 
read my article,, in :A6-4 ..'I and couldn't. I rot a new typewriter and didn't 
press hard enough last time,however I bone to remedy it this time. The 
T.C„-“Fpblin cleric I ̂ spoke of last time has disanpeared into the woods and 
has been out there a couple of months. lately I have run, a second level 
f^atanist cleric who became netrified when he met a cockatrice,a Satanist ' elnebonian who v;ent dov.n, spittinf on, a party of Old Orthos who v̂ anted to convert him, and t lastly (feelinp more evil thg.ri ever} ran. a C'Thuluist 
ore who managed to feed an entire party of 13 to a lair of Ret. I enjoy 
runninf la,vrfuls for a v/hile and , alternatind" with evil characters and even 
a fev/ neutrals. Oh v,fell enough ram.bl iny on.

FHA''TAvS'’AI FCRC:
A few people last issue v/ere comroentinf̂  on how to run the ’'’U 

spell Fhantasmal force. I decided, that I would print my concept of it 
in case it would.help anyone v/ith running their spell. T must adm.it that 
these are fifures based on my opinion of the spell ,not com.'̂ uter thourht 
out charts , checked over by loyic professors, o .’k. ed by the medical profess­
ion,and approved by the Realism in Science Council. I believe that phan- tasm.al force should be treated like a 2nd level ' U spell; not 3rd-6th. 
Fhantasm.al force can easily Fet out of hand as far as an offensive weapon.
To rive examples of the above; A v/hile back.the E6Ters in this area used 
to take full advantare of the spell; if a door was opened to a room v/ith 
8 armored figures behind it, one of the*players would cry "look the roof is eavinp in2S" the firures would look up and the l̂J,v/ouid. cast FF of the 
roof cavinf in. If the fifoires believed it,many would die from the normal 
damame the callapsinc- roof would do, '̂ hat is a little mross.

T am one of the first to believe that some'.ne could die of friyht, 
but I refuse to.,believe that any intelliyEnt beinp take permanent dam-ame 
(physically) from an illusion. I therefore believe that the damape instead v/ould be Tpental. These figures are only for when FF ia used as an offensive weanon. (i.e. fireball, liphtninp bolt,roof col lansinp-, etc . )These are the steps taken:
• 1. TU decides on type of illusion or FF.
2. All victim.s in sipht of the IP m.ake their save

a +1 bn save’if they have experianced a IF before, 
dependinr on the unlikelyness of the IF.(i.e. a "b 
he is only lO' away,etc.) Bonuses are up to the .0’''. 
rel.jr on^sifht v;ill yet an excellent saviny throv/. '
3. If irF is not believe bj/ a person he may carry on as normal and rav 

shdvit to others in party that believed it,that it is only an illusion*’ v/hich v/ill alloy/ affected pla3'’ers to yet another saviiiy throw.
If IP is believed,the victim takes 1 E-6 dam.aye for everj'' two levels the opposiny ' U has achieved. Fractions don't count
a.) If victim takes 5 more points of damaye belov/ zero then it dies from; shock and fear. ■ '
.b?) If victim, is betv/een zero and -4 hit points then it becomes unconscious 

for 2-8 rounds. hen victim awakes it must sit one round and yather 
• it's v/its,after v/hich time it realizes that it isn’t dead or hurt ' and all mental damayed is erased.
c.) If victim is only wounded it may continue to firht. Victim will 
. start to realize that he is not phj/sicallj/ damayed and v/ill start 
• to reyenerate mental damaye. Unintelliyent beinys v/ill reyenerate 

1 point a round (Int. below six). Semi-intelliFent and intellireht 
beinys v/ill reyenerate 2 points per round (Int . 6— lA). Very intelligent 
beinys (15 + ) v/ill reyenerate 3 points a round. If someone unharmed"' 
5/ells tha.t it is an illusion, ’bunded player vets yets +5 on save.

vs. m.ayic. I layers yet 
+1-+6 is added to save 
t^rowiny a fireball v.'hile 
, Animals that do not



ECHOES FROM THE CAVERN pafe 2
(?.) If a cih.aracter takes enou^’h phsical anc’ nental damâ 'e to be killedo"'; 

then.he becomes unconscious as in 4b. Cf course if character took 
enough physical dariare "alone to kill hiri,then,he's dead. ,

5i’If PF' is not used as''an. Offensive v/eapon but instead as ..̂n illusion 
(i.e, v;all of fire.certain monster appearinfr.ctc.) I think that it is ' 
best to .leave it un to'the' individual pla3''ers. Em just* tell<̂ . the party 
that , they see an MU yesturcK and a wall of fire sprinr up.,/Then the 
plaj^ers .bj’’ their actions, yrill tell if they believe it or not, Fop non- 
plajrers'just roll their ̂ saving ,thr on to see if they believe, it. .  ̂.

6.) A PP dispells on touch whereas norna.1 illusions shouldn't. Thejr will  ̂
onijr disappear if partjr disbelieves it. If partj'’ boD.ieves that an illusion 

is'real however,then the danafe v.dll be real. . .
Lousi'’ Characters

to
One thinf I detest as a DM is v/hen a player complains and wants 

kill off his character because it is average. I have to keep tellinp 
them that there is nothing wTronp with an average character or even a 

bad character. I don't expect them to be excited, but I doii't expect them 
to yo jurp off a cliff either. Sometimes it's fun to run bad characters, 
especially dumb ones. I, as a plâ /er, like runninf Ores for example .mainly 
because thej'’ are dumb,like to fipht.and are usuaily left alone b\̂  very 
intelligent people. The C'Thuluist ore I just ran had an 8; strength and 
a 6 intollimOncG with everj'’thiny else average. T once ran an Old Ortho, cleric with a 5 strength and a 5 dexterity. He was -2 to hit ,-2 dam.aye, and -2 armor class. I'll admit I wasn't excited about running it but he 
did. pet about 2000 fold and 600 expeViance before he died. .,!'ye seen 
dunreons where you can't roll an. average character.you pî t ,at least a ,13 
in everĵ  o.bilitj?’. Cf Course every fimhter you m,eet in the dunfeon has a 
18 strenfth and a 15 dexteritjr which yets to be ,fross and borinr. I v;ould. 
like to take measures to make sure players p3.aj'’ their chara,cters but I 
don't v;ant to restrict them. Tow I ’./ill allov/ reroll of characters but 
all of the abilities have to be bad. (i.e. a hifh roll of 8) Usuejly : . 
cliaracters that' bad v/ould. have died of playue loh’’' afo. ■ .

Misc. Stuff _ _ .I've often, pondered about the effectiveness^ of a clerica,! silence speTl. 
If -a cleric can throw silence spells on others then he can throw silence ■ 
on piamic-users and tliej’’ can't throw spells. That v/ould be a far too pov/er- 
ful'spell. To offset (this one could say that r̂ Us caâ  use certain spells 
v;ithout sound (by just festuriny) j DM could saj/ that .clerics can't throvr ■ 
silence on people other than himself i or saj'’ that if silence is throv/n oP 
. someone then that person could, break the spell next round. •I ately there has; been some discussion about'alignment lan.''Uafes .whethef 
thevr are useless or not. lersonally I think that lanfuafes are important to 
a canpjaifn. In ny fame I have now l6; main relifons (o food,4 neutral,aP.d ■ '
6 evil) with l6 different lan/̂ -uafesi There is the common tonfiae v/hicĥ  i- 
all humans speak in the particular countrv'’. I do have m.anv8 countries in ' mjr world a;nd each has a Uifferent lan^mafe also. In rp/ farve it is hard, 

rj tp-tell what relifon a person is unless he is wearinm a relifious S3rm.bol. 
^It iseasv/ to pass^ j/ourself off as another re] if on but not another alifn- 
ment because clerics and MUs have Detect -vi] or Coed not to mentioh ESI.
I feel it adds m.ore tp'̂ sterj'’ or suspense to the fame when relifon is a bir 
unknown; -ach mod has a temple lanc“uaf e ,v/hich onlj' his folloV/ers kiiov.’. _ Pla’/ers cajinot learn ■ other relip'ous lan.fuar’es without convertinr. IShat is 
the" usefulness for the DM ? V'Jell', say a party listens at a door when you 
arenft usinr rclimious lanfuayes.The ■■̂ arty consists of 5 lawfuls and.

One neutral and one lawful listen at the door,tlievr hear humanneutrals. .voices in a lanfuafc that they don't know,they kick open the door almost 
positive that the inhabitants are chaotic. In rp'- world if 3/ou don't under-
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stand the lanruare behind the door it could he a different relifon lanf- 
ua^e of your ovm alifraient.a different ali^jment, it could be, a hf
sor>e pa^an !reli{>’,on,or it icould even be a traveler from another; epuntry. 
This Fives the; players inore variety in their actions in the dungeon.

Comment's bh ASE‘'v#l8 ' f: ,
Kick Smith- The demons you. ilisted. are very worjkable,! have ,been.psinf 

^those demions somewhat in my dungeon,Dankoavprns. They are listed 
with their pov/ers also in The Sorceror ̂ s Handbook. Thqjh can certainly 
save time in creating a sack full of demons. , .pWes Ives- I ayree v;ith your comments to Mark S\vanso7i about lindead. I think  ̂that undead are -more at home and,don',t ̂ 1̂ ike to leave dunpeons ,frave- 
yards,ard other^Cod-forsaken places. They only turn humans into undead 
to punish them;for intrusion. - . . Ci

Nicolai Shapero- Enjoyed your demons of dre^s and nightmares. Xs per 
 ̂' your comments to nice? aye does become an, important factor v/hen, there ; are mayic items to aye you (Staff of withering) .monsters,,,that,,aye. you, and even some traps that could aye a player. There can be sompin- 

yenious traps to aye people without doiny too much harm;that is if the 
player'Can. yet his hands on, a , potion of .Ionyevity. < ,

R.Steven Ero\^-r Enjoyed your mpyic armpr.iis-blesi I , iGlenn-Elacov/- ,Missed your article in;-Cir .,.I would:, Iike^to hear sore more recent stories about players in the Confederation and v.’hat they’re up 
to. (Ariel .lirnue .Super dv;arf,etc.) I yuess if I want to hear more,I'll 

-e+ have to subscribe to TW}̂  and yet a fev; back+issuep. . ,
Sean Cleary-iThoumh ■ I, ;ayree , that characters that usually make blunders^
' qoshould-probabljr die, :I do not ayree that the, DM, should be ayainst his 
-■players* I think the DM should be impartial' and hot yet himself deeply involved:with his;monstersI know as a player that i am uneasy when I ; ’ yo. down in a dunyeon v.'here the DM is alv/ays out to yet j'̂ou. I usually 
steer clear of DM who really enjoy killiny off players because I feel 
that the deck is:stacked ayainst me. I am not at all defendiny DMs that 

n are too easy on their players,,. Interestiny new spells.
Bill Seliyman- Yes,I doubt, that-Stpwart would have been able to kill Scott's . character. I know that, .S.pott is: smartK enouyh not to yet of fed by a 
 ̂ lone hero. Scott and a ,fev/ of us had about taken enouyh. of the Iron..
•'ask. I doubt there v/ould have -been too many countries that ŵ ould hAve 
v/elcomed him,

Cary Martin- I don't think the vampire class is too nlayable. Flayers 
would have to sleep in the day,and where could they safely sleep v;/o 
: somebody bustiny in v/ith stakes and mallet? Flayer miyht have to live 

' in dunyeon.,-! If vampire sleeps ..outsride of city .he’II never be, able 
; I to have a. cityj, ad venture. All: (or most anyway) qj-ties close and lock 
n --' their mates at piyht to keep put bqinys like that., I'd su^yest that 
: if and v/henj you,) run one that you put a limit on the number of vampires 

player can.: create. Ctherwise player will try and met an arm.y of vampires 
.to follov/ him:. I’d think that ypmpires wouldn't v/ant to...make many 

;jt i vampires. JChPy chose c are fully-tand their should be a motive like,';
■ love ,hate/,reyenye .punishment»etc. iFhe tjpical movie vampire has about 
1-3 vampiressGs under him.Foyyy G.- I must ayreo with lec in ish #17. Chaotics v/ould overcharyc
neutrals or anyone. The v/ay I, soe .pvilness is usuallyt,t- little respect I vfor fellow: man,yreed.y,selfish,untrustworthy,hateful,usually violent, 
and paranoid . There pre a few: eqiLCGptions, to the rule hqv/ever. 0 ft

, Well that's about it from here, I welcome all commpnts.criticisms,
and advise. ■Flcas^’'̂ ekcus'esomP; of my'tv^qin^ "mistakes but il am yoiny fast, 
it̂ .is ehrly in 'Ihc rrorni'riy,! .m.ay be late for the deadline.and I haVe a 
coileye exam- iri‘th.e morniny. Until hekt tissue Tit's time for the echoes to 
cease and the cavern to yrow quiet.



MORHINGSTAR MUTTER INGS

a D&Dzine for incru,s.l,Qn in A&E .
arid from the hand of Phi I I i p McGregor a.nd .Morn |,ngsta r Mi-sce 1 I aneous 
Enterprises Ltd. c/o I Park St., Harbord, Sydney, Australia, 2096 
(and appearing here thanks to Lee Go Id’s typing)

This ’ z i ne will hopefully 
and wJ I I cover goings on in my 
welI as genera I 
readers of A&E.

comments and

be for regujan i^nclusion in future A&Es 
newly opened Dungeon--Morningstar--as 

info I hope will be of interest to all

First of all--a brief description of Morningstar dungeon and its 
locale. Morningstar is situated on Clearsky hill about one mile beyond 
the outer gates the city of Coroth--the seat of the Dukes of 
M'Grogor. Coroth ,j.s. situated on a man-made mound in the swampy area
hordering the Grey^.Sea; the mound's or 
of the far past, and rumour has it that.a 
creating it--as the mound is two miles by

gin is long lost in the reaches 
great wizard had a hand in 
one mi le by 100 feet.

Coroth and Morningstar are a mixture of CeItic/WeIsh/Scots myth­
ologies with other deities thrown in by virtue of the fact that Coroth 
i a,.a .major centre o.f., ;Ove,rseas and overland trade from the fourj. corners 
of t,he world. j,.

has it that 
same, w i zard

Morningstar Dungeon was originally the habita- 
who built the mo.und of Coroth, whose fate is

least the only known one--is on the top of 
of a stone tower behind a massive, iron- 
is inscribed the followed words: " H e  
deserts are small, who would not put li f 
it all." And this sentimeet aptiy sums up 
i.e. the more they risk (their lives, . 

magic items, etc.) the more they stand’ to gain--a sentiment that seems 
to.be wIdespread amongst most A&E contributors. Anyhow, more on mtsad- 
Y.entb'"® ' Morn.i^ngstar Dungeon in later issues. , Now I woul d I ike. to go 

.To'n to a matter that has been bugging; me ever since I started playing 
D&D two years ago: that on Encumbrances and money.
ENCUMBRANCES IN D&D .-

, Legend 
t i on, of the 
not known. The entrance--at 
Cle.ar.sky hill in the remains 
bound oaken door above which 
either fears too much or his 
to the touch, to win or lose 
my attitude to adventurers:

According to my calculations from the encumbrance table in D&D, 
a coin of_ any sort we i ghs the same--and the w.elght seems to be about 
12-15 gp per po,und (i.e. one coin weighs over one ounce) . If t,hi s is 
truly so, then the' overab-un'dance of gold and si I ver in a D&D world must 
be truly spectacular i s on© considers that the va I ue of I oz o,f gold 
on the free market today is $100+ and that in medie,val times the . 
actual purchasing power could be 10-100 time.s.more than it is pow..
If on® adheres to Gygax's system, then one can only visualize.a culture 
in which even the lowest peasants eat breakfast with si Iver or, go Id 
utensils and the well-to-do sleep in solid gold beds (we I I--a I most).

. From my knowledge of Ancient and Medieval history,.I have come up 
with some interesting and hopefully useful facts with which to revise 
the present ridiculous monetary/encumbrance situation-­

In Medieval times, the most common large denomination coin was the 
SOLIDUS (usually silver). For accounting purposes, 20 S0L1D1I were 
equal to one FLORIN (which ii actually issued as a coin was 4 grams'̂ ''''



of gold). Each SOLIDUS was of 4 grams of siIver--putting the silver/ 
gold exchange rate at 1/20. Now, since there are about 454 grams/ 
pound, we can see that there are approximately 114 FLORINS or SOLIDII 
per pound (since they both weigh the same).

■  ̂̂ Thus the ’ examp I e On jiiige IS'o’fMen & Magic, the character can now
carty (at a converslonSfate of I0"gp/lb) 30 lb. of coins: i.ei''3420
FLORINS (Go I d ) o r SOLIDII (si I ve r). Ho pe f u I I y this s hou I dn ’ t ■ u n b a I a nee 
things--ands Ince it is historically accurate (or at least more so than 
Gygax's system) I feel that any loss of "accuracy” is illusoryy as my < 
system'mere Iy corrects the inaccuracy of the previous system. TN.B. 
your gold coins can still be gp and silver coins, sp--FL0RIN and 
SOLIOUS are metely the h1storicaI names).' • i' f ■ ' ' K .1: ! , ■ ),,5 ! ■' : .

Since I have thus, with a stroke of my pen (so to speak) wiped out 
the Gygax Encumbrance system, I hereby substitute my own (with some 
weights revised due to research). : i. i

• " Load Equ I va I en t to: Light Foot Movement: 7'5 pounds
'Heavy Foot Movement: 100 pounds 

Armored Foot Movement : 150 pounds : i,‘ w
Leather Armor: 
Arming Doublet: 
ChainmWi l :̂ ! ’
Half Armor: ' Y 
Plate:

20 pounds 
5 pounds 

-50 pounds 
40 pounds 
60̂  pounds

Saddle 
He i met 
Sh i e I’d

30 pounds 
' 5 pounds 
I 2 pounds

Other weight's on the table (Men & Monsters, p 
by divided by 10,' unless listed below: 
dagger: II poundsi; Short Bow: 4 pounds Long Bow:

15) are converted

5 pounds
Some items on the list need explanation:

Ha I f A rmor: only a partial back and breaSt' plate plus leather' studded
with i-ron for parts of back and breast notJ'covered by ptate: - AC 4 
(Chain & Shield); AC 3 with shield.' Cost: 90 GP. '

A rm i ng DoubIet: padded/quiI ted cotton undergarment worn under all i '
types of armor (equal to AC 8 by itsel'f).' If no arming doublet is 
worn and an attacker exceeds the number required to hit a person of 
AC 9 *i.e. has hit but may not penetrate armor worn), he does 25p 
normal damage: due to bruising, broken ribs, etc. If he throws a 20,
he rolls on whatever critical hit table you use (i.e. a rib has broken 
and pierced a lung or similar). Coit: 20 GP.
WEAPONS AND ARMOUR: ADDITIONS

Another point that bothers me' is the ’low price and ready avai la­
bility of chain and plate type armour. Both of theseare not only i 
extremely expensive in medieval economies but took a very long time to 
make. Also, there would be wide varlations in qua 11ty due to the above 
factors (expense/time).

Thus I feel a revision of Armour I lasses is in order--and I intro­
duce two different types of Chainmail and Plate:

Chain type II: .'quickly (’most') produced chainmail, suitable for men- 
at-arms, etc. Made of orindry iron and produced in a hasty 
fashion. 80^ chance of immediate availability. 20/, chance of 
1-4 week wait. (Cost: 50 GP)
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Chain Type I: done by superior craftsmeh with superior materials (e.g
y., , Damascus j ron ) 40% chance ofiimmediate ava i | abl I i t y i 60^nchance

j of 1-5 month wait. (50$̂  downpayment requ i red) (Cost: 75 GP)

Plate Type II: s j ml I a,r to Cha i n ty pe 1 I in quality of workmanship and
 ̂ materials. (120 G P ). Availability: 60^,chancejor;Ir4.weekvwait

'1Plate Type I: sjmilar to . Chp i n : type,, I I n qua I
materials. ( I 80 GP). A val iqb 1 I i ty : 30;̂
(50;̂  down payment).

1' fV
ty of workmanshIp and 
or,; I - 3 , month wait

Armpr Class: ./
' Cha i n type ' I I : AC
PI ate Type II: AC

' ;• d,:.5 (norma I)
3 (norma I )

'1 •) Type I ' aC 4 ( A C 3  with shield) 
Type I: AC 2 (AC I with shield)

WAGES AND SALARIES: , ADD I T IQtiS,/
Cd ̂ : + ;■ . -o!, ■ ■ bo --:Another point t(iat worries me ̂ i s the pay scales; of the profession­

als and Men-at-arrap ,(jU,nderwor I d 4 Wi 1 derness Adventures, pp 22-3). i 
One has only to look^at the Pay Scale of the Eng 1 Ishoarmy of 1316 AD; 
Knights: Heavy Horse: ’

Medium Horse:
Light Horse:

Archers .
Men-at-Arms - Heavy Foot:

>P , : L /ght Foot:

13 sp/day 
7 sp/day 
2 sp/day 
,3 cp/day 
6 cp/day , 
,2 cp/day

or ; 18 gp/month 
: n ! 0 igp/month 

3 gp/month 
;t I gp/month 

igp/month 
5 sp/month

i -v'n 

:-pob
As for Specialists i n the re Ign of Henry V I I I ,r the Chancellor of 

pngland received the equivalent of 1,4,000 gp per year as a salary and; 
could keep a town house, a country house and, the necessary sarvantsiidn 
this (which was regarded as a princefy su;m)-iTSh/l, whjat ; i s a Chance I I on ) 
if not a type of Sage. So obviously the D&D specialist salaries 
should bear looking at., Ttie.tol lowing tal̂  se,ems more real istic:

HU » ■.

;Alchemist: ,2000 gp/year , .,,,'Sa,ge,:| 400,gp/year i f,
Ar.moure'r : , 200 gp/year , < , .Seaman: 24 gp/yean ^

.-.r Assassin: ?000 gp/mi ss i on ,,,,j..S,h i p‘ C a p t a : i250 gp/year
^ An Ima I tra i ner : 11 50 gp/year ,,Sm it'h.: ,50 gp/year . i, : ■■
' Engineer: 1000 gp/year . Spy: 500/mission .  ̂ .-.'q b'

I would be pleased to hear comments on any of the above--eitli>ec q 
in future A&Es (but I get them after a 1-2 month lag) or by letter 
to the above address. , _ .. i , ,, .

V ,11- -f u- 1 ‘ . 1 - ; . ' ': ■ ! "J..Thanks very much f or ,Typ Ing |Th,i s up, Leq-. •, ) V
dc -  -1- ' . V " ■ I I HYours faithfully.

F'h i I I i p McGregor , , . w r
- n 'i'.-' ( ’ r r; L.nn ’ '• •/ i I uo - • : ! c- r.: Q;



BURGESS PORK PIE 4
A little something from the hunny cupboard of Hartley Patterson of Finches, 

7 Cambridge Road, Beaconsfield, Bucks HP9 IHW, England. For A&E 19.

News from the Front; Olaf Paulsson got the chop last weekend when he 
joined a party trying to raid an MUs residence in Ibras while said MU was out 
of town. Evading Nubian Guards and wolves prowling in the grounds, the robbers 
penetrated to the second level of the MUs Tower which was in maze configuration; 
01af failed to dispel a group of Wights and lost out in the ensuing melee. ;

The following weekend a party which I didn't join tried the Tower again, and 
managed to reach the top and loot the real goodies: the"MU returned but was 
promptly charmed. This latter expedition was at one of the regular meetings 
held in a games shop in Central London: I was stuck DMing a party of 1st levels 
and wishing I'd put them down a nastier section as they were not too good - 
one was even killed by 1 hit point, 1 damage point Wasps 1 ,

A&E18 comments
Notes/Shapero: 2-handed swords are useful, though you've cheated somewhat in
missing out their space requirement - 5' either side or whatever. I also insist 
on STR 15+ or -1 hit prob for each below 15.
Kirel/Jones: Good story - more please! I might try the closed envelope idea
for magic items sometime - at least on players I'm certain won't cheat.
Dimwelt/Brown: My overland campaign if and when it ever starts will be city
based, since I already had much of the background set out for the old MiDGARD 
game five years ago before D&D. Thanks for yOur ideas on the subject. It seems 
our views of standard D&D combat are much the same - see later.
Spinward/Mcintosh: Yes, Paul Jaquays * VORPAL BUNNIES are closer to Monty Python':
Chris Bursey (who did Wererabbits - I forgot to credit him there) was looking for 
weak monsters to entertain novices. We've found interesting and different monsters 
are much more difficult to do as weak types than heavies.  ̂ '

Yes, I have your-stuff thanks - you should have mine by now! ' ■
, T « « « » « « « « « » « » « « « « « « « « » « *  j

Towards another Combat System
The only major deviation from standard D&D I use is in the combat system.

I was somewhat impressed with the 'Tunnels & Trolls' method of having armour take 
hit points, but after some experiments concluded that a return to basics was needed 
rather than TSR's tinkering and adding as in the supplements.

First and foremost; we want a combat system that is as simple'as possible to 
use. D&D uses a matrix plotting the armour protection of the defender against 
the skill of the attacker. If a hit is scored, a second die roll gives the damage 
caused., Most DMs use adjustments to the first die roll for weapon type and to the 
second die roll for weapon type and target size. Fight.ers get special bonuses 
on both rolls for strength.

So we need a system with two die rolls if possible. Adjustments made to them 
should be modular allowing the DM to use or ignore them depending on how complex 
he wants his melees to be.
. Secondly, I wanted a system that could be used with already rolled characters 

without any fuss. This means retainsgsuch things as hit points, armour classes 
and magic weapons. i .

Basically what I've done is to change the emphasis of the two die rolls. 
Armour-as-protection shifts from the first roll to the senond, enabling a new 
factor, Armour-as-encumberance, to replace it. The questions the die'rolls, now 
ask are: ' . .... ,...... '

1. Did your opponent dodge your blow? '
2. How much damage did you do, and how much did his armour protect him?



(1) For each character ■ tihe DM calculates a MELEE RATING, Since I use 
'expedition sheets' on which players note their vital statistics before entry, 
I put this rating in a column on them.

MELEE RATING = 1  DEXTERITY (rounded up) + ARMOUR CLASS (excluding magical 
" • • 'armour bonuses) + SPECIALS. . ; -

'Specials' might be racial ones, eg Elf +1 - anything that is permanently ' 
possessed by the character in question. ■■ •

The MR is then the number needed to hit that character by an attacker.. ^
(2) Monster MR is about Speed +3, but this will vary eg a Snake is slow i 

moving but will have a high MR when it strikes to bite. Since I have a conder^ed 
list of all monsters on file I went through giving an MR to each. Certain ' 
creatures have an artificially high AC to account for high dexterity in standard 
D&D - these will require the AC reduced to 'real' levels and a high MR. Human 
'monsters' simply roll for DEXTERITY and calculate MR like a player-character.j

(3) MR is affected by temporary factors. Some of these are those that 
appeared in A&E 18, the dexterity adjustments from Ersatz Wizardry. Encumber- 
ances also lower MR, eg 10' Pole -2. I add -4 for being in a confined spacer 
such as a narrow passage, -4 for being 50% wounded. ■ «■

(4) Opponents then take the difference between their MRs; 
0-5 Higher MR hits first.
6-11 Higher MR hits 3 times to opponents twice.
11+ Higher MR hits twice to opponent's once.

NB: All bonus strikes ignore shield (see later).
(5) The D&D attack matrix becomes a LEVEL BONUS table.' For this Fighters 

and Monsters go up in steps of two levels, Clerics etc in steps of three,
'MUs etc. in steps of four. For each step beyond the first, PLUS ONE on the 
chance of hitting. Thus a 7th level Cleric adds TWO,

(5) To score a hit, adjust opponent's MR for weapon type, magic weapon 
bonus and level bonus. I don't use the strength bonus for fighters here at | 
all, on the grounds that strength is no help'in trying to make a weapon connect, 
only in scoring more damage - but suit yourselves over this.

EXAMPLE: Grey Mouser, a 7th level Thief, dexterity 17, leather armour>
shbrt bow slung on back, enters a room surprising Conan, a 9th level Fighter^ .
dexterity 15, plate mail, back pack. Mouser has a +1 sword,

Mouser MR = 5 (1 7) +7 -1 (bow) =15, Conan needs 15-2(door)-4(level)=9 to hit. 
Conan MR = |(15) +3 -1 (backpack) = 10. Mouser needs 10-2(surprise),-1 (sword)

-2(level)+1(vs plate)=6.
' Mouser has higher MR so he hits first. . .

( 7 i '  For missile combat the attapker throws against his OWN DEXTERITY to 
hit, adjusting for level bonus and weapon factor as above. A target moving 
or dodging adjusts as follows: ' '
> MR 0-8 . 9-12 13-15.,; 16-18 18+ ■ ' ' ■ • '

Bonus - 1 - 2  - 3 - 4  -5
(8) For damage^ scored roll as normal with STRENGTH' and magic, weapon bonuses,
(a) A Shield can absorb 6 pts of damage per strike. Total possible:--.,-' 

Large 16, Medium 12, Small 8. Thereafter useless*.' The standard D&D shield is 
a medium, -1 to MR of course; large is -2 and small 0 on MR.

Aishield hit by a pointed weapon scoring at least } Its total possible damage 
causes .the weapon to stick in, transferring DOUBLE the dexterity lOss to the ,j 
shield carrier! A standard Viking trick was to deliberately throw a spear at 
the opponent's shield, see Egil's Saga.



(b) Armour absorbs damage per strike (Leather 2, Chain 3, Plate A) from •
all except pointed.weapons (dagger, arrow, rapier, estoc) which provided^they 
hit ignore armour and damage body only. After the dungeon trip or whatever pay 
1GP per point damage absorbed' to repair - or sell at T0% value for scrap! ' " '

(c) Monsters absorb damage by Armour class as follows:
AClass 9 :S 7-6 5-A 3-2

i.t--. Hits absorbed 0 .L,, 2 3 A
‘ o ;However monsters with 'natural' armour always take at^least one damage 

r-' point, per hit.
(d) Magic armour is +1 absorbtion per +1, eg +2 Armour is 6 absorbtion.

: Magic Shields are +5 per +1, eg a +2 shield can take 22 hits.
Magic items can always be repaired provided the bits are brought back 

to your friendly armourer! .
(9) The weapon table needs some additions and (in my view) some amendments.' - 
(a) Some weapons require a certain dexterity to use. Put in a 'Dexterity

needed’ figure: i persons of lower dexterity take the difference and aadd this 
to their opponent's,MR and if you haVe such a thing the chance of a fumble. ' -

. thus a character of tEX 10 wields a flail (DN' T3); a roll of A or below is a 
fumble and he has entangled himself o'r' hit someone else!

* (b) Weappns'n o t'carried'i’h the hand subtract from MR, depending on their 
,, bulk, eg a sword is -1, a crosstiow -2., a halberd--3'. Exit the twits with

a dozen’vjdapons felung about'thdih parson. On my table Dwarves'are an extra - -
-1 on such weapons and Hobbits -2,‘ dyeing but lifetle fellows. ' ''' ‘ ' ' •

Vc) Similarly a'^Cdrdain strength is required to use heavy weapons^ Typical 
ratings are Sword i6\ Mace 8, 2-hand axe 12. -1 on hit probability tor 
each point below that required. A Hobbit requires +A for this. ■ '
' '(d)\ipehtein wdapohs were desired to slip through the joints in armour, others 
,to bash it'to bits. 'To allow fdh this pointed weapons have higher negative ' 
'’'adjustmendi for chande to hit, but ignore armour subtractions on damage as noted 
previously. Knigdts in'the Middle Ages often carried two swOrds; an Estoc ' '

 ̂r. about 3' long, p6inted but with no edge, which v;ould be Plate -5, Chain -3,
Leather -1, unanned 0, and a 2-handed sword with no point which might be +1, -

 ̂ +3̂,,.. +2, +2, , r .'1̂
Actually the best sword for dungeon use would be the Ig-handed or bastard 

sword. A'.long (the D&D sword is 3') it should be rated for what it is, • 
not quite as good as a 1 or 2 handed but useable as either., '

(10) This combat system REPLACES certain D&D bits: * * •
The Monk bonuses ,on attacking - with(high dexterity and no armour they are

already doing pretty well i.,  ̂ ^
The Fighter dodging bonus:and (optionjally) bonus tor strength on hit prob. 
Missile dexterity bonus. , j i J - . .

‘ A Few Extra Weapons , ’  ̂ _
MAIN GAUCHE is a large dagger with, q guard that can be used to parry blows.

For standard D&D combat treat as a Shield but if it takes over A damage it is 
knocked from the hand* , Requires 14+ dexterity to use. Good weapon for thieves, 
obviously! ’

THROWING DARTS were used by late Roman/Byzantihe troops: ranges 15/30/45 feet, 
throw on short bow table for hits. If in rack behind shield allow two throws

' per mele'e'round? Damage 1D4. ' ' ' .
. ' SLINGSHOT: ranges 50/100/200 feet, as shortbowV What the heck use hre they

anyhow? Well, compard the cost of^a silver arrow and a Silver coin......
REPEATING CROSSBOW: of Chinese invention for u s e H u n s  etc, fires l(j light 

■' (1D4) quarrels at -4 on hit'probabiiit;/v takes 3 ffelee rounds to reload. Good
vs Ores etc in narrov? corridors. ' ! ,



pi:u;ld and phalanx h i ¥. Taylor 3160 E. 4tl St. #3 
Tucson AZ 85716

I i .
(Dexa is Greek for “TAKE TlLiTi*' and was stamped on lead slingstones.)
The follov/ing is the first entry in the unofficial Perdinend Peghoot of D 
and D contest (if Lee Gold \/ants one)s

Perdinand Peghoot v;as a castle lord of a good natured king. One day he 
received ne\̂ 's from his king of a prisoner being held in a dungeon— the 
information being obtained from a defector. Though there v/as nothing on 
the prisoner, he had given the location and floor plan of the dungeon, and the cell of the prisoner. Of the defenses, no polymorph or teleportation v.'orked inside. The king therefore recommended a party great in strength 
and small in number,

Perdinand called forth his best mens Amar, a fighter. Beol, a cleric, 
Xenothyn, the best Master of Hand and Eye(a lav/ful thief), and Glorith, a 
pov/erful magic user. They \/ere informed of all and sent forth. ̂

It \ras a v/ell guarded dimgeon, but it v/as no match for these four. 
Glorith and Beol, by use of spells,, gained all an undetected entrance. 
Inside, Xenothyn countered every trap, Beol called forth silence v/hen it 
v/as needed, and Glorith did so v/ith illusions, ianar v/as pleased, for it 
had been recomiivended that as fev/ lives as possible v.ere to be taken.

They made it to the cell door and Xenothyn successfully opened it. Inside v/as an ent. But not just an ent. It v/o,s a corktree-ent, He v/aschained to the v/all and as torture, strips of bo.rk had been peeeled off.
The ent v/as glad of his rescue, “Get me out of this dvmgeon aiid back

to my forrest and I shall give you a boon,” iuiar agreed to take it in 
Perdinand’s name.

The po,rty nearly made it to the entrance undetected, but it isn’t easy 
to handle a fifteen foot high ent. One guard gave out a yell before he v/as shot by iimar. Spells of blockage v/erc throv/n and then they ran to 
the entrance. There, Glorith could teleport everyone to safty.

The ent's forrest v/as reached, and the promised reward v/as brought 
forth. The ent had two large oars. “The spirits of tv/o ents nov/ live in 
these their past bodies," said the ent. “By spell, a cleric can speak to them and can learn a. great deal about the nature of the v/aters. /ind one stroke is equal to four or five of a normal oar,"

Thanking the ent, the party left with the oars and soon returned to 
Perdinand, Telling their story before shov/ing the oars, Ferdinand’s face 
cheji.ged expressions until by the time that the oars v/ere mentioned, he 
was laughing out loud, Anar was about to burst out in rage— ..hen his 
mouth dropped c,t the sight of the oars being brought in. One bearer v/as the ent, and the other v/as the man that he had shot,

•■You four are all victims of a joke the king played on me", said 
Ferdinand v/ith a smile, “You see, everything that happened here also had 
happened long ago. The story is knov.n by both the king and myself. But 
I v/ould have thought that you v.̂ ould have laiov.rn it too. Everyone should 
loiov/ of the stoi’y pf the famous captive cork ond the ent oar prize i"

I just noticed that I spelled forest v.dth tv/o ’r ’s. 
the v/ell knovni Ackerman forrest.

Perhaps this v/as

So much for this month, as I have moved back to Tucson, This is the strange place v/here a person has to be forced to go into a du.ugeon— * 
they are all so deadly as compared to the normal lands above. Then again 
it is nice to have an encounter on an overland. r

“You have suprise on a red drageon in flight." the gamesmaster states, 
“Range?" as bov/s are being readied. ) ,
“SEVHJ MILES AND CLOSING FAST'“



CURSED SCROLL #2

Produced at the last minute and 11th hour for Alarums and Excursions 19« 
This effort originates with Jeffrey Hay> Box 68, Liberty, Mo.. 64O68, It, is 
Hilltop Hermit Publica.tion Ho- 72, dated 2-6-77• This pair of stencils is in 
the iray of an experiment. I ha,ve' some stencils irith 9 holes at the top, and 
I'll see hoT: irell thej'’ print, typed according to Lee's instructions. I am a 
bit dubious of these stencils, as I have had some unha,ppy experiences irith 
them before— those of 3̂ ou who attended the MidAmeriCon in Sept. '76 may remem­
ber the "printing" on Some issues of the Bullsheet. Anyhoir, this lighter duty 
ma,y bo easier for them. If you can't road this then you'll know.

The other night 13 of us used Steve Simmons' dungeon— Sharazo?— to prove 
the fatal consequences of intra-party backstabbing. I had rolled up a magic- 
user, my first ever in Simmons' dungeon and my first anynhere in months. iJe 
had been down once, and at the end of that trip my m.u. saw the light and con­
verted from Satanism to Old 0rthodox5'" ■ The fact that there iras a bonfire and 
stake iraiting for him if he didn't had a lot to do irith it.

Anyhow, 13 of us went off to the second level. !Je found a side passage 
and therein 2 doors, and from behind one door came chanting in a language my 
m.u. spoke, the Language of Set. Set worshippers are Cthulhuists, and even 
the Satanists consider them enemies. I wanted to attack, but the other members 
of the party didn't- The party was heavier on fighters than a-nytliing else. I 
may have b:sn the only non-fighter, but I'm not sure. The party wa.s very mixed, 
with one or 2 Old Orthodox, various ITaturalist or Druidist types, and (as it 
turned out) some others. Prom there we went south, and 4 of us— my m.u., a 
dirarf, a,nd 2 ores— got co-opted by some ores to go fight a troll. The ores re­
fused to let any of the other 9 come, so off we i:ent. , I conned the ores irhen 
-we met them, by telling them I ha.d charmed the Dirarf and they couldn't touch 
him. The ores loved the idea of a m:.u. putting spells on a dwarf. The dwarf 
(for whatever demented rea,son) volunteered to iralk point. I therefore decline 
to accept responsibility for what followed.

, Hell, we found the troll. I iras right up by the door when we opened it, 
"to throw a spell," I said. The troll opened up, annihilated the dirarf (he 
volunteered for tha,t, too,), a,nd licGrogor Liathers (my m.u., if I hadn't mon- 
tionod it) gestured at the troll and yelled "Omnia Gallia in tres partes divisa 
estl" ITotliing happened, and the troll e.nd the ores' leader went at it. The 
ore iras a, mean mother, and he had a gross-looking 2-ha,ndod, sirord- He ira.s badly 
hurt, but he trashed the troll. M,y m.u. shared in the treasure, before ire 
rejoined the group. IIcGregor wanted to go back and hit the ores while they 
irere torn up (we met ghouls on the iray back froin the troll), but ho got dvine 
inspira-tion that the party couldn't take the ores. So, ire went-back to the tem­
ple of Sot. ]Je had a plan, Open the door, McGregor throws sleep at the cleric, 
and then tries to sleep a.ny others in the room. i-Icanirhile, the fighters with 
bows would open fire.. Hopefully, most of us would kill them.

First part of the pi ah went all right, irith one exception! . \!e opened the 
door, and McGregor slept the cleric, but he stopped a'Cause Pain spell. That 
left him screaming on the floor in most useless fashion There folloi:ed 0. gene­
ral melee in x/hich 3 or 4 xxere laggard to talce part. In the middle of this 
mess there iras a suggestion that McGregor be knocked out lost his cries draxr 
monsters. A couple of Haturalists— may they get the Poxl— irent them one better 
by cutting his throat. Tx-o of the la,gg:ards suddenly attacked the other members 
of our party in the hall. Turned out they xrere Minions of Set themselves. The 
dust settled to find one survivor able to move, a xralking x.̂ ounded who ran.



and of the Set worshipoers in.the room one survivor, the cleric, who had awakened 
when McGregor was killed, breaking the sleep spell. Turned out he had been the 
one. who coordinated the lc,st of the melee from their side, including the 2 
giant snakes which put in an appearance. One out of 13. got back alive. .

I w-as just a bit hacked, because that had been my first m.u. in a long 
time, and the reason he was killed, seemingly, was because those 2 plryers 
thought it would be funny, or something. The two ’.rho were Set-worshippers were 
playing their religion, but dammitall, I and the DM both vexe bugged by McGregor 
Mathers' death. He was exaspero-tod at a piece of ro.nk folly, a.nd I disliked 
the idea of somebody offing my charo-oter for a giggle.

Some comments on A&E l8:
On Gods: I can_,Jt see assigning gods hit points or a/C myself, but it's

your trip. To paraphrase a bumper sticker, "My gods don't need hit points^ 
sorry about yours."

Hes Ives: I've already decided that some non-players htive researched ^
Analyze Magic as a 3rd or 4th level spell. Amt. of info thus gained is by die 
r o l l m y  option; intelligent magic items get a saving throw, of course.

John Sapiehza: Locally some DH's use a system of enhanced die rolls to 
build a character. On one or tiro rolls you can use more than 3 d^ and choose 
the best 3.of the 4 or 5. You may be able to reroll one or two characteristics, 
if the DM allows such things. You may be able to scrap tho character and try 
again. This is not intended to be the same thing as just giving yourself an 
l8 strength because you want one. It allows a player to "build" the kind of 
character he Trants, without being too gross in the giving of high characteris­
tics. Usually DMs xrho use this have a set of minimum rcouirements for special 
types (e.g., His. 13 for a cleric, or requirements for an Elf.)

CORilECTIOiJ to C.S. 1; Temujin tho Gross is PI.I2nd, not 1st, now.
Nicolai Shapero: Your arguments in favor of 2-hnnded swords are so cogent 

I may try one when noxt I go down. Of course the user of such a sword pays a 
penalty in a/C, in not being able to use a shield.

Mark Swanson: I thought of something for critical condition vaguely simi­
lar to your system, but gave it up. In the first place the body can only take 
so-much before dying, and in the second place, I'd rather err on the side of 
miserliness in alloiang survival below 1 h.p.

Except for the other night I haven't done much DcADing in almost 6 weeks. 
IJeather has been very bad here lokely, keeping me in ray hilltop abode far from 
the Dungeons of the southlands. Three of us did try a quick trip into the 
Vampire wueen's palace just before Christmas. He didn't accomplish much, tho.. 
He offed some skeletons, a couple big rats, and a thief. Endora (formerly 
Clara, but noi: using her rca.l name) discovered tha.t magic raissle for her ha.s 
definite advantages' she's like a gatling gun. The trip broke off when Our 
Furd used his belly to stop a crossbow quarrel. However. next time will be 
better. Furd is getting very close to PM 4. I think.

I kind of doubt this will get to Lee in time for yl9’ 
says it will so I'll give it a try. Regards,  ̂ ^

Iloxjevcr, the P.O.



KIREL*S MIRROR #9 . , .....Kay;,Jortes 5103 Chesley AAre., LA, CA 90043 . ;
intended for A&E #20 (#20"AI;READY!?) ' '
***x«^^^^*^(**********^^*^**4******^*^*-t,he inevitable me on 
GLENN BLACOW: Excellent'characterization of chaotic (evil) Jack
the Slasher - every lawful(good) character I have wants to string him upt// Cutting down on boredom dpt..Not only do you give _ 
saving throws against sleep, but assume all those who made their 
savei know what was thrown on them AND are henceforth immune to 
the'̂ ’spell, for the next hour or so. Great fun when about half a 
dozen critters which had been faking sleep get up when the party 
is strung out about the room...// There is one baby vatch in 
Robber's Roost who enjoys driving visitors buggy. (One party 
detoured around most of the first level on their way out merely 
to avoid what they thought was a room full of live furnature.')
SAM KONKIN III: Twelve cheers for your coverl Lady Lianors’dFinagle (5th MU), her daughters Lenla du Finagle (12th MU) and Kala du Finagle (Bth FM), and the family cleric Shirra (7th Cl) 
agree completely with your remarks to Gygax on that Women in 
D&D abomination! (For that matter so does Lord Frederic - 12th 
FM)// I'd like to run a Melnibone'an character some time but-it'll 
depend bn the dice as the characteristics are somewhat like those 
needed for elves. I may publish the character class some time - I've been holding it off as there have been an awful lot of 
character classes proposed in here already. Moonfire is not a 
demon sword (like.Stormbringer) by the way, it merely feeds hit 
points taken by it to the wielder. The victim may be cured 
or raised normally.// How does one get into Frefanzine? If disc­ussions like the one you're having with Mark Swanson abound I am 
interested in doing so.// What is that critter depicted on the ,last page of your zine? ' ’ ';
MARGARET GEMIGNANI: Thank you for the compliment to my story.
I agree, by the way, that Melkin.the MU (he was fourth level, by 
the way) showed the most sense of the lot. He's got a few tales 
of his own to tell which I, may write up sometime.//Who said 
Nicolai was a "pussy cat"? He just runs a game where if you do 
something really stupid you'll probably get killed. Having 
watched^in astotiishment as an entire party (except for one hobbit) 
fed itself to the minataurs in my dungeon, Robber's Roost, I can well understand the occasional 60^ or worse kill rate in 
Stormgate. Having no penalty for stupidity or bonus for cle verness 
makes for a dull game.
KEN PICK: To Nicolai: Hey, don't stop there! How was Clive the 
Obnoxious reduced to sanity?// Enjoyed the OreCon report. That 
was some party, wasn't it? M/p//////////////////]^/////// Hey, put that chair, down! ,
BILL PALEY: Really, it wasn’t so much the, validity of your treat­
ment or weres, it was just that I had run Reiha before, elsewhere and already knew her personality and experiences. The whole ’
system,, disadvantages and advantages would have been so strange  ̂
to her she would have spent the whole trip in a state of confusion. 
And low level were-foxes (especially magic using ones) are too 
fragile to run so distracted. I'd be glad to start a were--/if•
I get another) in your dungeon sometime.// Flying Mustaches?????
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NICOLAI SHAPERO: So you published the censored "Dungedwer”"''-''
verse, huh. My, you like fireworks'.// That "grossest in the land" 
variation was not meant either as a comment on your DMing or as 
a permanent addition. It was a comment made right after a part­
icularly bad joke you made at Wayne's, party. :
STEWART LEVIN, //////////: Sorry about that ".feeblemind" spell
I hit you with a few issues back as you obviopsly failed your &, 
saving throw. It is now dispelled so you,may write reasonably.
(hi, Stu)//And where did you get the idea.Ij disliked glass goblins, 
hand.,painted or otherwise? //////////////////////////////////
(a suggestion - if you really want a fued why don't we join the 
Cult and keep it out of A&E? Even better, why not stop?) '/ i
As I recall the main,objection to the Taserwas the possibility 
of someone with a heart condition requiring a pacemaker mighf be 
killed by it. I suppose the pistol is to be considered the more favorable weapon because it has a chance of killing anybody... 
*sigh*// Aha, a Monty Pybhon fan! I .guess you can't be all bad.
LEW V/OLKOFF: V/hy, thank you.̂  It's fun to be sneaky!//The boulder
polimiorphed to sling stone stunt was intended as a trap for;(anti)paladins with drawn (un)holy swords, so that dispell had to be 10 feet away. Combining it with,a Dispell, now..,I LIKE 
that. ; ., r ■,
CHARLIE LUCE: Yes, ,Alfric (no "e") started out; as a-n,rElf. Thenhe got killed in Wuith and thanks to your reincarnate tables came , back as a were-wolverine. (C=15 and he'd failed his resurrect roll, -̂ sigĥ ) ; Smull wonder he's developed a rather cavalier attitude 
towards life;,, Jj V,’ \
CARY MARTIN : Hijimmmmm....As you'well know, Ja'ala is not too fondof Arioch or his minions after what one of them did to Immryr, but she might be i,ntereste,d|,-in meeting ,KQ,rl. . . ■ , ;

n„KEVIN SLIMAK: Crĉ'(|, you finally put 'priests of GOWjin A&E!
Talk about a cha/acter clusu where reaching 2nd level,, or even 
surviving your firsf 'e^pedlt^ real achievement! (Has ,
anybody ever had a J/d'’level''PG?i/ 'j.̂ 'lovely bit of insanity and the only combinatioh/Of ,.Clerici,au(i. ,MlI to ev,er galp my approval.. 
(Even if- I do have several'cta:^a.QterU; who te run if I;"’’-
a PG joins’the expedition. ' ThelBleselngj,pf GOW tends to approximate 
the Curseing of most gods. . .)//y Say, Iwapritt there a requirement 
that’a PG must always have 50' of'rope? I seem to recall a PG 
figure with a coil of rope over one shoulder. ;ri''

RICK ELLEMAN: 
a set?

VJHAT -Greyhawk speilV corrections? Where, do I getI'-, c \N V,'■
BOB HOLLANDER: "A Wandering Minstrel;Eye". AAAAARRRRRGGGGGHHHHHH
JIM ECIvMAN: I LIKE;your thiefish. ability modifications. I am
adopting them with slight rbvieic^S. -. -

! t I

GENERAL WARNING’ fO THIEVES: ':;::1:, r,qceutiy/re|-read thq rules ’ 
about trap removal/bypass. Seeme It only,,refers^to small, 
mechanical traps. .......  '

■ a t- 
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CHRIS PETTUS: In re phantasms - Yes, I’d say a troll killed
bu a PF fireball should be able to regenerate, assuming that _ 
PF damage is psychological (as I do). Hadn’t thought of it, but 
I’d say anything capablsoof regeneration wpuld, if killed by a 
PF only need to regenerate from -1 hit point. A dead body can 
hardly believe in a phaptasm...Good point.// I figure the cost of 
a potionto be the cost of the ingredients (eye of newt, toe of 
frog...) plus the price of the incantations as purchased from ' 
the Magicians' Guild or whatever. And some are far more costly 
than others and in my universe, at least may be difficult to 
find and down right dangerous to acquire, (eyelash of Balrog, 
dust of a lich of the 20th level...) So. there is always the possibility of having to hunt for it yourself. Needless to say, ' 
prices for potions vary considerably!/VStaves of healing don’t 
have Charges? First I’d heard of it!//So far one party hasibeen 
overrun by scrubbing bubbles in the, Realm of Terror. Wonderful 
the reactions you get! '3'I

GLENNAGAIN: Thanks for Fenrist clarification. _ You cleared up - 
some questions.//Another way of limiting 2 handed swords is 
low ceilings n my SCA experience indicates striking from above 
as the favored/nethod of using the things. Me, I give them to 
the monsters.//Thank you for the story compliment. There may 
be more Ja’ala tales in here as I have the material for 2 or 
3 already. (and for that matter, Kaelvin's story is an interesting one...I think I'll take Lee'up %n her suggestion to turn this, 
stuff into something salabld. As long as I’m going to do all..I,h,.;; 
this writing anyway...)// I'd feel more optimistic about The 
Silmarillion being available by July if we hadn’t been hearing* 
abQut it's imminent ahrival—for-the past 5 years. ■
CHERYL LLOYD: Minor point on priests of Apollo - is that gold
chain and plate treated in some way? Otherwise, gold is an 
awfully soft metal for armor. I'd treat it as a lesser armor 
class by 1 point at least. Also it would be very heavy compared 
with iron limiting what you could carry and also affecting dexterity and rate of travel. Why not either limit them to " leather pr make that gold alloy ahmor? , .3 *■;
****^3̂ ^f^****^*)f*^/****x4^*******gQ much for that^*****^**'’̂*'̂ *̂ **
On second thought/'I guess I may as well publish Mblniboneans 
as I run them.(if Michael |4oorcock sees this, I apologize if 
I blew it...)

' - MELNIBONEANS . ■• ■■  ̂l- ' QJ,' ... .
' ‘ ' The Cool Chaotics

Strength = 13 or greater
Intelligence := *13 or greater .e *' j .* . ,,,, , . ,Wisdom = 3D6 • ..... '
Dexterity = 13 oir greater, o ■ -di"' ■- *Constitution = 3D6 (B or less probably indicates disability)
Charisma = 13 or better - jI* :
To operate as warrior/mage (vis elves) Strength + Intelligence=30 
or greater. Note that these may only wear leather armor and may x 
only do spells when weapons are not in their hands. May carry shields. 
With regards to hit dice use I)B for warrior, D4 for mage and 
in case of split function treat as elves. Note, however, that v 
there is no barrier to level attainable.
*must put them down to spell cast.
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Melniboheans Chaotic if you^se a 4way
They are usually\'hvil or amoral,'but may occasionally be x; . i
good. If you use'3 elilgnments, they may be Ghaotic or neutral.'-' 
Clerics do exist "in, this class, butt they rarely expedition, ;
pilfering to remain at the terriple. Melniboneans may serve any 
chaotic god, usually, but not necessarily, Arioch. (Although ' 
they need not serve any god. Ja'ala, for example,^except for 
a brief service with the TimeGod owns no god, and has considerable 
antipathy to Arioch.) ' ‘ ,y" "The main thing to remember when playing Meiniboneane, is that 
they attempt to do 'everything with intelligence and style.,
("He may cut you to ribbons, but hh'll dn it with style.")
One reason for the high chari'^mh hequiremeht is that these are 
a hather attractive people, a good deal of which is due to this ' '
preferance of poise on all occasions. Think of a cat. •
I think that's everything. I'm sure if I forgot something,, .
someone out there Will be sure to inform me.... •
OOPS - yes,"I 010 forget something. EP required/level as per 
class (,FM or MU , and equally' divided ̂ between the classes in 
case of;,a split.,-) '■ .. ...

X X X* X ̂ X XX * X X * X X x|x XX X X X * X X XXX X X X XX X X X XX X X X X X X X X X X X X X X X x'
Well, ̂ as.-long as.lfve got-^all this room... : .CHARLIE: How's''this.:for the "Dungeoneers"'? ,
(for Wayne) "The home of Khronal:keeps a party very entertained,With doors th^t open anywhere and visions so ■■attained. One party saw it's players and found it rather wierd,

., Then someone shot the UM. and the dungeon disap eared!'.'
(to say nothing of when Ni'-Colai*-̂ s weretigress opened a door, saw Sen. Ude'■’McCarthy making a (speech, took careful aim with the, ' '' ! '- 
AM"pistdl and. . . . O  - ' '̂ ■; .'. . i'V''
and in the. true Bardic„tradition, .. ; , , i .

"Adverse for Len Lakofka,who' s earned the name nf nerd, 1 :
For rule changes -both chauvanist and patently absurd,

< And Kask, the man. who. published it, why earn your way to.fame, 
;.,By . publicly insultijhg all^ the players; of the gan̂ qa" .. ' :
"Now Arnesoh and'Gygax who invented D&D _
We really should remembep in this rhyming history, ........
We may not hold by all -their pules or find them very clear,
But if it weren't for these guys, really would we all be here?"

Wonder how many people this'll get mad at rfte..V^chuckle^i-o •
And we .end with a tribute to the typo monstdr' in my £)ad*s desk.
(Sing a song of corflu, " . -r ,v: I ,Very,very blue,
Correctingxallithese typos, .i. ; :
LeaveSi;me., that way ; tqq.,,, .) ylii.; v; ;■ i:

See yOu ,all;nqxtish,,( and maw a., ring of .desire to
avoid dnnge.ons.. . t--.;.: _ i ...r, . ■ ■ - : . : ■ i. ■* x ■



>.RTH*S SI\rD ;'-5 by Jim Bolton, PC Box 31^5^ Fullerton, Cî, 9265!; All 
views are strictly those of this writer, and he. will be held r;es.pon- 
aible. for ail:, btstewents, . -- .nc  ̂ n.c'i 1

a reoort on Bjihhra'hpn, but,V/ell I said I ir.;ouldn’t giveI do hayfe_ a right to change ny n.ind, 'myne 5ha%', John Bradley, Bill 
Goodribti^9 Tim Fa’cLfire'n and 1 left La Friday afternoon for' the con.  ̂
’:-ê nel'ln Banta Barbara ah& frpm there we stayed fairly close'" to - 
• eahh other. Sach car had â  C!3 radio and we had; some good'hiscus^ 
sions^ dn PiJ;D on the v/ay up.* Anyone who ca'ught” dur talks’h'robably'■ thought we _ were ■ crazy, ’ One thing that xte discussed ivere the'ilOBF'fe' 
from ladtyitsue-.g' Mthr'^ih’ thik^ column there is a Class ll t'hRF. 'V

Vi;e arrived frlday evening,' got a room and fell Into 'soAindtsleeh, 
Tip bright and hariy’ satni’day'to register, sigh np for aeMnara' and 
check 'Oht the huckster room^ aloni[f with seeing*bid friends, feopn we 
were iri' Klcola.i * s -Toom on bur way to BtormBate . Fix,, to .eight' hours. later and. a few, dead characters'the trlpj had ended'and everyone î/a's going to get a hite'-to eat'and, then try for Temporalana» ' '

A friend of mine found me And asked if I wanted to run.Earth’ 9 
End, as they needed a x̂ jorld to run in, I agreed and gathered up my 
stuff and went down to one of the game rpbms jfpr the con. Upon my entering the room. I heard a statement made, ’’litere» s the Dli and now 
we can blow away another world,” ifeedlebŝ 'to say this warmed my 
heart., Tlilrteon hom*.s later, after an all night" sessipn,, I had had 

md s h u t . ' ‘|»,ent to l:)reakf,as*t with., some of the play-endtî ^̂  and
ers, who said J:ha.t It 
f 0 ct the y never did) som'fe-̂ sleetbi, *

was hot 'Af,ter pasy to 
^ast \vent away 

to a.
(as .̂.'matter pf 

seminar and then, f̂ or

Feems people enjoyed SE so much they were ready again about 
seven-thirty Sunday night, — * ......... ' *

All in all a very enjbyablej-̂ ve'ekend. I wouljl |iave. liked to -.,, 
more times■Inj.StofmGA.tb' and also in Btevo'; Pprrin’s world but,,,.il also like to "run h'E, and "as Ipng as there arb pepple wjao really enjoy playing in the world' 1 'keep going. • ■ >

• û'at ̂ to give some people ah 5.'doe. ph,.how n’are”magic'Xs in EE, ̂ 
let m:e' take' the 26 hours of play, at pUhDraCph, During that time ’ ' not'One magic i.ten was, found, “  ̂ -
found in a'’chest mounted over
chest, was'oPpned jthe item rolled out, pnd broke. Also people found, 
a few chests, but the treasure i'h. them wap on both the ethereal aAd 
astral pianos and no ohe could get to it," There was a totpl of 
13 ,0 0 0 GP found during that time and most characters average exper- 
ienpe gained, per trio was, a.round 3000.,̂ , .̂..  . .

I correct myself, there was an item 
a door, ' blit due to cou,tlon, when the

'iagic is thb.ro, but it, is rare. 1  don’t want
the' idea that the,r;e is only, one nagic.iltern per level 
is aiso not just, layltig all over ,.t.he place. ̂;, G^ 
experience is" the most common thing found in EE, "

anyone Ito, go t ,
j, r but i t,, truly. 
3eml-r.pr,̂ - and



RiCi— oage 2

trip to SP
’’The Arduin rrrimolro

I did find one thing that really made the 
all worth it. That was a 100 page book called 
VoT-uraa , U ’. This is the work ,_of David A, Hargrave and X beliervo, 
sells f,or 'aroundiften dollars. Before people rralsQ' their eyebrows o 
and start :yelling about the ten dollars, letviRie just say that. the,;,;.;, 
book is: well woiPth it. The, artwork by a young man named ^Errol - 
Otus t -Is/.outstanding. The book contains seven new character ;claases, 
ThesO/lnclude Torchno* s,; Rune .'^eavcrs>: Itch Hxintera, etc. A' ch.art 
for saves .on-magiC'equipment’ against heat, cold^ energy, disinter 
grate, negation, triggers, electricity, acid,.-.crush and all others.

colors and their
;vJlth new magical

usage; new spells forThere are nev; prismatic wall 
mage s, -clerids: 'and druids; a 
very Inteneatlng combal systemi The book also includes a ercat^xre ..oombat: chart, ne\v dinosaur chart, random fog and

treasure and 
long mist

oration .chart,; random trap matrips, 
21 Planes; of Hell,! and much, .much 
more per page than TiR has to date enough about th5.s book. You mightfo l:lo;wing;: address 
cost.iwould be;

and see if he has
■ i iDivVIIJ A, h.<UvGilA‘/h ■+ 
x.̂itll Carl avenue v.Richmond, CA p)i|.802

new monsters, lesser demons, 
more. This book gives you a? 
given us. I really cannot: say vjritc to j.r, Hargrave at the copys available and what the

a
w.ere-
gen-r! l?nv

, j .■i.lso-.tiiere will be a Scie:ncp-Fiction, Horror and Fanta;sy,-€,9n:; 
-tioid-at the Jiarriott Hotel, 5 "H, Century 'Blvd, this is .near, Los 
,A.nge,l0s International \irport, -. It will be held Taster weekend a-nd 
there will be seven rooms alloted for the play of Df:D, Hopefully;,-, 
there will be a fljrer included 
contact me; and .C will see that 
.0’.:.; :̂=̂-:” U- ■ : U,. ■ ..-t-iHow on. to a fow. comnents;

in your issue of afeS, but if not you get n flyer, .

BILL iPApeyrT-r---  ̂ thipk it was a successful rcxpedition,
but it was a good idea. I guarantee it will be lOO^o better-rat, tJae •, 
Northridge con. It will be run in throe a joining rooms, I will 
have, >a f-DI-'- for each groxxp and I .will oversee all of it, . I, ;hQpe you 
wtlfl, try >ar;ain at thatitim,o^ I-will exit dovm on the ampu.nt of " a ' r
pe,pp le, rwho w ill 
good ideas take

be allowed,.into tho
awhile ,to work-out.

game. Please romompor that d H

GL'PW BIjACO i'-----— ■^--1 agroo that you might not notice how badly
you ar*e hurt and that the front line normally is composed of; the . 
best people, but YJhy-have re serves if they are just going tostand.' 
there r, ...iy .Gharacter's seldom pull exit of a xaelee if-they cannot ffh-it 
hfl^,- but If,;help is ̂ aypilablo and they are hurt badly, they will 
stop rbaek f-or the moment. ‘'ould-̂ likG to have you travel Garth isstopjhack,f-or the 
Pnd Sjometime, if 
7,Lou at Boskone,

moment. , 'ould.-flike to have you tPavel Garthks 
Dxxrd)raCon had ,not been held, I might have seen

LP.V/ Yi/OL/.'-OrT---------- Thanks for the com:iont, I aporeciate it. I*m
alxvays gl'Ed if I pan add, s-omothing to anyone' s .pane, I did 
your, article on Troys apd ■ hsx/e ..a very vast array of then, 
xx'pLte an.,.,a..rtlcle on mazes ,nnd,their use in OfcD, ‘ a devioxxs and deadly sense of hxxrixor, sp I gxAess yoxi a little.

dnjoy 
I might :• 

Of coxirse I have . : that should tell



HE- -page 5
ROBERT CLIFFORD--— — — .— I agree that anyone wearing plate cannot 
conceivably- \ise a bow, but to overall give ah iiriarnorad person a 
plus two on nissilos is a little to much* Dexterity and being 
sVcilled l,h the use of bovi; or other missile '’Weapons takes care of 
the bonus nicely* As for firing missiles in helee, why can't the 
second rank fire over the people in melee and try to take ddv/h t'he- 
sc?cnnd rank of the attackehisi I allow this as long as-Ihe people 
firing -make their dexterity roll. If they do not, well then I see if they hit soF-dhne in their Party, ■ '< i;F-
’’ I really don’t know how'nahy people will' comment dn the fORf’L 

from last issue, ' As v'/ayne, bnd I discussed they are • a little much, 
■bijit they were intended to be used strictly as a bodyguard in your 
charactors place of rosidonce. As written the .ilQRFP were really 
not possible to be played as a raonster in a world. They are just 
to damn hard to take dowhl Po what,fdllo'%'S is the DliSsiI ?iOHP, 
and fell free to use thesp' as 7/ou see f5„t, ’‘ ‘ ;
CLAP r II/ ORF'P— 1— .
.Irivk;:'- ■■■ ■

Alignment: none 
Armor Class: -8 
Hit Dice: 20
.u7,-’'Apoearihg: l-i|

. love; 8
In Lair: 3O/I 

Treasure 'Type:' 
-'i Appearing In

A
Lair:

Description? the horf is 6 ’ tall and is very slim and miiscular.
It has no sex.and wears no clothes,. Its head is bald and it 
has ,no ears or mouth. There are large,hairlpss ridges where 
eyebrows woiald normally be. The complete 'body is red and 
where its eyes should be there are orange globes. The Morf 

, , is capable of turning, spells, ̂ just as a spell turning rl,ng,
.The,MorfIsayes as a 1 5 th level fighter. If the Morf Savds 

f ?. it takes no damagej if it does pot save it takes half damage. 
The Mprf is capable of fighting'with weapons or^ltYmay fight 
as a'inonk getting 8 blows per melee round and dbirig pts,d̂ njage .per hit,  ̂ .
This is a toped down version from the.last issue, but as Wayne 

sayS, they are at least usable in anyone's univdrse. '"t did have my reservations a'bout them, but the character that boTlght one, was 
oply using it as a bodyguard and a show piece in his meeting room. 
The Morf tends to draw attshtlon to it, .No doubt someone will use 
tde previous , Morf s' and’hot the Class II version, but. to use them 
as a monster roaming the; world'would be a little mpeh. And to use them as a hlrllng would not.be compatable with the'game, because 
there is just not that ;much that can handle a MoPf. I w.ould'like 
to here from anyone who employs these in their game,' I would like 
to know how they work out and if they are still to strong. As I 
see it, they are deadly„apd surly can take dowp^a number of people, 
but they .also are..much easier to kill,' .so I see ho reason f or. any- ‘one' objecting to them ps/listed above, '' k ; "

,The next page will be thp usual monster page. I have more dir 
less just raved on aboptdi,fie rent things and therefore, this issue doesn't really have .a basic subject'. Hopefully" the next issue'I 
will have a surprise fpr/ail;of you, but first I must get permission 
from someone. As 11. stah'ds, ppW I guess I am not doing to badly, at 
least I havO'not Offended apypne with the content pf this coliunn.
Let us hopb it continues this way. Now to the monsters,.,,,,,,,, ,



^iE-----page Ij.
THUNDERBIRDS- —Alignnient; Fe-utral 

ATiaoT Cliass: R ■ ..
Hit" Dice?' 6 . ' ["^"Appearing: 1-12

Move:’ 12/1̂ 8 "
^ In Lair; 50fo 
Treasure Type:,! 
Dexterity: 12-17

Attacks: two talons each doing 2-l6 points damage also specials
' lifted below undeb 'de'scrlption, '

Descrlptlonb*^ It'is about l\.' long'and has a wing spread of almost?, 
5’. Its head Is fire red in colo'b and its body is jet black. 
The wings are usupHy an off shade of black, tending more to dark greyl Its eyes glow a bright yellowlsh-whlte, It has 

< the power to thro'w lighting bolts from its eyes three times
per day. ' It also^has the power of tupnlng invisible. It also 
may cast a Disintegrate spell once- pbr 'day and also a Dispell 

" Magic once per"day. The lighting bolts that emit from its • eyes are’Ll-" long and -g-" wide and do I).d 6 d a mageThey  usually 
travel in groups and the flapping of their wings gives a dis­
tant sound of thunder. Their favorite tactic is to come fly­
ing out of the clouds, invisible, and* swoop doWn on a party 
firing llghtlng'^'bolts from their eyes'.' ^̂ Ihey are intelligent. 
They are fo\ihd In' all regions except the cold of the north,' ' - . i. ■ — i. .

HORNWORMS. -Alignment: Neutral 
Armor Class: I4.
Hit Dice: 7 ■
# Appearing; 1-L|.

Move: 9
% In Lair: Nil 
Treasure Type: Nil 
Dbxterlty; 7"1?

Attack's: four'horns, each emits • an aCid v̂ hi'ch does 2-l6 acid dam­
age; also one bite doing and bn a roll of I9 or 20
it swallows the victim. The victim will be eaten by acid 
ih’slx melees from the time of being swallowed.

Description; a four-horned snake that ranges 
They have a girth of from I|.’ to 12’ in di 

. sandy colored, so that they may blend-ln 
’ habitat, -It has no spine and therefore i 

c. .usually buries'itself uhden the sand, and 
. which are the color Of gOld, above'so as* 
■c"' it. It is- very sensitive to movement on 

range beirig 2L|.0̂*̂ - If it does sense some 
■ moves under grOundland breaks the surface 

of the noise. Also its fangs'contaln pgi 
being bit must also save agSirist poison;

from 8’'to 20' long, 
ameter. They are 
with their desert 
s very flexible; ; It 
leaves' its horns, ' 
to attract things‘to 
the ground, their movement/' it ;hormally 
right ;ln the ' center 
son,, ’’so "that anyohe,

, ' 'Well just about out of stencil. I forgot to take" the ribbon
setting off on the first three pages, 'ho I hope print up okay.
It had been 15 years since I-cut a stencil for last̂ l̂ssue;' I was 
pleased with the results so I will continue to do my own. At least 
it will save Lee a little ’work, IWell enough of this from Earth's End;:’ I think >I will go back to working on the MirrOr Creatures apd 
hopefully I will have them’in time' for the' next issue. I do hbpO 'I 
:will see Some of you at the Easter weekend'edn and that some of'yon 
'.might take-h'chance and run in my world. -fHntal^.next issue, mâ r ohe 
dice be with'you and ma^ all your battles come hUt'■'Okay, * ;



The Shores.of 
Chr ? s ,Petfus,

Infinity 
PO Box 61 I, Maii bu

typed and stenci led and proofread
Ca I 1f . , 90265 
and ... by Lee Go Id, Thanks.

An Introduction - This may be a bit late, as this is "Shores of 
Infinity" nlimbef four,-but better late..“ .I am 16 and attending Santa 
Monica High School. I have been playing c&D for about 5.94 months

I run one dungeon, Durthang, which iSjjpcated on the continent 
on the planet of Anton. Which is'the fourth planet of the 

Alpha Persei star system (OK, I know Alpha Persei is a binary star and 
shouldn’t haveMivable planets. Nit pick.) (Oh my, I seem to have 
wandered.) ‘ ‘

: Outs i de of D&D, 
abom i nab Ie Lat i n,_

now. 
of Empryon

I (allegedly) program computers and write
f I inh

Combat System;., Based on the combat system from the Perrin Conventions 
(thanks, Steve) 1 have worked out a (I think), reasonable system for 
f i gg r i ng'̂  who does what when. t  ̂ ,

Every melee round, a person 
Cycles. For normal dexterities.

has a certain number of periods called 
this varies from .5 to 2. With one

.a re;, a person may perform a function. The cycles/melbe round
Dexter i ty Cyc1es/Round Dexter!ty Cycles/Round “
3 1/2 (4-15 '4/5
4-5 2/3 16-17 3/2 .
6-7 3/4 1 8 2/1 c .
8-13 l/l

Each of the following functions requires one cycle to perform; 
Spell Preparation Spell Releasing
Movement . , ,, Me I ee . .
Loading a M i ss i .1 e Weapon ' Firing a M i ss i I e Weapon
Preparation or other

Exp Ianat i on: ...  ,

SpelI Preparation; a Mage can prepare a spell, for use. a 1st- 
3rd level spell requires one cycle of preparation, 4th-6th two cycles 
an d,̂ 7t h - 9,t h t h ree cycles.. Once a spell has been prepared, it requires 
ano-t̂ her, cycle to release jt. / , -Y - ̂  ̂ ; . • . •: • . \ •. . , ■ • .

c r ■ V ■ ■ , -  ̂. r ■ T o ' ■ ■ V ■, - ■ ■ ■ ■■ ■ . -f , . ■.iSpelJ Releasing: The o+hgr cycle it rqquires, Po.wer Word and
Ho 1Y , ̂ ord , type spells do not need any preparation. Note t|iat Magic 
M i s'ŝ  J e , F i reba 1 I , etc. are cast as spells a.pd not as normal missiles.

Movement: a person may move up to 10^ of his/her/it? full move !'
unlesschari-’g.

. Melee: a., person may mix it hand to hand.;, ,

Load a missi le: string an arrow, ram a bolt into a crossbow,
load a stpne intp a siing, etc. , ,

Fire a missile: fire off +he arrow or bolt, hurl the stone,.
This includes firing off spells from all devices other than a'sc'roM.

Preparation or other: anything else. ..

What functions are perfgrmed is up to the player. Within bounds 
of reason, any comb i nat i on i .s poss i b I e.. , When spe I I s take effect is 
up to' the DM.,. 1,:" .........  ...H ' -M i r ri

i 'i



The order in which the involved parties take action is in 
descending order of dexterity. Adjust the dexterity of everyone by 
the f o I I owi n-g f abtors ■ >: ; i' '

Bonuses ■ Penalties Pena i ties
Comp let© surprise + 4 P 1 atefna i 1 * -4 Completely Surprised -4
Su rp r i SG ■ - -2 Cha i nma i 1 -2 Surprised ' -2
Elf or’T/2 Elf + 1 ‘ Leather '■ ‘ - 1 ' Involved -06
Weapon i n”̂ Hend4 ' + 2 Sma1 1 Sh i e 1d -1 ^+50% Wounded -4
W'e'apon= Ready" • c! Medium Sh’i e 1 d -2 t75/i Wounded -6

d • 1 Large’ Shield -3 .it :

Recompute dexterity evbry me I ee iround. A creature will get over being 
surprised in one melee round, over being completed surprised in two.

Note:' a'M'̂  bonuses and' penal t ieS are^ as in Eldritch W i za rd ry, except _ 
for "Invoived.” This moans you a re doing something comp I icated Or
requiring quite a bit of 
a crossbow, operating an

attention, such 
IBM System/360,

as readihg'a scroll, loading 
etc.

Preliminary playtesting seems to check the system out quite well. 
Comments, please? ^

And on the subject of comments.,... ... ‘

COMMENTS ON A&E (S' 18 '  ̂ ’

Glenn Blacow: Your house rules for $l+postage? Oh my, yes! With my
highest 
a while'

MU at 3rd 
e i ther.

level, I won't have to worry about Affix Magic for

Larry Stehle: Yes, your 
are supposed 'to be gross 
to run in it.

criticai‘ chart is gooss. But critical hits 
//When do^ou run your dungeon? r would love

Howard Mahler:____  after reading your thing about saves, ts.
a Tetter to Gygax. His answer: Yes, a save vs.
means“ you get half damage. Unless' you are Under

f i reba 1 I , 
the spe I I 
cover.

sent off 
F i rebaI I- ; o V -V- i t; -leiOO-V - ' . H',’ ■: ■ -.i- ! ■ .
WayheMShaw:' I n te rOst i ng .//True low levels often hang out ‘in deep' areas 
of a dungeon with high levels and come out with "good" magic: But they 
usually have more than 300 EPs to show for it.//What the heck, why not 
have a character start Out as a vamp .ire?//Cons i dering the number of 
i mp l ements^‘of dest ruct ion most W i z'ards have , limiting the number that 
can make moire such ’ i mp I ements 'i s hots tying the i r hards' all that much. 
But to each his own.//Thanks. The title is from the Al Stewart song, 
"One Stage' Before."''' ' ' ’ ' ' ' ̂ . i .
John Sullivan: I find the Demon Fighter a tad uh restrained.//Is there
a Chaotic equivalent: the Vala Fighter?

Steve Perrin: I like your poison system a I o t ' I sha 1 I begin using
it forthwith. ' o
Lee Gold: VOX DEI, VOX DEI it is

. 'i i t ' ^
I stand corrected.

Self On I y the
d i s i n teg r a t e' i f

5 HP Flame Devi 
the dev i I i s ki

s can Dim. Door 
I ed% / /The Powe r

, The dagger and whip 
Cat is from the Anima­

ted Star Trek ep i sodb "How ’ Sharper' 
do D4/claw, D6/bite, can throw a I 
Chaotic (or Chaotic/Neutra1).

than a Serpent’s Tooth...."' Cubs 
die lightning bolt. They are*



SEKI I I : YAY! Several of my female characters, esp. Paradox the
Monk, couldn't agree with you more.//You are quite welcome, but what 
alignment system was that? Actually, instead of a square, why not two 
hyperbolas? Try graphing xy = 4 and xy = - 4'7  using x = 2 and y = -2 as 
the corners of the "finite" square," and putting Law, Chaos, Good and 
Evil (sounds like a law firm. Or a chaos firm.) at each of the points 
where x = infinity and - infinity and y = o.

Margaret Gemignani : Thanks.//Good idea. By the way, it's
"El I a dan. *' this seems to be a hard name to get right. & local DM 
insists on calling him Ellindil. Sigh.//Wishywashy was a poor choice 
of words. Substitute "smart."//I have done my best to ignore the TSR 
Idiot. Along with Jesters.

As long as I brought it up, I can't stand that crack about Dwarves 
making good jesters. Dwarves have far too much honor to make fools of 
themselves intentionally, for other people's amusement. They would 
de iver a battle axe, business end first, to anyone who so much as 
snickers! (Actually, Margaret, that had nothing to do with you. I 
just had to get that off my chest.)

Ken Pick: If OrcCon was a bomb, I couldn’t tell from your
writeup. It was excellent.

Glenn Blacow: Opinions by different people have different values
to Just as I value some people's (like yours) more than others.
But unheadd, all opinions have the same value; zilch.//I like Fen- 
7 f ‘ ® a Fen r i st?//The Egyptians are minus a principal
deity,//Oh, so you did not specify humans. WE I I (he says brightly) 
not all Lawful Humans are city-loving (assuming Lawful = Good, and-’not 
Structured). But I won't belabor the point.//And then there's the 
local high school DM whose dungeon killed an Elf F7/MU8 three times in 
one expedition. Last time he lost a leg. And this was the first 
level. Not exactly Candyland.

Nicolai Shapero; Swinging a black Runesword, no doubt.//
Blink,blink. ,

Kev in SIi mak: when I roil a character, I play 'till death.//!
have roI led a totaI I of 3 18s in all my characters. All in the same character. Oh we I I .... ,

Lew Wo Ikof f: Fine.

Kay Jones: I just got around to reading the Ja'a la story.
Foolish Me. "'But I must admit,' he added with a queer laugh, 'thSt, I 
hoped you would take to me for my own sake. A hunted man sometimes 
wearies of distrust and longs for friendship. But there, I believe 
my looks are against me...'" (Fellowship of the Ring, p 232)
PS: 1 loved the story.

Trivia: the average contribution to A&E is 3.74 pages/person.
Of the latest A&Es it eeached a high at A&E #16 at 4.05 pg/p and a ’ 
low at A&E #17 at 3.25. For A&E #19 it was 3.92.

The average cost/page for A&E i s .63<J/page. For the Dragon
minus ads, it is 7.l4$/page. Or the Dragon costs 11.33 more. ’

. . ' . *
Oh well. Until next time.
May your Gold run like I,3-CycIohexanedicarboxyIic Acid.
Pax et Lux,

CP



Letter 
from Tim Kask
c/d TSr V  PO Box" 756 , Lakd Geneva Wl ’53ll*7 ' Y,

To Mr.

in A&E 19, 
straight.

you make a few

'Konkin:. - ̂  Y ■ ■
: In your recent edition of CLEAR ETHER! 

incorrect'assumptions which I ’d like to sfet
First, THE DRAGON is NOT a Gary Gygax magazine, nor does it carrry 

any imprimatur. If .you hava ever read the various items on the DRAGON 
RUMBLES page, you should knOw:; this . THE DRAGON has never ever said 
anything to lead to this conclusion. From its inception, I have been 
sole editor add am therefore the correct target for your slings and 
arrows. If you have ever paid any attention to any of the editor's 
conlftehts, you would know, that I have urged caution in adopting many 
of the innovations presented therein and have even stated that I do 
not use a lot of them in my own campaign. ^

Secondly, the article in question never had any "this is .the way" 
emphasis on it. You yourself refer to it as the "Lakofka;System"; 
why then the big stink? Fantasy is a very personal thing; what works 
for you or me might jibe with someone else's fantasy, but, odds are it 
doesn't meet anyone else's particular criteria and must therefore be 
adjusted if assimilated. I will even agree that it is sexist, and 
puts women down in that it makes them physically weaker. But the 
cogeao point ren^aips .that it is his fantasy not and mine' or T D ' s .

Third, I feel that somehow you have missed the point or purpose of 
THE d r a g o n : entirely. , THE DRAGOI^ is NOT a monthly supplement; it is a 
magazine deVo.ted to fantasy, sword& sorcery, and science fiction game 
playing, apd aSj. such provides a, forum for the exchange of ideas; and ; 
them dissemination of information.- Where, in the magazine doeS; it say 
that you are bound to the items presented? Do you adopt every innova­
tion that debuts in A&E? .

Why have you chosen this method of showing your disapproval?
Why didn't you write to the magazine^so that I,could use it on the 
letters page and initiate a dialogue on the topic? I accept the flack 
that comes with publishing nearly anything as;part of being an:editor. 
Comes With the territory.... Being hung in effigy certainly doesn't 
bother me; I'll undoubtedly suffer worse in coming years from eheaperf - 
shots than yours.

I challenge you to submit a better way to treat the t o p i c ..
better yet , I challenge you to submit anythipg. There is->no larger 
forum available than THE DRAGPN, from which to propagate your ideas! , '
If you havd so m a n y ,' why haven't I seen any? I pay good mon^y forr .-n r! items used. - ■ — ■ ' ■ ■

-I ; i

Timothy J . Kask ,
TSR Periodicals Editor

PS . 
est human 
strong.

Assbmin| that tasili Âlexiev .__
nmnn in t’he wOrl d V i.s ■ an ! 18 ° 9 strength.world)

.‘t
(the ,,Russian weightlifter , strong- 

show me a female that

P P S : The assumption that a La'vrful/Evi 1 cleric cannot summon a Demon
totally unfounded. In fact, the Lawful/Evil cleric |or MU would have 
far better control,^and hoT-diihg power over said demon that would ia Chaotic/Evil type _  ̂ , ,

is

[At the risk of adding further fire to the discussion. I'll mention 
my female characters have higher Constitution than Strength, males the'̂  
reverse. xhus inspection of characteristics rolled determines gender.



Baby1-On #4
For A&E. Howard Mahler, 135 Bayard Lane, Princeton, N.J,,08540.

Issue #4 of my zine Quick Quincy Gazette is out. It has my MU 
system, along with the usual new monsters and magical items. Also 
of interest is the true story of " I take out my sword and kill 
Howard I" Subs are 3/$l. A 12 page issue comes out every 6 weeks.

My MU system is similar to the other spell point systems, but 
with an important difference. It's the cost of the spell that goes 
down as the MiU goes up in level, rather than the number of spell  ̂
points he has going up. All the other systems have a constant ratio 
between the cost of the 1st and 2nd level spells. Sometimes it's 
2, sometimes 4, but this constant ratio makes it hard to limit the 
MUs at higher levels. Inorder to give them a chance to throw some 
higher level spells, they got the ability to throw an amazing number 
of lower level spells. Under my system, eventually lower level 
spells all cost 1 spell point, and no matter what level the IVtU, he 
can never throw more than a-number of spells per day equal to his 
intelligence.  ̂ ^

The system has been play tested for a year and a half in my '■ 
dungeon and many of the other Princeton dungeons. It is easy on 
both the players and DM to run. Also it gives the I'/IU-freedom of 
choice without having the MU dominate the expedition. From what I 
have seen of the other systems they all allow the IVIUs to decide 
almost every battle. I prefer to force the magic users to pick their 
spots to throw in spells with some care. Under this system the 
Fighters are not merely cannon fodcer or a shield for the MUs. Rather 
they are the basic fighting force of the party, with the MUs supply­
ing help in the toughest situations.

Also in vogue are the socalled "Klutz" systems. Inorder to make 
up for the defects of the other types of spell point svstems, they 
introduce a chance for a thrown spell to backfire. I personally 
dislike the idea of'backfires from a game standpoint. I thought 
that was what saving throws and spell truning rings were for; they 
give the chance for a spell not working or rarely that a spell will 
come back at the caster. I also find the mechanics of such systems 
relatively complicated to run. ■

Comments on A&E #18:
Underground/ Shapero: Here in Prince=ton we have long been aware of 
the value of 2-hanced swords. Against larger then man-sized creatures 
they are indeed devasting. However, they do have a deficit besides 
the obvious one of lowering the irielders A.C. by one ( or more if 
he's lucky enough to have a magic shield). It requires 6' of space 
on each side of the wielder. Thus there are many places in the dun-., 
geon where it can not be used. (I'll usually let a l<.)ne fighter 
stand slightly slantwise and use it in a 10' wide coTridor.) The 
big problem is that if there are a considerable number of the enemy 
you'll find yourself fighting 2 or 3 of them attacking you. With a 
regular sword, you have other fighters fighting by your side, and 
you'd personally absorb fewer of the enemy's attacks. Also you can 
not use the 2-ha.nceo sword in a regular sized doorway. Further we
allow a fighter only tb'take a primary and secondary weapon 

' (continued next page) '
( as well



Page 2, Babiy-ON #4, for A&E
as a dagger at his belt). This puts a limit on fighters becoming 
walking"armories. Generally human fighters without magical weapons 
decide to take a recrular sword as their primary weapon on dungeon 
expeditions. They are split on thCir choice of secondary weapon; 
with half taking a bow and half taking a 2-handed sword. Since-the 
players have the option of taking the 2-handed sword, but less than 
half do, the 2-handed sword is clearly not the"cure all for all 
situations. In conclusion, let me repeat, in the proper situation the 
two-handed sword is the best weapon. However, in most situations it 
is unuseable or inferior to a regular sword.
Reply to Comments on. my piece in #17: I"m pleased with the discussion
that resulted from my prodding. Those v;ho want to run closed worlds, 
i.e. those that do not allow characters from elsewhere in, have 
gotten their say. I will now leave you who run opened worlds to worry 
about all the problems. Specifically the question of what constitutes 
"groes-" magic, and what to do about it v/hen someone trys to bring it 
in, is all ycmrs to argue back and forth. By the way it seems that 
some of the Boston Dungeons are in essence a closed universe with '-3 
or 4 DMs, since they seem to very restrictive (from what I've been 
reading)"cn who and what they'll let in. Why not go all the way bgys? 
Blacow, Swanson, Cleary, and the few others should in my opinion 
should declare themselves incopendont as a group of the socalled 
Multi-Universe, When I spoke, I specifically mentionec that I regarded 
such closed campaigns run by a few DMs of similar style to be a spec­
ial case. Many people responded, I arid my friends all accept each 
others experience and items because we all run similar and inter­
related campaigns. My ,chief ouestion was not about this type sit­
uation, but a more wide spread transfer of characters, which seemed 
to be taken for granted in the pages of A&E.

I agree it is not neccessary to be the easiest dungeon inorder 
to attract players. I did say that with complete freedom of transfer 
of characters, that all other things being eaual, players ( i.e. 
most players) will play the easier dungeons more often. This tends 
to put pressure on the harder dungeons to give out more gold and 
items. In Boston they appear to have combatted that problem by' 
starting to close up their world, via restrictions on transfers of 
characters. ( I include not letting a character bring in all his 
items.) .

In any case I'm hopeful that we've seen the last of such loaded 
phrases as "experience earned elsewhere". Do you mean that anyone 
with $10 can buy the rules and at the same time buys the right to 
turn out characters v<rhich I have the obTigation to accept here in 
Princeton in my campaign? I coula understand complaints if I had 
made some duch agreement, but in lack of such agreement on my part 
n-o such obligation exists. The use of the term "earned" gives^the 
impression that the experience can be spent or used here, as is. the 
case with money.in the real world. The actual situation is that you 
played a game and now when you shov; up here you can play a new game. 
However, .there is no connection between those two games. They use 
different rules ( i.e. systems, monsters, danger, treasure, etc.).

By the time this is published, PRINCECON II will probably he a 
thing" of the past. I hope to run one or two dream expeditions into 
my dungeon. I encourage those who may have gone on them to write up 
their impressions of my dungeon and the rest of the Con.



Page 3 Baby1-On #4 For A&E
Dimwelt/Brown A&E18; Your damage for'weapons and armor system reauires 
that magical weapons and armor be fairly easily available. Otherwise 
fiahters are being given the business. In my world such items are 
hard to come by, but are practically indestructible. I suspect that 
your system may have been a,reaction to an excess of +3 weapons and 
armor; it allows a means of getting rid of them eventually.

What level would you make the following spell: Has the MU's party 
do double damage (works on a party of up to 24 members'.).

It certainly sounds awfully stronc to me. I might well put it 
5th level. What do you think? . ^

The point is that many people run Haste (3rd level) aS allowing 
the party to get two attacks per round instead of one, which is 
in everv situation eaual to,or better than double damage. Due to 
the possibility of overkill with double damage two attacks can be
better. 'In addition a Haste allows movement at double rate. This allows 
greater ability to take advantage of opportunities to flank or dis­
engage. Also it allows much better opportunities for escape. (Feet 
do your thing.) All of this as a bonus compared to my original 
spell description.

I woulc use the word gross (which I try to avoid using) to 
descibe this fona of Haste. That is not even considering what 
happenswhen a Slow spell (also third level) is now placed on the 
opposition. Quadruple damage plus movement!

In New York and Princeton most people run Haste and Slow as only 
effecting movement, not allowing two attacks. We do not claim that 
this is a correct interpretation of what Men and Magic says; we do 
feel it works better. Uf course we lean toward the balanced school 
of DMing. The same school that dislikes "strong*'' charm as 1st level.

None so Dangerous as Man '
Getting back to the subject of 2-handed swords. Assume we have 

a fighter,of 15 strength (all other requisites average) armed with 
a 2-handed sword and wearing platemail (A.C.3). How well would he do 
fighting singleliandedly against various monsters. I've done some 
calculations, to see what level fiohter is about the en-ual of one 
monster. Exact,eauality would mean that unassisted they would each 
be, able to kill, the other 507o of the time. These calculations are 
based o,n my combat system,but are almost identical, to the result 
using the books "alternate, combat system" (not with Blackmoor 
critical hits.) . . . .
. A Bugbear is better than an FI. ,
. An F2,is slightly better than an Ogre. . .
 ̂ An F6 is much better than an Owlbear or Displacer Beast.

An F6 is even with a Hill Giant. ■ , ;
A Troll is better then an F7. (Assuming the Troll regenerates

at 3 hits/ melee round.) ^
A Stone Giant is slightly better than an FS.
An F12 id slightly better than a Frost Giant p ■
An Umber Hulk is' better than an F.14 (assuming the F is not ,

' ' ' confused by the Hulk's
four eyes.) ' .

Until Next Time: Beware of DMs'bearing gifts.
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I. NfRF #5 was 
Further, I Ii ke 
another GDSOB

typed on a new IBM
_ Lee's interspersed
stenci 1 again, ever!

EIectr i c set 
comments. I 
Many thanks

at 80p of max force! 
don' t think I'll type
, Lee.

2. C. Pettus: OK, here is my theory on phasers. A phaser does not
fire photons; it fires chronons and phasons. The beam of chronons 
goes out first, and if it hits anything, the chronons bounce back 
backwards in time. This is important in space battles, as it tells 
the Enterprise where to points its phasers so as to send the destruct­
ive phason beam to where the Klingons will he, even though it may be 
several light minutes away. This is how the phasers "lock on target."

Further, slight changes in the chronons when they bit can be 
computer analyzed when they return to tell the mass and shape of the 
target. Since the microcomputers in the hand phasers are somewhat 
slow, there is a slight time delay after you pull the trigger.. That

possible to dodge the beam, which moves at the 
does get go i ng. . ■
s analyzed for size, the beam can be fine-tuned 
s how you can disintegrate things in a closed 
sorts of extraneous damage (as Squire Tralane

is why it is sometimes 
speed of light when it

Since the target i 
for the target. This i 
room without doing all 
did).

The phasons can rotate molecules 
If all the molecules are rotated 90°, 
is "disintegration," a slight misnomer. A 
180° comes out anti-matter. A significant

out
the

of our plane of existence, 
item ceases to exist. This
molecule that gets rotated 
amount of this would result 

Norma I phasers 
tinkers with the

radiation, 
some twit

being in the 0° 
they will snap

, 90° 
back,

I 80' or 270'
resulting in

in phenomenal explosions with lots of hard 
are governed so they won't do this, but if 
works...

Molecules will only accept 
states, and if moved elsewhere, 
vibrations which produce .heat. On normal heat setting, the molecules 
of the target are only rotated 20°. Incidentally, when used on 
disintegrate, a few molecules are not pushed far enough to go out of 
our plane of existence. They snap back agitated enough to be incand­
escent, which explains the.glow when somethi-ng is "disintegrated."

If a very small number of molecules are disturbed about 20°, you 
can get a small but sharp thermal shock which will disturb a living 
being's nervous system enough to cause unconsc i ousness ,off death 
without doing much real damage. (Should be very easy to resurrect.)

I think the "torch" setting comes from disabling the chronon and 
computation apparatus and just doing distegrate in a narrow beam.

Chronons flying backwards in time must, of course, emit Cherenkov 
radiation, which is why phaser beams,are visible even in space.

Shields soak up phasons at a cost in energy and also badly 
distort chronon beams. This is why players of "Star Trek" .•..ccroputer 
games don't get the advantages of the "fine tuning" of phaser beams 
described above and end up wasting so much energy overkilling the 
KI i ngons.

-fin-



Songs oT_ Gaitlirr Cheryi P. Lloyd'

. Meire is a tale- trartcslate'dri froirr dragorr loxe tiy/ a cHaracier' 
of mirro whb" Ca) was a ter(f,: and'' (b) ran' off with a white' dfagon,. 
forcing mer to retire her. The story does not itself take place 
irp the universe I run now,, 'but instead was first written when I purchased the basic'set of D&D,, fully three months before any^ one started a campaign here,. I've rewritten it since to correct a few details. .... ' = o.. ' . - ,1 : . ' <

The story will be printed:' in segments so I can improve my^ 
stencil-typing as I go. If this first one -turns but well,, the 
rest may'CTO me- in one issue.. Comments on improving'either the 
prirfting or the Writing are welcome. ' "'''c..i.

The Bragpn and the Maiden ■ ■ ' ■
The dragon opened one eye lazily to check on the noice ' 

that had’awakened him.. Him. A human, fairly close, standing 
beside a horse, u n  armored' and nearly uriarmed. Not that it 
would be easy prey, humans being feisty*, but; . . no, that was 
a unicorn,, not a horse. The human was young and female,, then, 
not even a mouthful. His nostrils flared! There were no others 
close. "Cn awayv I ”m trying to-sleep." His eyelid fell heavily;

. She moved’closer to hinr,. closer until she'could’reach out 
and scratch his nose,-a place that'usually itched on a dragon. '■
He sigdied’and moved’so she-'could get to the other side as well, 
then realized’''what he was doing. ' Both eyes opened. "I told 
youi to go away;" ,

"I want to talk to you;" came the^ answer. ' ^ • ' . ''
-"'About what?" She shifted’her scratching to'reach undbr 

his chin. He sighed’again, stretching. "You won''t let me sleep?" 
There was hope in his voice, but she couldn't tell for which choice'

"You've slept long enough,, she chided'. "Oh, you're allowed^ 
to be sluggish yet,, but youj can’talk at the same time-." '

A human With sense, What"s. your name,, child?" ‘
"I-'irr no child." The 

Dloryn. What's yours?"
dragon didh't answer.- "My use-name is

"My use-name among'dtagons'-you’couldn' t pronounce . Among 
humans...a Welsh wizard called me Harlech once. I've used' the ■ 
name since." Harlech mused’for a moment. "1 haven't seen him of 
late. '"‘Time flows faster in certain places than in others. Perhaps 
he's dead of old age bynow, or aged scarcely a' day since I last 
saw him." He almost seemed to drop off to asleep again. "Whaf did 
you want to talk about?"

"Dragons. You're rare in this area,"
"Somewhat," he agreed. ’ "There's a family'of■ golden dragons 

around but not many 'others' i Those who' hold with Law drove the
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others out. Why are you interested?" '

"The world would be dull with only one sort of intelligence. 
There might as well be only one type of persoilVwhO" thinks^ and 
none others." - . • '

"One type?" , , ' \ - ' / ' . .
A grin from Olorym "Male humans...or female‘dragons.

That reminds me. My respects to your lady-'..." _
"I don't have one. Nor are you as yet mated,'or you'd hot 

be ridingthe unicorn. Tell'me, how is' it that you dare tb ride 
unarmed and unarmored?You have some magic, as - I can tell, 'but- 
not much, and there are rough men about, owing no allegiance to ' 
any man or law. " . ... ................. .

"A cloak and a pair of’bOots of elven make shield me from . ' 
notice." ■ " • ' •' ' -  ̂ ^

"Do ycm regard that as a real protection?" [
""One thing more: at my birth there was-a charm laid uponp

• me that no male may ever lay hand on me against my will." ■ -f
f

"That would help." ’ Harlech's eyelids began to. drop again, ' 
"Are you‘Sure; you won't go away?. I'm awfully , tired. " .

-"May 1 come back? Once you'-ve rested, of course
Harlech suddenly remembered what kinds of trouble humans , 

could cause. "Leading others here to rob me?" Where'could he ' 
move his hoard before this girl came back with an army or a 
Hero‘to slay him? Could he prevent^the invasion by'destroying ,

"No: That I shall never do. In fact..." she took a deep J
breath, 'M'swear by the T h r e e b y ‘the Five , and by the rtirre,
Who are all Ohe,, and by these Names" there-followed sounds'like ; 
rairr, and thunder, hot sun, and winter's snow"that I will not '[ 
harm you, will not rob you, and will not- cause you to be robbed 
or harmed. If any, against my will and without my knowledge, ' 
follow me to do so., I will fight on your side against them, 
be they my closest kin. Not through me shall-danger come to ybui"

j I
s Not even the Old Ones could break such an. oathi'or' even dare try. "Be welcome, then," -.1 - : ... '

’ They arranged a time. She gave his nose a final pat'and ' 
walked downslope to where her unicorn^waited. Mounting,„she '

-. waved, then vanished, ■ ' . '

=/v =a /v v =/=/=/=/v -/v =/=/=/=/=/=/=/=/=/=/=/=7=/=/w ^/v w
Does anyone know what it would, cost to make a harp that a 

white dragon could play? My^ bard Caitlin has found a wizard to 
polymorph herv-but-ciaws can' t-handle-her old harp with‘any'skill.
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Virginia Beach, VA 23452. Phone (804) 420-0261

. ' ■ h ^
This month: a description of my GuiId system and an introduction to
the patronsaint of Dragoncaster, St. Dragon the Martyr.

GUILDS: The Guildsystem ofthe,Empire,-properlyused, can be the
player's best friend. A character may belong to only one Gui Id at a 
time, although for a smaI I fee he may join a different one if he 
resigns from the other. Each classification has a different Guild 
and, with one exception, a MU imust belong to the MUs' Guild, a FM to 
the FMs' Guild and a thief to his- Clerics have no Guild per se but 
usually belong to the Merchants' GuiId or receive the same benefits 
from their temple or chapel . The major exception to this rule is'the 
Moondaughters' Guild, which will be disieussed below.

Benef its of Gui Id Membership: ^;The Tal i sma nr of the Gu>i Idmaster is ' 
capable of curing most wounds and raising the dead if the whole body 
is presented at the GuiIdhalI and mere than a certain number of below- 
zero hits ha ven' t-, been taken. The Talisman ma-y not be moved from the 
Guildhall, and ,it will not work except for the Gu i I dmaster of the '
local Guild to which the TaIisman; was tuned. The Talisman cannot 
cure diseases nor repair damage caused by a critical hit (loss of 
eye, paralysis, etc.) t,)

an

More mundane benefits include free room and board, magic books 
(if applicable), and information. The books and info cah be free or 
cost according to what the details are. MUs get one set of books free 
but have to pay for the,m,jf lost. Info about town and the environs is 
divided into three groups: open (free to GuiIdmembers), closed (a
fee is paid for the item), and secret (vague rumors and info which 
costs magical objects). Costs on the last two vary by importance of 
thê . information and,how,; much grief theplayer'sgiven me.

The; Moondaughters . Gu l,t d

Sources: the GulldfrOf Free Amazones (.The Shatteved Chain by Marion
Zimmer Brad Iey); The Order of the Moon ("Falcon's Mate" and "Cry Wolf" 
by Pat McIntosh); the Guild of ;ree Women ("Under the Thumbs of the 
Gods" by Fritz Leiber); and of course evolution and p I ay-testing.

 ̂ Thg_Moondaughters are^a.variant on a sib group (Dick Eney, A&E #6) 
with both more and less restriction than their modelis, which I cell
a "limited 
s i de,r who I 
obi i gat i on 
than normal

sib group" or LSG. The major difference's that an out­
s thesvyorn brother or sister of a Moon da ug h te r ha s no 
toward any other Moondaughter. The Md sib-bond is stronger 
sib-bon,ds and,,!has been known to put severe strains on a

of

vowed-I over re I ati onsh iip . i*

Who may join th|jS Quidd? Any character who is female and self­
supporting, except those whOj a re courtesans and the 
damsel. If this has ;merely been in the character's
permitted to join. ,, A, Md must remain unmarried (or resign) but she may 
tabke a vowed lover, as long as her conduct is no disgrace to the 
Guild. Children born to a Md may be raised on the dairy farm the 
GuiId has outside town or fostered as the mother sees fit

helpless sort 
past, she is

These



cniidren are called by a matronym (rather than the more usual, patro­
nym) and they're not thought less of for their parentage. ''  ̂ -

the re is dent 
Guild. Only

Ma t r i a r e h 
a message

Benefits; of the Moondaug'hters Gui id:  ̂  ̂  ̂  ̂  ̂^
All normal Guild functions ; '
"House calls" can be made inside tow'n by 

eliminating ihe need to bring the body to the 
needs to be sent. :

Multiple places where a Md can "check in" to end a trip for the 
day, instead of only the Guildhall proper.

The, right to ask for certain types of aid from a non-p’layer- 
character Moondaughter. rn - '

Disadvantages; of membership: i -
It a Md spent the night "at her Gui id," I roll to see where the 

character ended- up. She; may have had duties at the farm, which means
has to get her back to town (or wait for another day)- 
all the'‘p;| ayer wanted was a town-trip. ' ■
of Mds are guarding a treasure in the dungeon, a Md 
party may not attack the group and must do her best 

to keep the others from attacking the guards, even to the extent of  ̂
trying to subdue a vowed lover to keep him from attacking her sisters

that the- player 
Unfortunate, if 

If a group 
in the piayers'

Moon da ughters are instantly recognizabIe to each bther, and'the ' 
signs may not be successful ly imitated by anything less tatural ly"  ̂
adapted to counterfeiting than doopeIgangers, who can'be recognized 
7 5 5? of the time by a novice Md, while one who has i been in the Guild 
for five or more years increases the % chance of exposure 5)5 for every 
five years she has been a member.

The Life and Sainthood of Marcus AureTianus Dracb

commonly known as St. 
town of Dragoncaster. 
there Is an entrance;near

Dragon the 
His 6athe- 

h i s

over to his cause 
marauders. He tobk 
poss i b I e ■ haste.

Marcus AureManus Draco, more 
Martyr, is the patron saint of the 
drawl lies i ns i de the, dungeon , but 
Chapel on the surface. ; -

In life, St. Dragon was a golden dragon who spent much time i n-‘- 
human form, working for improved relations between mankind and dragon- 
kind. A person of great courage and goodness, he had fI own;tO; +aIk ; 
with the Roman rulers of Britain and had won them 
when news came from his distant home of a band of 
his leave of the governors and flew home with all

iWhen he arrived home, he found his homeMn ruins and his wife 
and chi Idren sI ain, . The Vi I Iagers told of a fanatic dragbn-hating 
human who had done the deed. In true Christian piety. Draco forbore 
to pursue the fiend,to take revenge but instead mourned quietly.

The evil champ i on - returned . Draco held back-^ h i s " te r r i b I e 
breath-weapon un11 I the pain of his death-wound caused him to relax 
his control I and he acc i denta I I y (so the offi’cfat'story goes) burned 
the evil champion GEorge badly as he died. J

The villagerswereableto dispose of thebadlywoundedGeorge. 
They then bore the dragon's body to the local church where it lay in 
state for some time. As used as peasant noses are to certain stenches 
it was some time before the priest noticed that the b̂ody'was not ' 
decaying. Persons coming to pay their respects to"the falleh were ‘ 
cured of the i r 11 |s and > f i na 11 y , someone ore a I I zed that the he were '■ 
tifiliinacles being perf ormed ! at-thait - humb le v i I I age church . i There Was 
an investtgatIon and some time later Mareus Aure I ianuS "Draco was 
admitted to theofahks ofnthe b I essed saints in heaven and a church  ̂
was started i ti ; h i s -name. ; ; ; nwo oti c ; ; 0



 ̂ St. Dragon has been known to wander the streets of Dragoncaster 
in the form ot'a man wearing go I d-'washe*d sea I e armor, bear i ng the 
weapons of a fighter. He will on occasion accompany pIayer-characiers 
and if the situation warrants It, will change to dragon-form. I,f he 
does so, however, at that point he' wi IT part company with the party.

This idea was sparked from two sources, 6wing details to neither:
St. Dragon and the George" by Gordon R. Dickson and The Unicorn Girl 

by Michael Kurland (EtheIbert the Martyr and the Man In the Tin Suit).
Related to the above but undraconic: some ydars back, I asked Gordie
If his Graeme family were related to GandaIf, sinee Graeme=Graham= 
Greyhame. He admitted they were collateral rri 11 c i n c I  ̂
tactical wizards but this is ridicuIous.

cous ins. I’ve heard of

Miscellaneous Mutterinqs

I now have the stats for grey dragons. Any answers on the others? 
Repeat: I need stats on these types of dragons: orange, indigo
oriehalum (AurichaI urn).

.The swords I descr i bed I'ast issue (filler at the erid of Bob 
Gig Mo's zine) are, for the most part, useful. Al I of them fall under 
the category of magic weapons, which means they can be used against 
lycanthropes and certain sorts of undead. The whole assortment, how­
ever, makes it necessary to carry more than one weapon. 1 have a 
vision of a warrior being adcompanied by a caddy....

Let s see...hand me Barrowbane,the enemy’s not carrying anything 
usef u I . No, wait, I th i n kk’ 'Def i ant wdu I d be better, j ust i n case ....
No where did he gC?" I'The sword Fugax had counted up the enemy, aiid'* 
since the caddy was the on Iy* one that could be considered to hold it . 
at the time, he was forced to pick it up and run away.

1'm interested in stats for any type of neutral cleric. My 
printing of the Basic Text doesn’t have the addenda that one can be 
neutral only until a certain level, but the gods that run the universe
happen to be neutraI. ' M ’m especia I Iy interested in exotics 
spe I I S''that' aren't merely variations oh the TSRones.' ’ *and new

Arianrhod showed up some time back as a wandering encounter: 
kept accusing the men in the party of trying to lay hands on her and 
kept bragging about hoW pure she was.' A god or goddess iike that 
bears some resemblance to a LOLITS:' always right on their own terms. 
And then there was the time Arawn wanted to go on a trip with some 
players, claiming that hC whs a first level MU. His "Sleep" spell 
was a bit more powerful than others had bet one: when they got close
enough to cut throats, the victims were already dead. No experience 
points, except f-tom the-Tittle bit of gold.
For peopIe 
$ 1 2/year. 
campa i gn

i ntereeted in the Judges Guild: this Stuff isweil worth
The maps are improving, the rumors can be, adapted to any 

(there’s a mad Wefshman in the works somewhere,, and I can use 
a lot of those rumors and names Intact), and the'Charts'are good"for 
someone who hash’t estabIished how long certain acti0ns take (or cna’t 
remember and has to work it out each time). The Gu i de to the City 
State (purchased separately has a section on women which gives physical
descriptions, not based at all
Guild supposedly has the approval of The Authors

on Lakofka’s "beauty" roll. And the



Comments from Cerridwen (section two of ANNALS OF AVALON)

THE Petulant Pedant (typo corrections from last zine):
Capitol is New ROME of New Roman Empire.
Wizard’s Quarter is of one wizard. He doesn't live there any more

Lee: perhaps there's an ecological niche empty for something that
specializes in eating adventurers like the species of louse that 
preys only on man. It could also explain why high level monsters 
appear on the stairs. They're going Out To Eat.

Steve McIntosh: comment on a comment, since you don't have a zine
thish: What's fun is when the DM's telekinesis is fighting a
player's. Talk about a wizards' duel!

Steve Perrin: Do you have any detai
of White Bear and Red Moon?

Is on the role-playing version

Saylor: I wish you had put locations for most of your dragons. I've
had to redo the EW encounter table on the grounds you don't one turn 
encounter a black dragon and the next a blue one, by habit and habitat

SEK3: If the forthcoming "Witches and Covens in D&D" resembles cer­
tain other statements in the same zine, the hanging may not be in 
effigy, or so Kindra, my main character in my own universe (FM 5th 
level, I8°° strength and practically the founder in Dragoncaster of 
the Moondaughters Guild) assures me. I hear choruses in the shop of 
"You’ll have to wait in line."//What are the details on your Wiccans? 
//The ta 1 I one is ,th former Bene Gesserit? Which of several sorts of 
Druid do you run? (Armor permitted and the like.)//All characters
in my u nI verse s 
Everyth i ng else

roll charisma and all roll "comeliness" as well, 3D6 
is as per original specs, with addition of size. 

Would your restriction apply against my people?

Margaret Gemignani: Pennese dragons don't have potency problems.
Quite the opposite. Even a green who chews stone goes into 
heat and the 'browns are only too happy to oblige. Queens 
during thread-fall, indicating increased potency of the 
during times of heavy chewing.

a pseudo- 
ay mo re 

bronze dragons

Ken Pick: Comment on a comment to you, and my only comment on
Clerical "Exposure": Priests of Priapus?

Glenn Blacow: Will you pub Hecate Priestess class? Also Priestesses
of the Great Mother?

Len Wolkoff: Wavyhi I I carried a sword, but there's no evidence, that
he ever fought with it. Could, then, a MU use the non-combat 
abilities of a non-MU weapon? in my dungeon the non-MU
weapon^ if it had any ego^ would want to function to its full capacity. 
That means that I'd see who was dominant^ and any time the non-MU 
weapon was fully dominant, the MU would have to save against the 
desire to switch alignment to something more appropriate to the 
weapon.-~LG2 :



I WOULD HAVE MADE A GRilAT PLATINUM DRAGON
/by Bill Seligman, 321? University Halls #3, Ithaca, TfY 1U053 
typed by the immaculate Lee Gold [You wouldn't say that if you could 
see the way I look after a few hours at the mimeograph2--LG

Sorry about missing an issue last month. I am sure that ^11 of 
you had a poorer month for not having one of my satires to brighten 
your lives. This month I shall bring you WHOM GODS, DEMi-GODS AND 
HEROES DESTROY, but I’m running out of titles. Charlie Luce, I take 
you up on that offer. Once I have a title, I can give you a satire. 
Next month I shall be offering Luce's THE GAMESTERS OF TRACSTUDRULES, 
but after that, I am at a loss.

^21
But before the satire, I have some comments on A&E 19, 20 and

(INSTRUCTIONS: if the previous sentence did not strike you as unusual
in any way, follow these directions precise ly. Look at th.e cover of 
the ’zine you are holding in your hards. Study it carefully. lay 
particular attention to the issue number, which should be on the 
cover if nothing unforeseen has happened. Then regard the sentence 
again. Note again the issues being commented on and compare those 
numbers with the issue^ number on the cover. If y.othing unusual 
occurs to you about the sentence, skip this 'zine and go on to the 
next one.)

COMMENTS ON ^19; :> ’

Robert J. Clifford : In re Lee's note: I permit missile fire,
during melee according to the Eldritch Wizardry system. Since the 
melee firer is put at a big disadvantage by this, combat remains 
balanced.

Glenn BIacow: I solve the problem of incompatible magic between
universes by dec I aring my universe autonomous from at I others. It 
has its own beginning, history, astronomy, etc. and those from other 
universes do not and cannot fit in it. If someone wishes to run In 
my dungeon, he must roil a character or convince one of my players to 
loan his. (I also run one character per player; with the number of

have, it's my onlyplayers
cheaper i n compeinsat i on . ) Put me 
never use anything from them, but

defense. Resurrections are slightly
down for your house r u l e s . I  may 
it's nice to compare.

La rry StehIe You have prompted me to 
like the Critical Hit System I saw in LA: 
provided you don't only hit on a 20, it'

comment on why 
i . e . i f you ro

I do not 
a 20

s considered a critical hit 
and you roll on somebody's Criticcil Hit Table. \iThat system iŝ   ̂
typically used only by those who roll 2D10 to hit, so that- a 20 is a 
1% chance; those who roll a d20 then roll a D6 and assume a critical 
hit only if the D6 comes up 6, a chance of, .2/120. Consider the 
fol Lowing:- a character who to hit a certain creature needs a 19, or 
greater due to his low level and the creature's. high armor class: 
now imagine another fighter trying to hit another creature who needs 
an M  or above to hit the creature. .

Now let's compare them. For the first fighter, he will hit only 
l/IOth of the time, but half of hii hits are critical hits. The 
second fighter hits half the time, but only l/IO of his will be 
critical h,ihs, and he will get a critical hit no oftea.er than the 
f i rst fighter. ,, ■



Wow I don't know 
That's why 1 

characters with over 20 HP I roll the D20 (to,
the aH I e dice, (to see where the blow hits), and a D6 (to

about you, some something here seems wrong to me, 
use the Blackmoor hit location system for those

see .i f the b I ow h i ts ) 
a D6 (to see if the 

blow fell on the 1-3 right hand side, 4-6 left-hand side) simultane­
ously. (Believe it or not, they all can fit in ene hand at once.) 
And, after doirng this about ten times, one tends to memorize the , 
percentage of hitting the various parts of the body. ; Simple, ieh?,, ; ,,

Howard MahIer: 
Ptpvvs,. I ,

The Slaver is from Larry Niven; ,see his World of

Steve Perrin: I
Magic in relation to 
that’s unnecessary, 
beats me to it? Tell

was going to mention 
0&D but from the seminar 
How come whenever I have 
him I tried his curses.

saac Bonewits' book Rea I 
g e ' s giving, ' 
a great i dea 
and it works

I g u e s s  
somebody

Sam Konkin: You're right. One cannot be Purposeful without , '
being either at least a Mttle. Lawful or Good. Actually, my philos­
ophy is that if there is a Church for some sort of series, of actions 
I call it an alignment. The Purposeful alignment (the opposite is ■■ 
Si My),comes from the existence of two Churches: the Church of
Carpentry ,( from S i I ve rherg ' s Shadrach in the Furnace (yes, I know) 
and the Church of Si I I iness (from Monty Python's
Nobody's
people:
fixation

Flying Circus), 
joined the Church of Caprentry yet, but I've got two Si I 
one v/ith a fixation on Venus Fly Traps; the other with a 
on Light Bulbs. Fortunately, they don't run too often.

ly

S t  i
-Ma rga ret 
II can't ma

Garni gna i 
ch YOU

REa I ly 
BASH THE

great songs 
BALROG.

but I'm afraid that they

Steward Levin:

Lew Wolkoff: it will be a bit of time beforeGMs and DMs will
be in A&E. The task is more difficuit than I thought, but out it 
wi I I be. Who wants to be in it? I will be using real names wherever 
possible. Lee, you arein it. You play the part equivalent to 
GenerarCartwright. Glenn, you're Lieutenant Brannigan. Who wants , 
to be Sky,Mastetson or;Nathan Detroit, the heroes, or Sarah Brown 
or Adelaide, the heroines? if I don't get any names, I ' I ,1 make

(Otherwise I'II be Brother Arbide.myself the hero,
Stewart Levin, you're either Harry 
my line was, "The players all 
off.'" Pretty similar, h li h ? ) 
why not send me a precis of your 
singable things for you.--LG^

AND NOW FOR THE FUN:

COMMENTS ON #20 ,

Oh yes
the Horse or Big Julie, (Lew, 

said, 'Sit down; the DM'II kill you » 
CSut it doesn't scan. Look here;

I'll try to turn them intosongs.

(You've got an advantage over me. 
issue to see if I guessed correctly.

You can skim through this 
I c a n ' t . )



 ̂ Lee Gold: So the copy count finally reached 1000. Congratula­
tions! -̂1 am sure that al I the contributors wi II be willing to type 
articles properly for photo-reduced offset. 'Since the suicide of 
Gary Gygax and Jim Arneson, TSR Hobbies is up for the highest bidder, 

you and Barry are independently wealthy from the brilliantNow that 
p i ece of software Barry sold to IBM, are you going to bid for it?

Glenn Blacow: I must admit that 
the conclusion that no player should 
should' upset a lot of people. There 
and Lightning Bolts headed your way. 
a I low mages in my universe.

your logic is irrefutable, but 
be al lowed to roI I a magic-user 
must be thousands of Fireballs 
In any case, I shall still

H o w a r d Mahler: 
a I most a year and a

You ran i n 
ha I f ago.

my dungeon for about fifteen minutes 
_ It's changed a lot since then. So . 

please don't go around giving reports oh expedition 18 months old.
Steve Perrin: when you said you

ventions, I thought they were just a 
running of your universe. I had no idea 
since you will be having Perrincon at the Cdmmadore 
certainly come.

were going to have Perrin Con- 
series of tables cbncerning the 

you were serious! Anyway, 
n NYC, I shall

Sam
decimal

Konkin:
places.

You were 
You re a

right
blind about Tim. 

ng flash and
check you out to 19 

a deafening report.
Margaret Gemignani: Your questions about the elements of D&D

structure are very valid;, but Glenn answered most of them in his z i he 
Nevertheless you are on to something; perhaps you'll be able to 
present it to us next month.

 ̂ Richard Nixon: I'm glad to see you've gotten out of the depres­
sion Caused by Watergate and found a hobby. Welcome to the crowd!
An excellent analysis of the principles of Clericism. I will adopt 
them ah once. No, the late Gary Gygax had no ultimate -uthority over 
the hobby; he just originated a goeat deal of it.

Jack Harness: i don't believe it. For once
least bit disgusting. it was honestfuly funny!

the pun was 
HA HA HA!

not the

COMMENTS ON §2\

(Now we all have to guess!)

Lee Gold: Copy Count 20,000. You'
to web-offsetting; good luck. 1000 

at least you've hired twenty 
bought TSR Hobbies; now it's

lot
you've

ve 
pages 
sec reta r i es 
LAB Hobb i es

made it. 
per month

Now we'll ssesome really decent suppiements!

I see you've gone 
sounds like quite 

I also note that 
(Lee and Barry's...)

Glenn Blacow: Now you've proved that players shouldn't be allowed
to roll fighters, thieves or clerics. What can I say; you verified 
everything using symbolic logic. You claim that when people meet tp 
play D&D, they shouId sit around and stare at each other., D&D make^ 
way for S&S: Sitting andStaring. Not for me; I'll keep on playing.



Steve Perrin 
I'm sure someone 
got taIent. ALL 
GuNdErSnAtCh.

, Great convention, 
else will do itthis 
THE WORLDS' MONSTERS

d ,g i ve a convention report but
i ssue. Keep 
i s fantast i c

it up, man; 
especially

you
the

ve

Sam Konkin: A brilliant analysis of my three-way alignment
system, and with remarkably few clues as well. Some of the types of 
Clerics you generated gave us a few snickers here at Cornell.

' Margaret Gemignani : the new game you've come up with as a' result
of yourihvestigations is really terrif. Imagine, first D&D, then 
T&T, then B&B, and now H&H: Homes and Humans! Players may roll to be
doctors, lawyers, businessmen, fighters, teachers, clerics, actors, 
thieves, even used-car salesmen, as they wander through life, visi'ting 
each others' homes, trying to get money and luxuries. Get LAB Peri­
odicals to publish it; you' I. I makea jot of money. Good luck!

Was Pat by any chanceRichard Nixon: Good expedition write-up!
that ps i on i c f i ghter? - ' ■ . ,,

Stewart Levin: Apologies accepted.
James Carter: D&D is not a political issue. Just because a 

Republican has decided to enter the, hobby is no reason for presiden­
tial interest. Besides, playing D&D takes more free time than a 
president has. Write a 'zine in four years when you've exited from 
politics. Besides, D&Ders are too literate a bunch to believe 
poIitical propaganda disguised,as a gameszine. In fact, Lee, I think 
you should consider rejecting•any future submissions’of his. Disarma­
ment of mages, indeed!

Lew Wolkoff: If you want Benny Southstreet, you've got it!
A1I: My, how far we!ve come in just two months! ;

Well, I hope you all like my little attempt at whimsy. But before 
thesatire,ari advertisement; in TWH #13, hopefully, my Dragon 
Tables will appear. I strongly recommend them. I may never submit 
them to A&E, since I cannot get hold of stencils readily, and Lee 
would faint when she saw all the tables to be typed. So until Lee 
goes for offsettting, see TWH #13. Don't worry; all of those who 
gave me any ideas contained in the Tables received full cdedit for 
what they contributed.

And nowj an excitjng .episode of STAR EMPIRES: '  ̂ -

' ' ' WHOM GHODS, DEM I-GHOOS, AND HEROES DESTROY

"Whom Ghods destroy, they first scrag totally."
.. , --You-rippa-dees?

"Ca'ptk'in's Lbgj' Stardate 57 I 8.3. ' The;̂  TSR. INCORPORATED has been  ̂
ordered to a planet with the unwieldy name of "AbIe-was-I-ere-I-saw" 
whe'fe the sole hab i tat i on. cons i sts of a hosp i ta I conta i n i ng thê  last 
fifteen' incurable gamesters being treated. The Gamesmasters has come 
up with a set of rules interpretations to satisfy them and thus cure 
their madness. It will also give me a chance to visit my good old



friend Governor Konkin, who srngIe-handedIy, a I though 
suspect he uses two names, keeps the gamesters in Iine

some.t i mes

[Paul Jaquays stopped reading the story out loud 
dormmates for a moment. He shifted himself to a more 
position, and then continued.]

to his fellow 
comfortabIe

Capatain Cast and Mr. Scruby teleported down to the surface of 
"Able-was-l-ere-lsaw into the hospital, as the unaltered surface of 
the planet would choke, strangle and strike thrice per melee round on 
any unprotected person. They met the smiling Governor Konkin who 
welcomed them warmly. "Jack, I'm putting up the wall of VENERABLE 
DESTRUCTION rules around the hospital, which no gamester -can read 
unharmed. And I won't release it until you both play a couple of 
games of Go with me," said Konkin.

"Most 
chance to

ce rta inly," 
qawk at the

agreed Cast, 
inmates first

"But
f !

surely you give us a

"Of course. Follow me. As you can see, most of the hospital is 
empty, as we've cured most of the addicted gamesters, except those in 
this wing of the hospital." The trio passed under a sign reading 
KUNTZ WARD. Some crazed gaffittier had put a large red between
the two words. "We have just acquired a most interesting inmate. I 
think you know him, Jck: Kask of Geneva."

Cast stopped walking, stunned. "Why--why 
THE DRAGON that he edited is required reading 
personal hero. What happened to him?"

yes, of cou rse I do. 
at LASFS. He was my

"After he wrote that intro to GDH, he found more and more 44th 
level Lords wandering around. He couldn't reconcile his statements 
with:experience. So, like many who worked at TSR, rather than go back 
on his statements and admit he was wrong, he went mad. The, final 
creaking point,was when:he desperately needed articles; the only ones 
he received were single-spaced, so proof-reading' was impossible.
He just got up one day and started scragging all the 3 intelligence 
Psionic Orange cragons heeould find. By the time his count reached 
zero, though, wehadnabbedhim." '

[in response to some questions from his dormmates, Paul stopped to 
tel I them that GDH was Gods, Demi-gods and Heroes, that LASFS stood 
for Los Angeles Science Fantasy Society, a place where D&Ders congre­
gate cn Sundays at 12:30, and that whenever 8i I I Sel igman was asked 
for articleS:by Kask, he sent them in single-spaced.]

The three stopped in front of a cell. T h e r e theysawwhat looked 
like —  it was!— Governor Konkin being hung by a group of female D&Ders! 
Cast and Scruby turned to look at the one who escorted them. First 
he looked like Konkin, then Ra the Sun God, then--Kask! i He was laugh­
ing loudly as he held up his hands to shoot searing heat rays doing 
4-40 points od damge. As Cast lapsed into uncon sciousness,, he saw 
14 other laughing gamesters standing behind Kask....

[Paul paused again, trying to create an aura 
failed. Quickly, he turnedhis eyes back to the

of suspense^. He 
i ssue of A&E.]



Cast woke up in thfe same cell 
hung. Kask was standing outside h 
Retrieving it, he said, "Well, Cast, 
geance on my enemies? I do to him what he did to me

"Kask--"

as Konkin, who was still being 
is cell, laughing his head off^ 

what do you think of my ven-
f t

"God Kask!"

"God Kask, I am thy eternal servant and ask 
humble sinner, who begs forgiveness in thine eyes

forf1 mercy for this

"Nicely phrased. Cast, so I'll set 
D&Ders disappeared along with the rope, 
feathers. "Cast, you are invited to,a 
this evening. I'm sure you'll come." 
time, he laughed down the corridor.

Konkin free." The famie 
knives, thumbscrews and 

dungeon I'I
Retr i eV i ng

I be running later 
h i s head another

Cast eased Konkin onto a cot. "Sam, how did he get free?"

"We 
since we

normally let the inmates play with all the games they 
can't cure them anyway. So we didn't notice when Kask 

ordered a copy of GDH. He quickly created a dungeon and made him 
GMing influence apparent via the first god he saw there: Ra
Sun God, who is the 1st one listed. Here, see what powers 
possesses." Cast picked up GDH and read it silently.

i ke

the
he

C"Say, Paul,' look it up in 
suggested one of the !isteners.
A&E #20 and picking up his worn D&D set. "Dm, 
GOD, KING OF THE GODS: Armor Class: -3, Move
300. Magic Abi I ity: (See Below); Fighter ABi
Psionic AblI ity: Class 6.' ("Class 6 is no
added’ parentheticaI Iy.) 'Ra appears with a the body of* a muecu 1 ar man. He has^ the power 
in- heat' from his hands for 4-40 points/ray. He 
has a-ipermanent anti magic shield around him, can 
Daylight anywhere, fI ies, his 
the dead . ' " p =>h i '
They a

SUN
GDH and find out about this Ra,"
"OK," replied Jacquays, playing 

it says here, 'RA 
24", Hit Points: 

ity: 16th level;
psionics at all," Paul 
giant hawk's head and

shoot rays of sear- 
points/ray. He can alsoShape Change 
around him, can cast an area of Full 

eyes cast death rays, and he can raise
Paul's dormmates applauded his ability to readin columns 

knew that Cast had been in worse danger. They kaew he could
'get out alive But how?) Paul picked up A&E and continued reading.]

"Hm," remarked 
can get out a 1 i ve.

Cast to himself. 
But how?"

've been in worse danger. I

["See," cried out 
pumTtteled into silence.

an enthus i ast i c 
PauI cont i nued

student. 
r e a d i n g . ]

He qas quickly

It seemed like only a few hours, but actually was forever, when 
Kask came to take him to the D&Ding. Kask DMed while Cast and Scruby 
rolled and played 1st level characters. Kask's girlfriend, Marta,

green Orion damsel. She collected tons of treasure, wh1cb -
the experience by Kask's strangepI a ye d a _

Cast and Scruby carried, and took a , . _
EP system. When it was over, Marta gave Cast a sisterly kiss for about 
five minutes or so. She said, "Not a bad gob, huh? And I also DM and 
write rules. Here is a rule I wrote: 'A helm of telepathy worn by
the defender 'will stun the’attabker for three turns, if the defender 
makes his saving throw ! n



"Nonsense," Kask bellowed, "that was written by Gygax or Blume 
or one of those crowd."

"On the contrary," she replied, friendlily hitting
just yesterday, while 
much, I wrote it down

chin with her palm,
Eldritch Wizardry.

East

wrote that 
iked it GO

h i m i n the 
re-reading 
tw i ce . "

irritably complained, "All right, Kask, you've got us in an 
embarrassing position, and so does your .girl; ^et her off me, will you? 
What do you want with us?" .

Kask replied, "Well naturally, I'm going to conquer the universe."
"Naturally?"
"Yes, and Ishall destroy all 44th level' Lords. I might let the 

45th level ones Iive, but alI the 43rds have to go. Of course, to ;
conquer a universe, I must GM it. I shall need to control,the TSR 
INCORPORATED, as I used to, to overthrow your gamesmaster.  ̂My cohorts 
here will become manifestions of the GMs or rather my will. Now, I 
tried Shape Changing into you and used Contact Higher Airplanes to 
speak to Hinchcliffe. Rather than talking about beaming.me up, he 
talked d&O. Captain, I know you play it often. What would you, as a 
DM, respond to 'we listen at the door and open the door and toss a 
Sleep and what do we see?'"

"I t could have many responses, depending on the DM and the Dice."

C'l don ' t get it," 
remember the episode? 
and Garth didn't know 
by ..." "Sshhh , " said 
first two thoroughly.

said a studeet. Another replied, "Don.'t you 
Kirk had arranged a secret password with Sootty 

what it was and he tried to .force Kirk tp tell 
severa I nea rby students, as t.h6y pummelled the 
then did it again for good measure. Paul, who

had stopped at this interruption, continued reading.]

you're in for ît. Kask led the quivering Captain"OK, Cast, now 
to..,a Comfy Chair!

■ "A Comfy Chair," cried Cast.
"A Comfy Chair," whispered Kask. . ,
"A Comfy Cha i r,"'sc reamed Marta. . .
"A Comfy Chair," realized Scruby. '
"A Comfy Chair," pondered Konkin. . . ' ' '
"A Comfy Cha i r," sa i d R i cheI i eu. 7 '
"A Comfy Chair." ■ i
"A Comfy Cha i r."
"A Comfy Chair."

C"A Comfy Chair." "Actually," said yet another student, "that 
chair doesn't look so comfy--oomph!" Paul, interrupted, continued 
reading.]

Kask grinned evilly. "Take a seat. Cast."' ^

"No. "

Kask's face feI "Oh." He stuffed the INCORPORATEb
separate cells to ponder some torture that Cast would find

men i pto 
acceptabIe



There was 
to rescue Cast 
X-rated shots.ofthe ship 
time we get a round. to thfe

a coronation and a sacrifice and the INCORPORATED tried 
and Scruby, and there was a fake escape attempt and some 

zooming around the planet, but it's,about 
e n d o f t h e w h o l e m e s s .

C'.' I w i sh he wouldn't 
Paul continued repding.H

synopsize like that--oomph, uggh, erk!"

Scruby escaped and Inade his way out of the KUNTZ WARD to the main 
office. There, standing before him, were two CaptainCasts. "Well 
now, I haven't had any lines in this story since it began. Now I'm 
going to talk and talk and talk and talk and gradually I shall disap> 
pear and you won't be able to tell where I am and shall sneak up 
behind you both and stun you and even now I ambeginning to vanish before 
your very eyes and your eyes look extremeIy yery anyway and Lee is 
getting tired typing and her eyes are beginning to close, and everybpdy 
is fallingasleep...." Suddenly Lee woke up as she had to shift to do 
the,double quote. However, Kask, unused to Scruby's style, fell dead., 
asleep. Cast, of course, had made his Save. vs. Everything.

C'Hey, hey! Wake up, you'll miss theend. Paul, Paul, Paul!
You shouldn't have regd that in a monotone." Paul, now awake, contin- 
yed read i ng. 1 ’ . . . ‘

After Konkin strangled Kask for a short while "for suffocation 
therpay," he said, alI the inmates were forced the read the rules 
changes and were cured. True, Kask was now a vegetable due to lack of 
oxygen for a while, but this left him yery suitable for returning to 
his editorial position,. ,

' Cait ca1 Ied up HInchy. "We listen at the door and open the door 
and toss a sleep and what do we see," ask,ed H i nchc I i f f e . '

Nine Nazgul, 14basilisks and a Kbbold," replied Cast. '

"Wrong," said Hinchy, "but what do I know." He beamed them up to 
the INCORPORATED before Cast had a chance to make a profound remark'.

CPaul Jaquays finished reading. He looked up, 
dormmates say, "Great story, thanks Paul," and pay 
fee. But strangely enough, they all lay pummelled 
Paul pondered this, saying, "Pummeling each other i 
solution of which King Solomon would have approved.

hoping to see his 
him the customary 
upon the floor, 
s not exactly a

As we .
CUT TO ■
a shot,of PapL Jaquays. zooming off into hypprdrive , .
as . , . , . - - ■ ■ : ■
FADE OUT] ' ^  : ..

The only convention that I will be able to go to for some,time is 
the ORIGINS III in Staten Island. How many of you will be there?

And as the lowly Gila Monster mutters itself to sleep, one can 
hear,, if one | j stens^,c 1 ose I y , "I would have made a Great P.latjpum
Dragon!" , . , ,., , . ,
■ s --B i I I SeI i gman '



~̂or; -V,:. • orn':<̂ . :i'.. ■ ■■ :
■‘ond :v:-. : ^ WORLDS  ̂ cdu. ,t

ly i^^Jagre'+J' G^migWni t  S + .. i?907, Ft,. ! Lauder^a 1^^ 333C^
.;,d ■:, :o; :'3V . s>i  ̂ . -.oJ d:n I

A&Eers; I really enjoyed, meet i'ngZja| I of you and p.jaying'jp&6 with 
you at Boskone. I really appreicate the nice things everypody who 
came to Boskone did for me, and I will never forget,your kindnesses.

Jim Reynolds* cover of Wy vern I s exce I I ent. The position ot(i-+h© two 
warriors holding i r ph i e J ds i Sf̂ ca.l I ed at ready,^ It looks^as if,
the fighters are, e^^pod i ng; themse I ves? by holding open theliT shleids. 
but it isn't thatV^yay at all.  ̂ . ;• j

Glenn: could Pepe and johp help out Mpther Erutan with that trai^O*”?
Maybe there will be some con we can both attend before Suncon or If 
not|then at Suncon. I .also m i gh t , we I I •_ peg mpv i ng up to Boston^ ii i 
Iike what I see there.j Hope, it is mutu^Jy ,

I' wbpjd like to establish THE HOUSE^QFriHE STRANGER for better treat­
ment of Neutrals (they need it) and better liaison work between 
Neutrals and Chaotics and Lawfuls. Maybe when I get my people ' 
estab-l .1 shed in Boston t,l ; cpn do it.

, ,1 ::OG :'i , ,,
Goldeye shoujd > be f u I I y aware that If they.cheat a Neutral,

*1'w® i i  I day cpmes when he can'pay i them back...and he 
wi I I . ..f^ptherw i, se It'lj, become the fashion to cheat peutrals. The 
problem with going after a low level iSi^hat when he gets to be a 
higher level he remembers you with un^rind^y thoughts. I am not Sean 
Cleary; I am a Taurus, and I remember.rit I wa11. We l ittle folks wait 
until we find a way, and then we pay back In full what we owe.

Could you segd "̂ he N|xle who has a rpff)RC,||Oud over her head for 
mobstering a Bapy Vafch and not getting the hookiout In time to avoid 
theiMotper Vaf^ph out ̂ to Gal, | f orn I a V  Ca I i f opn 1 a,)peeds rain. 1 bet 
tpat .lllxio,would i|ke,,t©-thrgw you put the window. Glenn, put me down 
for five copies if you publish your book on Edwyr. Will Mark wwanson 
do the same for Gorree?

1 ? t '  i U O W  t i  I ! ' ' - t r ; r -  ■■
Bob„Giglio: I 11 ̂ e your,3Expe^t chart, o ■it

Stlehle: I like-youp criti ca I , h I tr'chart • It'? more accurate^
than some other charts. Excellent on Sperenf peopIeVand families.
I m glad you like unI corns.//Some monsters are animals and only rank 
as monsters under |Certain conditions. In fact many^partles go downy 
reguarly with,? mcnpter; the muje. It's a 3rd I eve I monster (2+2 
Some timid parties bide behind the-mul;e who kicks and bites at the.;.,o 
enemy, LOnty i f  tJ%e, mule i s  warvtrcainedi. and that costs a lot o f • ■ 
gold(.pteaes.— LGJ , ' : .vj' . ’ ■ v
... f"? y-'i'-' hnt- ■•.ihni . -;i
Nicolai Shapero will be d I sappp I ntad. -^Someone has used : the Holy - , 
Halberd: Bill Pa Iey. He used It in his dungeon, and It Is now an
of f i d  a|, dungeon art! fact̂ ., The r management> whi le grateful te.BlIlnv 
tPTd^^sTng ,|t, takes me responslbl I ity for its being used in Blllisv p 

V ®nn cppld ngt 'allow it used against Velkaya to ^ r e t u m
the 8t,hj,l.eye* pid (Orthodox cIerle. ! Seemed; nobody wantSfrhlm back. n., ,,

V

 ̂noapn u: I c /G 'V o n >1 M 1 \ \



I have learned to stop talking about things I know nothing about and 
to make sure others respect my opinion by making sure I can back 
eyerythjlng I say. Lee’s typing has dispelled a crudzlne, and now this 
may dispel crud opinions. I appreciate any criticsm on how I might 
improve. Look, folks, you are not going to hurt my feelings. What 
Is going to hurt is not being able to get into good dungeons because 
of bad habits, I got a. higher standard of dungeon playing from Boskone 
and MidAmerlCon and I would like to keep it that way. I appreciate 
any help anyone will give.

Nicolai Shapero is 
I dare ypu_ to sing

golng to Suncon. 
your little song

(S©b).//N i CO I a I, 
of He I I sgate with

I I ke you r‘ songs 
your special

verse In front of the MIT DMs at Suncon. Bring everything you've gbt; 
you'll need it to get away from their dungeons.//! 
bad because your monsters are so deep in StormGate 
blame to Iks,for not wanting to die permanently.

wish
but

I could feel 
you can ' tr

English D&D: in one case you usecertain points allotted to you by
the DM to hire characters. You can get higher levels, non-humans, 
anything you wish. You then take offi to the wiIdernesss andiuse them 
up. I really like to roI I the dice, but this way, if you lose the ?
characters, you,cion't miss them when they are gone.
Howard Mahler: Louis Allen Brooklee was very interesting, but try and
transfer those two great magic items to another Boston DungeOn, I 
prefer to'take part in expeditions. I always feel the others players 
are lookirtg at a low level coming a tong ; and doing;a I most nothirig and 
getting haridouts of gold, experience points and magic like he/she 
shouldn't be there in the first place; I don't know about lyou,; but I i 
don't I ike,being a dead weight on the expedition. If you had played 
in Mark Swanson's world and with other MIT DMs, you would have gotten 
a different picture.

Eric Baines: I like to roll my own characters. Some peopIe buck Iike
steers when you tell them you can't play a character who isn't avergge, 
You want to tell everyone that you're an Average Joe? Aren/t we aT1 
a little above average because we play D&O instead of a quick game of 
checkers?

Is this Lord Eric still a player character? If so, it would settle 
the question of his greatness to have him come out of retirement and 
make a little trip to some of the bad levels of the hard dungeons. I J 
promise you, If he survives, he will never be criticized again. Your 
ideas on Extreme Prime are good. , i , i ■

Wayne Shaw: did you know there should be a Courtesan class for Ninja
s i nee many female Ninja cover their real ac,tivities by seeming tO' be ‘ 
courtesans or d'anc i ng g i r I s . The fact that houses in Old Japan were, 
made of rice paper gave the Ninja many a hard moment. Ttie presence 
of Mosquitoes could give them aw^y. It is hot and sweatty when you 
are h i d I ng,, under the floorboards, and this attracted insects whose: 
presence made Jt: known that there were people down ther©. U

Wayne, come t6 Suncon and bring your pals. Bring, your songs and 
dances and perform for those you're sInging about. Then play in their 
dungeOni. , WE;have heard a lot about Melissa, Wayne. Actually she 
doesn ' t ‘ lipset ‘ me. I think she is sharp. I think she had a point 
there.//Don't you know the DM is the biggest monster in any dungeon?



John Sullivan: Many DMS I know of have some very strange things to
thrown ,at'!h i g.h,'! I eve I MUs ho'rning in on low level parties. The effect 
is to make him/her check right but fast. I like your revised clerlc'a 
rules and Dmonv Fighters .■ I bet Nicolai hates them all. ''

SteVfe Perrin: sounds I i ke DunDraCon was exciting. 
iWE’di like to see you and +he rest of the group.//I 
Monster Catalog and the New Perrin Conventions and

Come to Suncon. 
can't wait' tor yOur 
Lu i se's artwork.

Chtjs Pettus: Good material. I agree with you on the pledge for
to IeranceRemember, folks, some of us out here can't get too much in 
the way of Iive D&D and higher level dungeons. We are not very 
experienced, even after a long period of time. I learned more at 
Boskone and MidAmeriCon in one day than I learned in the previous 
year;* ; : . ; . ' '

Clear Ether;: ; love that picture of the ladies who are going to off the 
MCPs. Kevin Slimak wants to admit to being one of the MCPs (by his 
zine in The Wild Hunt), so your girls can get him next. \iKevi,n stated 
that n<p woman could be a "Lawful” cleric in his world. But then the 
only established'Lawful church in his world is the True Catholic 
Church•r-LGl Love the way you jumped all over lizardman Len. Your 
symposium sounds super.

ir Can you'explain the theoryithat a Melnibonean who does too much 
good;acts always ends up a NeutraI? It wouId seem so based on an 
unliety source, Mfchael Moorcock's ElriC series. You can't be a 
chaotic and f i ght ■ the chaOt i c gods and kill them as Elric did?

To be sure, many neutrals are more good than Lawfuls. They have 
noth i ng ' to p rove and usua I i y prefer to rip no one off. This O'ften 
makes LawfuIs and Chaotics Jealous of them and makes them abuse 
neutrals.. ; ' - ' :

Jim Bolton: I can't wait for crazy Sister Brothers.
Rings and lyour Servant Monster.

I Ii ke you r

Ken Pick: Why not take yourself down to Suncon too?
,1 ; Hqw d id good o I d C I i ve get h I mse I f p romoted to a human fighter ' 

from â higher Ievei turkey? “We'd like toknow the story. -

B U  Iv Pa ;Le,y :i Thank you for using the Ho I y Ha f b^rd 11 “ stops at 5th 
Level for a fighter^ 4th for a MU and'7th for a cLerfc'^ When you us-e 
it, iyouvpay a tithe to the.Church. It must not take life,-hut may ' 
i G,oincea I a i demon. Take soul "bottles with you. You can get demons to ‘ 
return souls in exchange for their lives and make them promise not to 
seek revenge on you. You cannot touch their treasure.'The Holy Hal­
bard was originaI iy used as a way out of a permanent kiIi. Nicolai 
now hates you forever; :

Why don't we use' the 
Laughing when I read

term" cleric exposes his sanity." 
cleric exposed h i mse I f .  ̂' ■ '

I can't stop

Cheryl Lloyd: you are an excellent writer. i hope you get to Suncdh
I have some relatives in Norfolk; maybe I can iget tb'see 'or speak to 
you in Virginia Beach. I will be seeing them soon. I'd like to take 
you up on Werecon. . i i ■ i

Can a Limited Wish bring back the hero who Jumped voluntari Iy 
into the Cauldron to end the Cauldron-Born?' Can b Ful l Wish? I I i ke 
your use of mythology very much. * : ’



Gltenn : ' That'Pi nk 6i an,t RaT’>emi hds me of .the' Pi nk Horde . They ’ re ; 
usiialdy low level's, but wh'en we met them they weren’t. " ;

'I know you’re an expert on Fen.r;i s ,^but' Fenr I s Wolf.^was bound ■ 
because the Gods knew what he would do at the' End of the World.
The god who betrayed him was punished indeed; he Lpst his rJ-ght hand to 
the WolT';. Some of the Nordin gods were I awf u I ; most we re, neutra I . iVou 
rtust remember that in the society which worshipped them, such behavior 
was not looked upon as we look upon it today. Nor was it considered 
evil or chaotic.. No one can say you don’t give warning to thosSp y'»-hp 
try to bring heavy magic- into Edwyr. Mp'st,, wisely forgo the leye) cjrop 
and ehceck the item in'at customs. ‘ Z i .m

Ke V i n S i I ma k : i ' I i ke ypu r idea on muj 1 1 -characters . . ,'fi
Pich Berg'is always spoken about as some kind of monster. Hep 

should be asked to run at conventions so we can all see what not to be 
as a dungeon player as we watch him create more Memorial Rooms. :
* Gow clerics are I ots of f un. , .

Stu Levin: I wobld 1 i ke to look up a Robot with an energy burster ,x.
with Mr. Ward. T ’d like to throw them both out a window-v , <.

Lew , I ' f i n d the Tomp of the Vampire ^ueen very i nterest i ng ̂ ,_,';Po
you play with or without a dwarf prlhcess? , ,

Are you using the E. Gary bonus for EP on Primes? If you aren*t , 
you should; You can get a bonus on Trebe|lth. It is 10^ on the 17 and
you San alway suse 10^. I jLst fouhd out about this wheh.l went ,
through the MIT Sharacter sheets ‘ and, checked them w i "fh, the first three 
books of D&D. ' ' . . j

Do ^ou seriSusly Want tS hear abouf the twit hobbit thief Al 
Mundyand his sex crazy, sex-qhahging Trekk1e.g{rI friend? She sure 
Impressed that superhero and h i s My rmi don ' ass i stants . You know»;,.lf ,,

would have died,
you in

Those
th fee

threewe’d been playing in the East Coast, we 
took some time to close. In the kast,̂  
rounds. Can you get a' load of'most iy ' low
Lord have mercy. .......

Al first bought the store ̂ from pushing the wrong .bptton , box.:. Yes 
folks, Al pushed them a I I. The second button brought Dagobert, the 
stoned' elf with the EMisbhiem spells, if ray gals spot h i m aga I n, ,,,thQy 
will do for him what C iea'r Ethef ’ s g i r 1 s did for Lizardman. How 
degrading EMisonism is to femaje characters

are on
eve I s. f i gh t i ng t hem c I oseyp ?

you snap yoUP fingeps and a beautiful 
' ' appearsj willing to do anything sexua,%.

\_the Ellisonism sj.
female of the ,corrept

...  _ I know you,,l ove
it, but if you're playing a fd'male hcaracter, i t ’s ,di f ferent f rpir̂ ,t,hei r 
point'o'f view. , V., : ,  ̂ i--.. , :̂ t:"

/After Dagobert gave him the ioyeiy la'dy who lasted, for two dâ ys 
( hech ; ■ f o I ks',: that’s hoŵ  i'ong't li i son i sm'g i r Is I ,ast)|»; Dagobert got . 
stoned and left.'' You d Ld 'noth i ng "wrOng, and I rea i iy enjoyed, meet ing, 
Trembeth againat Boskone. For a nightmare, think about this: how
would you have liked to ha.v. met those .thr.ee (the, superhero and the .! TmyV mi dons) on the floor 
replaced with high level magic users 
twitting along. Makes you wake up in ,a cold swea,t*

of, Clayhorn an'd seen the, heat-seeking missi ies
have AI Mundy and girl friendAnd

Your work on Pa lad i ns
: ’ ■* l!,..

Holmes: an enjoyable tale.
is good. Good ideas for monks too,

: ■ x  :?- X.! i ! i X ; . d *  ' ■ '

in the shadows comesJim 'Eckman:' The whole bU'sLness Of' a Thi dt' h i *d i ng 
from his/hers bonus from striking from beftind. Most low level thieves 
get killed off quickly hitting from the front.



Kay^ Jone's :' hope you come'to Suncon . 
that makes it tbugh on you makes ybu

' I agree w-it’h you. A dungeon 
a better player. A DM who really

tries to get the players when running the. oppps i 11 p,n is doing^the 
"'■prayers a favor. Love your song. . r
Charlie Luce'; I’m so glad somebody agrees 
people. Kevin is MIT-trained. He’ll warn 
magic in his dungeon. If you ins 1st'on dragging 
know something bad wi Ii happen to you, ,

that neutrals are 
you ,if he 'doesn’t

I n

good 
w a n t

anywayV
your

John Pickens: Phantasmal Forces affeots swine place if you believe in
it. If you don’t, it goes away. Byt others play that it goes away 
regardless If you touch it.//On Charm/ you usually roll to see fi the 
charmed one is refeased when the Charmer dies. If not, he usually 
tries to help the dead Charmer rather than just standing around. The 
shock of melee might release him. i \

Martin Easterbrook: You wi IT soon I earn that there
elves, 1 ow mora I elves and neutra I Ar i e I isn’t an
was closer to the Tolkien-type elf. They are highly moral, 
it or not, there are a/sp variations in paladins. Some ate 
(like Jawbome); others are loose (like Eric of the Towers, Great 
Sweeney). |'d like to get the British publications and material 
Is there any way we cah get an Amer i Can' agent?,, I , know Tony Bath 
ran Hyborian for many years. He favOrS Sword & Sorcery warfare

are h i gh |y- mora I 
Anderspn'€If. She 

Bel I eve 
s t r i c t

He

Bob Hollander: Don’t you mean handspme for Jawbp.ne? A Pa I ad in'' wOO I dfviolate tresspassers? You dohH'rtiean that, the way it sou-dds^--dp you?

mean Alexis Van Nesser 
it pecause of three 
paying off a 17th

Gary Martin: How did yOur two turn chaOt1c? (I
and Karl BearkiHer.) My MU Fanny Flamettee did 
turkeys but Lawfuls who decided they didn’t like 
level MIJ hireling. They surprised hi^ rplled a one and killed off the 
MU while Fanny and anothr fighter were fighting sOme.cent I pedes. Then 
they tunned on Fanny and the fighter;. The fighter chickened out,'and 
Fanny had to turn Chaotic to get resurrected because of these turkeys. 
She paid for it herself. She also had a Lawful s.word found in the 
dungeon which the turkeys sold to amajic shop. But Fanny is going,to

■ Den, because she can’t standsteal It back and check out. Lord John’s
these turkeys. They spent their time plotting to rip off the Lawful 
Monks who raised her and. had the nPrye to, collect their resurrection 
fee.' While the turke/s think the monks had a lot of nerve, they 
should talk. Now they waht to paise the Devi| to destroy the monks'
monastery. "Help!

Did you know a researcher once, tra1 n.ed
fedI

Worms to do various things 
them to' other untrainedkilled the trained worms, cut them up an'fj;

worms, and the .untrained worms, learned through^ ea t i ng t he.j r, sma rte r 
brothers? So if your monster ea ts a 'd um!:;i h I gh/ I eve I tu r key', he’ll 
turn into a dumber monster. Throw the body Into shetters and ge 
rid of it.
Ben Grossman: i f you can convince a hgh level to lower his armor'
class ef feet so. he' can get hi t by a_ I ow level, we’ll be doing fine.

Some, theorl es wof k we 1 I on ppper but are t.errib1e in actipn. , _

r’d‘'best sign o''ff. ,



What Trap Charts? M Q : Robert Sacks/4861 Broadway, 5-v, 
(For^^larums & Ekcursiohs #20)

NY NY 10034

Comments on A&E #18: Tan t j vy 1,1 -f
You mebh Songs-& AbiIitles (read mag^e, 

detect accent) but aren't some, o,f theiAventriloquism, imitate voices, 
not justifiabI © as, written: (si Iqnce, cI airaudience, disintegrate, 
t4 m'd Stop)?'■! ESSie Wfiive m^o^anip^ fp'v Silencey Disintegrate. .,SeQ\'< , ,h:) 
Arthurian tegenede cf ^lpri%n's trapping by song for Time Stop.--102 ,
I don't undestand how Echo Invisible W|l'I h differ from Echo Vi si ,b I q;.
CJ d o n ’t understand how Invisible can be ^physically possible to fbegin., 
With.--LG2 Laga lii st i c & Anarchistic are not opposites; I'm both.

Mockt u rt he" A ;Lawf/u,l Goo,d Ba I rpg is'^only ain Elf? . n > , ,
Sea rch I i g h t • No, ;td,e, great Dragon is taken from one of the Begi,

stor ies. ■ ’  ̂-j:, n > : ‘ '  ̂ - t l.■ . -  ̂̂ i. ...
' ’ Pet Beast i es > D&D s.hou I d not 
when, you leave the convention you

be run as tourn'arttdnts but as eveptiŜ ; 
may walk away with a character: i r '■) Q n p

rnagic swprds"‘„
I a rger sw i.ng

you leave the conventic 
rol;/©d and developed there (if he survived).

i nf I h i te Snores ; You meat). Loth I or hep wasn ' t a city?
Stoned Acol y t ^  I I I ke Orfeo Dr'agoh'f f I end; tell me more 

were special,alignment languages: Hebrewr,. Magyar, Saxon
■ Underground,; Good Sword' essay; wasn ],t' that how " 

first came about? Of, cpurs©,'two-.handed! swords require 
radius greater stren,gth; 'tfian a regular sword. ,, | ,.,j | ,
■ K'i'rel , Mag.ni f.i cent .tale; perhaps priOif essi ona I, ,ga I I i bre . Weren't 

we ta I king .about the "elves" ,in A n d e r s;o>n'* s "Quepn. tof vAir & Darkne.ss"’',?
A I be r i ch : Combat class is level div,J.ded b|y,j jp.rpmo.fjj pn ;c 1 asp,, ,

rounded up? ' Why have both? i ' ' ,-i ’ ,’jf
OKW , Ore ; ,-NY : DMs usual i y 1 Pt hew p layers i n .t; ,Batt Teground mey, be 

moving from Bleecker off Biway up to'Erripire State VBldg area near ,, 
Compleat StrategIst. Hpurs wepe aj I pm• Silver works by Grace.

Monster's Plume: S i mp j e ; 9tH Archer or whatever save 5 f best
(probab ly'Seventh Sword) - . ’ ■ ' j ,
Comments on A&E #19; Next 1 wr i te,

B I a cow,, ba i 11 ng .
I will engage .i n eve ry bpdy ’ s

favorite past-time;
Ba i nes : ' CJ er i ca I Eng i nperj hg Dept-pf MIT?‘ y ' : nn." i,
OKW ORp- |BayijTg throws?'based pfintpyel ■( id e .c-sxppr i ence) seems , 

quite h i sd’p̂ r4;ĉ  I i.!fthe mo,re'ipiKper j ©htfejdlylyou arê ,;''tda! frtpref. Ui ked 
have bu i I ■fel ;the necessary skd.'.*l,jl' S t.i es;;' :expe;r;ijehced f i ght-.
'ihgmen ,ĝ ,U4?d''p i;Ck up meta i. i n bb'i j i ng* rwater wil thout gett i ng iburns ,?
' hence pp^©''of'the':medTeya I, ord’ea'TS.' 'dK’r' ' 4^ yt ' ■ .cy , , ,,,

Dark Shadows;. Med i eva I C l.er i cs h'a\)o a I i gnmeqt Law ;& Order Jj,ke,
'Leiuiirs?,(4 , ^  ̂ ’ ^ ' 1

CI ea rEthe r! ; You only hung Lakofka ip effi.gy? I assume Vat]r]pi,res 
are only humans who have been infected by another Vampfre;yI a§spme
vbmpi res know this and therefpre consider Vampires to be merely a.

i i,\.specl a,l .(or , degenerate ) case Pf humansC;. .i ft- myr, assump t>i ops. are,; correct, 
■how'" then must ap, 6b ject i v i st Vamp i re afct? , No i ©xamp I es f rom fanjfasy 
ot'' inyth.Qiog-y,jt hpw about, the Bible, To i1<;i-e.n,' sLeW.i s and,,of c,purse..the 
f antasy: knpŷ n,--as, h i stpry? What I was atteTnptiag wasi the identifica­
tion of the standard of (3bdd that i s' the> i dtea I tzed Law; ,we have. a l 'l 
heard of the justification of civil disobedience by obed i ence. to a 
hi’gher fawi. i .

' tS I iiniak LurHs :> And how I cihg doe*̂  ̂ f t take touagree ^ .5̂ t, °t /u I es 
for a Kingmaker game? Bedg Mdmori'bl Roorts; tha^t’s: \y.|:Shfu I thinking.

Ki rei ; ; AI i gnment-",Ti*eet" is probably one that holds what's good 
for trees is Good an d wha t ' s ' bad i S Ev i I Aspects found i n ,Ents ,
Druids and conservationists. HANGTOWN if you're not in the Santa
Claus business, how come you're In a Seminary?



SEARCHLIGHT ftb or 
perpetrated by Bi 
('2,13) 789-0878

"How Many Ways Can I Tick of Glenn Blacow?" 
I Paley, 5301 Amestoy Av., Encino, CA 91316

I don't remember who it was that was negat 
Guild materials, but I a,m very impressed. Sav 
mqre work, I prepared Thunder ho I d, for a trial 
knows (at least those who re,ad /Ĵ,&E) there are 
Blacow constantly snipes at. One is the West 
dungeon. The other ,is E, (Gary Gygax hisself. 
run-of-the-mi I I West Coast DM. And I decided 
the Judges Build stuff tbiat (, prepare will be 
Gygaxian game mechanics (#strikes/meIee round 
only those li.sted; etc.).,,- .

i ve about the J udges'* 
ing the City-State for 
run. Now as ,QveryQne 
two things ,that̂  (3lenn 
Coast run-df-the-miI I 
Well folks, I am a 

that, for a switch, 
played according to 
= I eve I ; speI Is/day

The whole point is that 
trying a different way that 
dungeon (not necessarily a world)

it was a reaI blast! 
I ^.recommend everyone

with a whole
mechanics so that you won't become Jaded, 
w.ho revamp :your dungeons ,comp I ete I y every

We had so much fun 
to have a second 

different set of game 
(Of course, those of you 

few months can ignore this)

. This LS not to say that.you 
material; that's up to you. It 
straight Gygax; any style which

shou l:d ..purchase the Judges Gui l d t'is also not to say you should try out 
has been more or less described suf-

fic.iently should do ( i pc | u d i ng the Pegr in ..Convent i ons , the Blacow/ 
MIT Laws of Right and Might;,-the Cal Tech Wa p I ock rules, etc.)

I'm still willing to try out other systems, and I hope to 
other dungeons, but it is difficult to find the time and money 
, t ra ve I at this stage in my 1 i f e . ,, , Some day . , j . j

Comments: ; ; — •  ̂ +

visit
to

Everyone in Southern California: as of next September, I
entering osteopathic school in Chicago, (Gygax's back yard). 
DM the Doctor) Anyway, I'll be gone and so there will be one 
SoCalDM^for Glennto complain about.

Lee: Yourftyping is great, but DinnerpajJs pf;Feeding?
vicious herds of cavegoats? , •

w i I I be 
(My 

fewer

Why not
I- 1 i

Glenn: tDon't let characters who won
game. ,Have the guy rol.l up a.pother. If 
leave] it be. No one has eve,r asked you 
other style worlds, and no one shouId.//I 
have desired to save teams of friends 
seldom do it.//One of the most effective 
side of peop I e, who,, ha de no idea who 
its kin, sarcasm).//Wands cannot be 
you get that idea?//l'd like to see'the

't f i t,| you r wor I d i ntp your 
i.t fits, fine; otherwise ' 

to'

Hunt. i Whatever i p avai 1ab1e .//Bravo, G I enn 
the idea of eco.l ogY, n i ches ?

a I I pw,. i n . characters from 
admit that.on occa s i on I' ■ II . . • f •" :and favorite characters, but I 

ways of getting on the bad 
you ar,e,_̂.is satire (and especially 
recharged around here. Where did 
■' lEdwyr book & and The Wild

Where did. you ever get

I
I:; Anybody: please give an i easy

EW.'s psychic combat system works.
step 
if

by step descr i pt i on of how 
use it in your campaign.

ff-ouch.Jii.m, Thomas:., Hey, get in 
wide territories "to stalk their prey 
who feed on similar things, they will fight.

somet i me . //Cam i.vores a l so need
invaded by other predators 
That's why Gygaxian

and, if



dungeons are seemingly so empty. Ecologically, they should be nearly 
empty of monsters. (But those that are left should be awesome....)? : , V. '1T ; ,
(lAn aside about the "Gygax" test f ran;...For the first time in 
months, the characters ran away from. 5 ome fights and only fought when 
they thought they could win. Tickled both them and me si I Iy.1

Wayne: Of course they were neutra,! si I ve r d ragon s. ' '

Steve Perrin: yPI ease don^t forget me wh6n you pub lish ATWM!

Chris P^ttus: Becau'se the animators for Star Trek inked them in
so slow.//I read everything in A&E in two days, exams or not.

SEKIII: Right on, sisters!
sure did most everyone else.

I just ignored that article, as I m

Earth’s End: If I can, I'd bewilifngtohelp DM another Search
and Destroy at GLASC but two demands: I) one room for each party
and 2) One DM/room with you roving. Write me and we'll di-cuss it. 
Okay? , ■ ■

ma r i nes rules;

Peggy: There were no resurrects because our cleric ran out of
roil and so did Several 

harpy couldn't be raised; see the
spell points after trying. Pa lor Tost the i,

bye-bye spelI points. The

veKen: Well, now
but I think it was more a 
anything else. Next time you 
concerned. I'll look forward 
didja? ■ ■ t>, 5 i t.. .

: } . ( i '
■’Glenh : On Equa I i'ty 'of op i n i on

ignore you.//Talk to me

adopted Greyhawk weapon hobbledygobble, etc 
lack of sleep and personal attention than 

're in the Spire will be better for all 
to it.//Didja like the pygmies. huh

Glenn I agree. That's why I
about the pre'y your predators eat if you're 

so realistic.//! likelthe idea of specifying clerics by their gods.// 
What IS an absurdity?//Thene has only been one character I know of 
with Giant Strength Girdle and only six or sodoSes of Giant Strength 
Potion in our world, and we seem to be relatively "magic-rich."//
Are you ins Inuatin§ that these peopIe CHEAT AT SOLITAIRE! Egad, fhe 
chutzpah!//It is blatantly obvious, Glenn, that you have never seen 
a demonstration of ninchuck ; use. I'd say that up against anything 
less than a battleaxe it would be a definite improvement on Armoh 
Class. Check it out before you swaI Iow your foot next time, buddy.

'* Nicolai 
//Cheick out the

wonder how 
Spire next

I looked while 
nyou're

they sang 
LA, OK? ■

that one stanza?
time

% '■ M'“'\ ■
Kevin Slimak: The whole point of a uniform set of D&D rules is

that everyone follows them. What you've just said is that "if it 
doesn't suit my conception of the game, then I'll ignore it." This 
defeats the whole purposei I run-everybody I roll; I ihave roI I Ied 
one monk in about 10 0 icharacters, ,but I haven't gotten to him yet.

Steward Levin: What was'so amusing? And what do you doubt?



- lL6w Wo I kof f 
to get killed, 
no reason not
I li ■ the TrI I

: Yes, but dungeonedring is
NOT an easy way to get money 

to go down searching for treasure. Please recall how

supposed to be an 
6ther than that

easy way 
there Is

eveh the most powerful "characters" quaked at the
Moria.’ yet 'did so to,comp Iete the mission, not

ogy
thought of penetrating
to pick up a few shekeIs.//Like-ybuY thoughts on Paladins.

Charlie Luce: No, remember a cemetery was started with the remains
of the gang at the site of the dragon battIe.//Apparent Iy‘GIenn 
Blacow*'is not I i sten i n g ̂ thoug h t sincerely doubted he would.//On 
the other hand, aren't you showing intbIenahCe by that comment on 
Klutz factoring? I think the system is interesting but I don't like 
the need to calculate the percentage chance of failure for each 
spell cadt.//My heaviest casualties in the Spire come from High Char­
acteristic Characters; for some odd reason "twits" get unbelievably 
lucky die rolls. Honest.//Not an obnoxious bard, an obnoxious F/MU 
Elf/Black Dude. (if I remember correctly, a Black Forest elf, but 
don't quote me. Thigns were too confused.)//Try the Spire again 
somet i me!■, • -f- ;. , , .

Bob Hollander: welcome back! ' ’

Cary Martin; please note that we live in the same valley and that 
it's a local call and that my phone number is printed above...and thee 
make a quick decision.//! almost agree with your "Essay on Cheating" 
but for' one thing: a character IH ke that can cause an expedition to
become ’boring for ^He other player's wh i I e he bus i I y makes up equip­
ment, etc., to 'do as he 'pleases. If he ruin's Pt fdr others, it is 
no longer worthwhile.

Benjamin Grossman: Thanx for the ssay ;i /very interest i ng .

Whatever happened :to Fran k Gasper i k'? i, ,

Pe.rbaps my pocketbook will heai,.iby, next month, ̂ but I expect a .
power failure will shut my,. . . •  ̂ . . <

-eg ; : i Tt  ̂ SEARCHLLGHT ORF! , : ,
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IDEAS FROM AVALON 
by Cheryl P. Lloyd.

V'i

Is a "Helm of Reading Languages" a battle-type helmet and therefore 
unusable; by a MU (in universes where MUs can't wear any armor)? Or 
is it like a cap gf maintenance, a cloth or soft leather cap? And 
in general: certgin weapons have abilities besides pluses in combat
Can n MU carry a weapon of that sort, not fighting with it but 
using its "Detect" ;and other oskills? ...
1 ,iii ; ■■ ; ■ t i ■ i ■ -

WhattiS the likeilihood of h Ring of Regeneration when it was on an 
arm that cut off regenerating an entire body like a starfish, 
producing,! of course, the attendant problems of any clone? [Then 
a-g'aihj what's the chance that a .Ring of Troll Regeneration will ' 
regenerate any cut off partsvas the Troll equivalents?--LG]



UNIBANK REPORT §2, being the ramblings of 
presently attending school at 306 McDowel 
Washington, DC 20016. (202) 537-5646.

one Jeremy S. Paulson,
Hall, American University,

First, EVERYONE PLEASE NOTE MY COA! This will be effect1ve’ untiI 
the 7th of May when I will be going home to the NY address. Second, ' 
in the last Issue, Leo mi s i nterpreted, a smudge In the typing of my ‘
zip code; it Is 11374. Sorry to all those who 
correspondence and did not receive a repponse.

So, far as I have been abl’e to' 
ship of' Unibank as of Februarv 23.1 . i ,,t‘

gather,
1977:

th'i s
. • r-y

had sent Unibank 
Ci'fea culpa.--LG^

■ I

Is the Present Member-

Stephen Tihor, ĜMENDOR:
THALASSA:' Greg Costiky*^an, GM 
DURTHANG: Chris Pettus, GM '
WORLD OF THE SEVEN MOONS; , '■ '

GIMs Pa ley, D. Calvin, J. Ca I v i n ,* Lang I ey

shekel value: 40 GP/shekol
425 GP/shekel 

I.I GP/shekeI

' o I.4 GP/shekel

I expect to have Sean Cleary on the system as soon as I get the 
complete stats from him. Sean, I gotiyour letter; please send me the 
kl I I percentage per expedition. (Only real deaths please, not res- 
surectabIes).

By the next Issue, we should have some spells for sale from the 
Endor u’nlverse players. Busl'ness alreadyl

Lee: What I mean by "1st loVer's average haul" Is the average hauI '
of a first level character'whf1st running around with those near to 
his level ,(i.e. up'to around 3rd level.) Thanks for pointing this out

TO THOSE WHO DON'T KNOW WHAT'S GOING ON: '
Unibank ifS an inter-universe magic item auction and spell bank 

system. The procedural rules of Unibank were printed in A&E #\Q and 
are available from me on requesti at the above address.
, In'order to join the system, all a GM has to do is send in a 

piece of paper jw ith thiO ̂ fo I I ow i,ng information: Name of campaign,
name of GM, address, value of a tl sword in his world,, average hailil , 
per 1st level character per expedition, and the kill percentage per ’ 
ekpedition (permanent deaths only). Scrupulous research of these 
f actors fs t not •, requ i red but i s ,-admi red ( anyone who keeps those kind 
of records has my respect!). "Ballpark" estimates are expected to be 
the norm.

The shekel is an arbitrary trans-universa I unit of currency 
which, through the use of a formula in which your information is 
"plugged", all campaigns' gold pieces are compared. .....

I seê n:,to have some 
workings of the i)lY D&D 
old Diplomacy-based New,

space left, so I'll describe the inner 
coyen, jBasi.cally this group grew out of the 
.York G)onsp i racy, a group of New Yorkers who 

were pa rt i cu I a r l,y ̂ act i ve i n-jtlie posta I hobby. D&D took the Conspiracy 
by storm about three years ago, and the endor campaign, run by 
Stephen Tihor primarily, has been run for just as long. Today there 
are two groups in the covgri: the old NY group and the new Princeton 
group which was started by ,a^few New Yorkers. Typical NY zines are / 
the Haven Herald (mos+ly Endof but quite innovative). Fire the Arque­
bus i ers ( mass i ve in size and, of teri i |,j ppant) , the Gpsm i c Balance (cam­
paign zine for one of the, best tun campaigns I've ever seen), apd theJ 
Quick Quincy Gazette (which represents Howard Mahler, not hecesSari Iy 
the whole Princeton Group).



NOTES EORlTHiS UHDEiJGROUND #15 , . / ,/A ; publication ̂ of- StornGate Enterprises ' ■ .....
by‘Nicolai Shaperp' ‘ 225 CrPeks'ide'Dr'.' Prilb Alto, 'Ca‘. 94306 ' ■ ' '
415-494-3752 ,.,v, ; ; i ,,i ;,i ; -*** + ** + ********»*******>c****+******************,♦****♦**, *************

 ̂ i I i l i ’ 1 : : ' - U  . 'f r.l ' m o  . i

The loccils haVe *been havin{^ i;reat fun witli ReinCatrintibn — 
spells of latbi And a§ a'-result, several chareicters hitV̂ e been : 
turned int«' li^At dt' ifieriiuni horses (retainin;; their hunanointelliRenee 
and wisdbiM, Of course)«'i ' And the prototype table has turned out ,.i i 
to be sucho.fun, that .I! tlioilRlit others out there uiRht enjpy trying it —  
so without further'c^do5iavo. ipresent. r . . . ; 0!l J
A alQDEST'iPROPOSAL.i (fop: ;P|,reiiicarpation table)

I > f" ,  then consult chart beiovr;Roll 4 10 sided dice in'sequel
I. . ■ ■ = /r>i1 1 1 - •

0000-r0799 ' No change (sameispecies)
0800-1799 Huiaan body 4600-4689 Pegasus ■ ’ " ‘
1800-2499 Dwarven body 4690-4799 Centaur
2500-2999 Elven body , ,, , ., 4800-4849 Hippogriff .
3000-3499 Hobbj't body ’ ‘ “ 4850-4899■ Unicorn U'
3500-3649 r.'eref ox/liuMun '' 4900-4924 Alacorn
3650-3669 V#erefox/Hobbit : ■ 4925-4999 Griffin ; ')
3670-3689 V7 er e f ox/Dvirar f 5000-5049 Larinasu
3690-3699 Weref ox/Elfn M 1 / • : ' . t*‘ ■ ‘2 ■ ' ' 1 ■ .• j 5050-5099 Sphinx .

■■i d, . '  ' : )
Blink Dpg”3700-3849 V/ereottei'/Hurnjui 5100-5199

3850-3869 Wei'eotter/hobbit 5200-5349 Giant Otter
3g'7b-38'89 ' ’i)ereotter/Dvvcirf' "" ‘ 5350-5374 PJioehix '
5890-3899 , i'Jereotter/Elf . i' . i 5375-5499 Guardian Naga
3960-4124''' f'Jerewolf/Fumah ' * 5500-5599 Pernese fir e lizard
412524154'" ‘■/erewolf/hobbit ‘ 5600-5609 Pernese dragon
5155-4184 V7erewolf/Dvvarf ■ ■<' >'5610-5684 Brass Dreigon
4185-4199: V/epewolf/Elf;: ■ •,5685-5759 Copper Dragon
420024^747 'ifereagle/HUinan ' 5760-5834 Bi'onze Dragon ,
4275-4284 V’ereagle/Hobbit 5835-5884 Silver Dragon '
4285-4294 \’.'ereagle/Dwarf 5885-5899 Gold Dragon
4295-4299 t'ereagle/Elf 5900-5989 Uyvern .) ■ '
4300-4374 Weretiger/Hunan , 5990-6099 ■ J 1 1 (1 .• • t • rNixie > ,
4375-4384 \'eretiger/Uobbit ' ‘ 6100-6299 Ent '
4385-4394 V/eretiger/Dwarf ''' ' 6300-6349 Roc
4395-4399 ■Weretiger/Elf • ' - »  ̂■ ■ ■ ■ • 6350-6399 ■Giant Hunting Falcon
4400-4474' Rerebear/Hurnan * ' 6400-8399 Light Horse
4475-4484 V/erebear/Hobbit 8400-8999 riediun Horse
4485-4494 i'.'erebear/Dwarf 9000-9349 Heavy Horse
4495-4499 Uerebear/Elf 9350-9499 Giant rait
4500-4574 V/ er ewo 1 ver i ne/Hunan 9500-9749 V/olf
4575-4584
4585-4594
4595-4599

V7erewolverine/Hobbit
V7erewolverine/Dwrarf
l7erewolverine/Elf

9750-9999 Li on



Î OTJ'̂ S FOR THE UNDERGiWUND ! ; Page 2.
SPECIAL ANNOUNCEMENT **S FECIAL yVNNOUNCEMENT!!'! !!

This humble (?) individual is preparing; to publish a DM) -; ,
APA (yes, another one ), Those wishinf? to submit copy tire . .
advised toiinote that my terms will NOT be quite the same as A&E.

The first issue will be out (hopefully) sometime in late May 
qp early Junq. Initial copy count will ,be 55 (fifty-five).
I have yet to lay hands on a mineo, so the first issue will be 
photocopied* I I ;̂ o those wishing to submit should either print up 
their submission themselves, or sqnd me camera ready copy. Those 
choosing the latter method should cilso enclose $1.25 PER PAGE*
If there is someone out there who wants to submit, but is too lazy to 
type up camera ready copy (or is not able to type) I will type 
up their zine (on a Silent 700 terminal). If I have to type it 
up, add another SI per page (limit of foiu' pages if I liave to type 
it up).

COST PER ISSUE;
(1) Contributors: 3 or more pages— FREE!
(2) Contributers; 1~2 pages— postage + 350
(3) Won-contributers; if no contribution in previous 

issue. Si.50 + postage
(4) Non-contributers: if 3 or more pages in previous tissue,

35c :+, postage
(5) Non-contributers:- if 1-2 pages in previous issue, 900+postage
The zine, current working title is TJie Lords of Chaos, will 

be published on a quarterly basis. By issue 2, miraeo services WILL 
DEFINITELY be available. (Perhaps I will have my machine in time 
for the first issue, but don’t count on it.)
TbE f o l l o w i n g INDIVIDUALSrARE INVITED TO SUBMIT (this is n6t to • r i 
mean that others need not submit, merely that I want these people IN 
ISSUE ONE). ' ' ' : • ^ ' '

Glenn Blqcow 
George Cole 
Barry Eynon 
Lee Gold

Jerry Jacks 
Kay Jones 
SEK III 
Steve Perrin
Ken Pick

Kevin Slinak 
IVayne Shaw 
Mark Swanson

(M- .t -.



NOTES THE UNi)E:iGUOUND #15 Page 3
Coinnents on A&E #19 ^
KSTC(Glenn H); "Magic Absorbers are basicallywithout. gape ^world 

rationale— they sirnply don't fit into any realistic ecological 
niche in a rational universe*" Sigh.i•They inight starve to  ̂
death in Edwyr^ but not in StorpGate. And they do fit ihx to 
the ecology quite niqely. After ally any tine that there is an 
available source of food, sornetliinh is likely to develop that 
cnn use it. (After seeing some of the things that.bacteria can 
live on— rocket fuel and steel anong then— there is little I 
wouTd believe life incapable of.) Though nagic rnay be to high iii 
energy for use food in Edv>ryr, suchi is not the case in StornGate. 
Hence, MiVill’s are ((uite reasonable-'-IN STOlttlĜ iTEt F.ach universe 
follows its own rules, and many things true in one are ()uite untrue 
in another, (Heware of Gne-^True-V;'ay-Isn, . * )
/"/VAiat, Vatches? Gaah. ,, (aft(?r the cliaos that ONE baby vatch 
caused a group of us going down into the Roost at Dundracoh II...
If none bf ny characters EV!CR runs into another vatch, I will) be 
more than,pleased)./*/ I wes at PunDraCon II the weekend of Boskope.
Nat able, to take enough timei off frotn work for Boskbne for antther 
reason. . i/*/Vi)ill youf be able to make it to VesterCon or SunCon?

ABZ-OZA(Larry Stehle)': The Tietnons of Sleep and Nightmare‘are without
fixed shape or sijie, I generally describe them hs, inky pools of 
blackness. ("Hanging in the air before you, there is a swirling 
blakk clohd \yith fiery red eyes,,.")

PGRTAL TO TJCHPOit/VLANAlTayne Shaw): Yes, and after what we did to
each other at DunD.raCon, I think both of us can put paid to tliat ,
account. (Six black destpoyers,*.and 9 sixth level images, and ,
tviro raanticores, and how many ogres? In one room? Alarg stilly 
gets the twitches over that one,., ) , ; ; ' , f ,

SHORES OF TOFINirY(Chris Petfus): 
might be a better question...

■ ■ ■ .W ■ ■ ' , f ‘ Tt ■ ■CLEiiR [£T)iER(SEKIII); There cire a few of my characters, that riif*;ht
feel like joining in on the hanging. Though Tsinadpa (Weretigress/Mage) 
and Elissa (Female 4th level Magei might.feel like disemboweling 

; the censoreds first,
\ - ,

KCC(Ken Pick); I ran into jive Clive at PunPraCon, Pidn't recognize 
him— he v/as in Vkiyne’s room. I just bellowed "That’s what you get 
for beeing middle class" at him and walked off. He \vent into shoe k. 
/*/And speaking of sliock,, .Alarg was the one responsible for tbe 
yell of "HI. FLUFFYKINS ! "
' NEXT TIM1C; Pundracon II report andf hopefully, a short

story covering some of the insane goings on in Robber's Roost ; 
at PunPraCon,, , -

v/hat DON'T I have the computer doing

1 )■ ‘T r ■'

; :,iD •!
: ■ r-a: -



LOI-'G-TALES FROM BOSKONE
”’.eing the report of; ■ ■ ' ■ ^
' Glenn F. Glacow . . . ,

13 Grove St • 'fl '
Boston, Mass. 02114 ,, ■ ; ,, ;■ » r • ■ ■ ' ■ •.

COMVEi'TIONS: have taken up much of. mif time recently, . so that I , 
haven’t had the-;time or the, money to do TftR 'I in proper form (i,e., 
for both AScE &nd T'BH. Lonq-Taies i.s my best possifel.c substitute. 
(TftR-I is done offset). This zine will contain most of what 1 
had for it, any^^ay. I can’t do KSTC because my copy of A&E 19 
\ms lost/stolen at MIT last weekend. : , * , ,
THE COVER for this issue represents Tse’Shura the Master Thief and 
her- close friend/sparring partner Grond the Ipsewayho, arguing (as 
usual) over the way to handle things, Tse, being a 'thief, • li'kdS to 
be as subtle and sneaky as possible. The Ipsewayho, being descended 
from ursinoid stock, tend to be fairly direct in their planning. 
(Neither are D&D characters; theyjre from a short-story I halt- 
finished). , . ' ' ’
'.'■/INTERCOM at MIT came on this January. It was interesting '-̂ HoWard 
Mahler showed up, along Vith plenty of local 'D&D types. ' I 'rah my 
first in-toWn expedition there (The Stranger’s Quarter), and ended 
UP the convention b y 'running & massive assault on the iGth-level 
Temple of Get. There, were about 15-20 players, with 34 player, 
semi-player, and nonplayer characters involved. The Chaotics. had 
a 14th-level cleric and her two sisters (8th S:,.6th), 3 ,other Bishops, 
a 10 hit-die snake gpatuc ivalda (7th Paladinette w/Rply Sword), 
six 5th-7th fighters, 4 10 hit-die Skull ,'arriors, 18 4th-level 
Temole Ores, and 9 4th-lsvei human fighters. A lOth fdU, her tx/o ’ 
Sth-level assistants, and three ’ved'Oruk bodyguards were visitihg 
at the time’ of the raidV The Lawful s ’numbered 34 at' the‘time of the 
raid, including a lOth-leVel fighter (with plenty of other third- 
table fighters), large numbers o f ‘Clerics (mostly 7ths & 8ths, a 
9th or tx/o, ahd at least ohe 7th), and one 11th, one 10th, and a 
number of other medium-high level MUs. .They crashed through.the 
entrance, overunning the four uruks there, and came, .charging intp 
thp antechamber - to find that most 6f the walls’had( arroxf-slits, 
'from Which a continuous fire poured’'Until the sepePate rooms were 
cleaned out. The hall leading up to the main temple xv̂ aS defended 
by traps, the snake statue, and the acoyltes 6f Set, throv/ing little 
poispn snakes* It took a while to. break jdoxirn thepTemple doors, apd 
the first wave, to go’ in died, almost to a man from Fingers of Death, 
crpssboX'r-fire from the high-lpvel fighters, and from the, blades of 
the Skull jarriors. But more and more fighteps poured in, and»at 
last the Evil High Priestess could see t'ha’t thq, defenses were being 
overxrhelmed by sheer numbers, and gave the order to retreat. She, 
her tx/o sisters, • and the paladinette ebcaped/ 'covered by-the two 
surviving Skull Natriors. Total' casualties’ dmbng’the Lawfuls? ’
17 dead, one incapacitated - and all the survivors badly hurt'J' ' ' 
(There x^ere encounters betx^een the rear guard and some x^andering 
booze-crazed Valerians, follox^ed by an ambush by the Chaotic lOth- 
level MU, X’Jho had left the temple, circled around, and hit the party 
■From behind). Total loot x/as small - one Cold land, some -i-l and +2 
armor, and a +3 axe being the best).

S.nother party xirent down later, after the same evil clerics 
had begun rebuilding their temple elsexfhere, and knocked them out. 
Killed all three clerics and the paladinette - but the casualties



Lonq-tales page 2
were almost as heavy.

BQskone 14 was wven more fun. I arrived after work on 
Friday night, v^andered aro\ind to see Mark Swandon, Mark Chilenskas, 
lod .Burr 'Lee and Barry Gold, and a host of other familiar faces, 
including peopl'e from my old Minneapa days, including Mike 'lood ■ 
and Johnathan /daifis, plus loads of Nesfans. Enjoyed the filksongs 
immensely, and ended up running in Cli'̂ GHORil, Martin Favorite's 
dungeon. Poor Jer Altford x\ras the character I was running. ■ l Ow 
Jep has been killed 4 times out of 4 last expeditions he out,
and lost a very good sword in !̂auberheim, so he xras feeling a bit 
loxiT. On this particular run, a high-level Chaotic party xiras en­
countered. Jer, doing his best, hammered a Chaotic fighter and ■ 
cleric out of his way and x/ent after the enemy .izard, taking a ’
Cold iand blast as he closed, a ;d another in melee. ?his'left him 
in bad shaoe, but still on his feet. -.t which point, one of the 
Lawful MFJs, one Univac the Turkey, proceeded t o ' throxf Hand of Fire 
into the melee, killing both the wizard and Jer. Jer. indeed made 
resurrection, but lost 9 hitpoinits when rarolling hit dice. And 
'then, being in a despondant mood, he saw the only thing he had any 
use for in the treasure - some'mithrii chain - go to a Cleric who 
had done far less. I considered Jer*s mental statei rolled reaction 
dice - and he decided to guit aidventuring. Donated his shield to 
the local Fighter's Guild and, retired to Palpi Beach. **-.-:giGH*** _.

Throughout the rest of the weekend, I ran through Alph 
twice, and ran Edwyr twice. The' first run-through Alph xms through 
a previously-uhused sectioni I was^running Liriel Terhalen. Others 
included BarryJs Maharg, Lew lolkOff’s Trebleth (I think), a Fen - 
Scher character), and a couple of others (I tend to get a trifle 
blurred at conventions). The party ptoceeded to fight Almost every­
thing it ran into (anyone xirho appoints a 14-year old equivalent 
tx-j’it-elf as.,party leader deserves xirhat they get) except some ghosts. 
Lost only one character - a magic-user - and brought him out to ?oe 
Raised. Liriel xras so pleased that she sent a letter to her cousin Merimyl. to join her...

-b The first expedition into Edwyr suffered from too many
Players - about sixteen. (Lee, Peggy Gemignani, and LeX'/ 'olkoff 
X'/e.re ^mong them) , They ran into some archghouls, xhio proceeded to 
paralyze three People, Hold a fourth, and Web most of the rest, then 
charge out and melee xxith x^rhatever x̂ as still capable of movina 
'(inpludingk.Peggy’'s elf, John Quickbow, and Lee'.s fighter Xanf Lo.,) 
ihile this (someirhat brutal) fight was gping on, a kalida h .stuck 
it's .head out of the door across the,; hall and decided to take a h‘and 
in., the battle. The party finally managed to off their five, enemies, 
ahd decided to leave. (too much noise among the players being the primary‘reason), ' ' '

_ khe second expedition_ into Edizyr x/as smaller and. far less
noisy. Lee had Waldo, the cleric from, the Church of the Devout 
Coxrards5 Barry had Fundip the dx^arfj Rod Burr bad Ottoi Berfest , the 
Lox-renbratiist Neutral cleric, 5Peggy had John Quickboxir the alf; Barry 
Lenhoff brought along Sabrina the Thief 1 Dwight Broxm not out the 
sheet for Glenda the 7th-lev.el MU| Sean Cleary brought along Zap, 
a,4th-level magei and somebody else had Helma, a 5th-level dwarvish
fighter. Fundih went to the; church and asked for a Lawful deed to
do. The Patriarch on duty jfth’sed for a while, dug through some 
litter of scrolls, and came up with one. An entire Sunday School
class, had disappeared almost a year ‘and a half ago, but five of its
members were’still not rescued. A report that txro of them were held
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by a Chaotic magic-user on the fifth level had come in, and the 
Church yould be most pleased if Fundin would...? He would.

' ' The mage bbncerned was Auban the Effete, an 8 th-level
MU 0 f exotic sexual habits. Fe had, not unnaturally, hired guards 
of the^ same persuasion - sik members of theyPink Horde. (To 
compensate for the fact that they were all a C6 , I'd made them 6 th- 
levels).' . ,

‘ lell, the party hit the room with complete surprise, but 
frohi 'there on, things went doxmhill. Fundin, facing somebody 'wbio 
was effectively .■ .C 2 (maoic leather and shield), found him very 
hard to hit> and effectively got neutralized trying to keep the 
party;s thief from being locked out of the fight. At this time, 
the Chaotic MU, appeared, took out John Quickbow with a Human Con- 
thol ling, and ordered him to attack Fundin, ,Since Fundin was 1) 
a complete stranger, and 2) a dwarf, John obeyed, i.uban then_ 
got involved in a Magic Missle duel w;ith Glenda, and had ho time 
for further orders. i\s a result, once f,undin went down, John 
was able to turn on the biggest of the surviving Mongols, got lucky, 
and took his head Off', fiy this time, the room was littered with 
bodies. Fundin, ,_,ap, and Glenda w*ere dead, Otto was trying to 

Fi'break Hold, Helma was Held (and buried under the corpse of • ubap's 
pet man-eating ape, .Jaldo and one of the surviving Mongols were 
swinging at one another over the mule's back, and Sabrina xras 
sneaking through the shadows to try and take out another Mongol 
from behind, jn the end, the^ Lawfuls wqn barely - and the party 
managed to get out. Mot by much, though. Poor Fundin failed 
resurrection, but was brought 'back by Limited dish - though it'Cost 
him a certain amulet of great power. ^

I ’ll admit this isn't a coherent description, but it 
wasn't a coherent fight, either. '

"̂ he last descent on Alph happened Monday afternoon.
; bunch of Carlisle twits happened along, and got dragged along 
because Lincoln Clark was their sole method of transportation. 
Present were Tdriel (mine), Merimyl her cousin (Lincolri Clark),
Joe ferhalan (5th FM? - Rodney Fernald), Lord Greenstoke, the Green 
Monkey cleric ( Sicb Mooore), Jendy the ' îse (Lew Kornfeld), and 
and a number of Carlisle cha racters of less interest. , (including 
a Phantasmal 6 th MU). ■ . ' ' .

: The party descended onto 4th-leyel (?) /'dph (the first to
go, there, I believe), and promptly encountered two ores in shining 
"mirror" armor, against which magic -weapons bounced quite a lot.,
(LirieJ, seeing the nice reflective surface, had promptly aborted 

, th© spell isha; had prepped and drew sword and dagger).' Once; the ,, 
fitrhters began using non-magical weapons, the ores want down fast.
T.\,e armor turned out to be a type that reflects magic a d magical 
weapons: 50>i of the time. ,

■’ The next encounter was with some mummies, who popped 
out of a door Liriel and her cousin were arguing in front ,Qf, doing 
•the poor twits some nasty damage before being turned by the clerics. 
The'party and the' mummies decided that discretion was the better 
part'of valor. Then, as they were moving towards another door, 
they were interrupted* by humanoids 'with 4 arms anp goat-heads. The 
Terhalen MUs both promptly threw deb (the pbrty was outnumbered), 
and the fighters disposed of the fcreatures on the nebr side of ther 
Teb. Since the party was looking a bit ragged by’now, they then 
starched ibr and tound a ' reasb'hably protectable room to heal in 
and relax iii. '
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_ '"aying recoverad, the party began wanderinp again, 

^^tecting 3vil behind a 'door, they opened it to find some flying 
Japanese (?) demohb, who attacked as sooh as the "first party ' ■
meiriber entered the'iroom.^ The'first round or two was completely '-''’̂ 
wasted (the debons weire immune' to anything but blessed‘t\/eaPOns ̂  •
or those sohinkled with Holy Jater), but then tbbhed into i hbbty''" 
mxssle fight (the demohs staying out of reach of melee weapons 
Liriel took an arrow in the arm that severed an attery, -î orciHg 
her out of fighting until a quick bandaging job could be dOne-f 
Merimyl and a couple of"others were down to a single hitPoint,i 
others (including iiaharg) were almost as badly'off when the last' 
demon bought the farm (helped alpng by a.^hit from ond ’of his ' 
fellows). hnd while this was going ony Lord Greenstdke wald* ‘' 
rescuing a cleric from'a Typo in a very random ehcouriter.

de' left the dungebn shortly thereafteir (I 
to riAn Ldtry-r over at MIT tha-t night), avoiding an ehcouhter ilith 
a manticors and not falling'into a couple of turkey tbaps. ’ On the 
whole, 'an interesting and enterainirig trip... '■ ■ • T ■ ■ - ̂ :

-• 1
051 II JTOLÊ vAf (Cii. . ,A number of people have been screaming at me' 
for e number of reasons. I'don’t allbw the same degree of worth 

f^wnhouse dungeons as I do to dungeons requiring skills', they 
•say. d  frown on gross magic, they say'. I make pained sounds 
when people ''nail gross character types out of the air, they say. ' ' 
In fact, they accuse me of intolerance. ■ ■ ■ ■ r rr,

■ "  Danin straight! "  ' ■ ' ' "  . ■!-ji i . , i
It's taken you this”lohg to realize that I disapprove 

of Monte T-ian dungeons? Of' aftifacts on the first level? Of 
DT'iS’ Who spend most of their time designihg artifacts and hea'vy magic to give away? ' ' ' ' " ' v-ij . ■

■  ̂ SAI^Rf.I.. .There has been an iincredible proliferation
pfj ninja/samurai specif icafions; r e c e n t l y M o s t  of. the creators . 
seem to have deyeloped the types;,,from watching Oriental sword-

th^ best I'yg,. sggn yet I (jgynq's ninjas and Cary . 
Martin s samurai) ape.,, better than the standard eguivelent types. ! ),- 
Try running the usual samurai character as written u p  against ag;­

.. Sbandapd fighter v/ith ,^he same,,statistics,: leyel, and general
magic level, and thp standard fighter sillioloss,,mos:fc of the time*,, 
o0 5; 1  don,'t allow, any ;samurai or ninjas in my ,game,' -and x̂ ili
generally ignore further specifications, tliat appear, o:,. :
bt-P TSR Zu'̂ D FlMALES.'. ,'I think that the’a'irtrcie on -them'was With- ‘ ̂ '

^ one of the '■■\jrorst to appeal. Su^ ' -
wrote'it..‘. In g e h e r a l c o n  si de'r "me ' t'b be agreeing hith Sam 
i'Cn.-nh on the subject. 'There are' differences ih gfeheral strehq'th 
anc. such, I  admit, but I  hahdle them ejuite diffetentlyr Chari’ce ' ' "  
encounters with Chaotics'Ullow for'’a'one-third bhance-of 'any’'’'' ^ ' ” 
given female; being a Tigher_(er, make' that fighter being a'Tbmale)^ 
exactly/ 50 ,- Chance of aHy giveh MU beih'g 'a * "  'female') arid' ' '
(gi'yen that the 't̂ eskaya'ris ' employ' dhiy 'female cier'ics'j , a \better ' 
thaii eveiî  chance Of 'Chaotic cleridb being f e M l ' e s ' '■
T H E  iQL^viPiiv poRTi*BLE, i s . b ^  the: d e a d ,  a n d  t h e  n e x t  i p a n e  w i l l vbe,„typed,,on ,it ;(,if t h e r e  is o n e ) . .  I'm:; a, b i t  iTeery,., ,bub m y  r o o m ­m a t e  n e g d s  t h a  o n e  .I've g o t - o n  my'desk! n ow. v'hat.. f o l l o w s  is- t h e  T,ale o f  _,s,-Hoom as, projaised in; thejlastj. i s s u e  .!Of,,.KSTG:, ,from ,the .. p o p u l a t i o n  t h e r e o f  t o  i t s  . s t o m p i n g .. i.. , , ,, ,

[ { .1. r;!



jOlij- tfi l6 S
The tale begins wict 

level of Edwyr. a 20x 20 roonru
tee urawiiiji of a room on the rio,,. of the ti ird 
R p ^  foh occupant type, s,et a 3 on 020,

which is a magic-user, toll 06 for table; it's a 6tn-level, Roll three 
sets of characteristics (to keep from having an hU viti. intelligence of 
3. One obvious mage; intelligence 17< Sex? Female. Comeliness 96, 
shapelipess 19, meanness 75, but low sadism and dedication. Roll hit 
points, check for magical items (nothing special). Witn her looks^ does 
she have a,boyfriend? Yes! (67 on % dice)i Present? & on 06 says yes; ' 
roll up weaoohs and aiffior for the obvidUs fighteri Bodyguard - rbll 
percentile dice and get 83“/, add 10/ for high intelligence; and it«s near 
maxim,urn. Make it six tough ores and two ogres, checking for magic for 
each. M. roll of 06 gives a 6 for one ogre, who is thus in plate. Tough 
ores, too. Pets? a 6 says yes, but a low roll indicates 2-die animals.
Make em wolves; 06 roll gives four of them, attach 20x30 room nearby as 
outer guardroom fpr ores and ogres, 10x10 room as wolf kennel. Give 
names and sketch of i istory to important figures. Female is Osvetya, 19- 
year old, extremely vain (low rdll of percentile dice indicates tt.at the 
oddball rmagic she has is almost useless - make it imagic cosmetics).'
The male is Ivanos, 6th-Ievel fighter. Twit magic indicated; low roil 
indicates it's not too valuable - miake it a Belt of Virility. Check 
attachment to one another - a roll: of 89 - very lauch so. And go on to
next room... : . • ,'Then we have the expedition; Merimyl Terhaleh buys a map xn town.
A reasonably good one as it goes, leading to Osvetya'd room. Gathers a 
party containing herself, S her cousin Liriel, her cousin Joe, a 4th- 
level cleric, Zap (at third-level MU), a couple of 2nd-level fighters, 
and a.2nd-level cleric; maybe one or two more. ,

Expedition forms up and heads down, with rae roixing for random 
encounters, of which there are none, arrives in the corridor outside the 
room. Check state of defense; how favorable to the party? d on >6 shows 
that the guards are asleep on their feet. Farty u.anueveres around outside, 
getting into order. Joes this alert the guards (.hopeful expression)? Nope, 
6 again, hell, check the entire available force. The guards in the outer 
boom are obviously asleep, but how about the wolves? a 4 says they're 
nervous, but not acting u^. Osvetya and Ivanos? a 6 says they're goofing 
off, too. How badly? A roll of 3 on 2D6 says they're in bed together.
♦♦SIGH**  ̂ ^' The party bursts in, Webbing and Sleeping the center pair of ores.
The one nearest the wolf kennels whirls and kicks the door open, and the 
guard captain next to the® kennel door draws his two-handed sword - and 
both of them blow saving throws vs. Hold. Well, the Lawfuls pour in, and 
after three melee rounds, are overunning the defense. Loo!iS bad, but let's 
check out lovebirds. Eoth naked and unarmed, but v>h:a't ’ s this? HASTE is 
one of her 3rd-level spells! Rah! Upon the first noises co.:.ing from the 
ot^icc room, she thrdvjs it on herself and Ivanos; ti.ey proceed to dress 
at high speed, and come out in the oth mielee round, just as the last of the 
ores goes dow/n, Ivanos charges into the fight, Osvetya hits Zap̂  with a 
hold spell, but the counter-offensive is stotped by a Web, cutting Osvetya 
off ii off from her lover. Ivanos goes down fast, tut the web goes up in 
flames as the Lawfuls try and cut through, killing the 4th cleric. The 
party thief tries swinging through the door to catch 'Vetya by surprise 
(she had, alas, C V  Potion) and bought^it from a Magic Missle burst. Then 
what vvas left of the party - Liriel, Merimyl, Joe, and Zap (back to him­
self) - charged in at her. By now, 'Vetya had a high kllitz factor (. ounded.

mM. ■ Joein riieleej and furious over her lover's death) , but kept firing 
got blown away, but hacked her down to 1 hit point. 'Vetya then traversed 
turret onto Liriel, as the twit-elf and Merimyl came charging in - and 
double-klutzed Magic Missle, killing herself.



1̂ ,WAS AN ORC IN THE NAZI HIGH COMMAND #3 by Peter Cerrato: ' ;

An^ here we go again with those inevltabie comments....
Anyone who will be an P r i n ceCon: pleaseilook for me., >l am about
5’3" and have dark curly hair. I will be in the Quest. I look 
forward to peeing some., of you there.  ̂ '

Glenn: , T^aoks for the TWHs. There'are many exce I I ent i dea.s ip.. 11 .il 
and I will send in my combat system also. I'll have to i th f nk-• a bout 
comment on the AC of monsters. It can make a big differenite in my 
combat system. What does everyone else thing? Ores, for example, 
would seem to have a thicker sk i n than humans do, but,) doubt that;. 
Elves' skin is ACS. Oh well,lguess|'ll justhaveto refigure the 
AC numbers . What a waste! ;

Well, I know, you can't wait forf the Peter Cerrato,,combat system 
so here goes...It's a more "realistic" combat system than D&D plus ; 
Greyhawk can provide. Now for the basic ideas.

■ 'I W '■ i' 1 ' - .Your hit points equal your constitution plus bonuses tor . .
strength over 15. These bonuses equal the pluses to hit dice for 
constitution (not ...used here) of the same number as your strength. ..
With one added .for each % group over 18,: not couhting 0-50. ^Combat 
ability equals„level for fighters, half level f or c I er i cs ,'.'and one; 
quarter level for Magic Users. For monsters the DM must assign a 
Combat Ability, Unintelligent ones have zero CA. Also constitution 
must be worked out for monsters. For AC 9-6, CON = 3D6; AC 5-2,
CON = 4D6, etc. Also within the groups of 4, add 1,2, or 3i,for the ' 
second, third or fourth of the group. For each point of the monster's: 
(hit dice/4) add another D6 to Constitution. If you want, you can 
also calculate Strength (in the same way as for Con but using Hit 
Dice) and Dexterity. , .i

Now that you know the Combat Ability, the difference between them 
is added/subtracted from each roll to hit or defend. >Thus a F4 vs.
FI is plus, 3 to hit and de,fend. ,

i n A&E 
your

Tin 8
f
page

I also use the concept that Robert Clifford mentioned 
"If you lose, half your remaining hit po i n t.s- f rom .one be I ow 
remaining hi't.gpints over your original hit po i n t s s the 
Chance of yjpur going unconscious. I use Larry StehVe's critical hit 
charf' i hpj K|̂;.,,fpî e f f ects . i“ at so use the pluses for Dexterity whicli 
were in the Dragon #3. I 'alscihave a chart for minuses to Dexterity 
based somewhat ,pn. the ope in Eldritch Wizardry., ;+ „

Abou,t monsters' Armor Class, i;'f you feel that the AC in 
books represents the type of armor the .monster usua I I y wears , 
you will have to change it for the, combat system to what, you 
its skin should be, Monsters get prluses. to defend for their 
(9-AC) to, the nurrjber needed to hit them., ... . i

the 
then 

think,,. 
AC: add)

How to use fhe charts: After cf i ndi'ng all pluses and minuses
for CA, Ac, .Dexterity., St rength, . . . you go to the first chart and find 
the attacking, weapon. T.hen, moving;̂  along the row, if the defendier i 
has'a weapon,;, you see what number is needed for the attacker to getr. 
by it. You do the same for shield and armor. If you do hit, you go 
to the hit chart. Here you roI I D20 and add the weapon number from 
the other chart. This will tell you whate you hit, or if you aot a 
cr i t i caI h i t . ■ ‘



If the part of the body hit has specral protection (not i nc I ud ng 
normal armor; if you roll a hit in a place that the armor is covering 
for slashing or thrusting weapons, roll agaIn), the damage is reduced: 
-2 for leather, -4 for chain, - 6  for plate.'' <' '''< i vy

Oops forgot one thing about the ’hit chart. You only add the ' 
weapon number to see if you got a critical hit. Otherwise Just use 
the number . ro I I ed 6 r ’i f i t wou I d have been a critical, ro I I’ agaih>vrtot
cunt I hg , cr i t i ca I and not adding weapdn number^.

li-
■h r 
".i.i

One last note before the charts.' Since I am not a weapons 
experf, some or most of the numbers in'the chart may not be rightj ■ 
If anyone out there knows about weapons, pI ease*write and teiI me * 
what you think the numbers should be. I know this sounds complicated 
(Oh boy!), but I've found that once you get used to it, and without 
having to look in Greyhawk all the time for pi uses, - it‘*goes very fast 
On to the charts. ‘ - ; . . . ,

PS. 1 haven 't worked out a miss! 1 e weapon system yet , but when 1 do.
you w i 1 be the f i rst to see it. g 1 ’ ; ,

Dexterity P 1uses/Minuses ' r. . > IDexteri ty‘Mi nuseSw"! • i >0
Dex Hit ■ M i s s i 1 e Dam Def ' Plate'i • ' -6 '- w
- 2 -4 -4 -4 Chain'- ■ ■ ' ' '• - 4  I vf :rr'd-.
- 1 -3 -4 -3 ^3 ̂ Leather ' "• _ 2  ■V.-'.ri
0 - 1 - 2 -3 - 2 -2 '̂ ' Shield ' ' - 2  ' ^
2 - 4 - 1 : - 2 - 1 Mace; ‘ Sword'* ■ -I
5 ^ " ' 8 N ' - 1 N N 'M- Batf1e Axe* ' ' ' - 2  * -'fit' "<
9 - l ‘2 N N N 'N Morn Ing Star ■ - 2  . ' ' - 1  ■■
1 3- 1 4' N + 1 N ■ N Flail ' ■' ' : -3 ' "■■■■■
1 5 N + 1  ̂• N + i '■ Two-handed Sword -3- ■ ' ■ ■ ■■ r:
1 6 + 1 + 1 N + 2 Wounds -30% -4.:'
1 7 + 1 t2 + 1 + 3 Wounds -75^ - 6
1850 + 1 + 2 tl +I4 . i i ■ / "'i' ■ ., r-
187 5 + 2 + 3 + 2 + 4 Weapon Numbers ''
1 8 ^ 0 2 + 3 + 2 + 4 1 Blackjack Dagger ' * ^
1899 + 2 + 4 + 2 + 5 2 Hammer Handaxe  ̂ '
1 8 ° 0 + 3 + 5 + 3 ' + 6 3' ■' ■'> ■ ■■ Rapier
For each below. -2 ., sub.tract" 1 4 Mace ' ’ Sword ' ■' ■ i i "
from each category. ;; 5 Morningstar Battle Axfe!'

6 Flail ' - 2- h a n d e d S wo rd'
ME:L:Efe ROUND = 6 SECONDS Concuss ion Wphs Th rust/Cut; • -4 «* ! y- , ^ Wpn s.

Weapon None Lth r Chn Pit Shd Dag Axe Ra[3' Mac ŜWd' BAX 2HS
B I ackjack I6 I 5 I 4 I 3 I 5 -- 3 7 5 7 7 7
Dagger I I I 3 I 5 I 7 5 5 ; 5 1 : 7 ^
Hammer I 3 I 2 I I I 0 I 3 3 ■ '6 5 e V; 7 ' '7: 7' ■i- .'o J
Axe 8 9 I 0 I 3 I 2 - - ■ ■ 3 6 ■5 7 7 ! (7- df •
Rapier 8 9 8 I 5 7 3 i 9 1 6 ■3 ; 'A ! • !•
Made I I lO 9 8 I I - - ' __ 3 • 5 5 8 ' n
Sword 7 9 I I I 3 9 5 4 5 3 9 5 5
BattIeAxe 5 6 8 I2 8 -- ■- __ 1̂3 5 1 5 ■ ' .3
Morn. Star 8 7 6 7 9
Flail 7 6 5 4 5 -- --■ ■ ■-----!'
2H. Sword 5 6 6 8 7

• V
. 1

1 3 . ;5 . .'
4- ' ■ ' ••

9 =
• ■ ' .A ' i ■

.rj-;'



H i t  C h a r t  ( a d d  w e a p o n n u m b e r o n l y  t o C h e c k  f o r  C r i t i c a l ) " ’ ■- i ■ :'’i

1-7 C M  tlcal.,^ . . C r i t i c a l H i t
8 - 9 H e a d  'V  ' ' ' ' ' '' 1 E y e  . ' ; 7f» |o '; H e a d . ' ‘ '
1 0- 1 1 C h e s t '  ■ ' '''■ • 2 N e c k ' 1 1 - I’s ' B o d y " '
1 2 - 1 5 A r m   ̂ ^ 3 L u n g S p i n e  h i t l 6 - i 8  V H a n d  . ;
1 6 - 1 9 ’ L o w e r  B o d y 4 A r m f r o m  b e h i n d 1 0 - 2 0 L e g  ■:
20

F i n a l

Le g

C o m m e n t s  : W h a t

5 G r o I n
6 Le g

t h i s  s y s t e m  d o e s  is t o  m a k e It h a r d e r ' t o ’ h i t
s o m e o n e ,  b u t  w h e n  y o u d o  h i t . it is e a s i e r t o  kill s o m e o n e . ' 1 1 ’ a i so
m a k e s t h e  low level m o n s t e r s m o r e  of a t h r e a t ,  a n d m o n s t e r s w i t h ! o w  , 

t h i n kA r m o r Cl a s s ;  e x t r e m e  1 y h a r d  to hi t . P 1 e a s e  t e 1 1 me w h a t  yoii
about;. t h 1 sg - .an d a n y  w a y s  y o u t h i n k  1 e p u  ijd... i mp r p v e it. ■ • , ♦ ' - 1. ..

Well, there you have it. This system i 
can probably be used separately. Also 
to it. You could use your own critical hi 
The main idea is contained in. the matrix: 
your opponent’s weapon, shield' or armor.

f very fI ex i bIe. 
many other things 

t charts 
i.e. to

Parts of i t 
can be*'' adde'cJ' 

for i nstance. 
see If you got by

One other thing: I use Wayne Shaw’s Strength bonuses with one
I add one to the damage 
with CON = hit points, 
it should be.

charge. For each Strength category above 22 
done: e.g. 25-35 Steength is +8.
ma'̂ kes a hit ^y a Giant vety fStal

This
which

used 
is as

In my dungeon, there' Is the "Bomb Shelter Bar."  ̂It iS.Vun''by Bob 
the Baby Ba I rog Bartender who likes to make magical drinks.^'" As a bby. 
Bob didn’t like to do the things his parents told him were right to do. 
Like tortunihg he IpI ess hobbits or pulling' the ears off Elves. ' He just 
liked to mind his own business and let others mind theirsV' He, also 
had another defect: he w-buldn’t grow tall and he couldn’t flame.

it wasWe I I
lair and 
corner
thing he knew, he 
he was being led 
harmless and wouldn’t

a I I
left him to 

of an empty
too much.,. His parents kicked him 
rot J n "the;’ duhgeo'n . While he sat 

a' pa rty I dd by a Cleric came

out of their i 
cry ? kng i n the 
in. The Hext

w e s a s I 
atound’‘bn

e e p . 
’ ’ a 

attack,

.When he awoke, 
I ee'sh'. He tr i ed 
but they d'id'n’t

his hands were tied and 
to conVinee them he was 
be Ii eve or trust him. ^

After wandering around in the dark, dropping dungeon for over an 
hour,' Bob sensed something that the party h'ad missed'. He spied two 
Ores preparing to ambush the party. He let out a cry of warning. The 
ores .seeing a captive Balrog, fled from the party. The Cleric, since 

saved them, took him into his ce'stody and put Bob into a 
mo’has.tery where hê  stayed for two y e a r s H e r e  he I earned the art of 
potion making from the Church alchemist. After the two yearsb ĥe Wbnt 
out on his own to start his own Tavern. Now he is seen happ'dty 'con- •' 
cocting his magical drinks and conversing with his customers at .the 
"Bomb Shelter Bar." ' ' V o

AlI that was just to ask all of you to 
magl,ca L d r i n ks . that you haye encountered in

please write' up thb 
your wanderings, so I can

add them, to Bob’s repertoire.' I think it wou 1̂  a I so make for inter— 
est ing^read.i ng f or A&E ’ s ' meitibersh i p . T ' ■' . ^

t-.
Do

' I ’ll sign off saying that 
something nice for a Balrog

th is is 
today !

Inter-b i mens IonaI ̂T ' ! . : ■ V i ; . . ■ , . ,; Balrog Weekd"



Definitely A Gpod Idea! by Jam,^s A. V. Cerrato > "
! n ( r'

Introduction (jy Peter Cerrato:..1 think we're the first pair of
brothei;-s to submit articles to A&E. Aren't you people lucky? Once,
you getito know my brother, you' I I find out that Hie is on a quest to.
find the ultimate mons ter. He also has many and interest in.g ideas';'
and a terrific imagination. Here's Jay! . O'

This is my 
monster,freak.

first zine.
,______  I get my kic

andiDemagorgon with some Bal 
from,, ptar Trek. Mostly I'll

I'll start by warning you that I am'a ■ 
ks by imagining a battle, between a BOLG 
rogs .1 Or-a BOLO vs. the Doomsday Machine 
b e ;writing

ng a lot of rumors that 
[Houghton Mifflin

up some weird monsters. I'.ve;
the
has

Silmarillionthought up. I've been hearii 
will be out soon. Is this true? 
stores they will be distributing the SiImariI lion sometime in ' 77.--LG]

advised boolii-

Questions,about monsters:
, 1. I read in an articl

griffin. Can anyone tell me
e in TWH of a monster called the Stoss- 
how they differ from a Griffin? / .i

you

2. In Greyhawk^ they give the damage for a Mastodon, but ;
I can't find its AC, HD, etc. anywhere.,) - i'

3. I've been wondering how animation of Goeem© works. Are you 
Just putting life in it, or are you giving it a human brain? Can 
mold the Golem into any shape desirable? Why is the Iron Golem 
stronger than the others? Is it given a more powerful spell or what?

, ' ; ; i ' .  ̂ i "  ' ■. I've read many write-ups on Nazgul. Has anyone written up 
the flying beasts they rode? Iithink they'd be great to drop On some 
high levelers in ,a-',wildei*ness <4 i Was that what the cover of #19 showed? 
[No, it showed a man vs. a dragon.--LG] ’

5. I've also read many versions of, demons, but coudn’t find â 
writeup for angels;. Has anyone done one?-: [Sqe< KonkinvEldilta,--LG]

6. WhyjShould someone ibe a Paladin because they have high char­
isma? Wouldn't a-.god .rather favor someone who is faithful ,or wise. i|p-i 
instead of someone with good looks? ‘

7. I read of somebody' s; characters having a Fortress Shield.i;,...
What is it? . . ■: (- i, -i , ; . - ' ■... .’fr;., n n -.] a ,_0-

• -1 ■ ; 0 ; V -i'.;q 1' i tqi; n : ' i . n --■
0. I never understood ,bow, a sword or undead qould drain energy " 

levels. Your levfel is supposed ,to represent your experience.and skill. 
How can that be taken away from you? ;I think it 'would drainp.your -*- ' 
constitution and strength. Explanations please? : c; i n n.

Now, for one of the monsters I have designed; i inr; .v- ,

THE COMBO MONSTER

The sadistic , warped mind of ra high level (.namely M E ) MU brought this, 
creature to life. He felt he needed a henchman he could .use to 
protect himself and to dend on assignments and to attack his enemies. 
He wanted a special creature .whiqh^uould be the product of inbreeding 
the characteristics of many creatures; r ‘



Needless to say, there were many blunders and many abominations 
were created that he either didn't want or couldn't control'. Thfey^'re^ 
still in some castle' rooms... or roaming the hallways. But after many 
trials. and many errors ', he came up with what was for his 'purpose’s 
the perfect slave. 'i , . '

It had the main structure of a Slasher: four arms, each with-two
hands. It could regenerate and see in'all directions. It'was extremely 
powerful- and agile. It had a very tough hide. It is an intelligent 
monster and uses all types of weapons. '

cWhen the monsters were being brfed, the MU subjugated'them to much 
pure magical energy. This causdd mutations and a natural resistance 
to all forms of magic. In fact , the monster strives oh'magical energy, 
using it to strengthen itself. It has learned to take beings' strength 
and constitution away from them to use for itself too.

- .. j ‘
However, there was one little problem. On one of the slaves' 

missions, a cleric freed them from the spells which forced them to 
serve the MUr. Now they roam the wild and many dungeons , killing and 
torturing MUs. Here are their specifications: ' *

Strength: 20-30 (with all advantages; Intelligence 3D6 ; Wisdom
3D6; Constitution 17-18; Dexterity 18(50^-100$) with all advantages; 
Charisma: 3-9. Move: 15"; AC (naturally). Hit Dice: 8.

Usually found in large caverns or wide passages, so it can-use 
a two-handed sword with each arm. For combat ability, treat as FT and 
Tf6. Regenerates DU HP/round.. When hit by any magical weapon, wand 
or staff, it has a 75^ chance of'draining Dk charges or half d U of its 
pluses. For'each charge or plus drained, it adds D$ to its hit points. 
This is permanent. When it hits, it has a 50$ chance of draining 
half DU of Strength and of Constitution permanently, adding these 
numbers to its. hit points. : r' s.  ̂ ' r ■ ■ .. .
and-now for...HOW NOT TO ATTACK A CHAOTIC FORT! . ' ' -
(with editorial comments by the DM, Peter Cerrato)

recent 
ran the
Ring oj 

; sword

The players involved were four of my friends who had Just 
been introduced to D8eD, myself and Ken Scher (Four Winds) wHO 
monsters; The characters,w e r e :
Thor, Dwarf C6 lk-13-15-1^-15-8, plate, shield, hammer all +2,

Fire REsist V ,1; Boot (5 charges) which does 3D8 damage.
Dunlop Samurai5th 17-ll-9-17-l8-lU ; Hell/BriHiance ; Belt AC2 

+2; boot 'as above; Shurrikan (Evil Slayer)
Ironfist werebearSth ; l8** ̂ -13-9-15-6-8 ; Rod/Cannellation 
GranthidvFl l8®^-6-8-12-17-8; sword & shield +1; pla-te +2 
Wanton; C3 15-5-1^-12-8-65 shield +2 jy
Calcar M U l , wand/cold;'■'Ring/Invis.
Ludwig M U U ; necklace/missiles (one backfire) : ‘-1 ' ' . - rw
four MUls. a T F l , three FIs and a Pixie MU. Cl had told thorn to bring 
more people, but they didn't want to. Oh well'.— PC]

ly

' I':!

So our merry party started out. Soon we came to our destination, 
a iwooden fort. '[They travelled on the King's Highway, no monsters .--'PC] 
We decided to send our Pixie and Ludwid to scout. They both went - 
Invisible and went over the fort. The pixie tried to steal somebne's 
sword ]dumb] and Ludwid tried to Charm. Neither was successful.'’ One 
of the Chaotic MUs then threw detect Invis., so we had to leave. Next 
of all things , some of us saw a Platinum DragOn flying over-the fort. 
[Ken's choice, and no one said "a Lawful" Dragon?"] and land'behind'-the 
barracks. We sent the Pixie and Ludwid again to check it out. It was 
really a White Dragon. The Pixie was killed, byt the MU with Detect



Invisible when he tried to close the., irainge t o ' use Evil Slayer. '- Ludwid 
was killed when he tried t h e " necklace and. it backfired;. . e . i ,

Now we got within bow range and had a shootout withisone!archers 
on the catwalk. [Bows? Against a fort?3 Our MUs slept!one archer d 

• HOLY CRUD. . .there are two white dragons coining ovOr the fort.
our four of our men and is ebming

then.
One'is Phantasmal^ but the other'took 
in for another try. WHOOPEE! Alf, a MU 1, slept it; what luck, r w 
[Luck indeed; it needs a 2 to save.] ? lav.- ru

We split up. Half went for the gate, while the other half used 
the fallen dragoon as a shelter . ' Youch! .;j.We are’'getting hit by Cause 
Wounds , but luckily they are only hittihg the! low. levelers;. . Now Calcar 
'whips out his Wand of Cold and starts running towards a darkness on the 
fort wall. Oh no, there’s an invisible guy running around behind us, 
sthbbing and shooting Lightning Bolts...and none of us have Detect 
Invisible. Help; our MUs are all out of spells; H

Looks like we are going to get into some .nasty hand-to-hand.
Wanton casts Light to negate the dark area on the fort, and Dunlop with 
his boot takes a flying kick to knock down .a section of the- wall under 
the darkness. Calcar picked off a bowman with his Wand of Cold.
Curses! There is a Frost Giant right behind the wall where I broke 
through. And he is immune to myl Wand of Cold (and L rolled
it to o ) . . ') ! ■ .y .

Then Thor chucked his war hammer (with the boot' on it) at the gate 
Under where tww Uhaotics were standing. So nowilt's a 5th Were-bear, 
a 6th Cleric and some MUls and FIs vs', an Anticleric with Snake Staff, 
a Fighter and a Paladin with Unholy Sword, Ring of Regeneration (but 
no armor). On the other side, Dunlop got two good hits in on the 
Giant doing 17 points on one leg. But the Giant clobbered him, and he 
is unconscious. Wanton just got killed by another Clericy'and -another 
yet is coming up. GilGalad sees his only chance is to drink his-: ; i. r
Potion of Levitation and get the Wand from Calcar. OK, our last MU' 
has been faking death and he's sneaking up from behind bn the Giant.

got a critical hit in his ???.<; BALLS and it .kille'd him', 
the gate , my Were-Bear got shot by a Lightning Bolt from

WHOOPEE!! he 
Back at

that damn Invisible Guy and is down to four-/HP. Yes , Thor Just 
knocked out the dude with the Unholy sword and Hing of Regeneration, 
but got his leg chopped off in return. : WHEW,, we Just got a lucky; hit
bn the ihvisiblei guy and 
enough; they are running

took care of himLi.--'Fi-naily they have had 
into the Temple. iHOORAY! WE'VE WOW I YA Y !

Only six of our guys survived. 
+3 and a Ring of Spell Turning. Pie 
comments or questions .about anything 
answer some of my questions, do so! 
JAMES Cerrato or "Definately a Good; 
with comments to my brother.

And we.<made'bff with a Crossbow 
aSe, 'pleWseL, anyone that has .lao- 
,;^please^-writb! Also ilf you can- 
Remember', write all comments-to 

Idea" so they -are not confused

Peter and I Just got Metamorpho 
really great. The mutations are Sup 
characters with them. They won't kn 
great, it makes .the monsters harder 
gross magic if the monsters are beat
o' :

That's all f o l k s - 
■ May your Monsters never die.

May all Characters rot to death 
(SNICKER, GIGGLE, HE, H E , H E , HE ....

sis:Alpha,' an^j I think it is • ''ti> 
er. I can't wait to hit some 
ow what bib them and, what is 
to kill but without glvingi players 
eni.; -r ! c -

'.a ■■■ - . . ... L x
h .r '1 ■ V V J ■ ' : ' ■■•I.,' , 't';- .gj-.i

in the LOWEST levels of Hell c.
■ ■ • ' - • ■ • . ' -.i. n .c*

James (JGekey,^ ”T1i'e Gant"). A. V. .Cerrato
i .a •• • p 
■ i;



ilORRORS FROM H/iUGTOOTI

Being a generally nonthly contribution to the Dungeons and Dragons publication; 
A-laiuns and Excursi<3ns Thex contents ..of this publication are intended solely for 

and all rights are reserved by Robert Hollander,' 33 richnond Rd, #203 San iUiselno 
Cii,, 94960, This is a Vul^ture Publication. Synergy Pressed.

' -I , -'vCr, ■ : ' ’ ■ ■+A Fev Comoents on #19r - ■ -

Klll’Slavus the Clever (Blacow) Regarding gross nagic: In Hangtown, the number of items 
t^at can be carried is limited by the^'anount that can be carried iii a backpack. 
Characters that^carry more than one type of any given item (potions, scrolls, wands, 
etc.; run a chance of grabbing and/or using the wrong one in a melee, with the chance
H o i d w T  carried. Magic items cannot be carried in Bags of
Holding because the magic tends to cancel out. Magical items cannot be lent even
iteSf niagicalItems c ^  be lo^ed within the party, hoieyer, after they have left the inn.
On Detects; I (and Lee) play that a detect sho*s that whatever is being defected is 
there or not by causing the item or person to glow with an appropriate color, (Evil
is red, magic is blue, good is gol<i) Any particulars must be discovered by other methods.  ̂ ' r .
KSTC(2nd) In addition to your comments on the Equal Opinion Heresy; I wonder-how many 
o the proponents of this idea allow the players in their dungeons to consider their 
o S v J S i l y ^  of m e  DM. Looked at in that light, the Heresy should die

* - • , I V .• '' ’ ' ■ ' i ' . • ' ■
Past due comments; . - ; ,, .

_Hartley Patterson; you made a comment in a past issue that indicated that clerics 
^ d  paladins would have trouble dealing with, a sex changfe. You seem' to think that 
these characters can only be male, which is nowhere statdd in the rules. One of the 

first clerics that ever entered Hangtown was female, and a better cleric I have yet to 
run across (aside to Barry Gold: I hope that Donna is still alive and advancing). The 
only restriction placed on these classes regards alignment and race.
Some iipre,^Characters; ^

- - . I.;BLlin)A'; HU Human, Female, Lak/KeUt., 9 th 5-13-10^16-13-13, 33 hits Is ah emi- 
gr^t (originally created by my brother for his. only game). She is neutral by heritage 
only, and has:been granted proviSlonaiy Lawful status by the local DHs until- she can" 
find a god who vdll change her alignment. She is thin, in a willowy sort of-way,and 
her tenacity ^ d .agility bely her low strength. She is deeply in love with Jawbone, 
but her love must remain. unrequited until her alignment change. She is good friehds 

of Twinkletooth as' they have been advicing together. She is currently Under, the 
control of an enchanted silver dragon named Maximus, currently forced into the shape 
of a: dagger -tl that was found in a stone, but could only be pulled out by someone wi th 
a strong^ rbelpw 6.. Maximus is IQ12 Egol2 and capable of' detecting shifting’things, 
sloping passag.es, seei^ invisible, and clairvoyance. He has an intense anger against 
persons with strenths.abpve average (ipralyzes 17+, slows 15+)- ahd is resistant to 
Lawful spells. Uhen she can control it', he will t\irn to a 50HP silver dragon 10 times 
on command, after which he will leave. Other magic that she owns include a cold wand 
that has 65 charges left, a Cloak of Protection +2 and a scroll with a Haste spell.
She has recently acquired a griffon as a steed and has therefore learned to speak its language.

There's more on the second page.



HORRORS FROH aR'IGTOm! Pg 2: ■ yc,,
SSINBORB.?-'Lawful, Hunan, . Hale, lighter, 17-13-8—11^10-9, 39 hits T^h- 

Shinbone is Jawbone's jrldest younger brother, a twin.to Twinkletooth. On his first 
expedition he was killed and acquired a sword (or vice versa) in that orderc Direct­
ly after being resurrected he went looking for a weapon and grabbed the first that 
cane to hand. He happened to grab DEATHKIIELL (+1, IQ12 Egol2), luckily lawful. The 
sword enables him to speak kobold and balrog, note shifting walls and passages. Detect 
traps, see invisible, and read magic. The svrord also heals him at Ipt/hr, which was 
not bnought to sav.e- hiQ on his last trip, in a melee’against 20 11th leyel Lords.; Due 
to DEATHiQje l l's insistehOB, :Shinbone has rarely used his Crossbowp of .accuracy, and h ^  
seven arrows are useless tb himo; Shinbone is a confimed bachelor,’- althouj^ he is 
not above a casual dalliance with a suitable partner,. ■ ; p • , .-.k -

Monsters, monsters . . u -
 ̂'■  ̂ . ■ -A ■■■: BLUE FUl'iKS 4-40, AC5, iiOve6, HD 3, %lair30D Theiii ger^ral appearance is simi]^ 
to that of the typo, except that it is blue. They are larger'than typoes (3* diam) 
and th'dir aspect is so fearsome that all who see this mcmster must save or be . •
panicked and flee. Those who save fight at -1 for duration of contact. They are ' 
Chaotic^- • ■ : . .'t , ' r\.p

. - ‘ . ["'Li'"'- " ■ *'<■ ' ''t”' ■■ ” f--. • ^
THREEP-, : 1-12, AC3 ]=bve 6, HD3, ^lairl5A Chaotic. These are humanoids

V7ith three heads , one fighter, one Cleric, one HU. They are capable of using all 
three simultaneously, although only spoken spells may be used in close combait.
STR, HIT, UIS & DEX must be over 13, witii all the bonuses accrued therefrom. They 
are furtive, tending^to live in,areas witl̂  multiple access, using these doors to 
attack parties from the rear. These monsters can be ^eyelpped for the,.deeper levels 
of the dungeon by increasing ,1:heir. hi^ ,dice and their spell capabilities, ,

Some Comments regarding spells
Duration: Those spells that du not have a specified duration last forever or 

for one melee round, depending on the ppell, regardless of duration., if the HU 
who cast the-spell is killed,-the; spell loses its effect. In the case_of permanent 
spells, this loss of effect will take some tine, but those of lipiited'duration will 
lose effect immediately, l ote that undead effects follow a;: similar rule,'‘the hi^et* 
theflevel of the undead, the longer it takes for a character' to return to normal^". 
Once again, this is true only if the ^lonster is killed, if th©y-are merely turned, 
or if the party escapBS, all effectS;,are permanent (levels.must Be earned back, : 
paralysis must.wear off (l-6 (lays in;,dungeon, weeks in overland)). .. . .

, j;: .Ic-.
. Perhaps by next, month I will be able to begin telling the, story of hok one 
■ local characters was discover„ed to have some; strange powers on W  expeditibii into 
the Hangtown Dungeon, Or mayhe, there will bê  ipore characters, anxi somp, info^ati^^ 
-regarding Hangtown and the services and people available there.  ̂ '

That’s all for, this month REH
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MAGldAL COMBAT I"' '

The mag|;ca|i combat system in D&D oper^t^^ almost in.^he reverse of 
th^ a i ternat I vd, combat system for mol.ee (whigH lo what I use in my 
durtgeon , (rather than!:)-he'CHA I NMA I L m'ln i atupes' rules ) . The melee sys­
tem req u 1 re s the attacker to make a stated'die roll or above in order 
to damage th® The I ike l.i hood ..of making a hit increases as
the attacker-risefe to higher-combat classes. (Combat classes go in 
steps of three experience levels for fighters, fouF-levels for clerics, 
and five levels for magic users.) The defend,er’S ability to avoid
being 
a rm o  r

damaged
class.

is fixed and is stated in terms of the defender's

On the other hand, in the magical combat system, there is no 
stated die rol I 'that the attacker mijst make in order to damage the 
defender. There appears to be a buift-in assumption that magical 
attacks always hit their targets, the possibi Iity that there may be 
no damage from the attack is a I ways (apparen11y) ,due to the hardiness 
of the defender rather than any ineptness otfi the part of the attacker. 
The defender is the one who must make the stated, die rol I (saving

to avoid being damaged by the magical 
defender's combat class, , ,-The ,-defend- 
yar ies .accord ing, to the .defende,r|s 
a r ha ve .'rap i d I y increasing res i str­

and the defender's ability 
increases according, to the

throw) 
attack
'er's âb i I i ty to avoid damage a i so 
category: mag tc 'users in particu
ance to magi.'cal 'attack as they go 
there 
11 ons

<T h u sup to higher combat classe.s
is no provision in the magical combat system in D&D for varia-: 
i n attack capabj I i ty according to th.e dttacker's combat class 

a'nd persona I" ,character i sti cs comparab I e to that 'in the melee system.
t. by which ttie 

mean both
' If seems, to me' that there ought to',.,be some provision 
character who i s ab le to make magi ca I .attacks (by wh ich I, 
magic user and c I e r i ca L spe I ;i,̂s a n’d 'atf ac,ks w i t h magical artifacts) 
should start at a basic leydi of at i I'ity and rise to a greater level 

I i ty as the cba.'r'acYer rises to higher combat classes, just as 
for fighters i n th'e me I ee' system . '' S i m i i ,ar i y , I think that

of ab i 
occurs
there should be a method, for adjusting the character's abi l ity to -make 
magical attacks accord igĝ  to the character's p r i me requ i s i te,, constf- 
tut'on '+y-ddhe three personal cha'raeferi sfj cs that are
t i'gn i f i cant i n my spe I .i p'o i nt sy st.em--see 'A&E No. I 9.) .1' I have there­
fore revised the magicaT combat system for use in my "dungeon along 
the I ot, the me I ee sy.s tern, , Jhe tables that follow incorporate
this revi s ion'. '  ̂ ' '

IforThe MagicaI Combat Tab Ie (MCT) provides 
ability as the character reaches 'higher combat 
takes into account the defensive ability of the 
classes to mag i ca I’ attack at d i f fere nt combat 'c 
saving throw system is Unnecessary (with' res 
sped id and wi th arti facts such, as staff^, wands 
shoul.d not be used when the MCT is used. ' Nate 
used bn I y w'i th" mdg i ca I attacks of the ,sortttb' 
and''genera 1̂ magicai arti fact rules app ly. It dpes 
enchanted weapons such as +'l swords; ' those, at.ta.cKs 
me Iee system tab Ie. ■ . . . -

Of-
an .in.cre.ased attack 

Classes. The MCT a'iso 
Citg.racte r 

XKus the
d i f fe rent■ '-‘idi '■ Vas.s. I e.v,e I s-

p ’e g T  ..tb j a t t a c k s ^ ,  m ad®  w i t h
' r in g s ', . ',  ' e t c ,  ) , .  a n d  , 
ajXb ' t b'ati idjib .MCT j sÔ  

w h I 'c h'V t  h e s’p.e.I jll,' r,u'l e s ’. 
'n 'o t ''"ap p  I y.., t p '  r  ; "''Y!
■p r e'. r e s p f V e d p.n; tb ®



MAGICAL COMBAT TABLE
Attacker's Defender■' s Combat Class
Combat FIGHTERS CLERICS MAGIC USERS
Class 01 02 03 04 05 06 01 02 03 04 05 06 01 02 03 04 05 06
1 05 07 09 1 1 1 3 1 5 06 09 12 1 5 18 20 07 1 1 1 5 19 20 20
2 03 05 07 09 1 1 1 3 03 06 09 1 2 1 5 1 8 04 07 1 1 1 5 1 9 20
3 03 03 05 07 09 1 1 03 03 06 09 12 1 5 03 04 07 1 1 1 5 1 9
4 03 03 03 05 07 09 03 03 03 06 09 12 03 03 04 07 1 1 1 5
5 03 03 03 03 05 07 03 03 03 03 06 09 03 03 03 04 07 1 1
6 03 03 03 03 03 05 03 03 03 03 03 06 03 03 03 03 04 07

HIT ADJUSTMENTS FOR PRIME REQUISITE ,AND DEXTERITY
03/00 -5 -4
03/91-99 -4 -3
03/51-90 -3 -2
03/01-50 -2 - 1
04 -2 - 1
05 - 1 NA
06- 1 5 NA NA
1 6 . t 1 NA
1 7 t2 1 1
18/01-50 t2 ■ + 1
1 8/51-90 + 3 + 2
18/91-99 + 4 + 3
1 8/00 + 5 + 4

CONSTITUTION ADJUSTMENTS FOR REST BETWEEN MAGICAL ATTACKS USING SPELLS 
03-04 2 rest rounds required after spell before preparing next spell
05-16 I rest round required after spell before preparing next spell 
17-18 No rest round required after spell before preparing next spell

In using the MCT, as in the melee system, the attacker must roll 
the number shown or higher on a D20 (20-sided die) for the magical 
attack to take effect, as adjusted for prime requisite and dexterity. 
Most attacks that roll less than the indicated number simply fail 
(miss). Attacks with artifacts that do half damage if the defender 
makes the necessary saving throw under the existing system go as 
follows: full damage at the MCT figure or above, half damage at a
roll of no more than two points lowee than the indicated figure, a 
complete miss below that. Note that in any case a roll of less than 
3 is a miss. This is analogous to the rule in my melee table that a 
"I" is always a miss, but for magical attack I have made it a "I-2." 
(This is consistent with the existing rules, s|nce no character.cI ass 
gets a saving throw of less than "3" in MEN & MAGIC.)

I have not (yet) developed a fumbIe/criticaI hit system for the 
MCT. When I do, it will probably be a fumble on the natural roI I of 
"1-2" plus a second D20 roll of "1-4" with a critical hit on a 
natural rollof "20" plus asecondD20 roll of "1-4." ,,

Resolve magical attacks on character classes not shown in the MCT 
according to the promotion class involved. For PC 3 classes, use the 
Fighters table. For PC 4 classes, use the Clerics table. For PC5 
classes, use the Magic Users table. REsolve magicaI attacks on mon­
sters according to the nature of the monster. For monsters that can 
use clerical spells, use the Clerics table. For monsters that can use 
magical spelIs, use the Magic Users table. For monsters that can use 
neither, use the Fighters table.



In determining the combat class of monsters, I treat them as being 
promotion class 2. Combat .class I is 1/2 'to 2 hit dice, combat class 
2 is 2+ to 4 hit dice, etc. (I make an exception for humans, elves and 
dwarves, whom I, treat exactly as if they were player-characters. Thus a 
human (monster) cleric fights exactly the same asd has the same powers 
as a player-character. Other monsters, however, are treated as 
described: abbvei.) ; •

in order, 
sav i ng throw

A tew comments on t̂he way the MCT is put together are 
I started with a straright conversion of the figures in the 
tab.le, from defense percentages (in 5'/ i ncrements on a D20) to attack 
percentages. I quiok'ly discovered, however, that (although it may not be 
obvious on a casual rearding) the saving throw table does hot consist of 
even: increments from combat: cl ass to combat class. Since I needed even 
i ncrements'tor the MCT -matri x to: operate as I want It to--by l ett ihg 
the attacker's rise to .a g i ven oambat class offset the defender’s  ̂
beh.et i t f rom: r i s i ng to the same combat class^;-l needed toi revise the'! 
figures somewhat. I therefore made the increments for fighters' 2> for 
c, I e r i c s 3 j, an d for magic users 4 from combat cl ass to combat class. I 
also started off magic users one point harder to hit than clerics 
are in turn one point harder tohit thanrfighters.

who

Whe,n I came to comparing the figures for wands' ^nd staffs 
and spells, I was surprised to discover that the different classes don't 
stand in the same relationship in terms of hit probability in the two 
columns. I do notunde r 41 a n d the rea don i n g., b e h i n d this, since it seems 
to me that wands are simply weaker versions of staffs (and perhaps less 
accurate too). Carrying this logic one step further, I have eliminated 
the separate table: for waads, subst i tut i ng th i s: ru I e : Spells and 
have the same hit probabi lity shown in the MCT.- Wands and other 
artifacts are -5 to hit. (This is roughly the relationship between 

the saV i hg■, th row tab I e s anyway.) I will ha ve some further 
this subject in: later' issues of A&E.qL: :

staffs

them in 
thoughts on

' . ■ d '■ : ■ . . •:  ̂ f i
c. The other ma jor' chahge' that' I : made in converting from the saving 

throw to an attack roll system is- that I extended the MCT to the same 
range of combat classes as the melee table. The saving throw table 
in MEN&MAGIC goes only up to combat class 5 for fighters and combat 
class 4 for clerics and magic users. Since under the MCT system higher 
level characters get increased hit probability, it seemed' only reason­
able to extend: the-range o,f defender 's ab i I i ty n,o.t to; take .damage
too. Thus, the scal-e goesi up to combak/c I ass: 5 for both attacker and 
defender in the. MCT. , . ; t • - c ■ . ; ' i i -

can 'ft ' I ,,. 
may: bd right'

You may think that after all these changes, TSR si 
recognize their table as being the basis for mine. You

but this article was original! ygoing to be the first part: b f . a.;: 
series of articles developing a radically different system for matgical 
combat, and my Original concept was to keep this part fairly fclose: to' 
the D&D system. The final draft, however, ended up somewhere between 
the first and second articles in terms of the degree .of change i 1 
involved. Stay tuned for more.

Dwarves as Mag i c U:sers : On a spmewhat' rerated subject, while T V a s  work­
ing on my revised magical combat system,'/I rea I i zed’^that i t’’:perm i t s a 
handicappjng system for magi'c bser that would a I low races that .are now 
forbidden to study the practice of magic u.nd.er the present b&D rujes to 
do so while placing a limit on their abili t i e s . dwarves, i n pa r t i bti ta r , 
seem to me to be a race that has traditionally been associated with the



practice of certain types of magic. It may be that there is no'history 
of great dwarvish mages known to the outside world, but 
cie rv i sh weapons a re certa i n I y well known and respected, 
awesome +3 war hammer. ~

enchanted 
including the

I am thinking of allowing dwarves to operate as MUs in my universe 
under the following terms. Dwarves will be +2 with magic artifacts 
that operate mechan i ca I I y s u c h  as those staffs and wands that dis­
charge , mag i ca I projectile weapons (fIrebaI I, lightning, magic missiie, 
etc.), because they gre accustomed to manufacturing and using them, 
dwarves wiiI be -4 with speI Is and ,those artifacts that store and 
reiease spells or otherwise require sustained concentration in a manner 
analogous to magic spells (Rings of Spell Storing, Wands of Illusion, 
etc.:) - The rationale to this Is that dwarves are not 'pa t i en t or dedi­
cated ■ enough to put Mn the years of study necessary to master the 
ghigher knowledge of magic but are enthusiastrc about making and using 
mechanical devices that are also magical, espedially weapons; When 
they need spells for any purpose, including the actual enchantment put 
on dwarvish swords and hammers, they hire a human MU. Elves, by con­
trast, are more inclined to study and less to working with mechanical 
devices. Elves would be +1 on spells and would have no adjustment 
because of th-eir race on the use of magical artifacts. Comments?

Cler i cs: It strikes me as odd that there are no particular
benefits to having a high wisdom aside from the EP bonus for a cleric.
I suggest a cleric with wisdom 15+ and dexterity of 15+ be given an 
additional +3 points/die when doing cure spells. Thus a Cure Light 
Wounds for such a cleric would do 4-10 points, which is halfway 
between the regular Cure Light Wounds and the Cure Heavy Wounds spells.

New Character Classes 'd Ii ke to 
cha racter

suggest a writing technique t 
that w i I I mak^ writeups ôf new character classes in A&E easier to use' 
aid w i I I help provide a checklist to make sure that nothing essential 
gets omitted from the article: a Character at a Glance box. This
would outline, the basic features of the class for a quick read. A 
sample might look like this: i .

CLASS NAME: Bard
PRIME REQUISITE: Intelligence :
SPECIAL REQUIREMENTS: Average Strength & Intelligence (9-12)

, Above Average Charisma (13-18)
RACE LIMITS; Human, none Dwarf,
PROMOTION CLASS: 4
SAVING THROWS: Use Cleric Table
TYPE OF HIT DICE: D6
ARMOR PERMITTED: Up to Chainmail
WEAPONS PERMITTED: Any
MAGIC ARTIFACTS PERMITTED: Any a I
MAGIC SPELLS; Yes, Use Magic User 

■ Number and Order.

Elf, Hobbit, to 8th level

& Shield

I owed Fighters or 
speI I s . Special

Th i eves - 
Table for

This practic would have prevented what happened in the Bard article 
in STRATEGIC REVIEW No. 6 in which the author forgot to specify a , , 
p'r i me requi s i te for the class. It would also make it much easier for 
you to quickly determine whether the new character you just rolled 
up will qualify for membership in the class, without having to .
completely reread the article. .



THE LOST MASK; An self t̂'-pc-d zino that is bning typod only, a fov̂  days 
av̂ ay from the doadlinc. Typed by Stov^art Lovin who may bo roached 
at 114 0 S. Mlason Rd. St. Louis MO 63131

I have, only ono comment this timo and it prrtafeis to Glrnn Blacovjs 
comment on comme^nts, V̂ hy should I try to cut dovoi or oth-^riao discredit 
people I do not ovon know‘s My apologies to Kay Jones and anybody eslo 
I insulted. Also WA '̂ NE SHAVJ Yourix Nijia class is lotterperfect but 
arc simply too powerful for my world and to, cut down on thior povrors X'̂ oPld destroy tho class entirely leaving it as nothing bett,er than a fighter. Mr, Mahler, do you hear me;?!

Everybody has been doing sbngs about Df-'-D so my brother shall 
give a poem ho devised himself.

Dungeon ■
Como into my dungeon, Come if you dare, .

■ ■; ■' Bring vath you your courage, but t warn you bov̂ aro!
Though strong may you be, my monsters are strongrr.
1811 give,you ono hour, you won^t last any longer.
My monsters arc plenteous; your warriors are few.

, If they catch â-ou alone, they’ll leave nothing of you,
SO GOME, my young fools, come around tho bond,

“ This road you are treading, ^all lead to your end.
Cute huh? This poem was written with my dungeon in mind (but it' 

has been slightly:exagerated) and it is partly true for in my dungeon, one has to think! Not Blindly flail around with a sword, I h a v e  a 
book on what misery is snd I have translatr.-d it into D&D style,

MISERY IS : 0 - .
when you spend your last copper on a +3 sword and^when you 

use it to slice a loaf of b read, tho blade falls off the -hilt.w'hon your polymorphed grasshopper/specter collection gets 
in thf- way of a Dispoll Magic beam and your co-adventurers never k n e w  

you collected SpeKters, _ _when you gq out of your wra3'' to steal a potion and find out 
after you hav< ' run away from thee party that it is empty.whon you are riding in the' cart and everybody smells of.’̂al 
and you discover it is on your shoes,V7hen your. .Cloak, of, Flying flios at 4» a _ turn and kxk koens 
on fSirYKy flying without pausox but you are not in it,

' 'when you bring to your home the Invincible termite and it 
escapes and your house ,ia .the only wooden one in tovni, ^

when you are invited to a King’s Ball aft-'r hearing that tho 
king’s daughter loves you and you get there and she looks like the 
back end of a horse. .when you tell your best friend v-Borr your ring of Spoxl 
Storing is and finding out ti e next dâ'' that ho is mally chsotic.



MISERY IS; (cont)'

you
and’ 3

^̂ Jhon after you had killed this incrediably tough Kolbold, ... 
notiso your sot of + 5  plate is missing. ^. when there aro two vorpal blades to be picked off the ground

fighters. ■ ■ . X  j 'when there is a buxom tavern, wench waiting for you and you
can’ t’get out of your chainmail.' ' ■■ ' .....  ” . ^when you send 2 8 4 ^S3 9 j3 7 ;̂>0 0 0 ' declarations of love to ypur 
fair lady and you rocieve a letter addressed to Sir^ John(when your■
name is Wayne). i ; ' • .when it is ALL HALLOWS EVE and people walk bv you commenting 
on what a groat costume you have (of a famous monster) and you are
not wearing a costume'. • u t j r,i\whem the King of a mi.ghty country gives you his shield (+i)
and you discover that it is required to give your +5 shield to him,

when you are subdued bv your Arena opnonent before you get 
to even hit him and.'your mother rushes on the field of battle and
wipes him out (and you are 12th level!) 4.when you have two pills, one will g&ve you the ability to^ 
be immune to all magic and the other protect- you from any physical
or mental attack pernamently; and it says to take them with water
but you are stuck in the middle of a desert. ^vrh’en everybody is nice to you beacause the Priests of Han
need anothfir sacrifice and you aro chosen. ̂ \vhen you are taken over by a Magic Jar and the ̂ Wizard makes 
you slap the High Priest of Good and then goes back into his jar 
leaving you to face the Patriarch,
 ̂ when you get a crossbow of Accuracy 

with a stupid fighte^r who has broken two
bv merely flicking his finger. n , . j. u r m-y.onowhen you put your entire fortune ot gold into a bag of Trans­
muting. : , , ,, when you find out that the GM does

when you are wearing FULL plate armor ^
the rostroom'and the realease catches don’t.  ̂ j’when you are the fattest character in the group, and to get. 
out of the dungeon you have to go though a hole half  ̂ *when you are the last hope of good and your onuonent has.^on , 
hit point left and you miss and he rend eras you unconcious vanning
for evil.

and you have to share it 
handed swords and crossbows

not like you 
and you to go to

when you canwhen ySur^^twit first^level''.fighter puts his ,sword though two 
scrolls of Elemental Protection.(This actually hapoened) ,

That is all I havnto contributn now, anyona with moro of th'̂ SR 
a m  „Ilc»n to print thorn up. If I can I wlll bo "tranalatinp
limorics into Eh.D lingo. .

a n d yet a n o t h e r e s j a y d e p a r t m e n t .
This is not really an essay_but some advice on how to handle 

those rare people vrho come to you with ....
Forget it, just use Unibank. ,

Bov, I do really change my mind don’t I? . .’ No I don t ’
Yes I do!





MISERY IS; (cont) . ./ ' _  '
\vhon after you had killed this incrediably tough Kolbold,.'

you notiso your sot of +5 plate is mis'^ing. ^. when thert; are tv̂ o vorpal blades to be picked off the ground
and 3 fighters, ' ■ , . . ‘ ^ ^' when there is a buxom- tavern, wench waiting for you and you :
can’t get. out of your chainmai'l. • ...  „ . ' ■when you send 284.ĵ 39j3,7̂ 0̂00 declarations^of love to;.your 
fair lady and you rocievo a letter addressed to Sir John(when your
name is Wayne). ,, , ’ i. •. whon it is ALL HALLOL'S KVE and people walk bv you commenting
on what a grc;at costume you have (of a famous monster) and you are
not wearing a costume.  ̂ u- towhon the King of a mi.p-hty country gives you his fhield (+1 )
and you discover that it is required to give your +5 shield to him.whon you are subdued,bv your Arena opponent before you get 
to even hit him and. your mother rushes on the field of battle and
wipes him out (and you-arc 12 th level! )when you have two pills, one will gave you the ability to^ 
be immune to all magic and the other protects you from any physical
or mental atPsek pornamently; and it says to teko them with vrater
but you are stuck in the middle of a desert. ^when everybody is nice to you beacause the Priests of Han
need another sacrifice and you are chosen.when you are taken over by a Magic Jar and tho,_V>Mzard mak̂ .s 
you slap the High Priest of Good and then goes back into his jar 
leaving you to face the Patriarch. 'when you get a crossbovj of Accuracy 
prith a stupid fighte^r who has broken two

put yoS/enflro fortune of gold Into U bag of Trans-
■ muting. ■  ̂ _when you find out that the Gk does when you are wearing FULL plate armOr
Phe restroom and the realeaso catches don’t. ■ ,  ̂ j.the character in the group and to get
out of the dungeon vou have to go though a hole half your »° w h o n ^ u  are“the last hope of good and your omonent has one
hit point left and you miss and he rendores you unconcious iinni g
for.-evil. u a '
. : r-hfr Tour^wlt S"rst\n7,lli.ght.-r put., his sword though two
scrolls of Elemental Protection. (This actually happened)' ..

That is all I haveto contribute' novr,. anyone with more of these 
a m  w l i m m Y t r ^ l n t  thorn up. If I can I will bo "translating:
limorics into K.D lingo. . ... ,

and you have to share it handed swords and crossbows

not like you. 
and you have to go to

and yet ANOTHER ES .AY DEPARTMENT.
This. Is not really an essay^but some advice on how to handle 

those rare people vrho come to you with .... . '
Forgot it, just use Unibank. •.

Boy, I do really change my.mind don’t I? ■’ No I don t!
Yes I do!



Well, what is their else to do? How about another adventure of ALA.iT?
’ ' A LITTLE LATTR • ’ ■ . ' ■

■ ”I vras riding my horse one fine day and suddenly I v̂ âs aware
that my back k pack had grown heavier! Immediatly I reined in my hor'̂ e 
and disraountdd, Just then my horse decided to go to the can all over 
my loft footo YUCH! Angered, I slapned the side of the i-ors-' as hard 
as I could„ The horse bolted and I vras left stranded in the middle of 
the wilderness without a hor^e. fusing myself out I started ton'̂ ard 
the .nearest' tov.rn., I hurried .for it was not good to be caught out at 
night in&fehose parts^ . ' ' '■ Soon I could see the. lights of the tov̂ n, T wont in, aonroached . ■
the innkeeper to see aboiit a room , He gave me a particulary fine 
one with a large bay window, I str^'ched out on the bed, going and 
fully intent on grabbing a few winks before supper. Later on I awoke 
and found that -It was pitch dark outside, I started to state exactly 
what r thought of such a innkeeper when I notised that there was Someth 
ing esle in the room! I qiiickly grabbed a heavy latern I had and 
threw it. toward the sound, . I. heard it connect and then their was, a _• 
small explosion and the latern had burst and caught fire; when ̂ it had hit 
a molotov- cocktail I had made the night before. I saw something that 
lookdd vaxguly like a reptialan ore before it-sprang on me. VTe  ̂
wrestled in then; sometimes I was winning sometimes it v-ras. The thing, 
had a chilling cold that seemed to seep from it and you could tell that 
it was evilo I couldn’t see its face because of the dark, but I was 
under the immpression that this v̂ as no ore!

Vi/e tussled, fought with out- fists when suddenly I was thrown off 
him and onto something long and hard, MY SWORD! Quickly, I unsheathed 
it and spi-ang to do battle* It was an unfair fight'to be sure, but^I have always hated thieves, so I v.as not sorry when, a few sword swipes 
latf-r, the thing lay dead. But there was_ still the fire to worry 

about. I turned toward the window, expecting to escape thou.ah the 
hole the thing made by enterihg, but there ’as no ' hole! I went
over and -examined thb kisi door, it was not forced but I sav̂  the^innkeep 
er scurry off vhen he saw me! SO! he tried to kill me huh?! Will
I let' this, turkey get away? HELL NO! ' .-,,0, v,-I foIlow.ed, a.fter, him and cau.ght, and killed him. I then
left the inn burning behind me as_ I rode off , on: the.̂  best; horse, I 
could find. Luckily this was an off'season and the innkeeper was
' ^  A few^nfghts later', while I was sitting around my campfire „I deciLd to sfe' just wh|; ■ my pack was heavier that dav so long ago. 
Inside my pack were the Usaul stuff; oil, molotovsp rone, rations, grappling h-ook, holy HqO, and sundrv. But here was something 
A cardboard box! Thev didn’t have cardboard boxes in medevial days.

I opened it and found that inside were 7 booklets; MEN k MAGIC, 
MONSTERS AND TREASURE. THE UNDER^'ORLD AND ' ILD ' RNESS ADVENTURES, _  
GREYHAWK, BLACKB0UR, ELBITCH MISERY, _  ̂ ’DEMICLODS A.SHAPSROSo I plan to study tnese strange books to tina .
out exactly what they are! • ' .

Just kidding on that book finding though ev-rything^pse will, go ' -
into ALAN'S HISTORY. My. thanks to Lew VJolko.ff for his idea, ion 

Alan. havi,ng, a set of books) . . . .Glenn,^ expect 'a letter. ' ' . . '



THE '’I STAND CORRECT^CD DEPARTMENT
A frrV.r pooplo will rGinr;inbf r that last issufij ^IQ^ X inado â  con’Tipnt 

on a wGapon,isx THE TASER# I was wrong on a lot of it(iny doscription) 
and a rt-ador of my cine (Goo, somebody actually roads this!) put mo to 
rights, so I am publishing his lettrr so everybody can got all the facts.

l̂ioar Stewart,
■ I iust r-ad your zine in Af E lb and had to write in regard 

to your data on Tasors. They wor- not an Idoa of tho govornmont'a but 
actuallly one of an enterprising inventor here in California, Ho . . t 
?t was an alternative to those nasty, (his idea) fireams which launch 
bullets. His gadget was about tho size of a largo fl^^'^hlightU was taking a shot in tho dark when I described it as boing^about thosize of 
a M-1-Stu)fired as a handgun,with a wire range of about lo-15 bt. it 
turned out , ho\'/ever, that as these were not classed as firearms, several enterprising criminal types chose^them bo use armed robberies, 
X don’t know how many robberies were commited with them in tota^, bu 
after about 3 of them in the L.A. area which resulted in 
ization of at least one victim, the State legislature decided that 
the? were really as■dangerous is tfe conventional weapons and classified 
them as such requiring a chock on any purchasers as for handguns.
N^t a n  this Islceessary, but I though that I f
s t a i g h t  that the government is not responsible for all atrocities lo ... 
upon man. Sincerely Yours ' ■

.. . . , Karl W Sandoff 11 "
Many thanks Karl for your letter,info o n  campain should be at your 
:se by the time, you get this. , 'house by

=5̂*3 igh''‘>̂̂ Andther dungeon has be'.n opened hert; 
what we tell them that it is better to work

in our group, no matter 
up your charact-‘'r than just

(hStf?he mu sSarkd playing yesterday) The *  comes do™ on^ain 
expeditions and when a monster is sighted he ^ays. Stand 1
d w e S s f  °Their moSsSers a r f s f  stinld tSat If played a

^ ^ S r ^ ? h ? l ” d^ngl^“ r  n L ”of"and^^ant^tr^^Uonly,tm or thre„ dungeons i xno turning turkyish and the
™ h o “ fwo( ariWAMORPHniS ALPHA world and a
?am curSouf ?^ flSf rut1o“ ™ : v “ S ^ e o r M ^ t t m s ' for me to ■•xploreAlll 
J r  AnYtakers’ I cas off.,r you four experienced non=screaming 
“liyerS P^one n»ber is^(Yes Kevin
S r ^ n d S y l J j l  V  / a l l s ^ a ™ ^
J m p i r a n ^ i r ^ y S r i f h J r r K i n r K ^ n l  is heading my way. etc.)
ON Â IOTHJuR i v i A T T g ^ ^ t  the idea

first you have to roll a magic 
magic item and- then roll 0 ^  to

Like "i have only" 2 pistols in my entire dungeon.

all

Just because 1 write up some 
that-lazers are common in my world, 
item, then make it come up to misc.
get one.



THE CASTLSHMERE GAZETTE
_ by Joo Pickans . ; |L6435 'Valley_Trailj^ Mishawaka , _Ind_465^ ^

A.̂

'"Since one of,the 
as well put in my oar, c 
Oard as a new and unique character class.

majoi|r topics of dicusSion arou^i here, is thf.Bard Class, 1 may 
, on the svbject. What follows is a radical approac^. to the

„,Dal> CHARACTER CLASS: THE JiARD
■ r'l . J ^

The Bar J;s prime. raquijSite is Charisma. Bards are .qither Lawful or Neutral in 
nature, and ape limited tp Leather armor without shield. Although the Bard is not a 
professional fighter, he may use'any weapon. If heeapries a magic sword with an 
Ego rating, however, it will disrupt his harmonic balance and destroytheeffective- 

■ ! nesS'of hlPiTSongs. He nay use any magic available to all classes as well as items 
for Bards_pnly. In addition, he^nay use the Lyre of Building and the Pipss of the 
Sewers :W/ithj double effect. ' ■' ... f.T
- ■ Sards receive one D6 per* I'evel to a maximum of 9 dice, with one additional hit

:. .vj/ppi-nti per: level,,, after that. They save as Clerics, but advance one. attack column per 
Jt;o;three levels.,li^e Fighters. ‘ ' .:„q

Since sing spd playing reqvitre "a great deal of energy, any Bard carrying more 
'■than ,He.avy Foot'^encumbrartce must rest a game turn to catph his breath .before attemp- 
,:ntrt'ng/;tQ sing..., ' ' ■ ■ ' V']']

The songs of the Bard afS many, but can be divided into three main groups:
1) Songs of Combat, 2) Sbrigs of Sntranceifientj and 3) Songs of Dispellirtg. In 
’generalr these^i^aye arrange, pf 60' and will be discussed in detail later.'-

r,,

. j .i j. 
- ̂11

i ' l.iup:, . , ,
—  q- vH.-, y.[n 

Î evpl i . ..
Rhymer , ..-r y
Songster
Skald

■ Harpist 
.7 Lyrist 
7-1 Minstrel* 

Troubador ; 
Bard-
Mstr. Bard

Experience
0- '-'1750 'ns

3500 
,7000 

1 5 0 9 9  
. 3oooe

• The Bard has a 57o (Elyes 107.) chance per 
level of rfecognlaing the rasgical capabilities 
of any non-Potion, non-Scrdll magic. Failure 
means the Bard may not try‘that’item again 
until he has.advanced at least one level.■ '.f .i

lOOOvb
200009'̂ ^

•'Maximuts level attainable'by a non-human 
Bard (Elf, Dwarf, Hobbit, etc)

■■'■'r; ji

■jnc

SPECIAL ABILITIES
" , : ...;n ^Ll'r Read Music,, , „ ■ ,,.
1 Combat Sphgs T . , .
; nr Entrancement„S9hgk'; Und P ad ’ and-Animal (Men, Beasts, etc.)'. ' '': . . r -' r- , ■ ' '*''*'*■ " ‘1 ■ . ' f i ■
L3 : Songs of Dispelling . r ,, r' j,."

Entrancement Songs: Plants '

'irr.- ■ 
>ru' '-̂x,

no

'Cl jl;:.:
d .i

L6: Combat Songs: Alpo increasea the saving throw vs magical attack by 1 for
' ■ ' creatUres'-o€-‘the same a.l-ignment '

r r-i, ' also increases the morale of friends by 1' '

L9: Combat Songs: ' Also Create PrOtectiori from Evil 09' diameter 
Entrancement,Songs:. Animated Objects (Golems, etc)

■ ■ tj:. . .• T;;;Transpose Scrolls ; '’ ' f
; 1L15: Entrancemi2ti-t Gods, Demi-God^^, and Defflons■ ' ‘ ‘  ̂ : ;o..-  ̂ , !

. i i 7 ;
J.I

■jr;
r, j

J. A

■nj

At



g;KPLANAT10N OF ABILITIES P2

Read Music: The a b i lU y  f p ,ac|;ivate musipal s c ro U s , Musical
a l l  s c ro lls ,  contain magical sp e lls  and are usable only by Batfds< Sdch s c to lls  
may.require e ith e r singit»g or p laying  to activate  {and may evah be keyed to a 

c erta in  instrum ent). Played s c ro lls  must be scarified by,the Bard dt Je ^ s t ppe
melee round before he activates i t .  Like other s c ro lls ,  these are only good
fo r one use.

Combat Songs: These cancel out any nta|ical'’ s p e ll (including  la fp ie s ) W ithin the
Bard's range i f  the, Bard r o l ls  d t ot less on 2D6. Subtract two, frora^^the r o l l  
fo r every IdVel the Bayd/is hlghe^ than the s p e ll casteiff a^d two  ̂ tor e p t y .

 ̂ le ve l lowet *,' In  addition  ,, the Ba)f(i, fdceives a plus 2  ̂ bopys^ a|aipst M g lp a l .
attabk «hi|e, singing.fj de fnayfj®ihSf lid melee, ,r . ■

Entrancement Spngsi: The! J^rd"^must!.acppinpany Himself pn a mtisic^l instrum ent. Undead
w i l l  be tutned as iif facing a Lawful C le ric  (Use Turn T a b le ), but p ith  no 
chance oL a DispeL/Disaolve. Otherwise, entranced e n tit ie s  w iU  not attack and 

.w i l l  allow pas,sagk as long as no h o stile  action 183 in it ia te d  against them (since 
' the music heightens perception of amotion, entranced pte^^t^res w il l  recognize
.. a hostile , action in tipie to react) Tp astakJ-^h\entrance^l.ent, the Bard must

r o l l  h isU n ia risF ^ 'p r^ ie ss :O n 3 p ,D 20  kafore comkpt. j e  cah^entranpa le ye ls  equal 
to ^ X Bard'e Level x Charisma, and the e ffects  last a f u l l  game purn a fte r the 

,,,3ard stops pinging or playing,.) ^IJote^phat pntrapceraent an a ll,, or nothing 
f proppsitiion,(( Once i t  , Aŝ  (l*̂®r̂ f;» A - regained.^  ̂  ̂ j£,:! ■ ■ '

D ispelling^ Songs': Like entrancement songs, d isp e llin g  songs require  the Bard to
accompany h im se lf, plus have complete concentration fo r the required tim e. The 
time required is  one game turn per le ve l of the sp e ll at a

. time may be,ibroken In th ia ,,manner . I f  the d ispel i§ directed at a creature thatW X.IUW- wrvw »•  ̂ .*  ̂ TJj, i. 1 J • C ^
tha Bard can. entrance, the cfeature is entranced fo r  the duration ot the 
attempt, rr

d ispel

Transpose"’ ‘s c r o l l :  Although a Bard may, npi use sp e ll s c ro lls ,  he may use tH p , a b i l i t y  
’ to transform such s c ro lls  into  musical s c ro lls .  Each s p e ll must be f u l ly  fra n s - 

posed at 2 days per, sp e ll .leve l (a 6th Level sp e ll taking the Bard put of the 
" 'ca m p a ig n  fo r twelve days. The^e is, a 10% chance the Bard w i l l  transpose the

sp e ll in c o rre c t ly , losing  i t .  Transposition  erases the sp e ll fronj .the o rig in a l
s c r o l l .

ADDITIONAL NOTES .1 ‘i2
Songs. ,

The songs of the Bard are e ith e r Alignment o riented , a ffe c tin g  cireatuMs m  a
given alignment, or creature o riented , a ffecting  a certa in  type o f_ creature,. The 
average Bard is  assumed bo, know hundreadSpOf songs and, fragments,,..selecting the one 
best suited to h is  purpose at a 'g iven  time. Tom Bombadil could w ell be considered 
an extremely high le ve l Bard type. .t(.t .1. i '

Endurance
, Playing . The Bard can play 4nde|,initely as long^a,s he has both hands . ffree fjor 

the instrument, is perofrmlng no .strenupuS; a ctiv ity  (like evasion or melee), and
takes the normal rest periods . ,3  ̂ ; , ni rq . u i 1

Singing. A Bard may only sing as many consecutive turns as he has le v e ls . ^
A lso,'Each five  game turns of fra c tip h  ^ non^singing , ity ^ d ia te ly  on
the conclusion of the song, ,, .. j ;ŷ rn. . . ri ? *n . r,: 1 Jfi.  ̂ .

Ootion. Overextension. The Bard may v o lu n ta r ily  exceed ^the aboye . 1 ^  
s in g i^ in ^ lT k i^ i^ g  'each“ turn of continued sing ing , the Bard must check c on stitu tio n  
vs sp e lls  at a cummulative -^p%,.(-20^, -^0%»..r60%.. . ) .  . Fai}pre  ,i^ans the.,Bard is 
hoarse fo r the rest of the day. Ue canriot s in g , a condition that can be corrected 
by the C le ric a l Restoration S p e ll.



The Bard in  Action P3
m A 7th le ve l Bard, Q h a r is ^  11, accompanies t<i»6 ^8 Fight'Srs and a V) l|age an 

. e x p e d itio n .. .A ll are la w fu l.  Suppose they meet*a-L8 EHP, two L5 Mages, and three L4 
o F ig h te rs . The Bard t r ie s  to entrance them (38 W vels against 3 0 ), needing a r ij l l  or 

less on a D20. He succeeds, but one of Che L8 FM has a purpose sword vs Chaos, s o . . .  
thh  entrancement fa i ls  as the Superhero thunders forward.

The Bard switches to a Combat Song and whips out h is  blade. The EHP throws)a 
Finger of Death at the Bard, who must r o l l  a 5 or less th  cancel ;Lt, He f a i l s ,  but 
makes h is  saving throw due to h is  plus 2 bonus. Th% fr ie n d ly  mage, throws a Hold at 
EHP, but the Bard r o l ls  a 6, cancelling  i t .  The'two L5 mages, re a liz in g  theixo,; 
sp e lls  w i l l  be cancelled on any.{ro ll but 12, head'but the nearest dpor. Ipj.the.cd 
meanCimd^j'the ’Supierheroes take on the L4 F ig h ters . They are joined by the Bard, 
who is  wounded but continues s ing ing . , r-Li

Bard
The EHP throws another Finger of Death, th is  tlMe at the .Lawful Mage. The 
cfnils'th ' h dh ce l, 'hut the Mage s t i l l  gets a plus 1 on h is  saving throw and l iv e s ,

The next round, the EHP throws Silence on the Bard, who not only doesn't ca nce l, hut 
also misses h is saving throw 1 The eombat; Song stops ju s t as the la s t of the, 1,4 t.M 

-i 'Fijghters f a l l . ‘ The L5 Mages,. skulking ju s t  outside the door, re tu rn  in  time toj see 
the^|>nrpo%e %word take out the EHP, ; They, w ise ly Wizard Lock the door and rnn. The 
Bardy Searching the EHP, finds a r in g  he Immediately recognizes (85.7o) as a Ring of 

, ; :Regenerhtion. (!.!' fu .■ . ,
-;r.i ' A fter the Bard gets h is voice back,j. he does a D ispel Song on the door.. fo r the
next f iv e  tu rn s , breaking the lock, whereupon the p a rty  continues its  adventure.

. jBi.- DMing the Bard
Some DMs ru le  that loud continuous noises a ttra ct more monsters. This w i l l  ...j 

damage the chances of the Bard in a campaign, since h is  only rea l weapon is  h is 
la ryn x . I t  is  recommended that .monsters know what-a-'Bard sounds lik e  and steer 
c iisar, leading encounter chances^.jabout normal (who’ wants to be entranced, anyway?)^.

Shouldl'a DM allow Bards to, c o lle c t treasure flom entranced monsters? Unless ,^he 
monsters are a c tu a lly  carrying  it^  why npt? The Bard must get experience from some­
where, and a Fighter he is  not I ,,  ̂ , . '

How does one k i l l  a Bai;d? ■ .i . ’ .
Deaf monsters are to ta lly  impervious to the Bard's special a b i l i t ie s .
Trapped treasure , e spe c ia lly  explosive chests and such, are great fo r d is tra c tin g  , 

a Bard and breaking h is  cp.rjc^ntrations'r . ;; v  j
Bards are extremely susCeptablc, to ambush .,,.;, .i ; ,i'
They are also quite vutterable, tp magic un:®r.a' ju s t a few leve ls  above them, e spe c ia lly  
to sp e lls  that- have ah automatic a ffect unjleo:. cancelled, ^
A Bard without h ia"‘ly re  I has l.p,s.t. 2/3s of h is  a b i l i t ie s .
A good DM'shdiild 1ffaVe‘ ho trouble coming up with a few mor examples.

. ■' Oi '' ,. • ■ . y ' ■
•Equipment fo r the Bard

•V ’ - Item-''-- H 
Harp /Lyrid ’ ■
Mandolin 
Pipes /Lut^’ '

n

Cost Weight ■ , Make up your own.
10 150
20 100 .. , r Charm animals, p la n ts ,

5 20 .,,ii . . I n v i s i b i l i t y , F lig h t ,

:ir:

-.tc
Powers may include;

. I B J O .5
- .' i :lBii , r- . J -1 ■■ I t

— —.if'w:

.. .:n: -q
L ig h t , ‘I l lu s io n , and Prisraatics,;; rv- 

even Ego, In te llig e n c e , arid Alignment^ j 
)__ _ -J _  ilreddy_ the Ta lk ing  R l̂upe)_ ,̂ _ r(_

■11.
ANJ©0NCEM£NT:-'’’'E rra ta ) fo r ^hy D&D booklet or supplement can be gotten from TSR by . j ,  
sending 6tatn'{ied Sa8'‘ tb them, ;4nyone interested in  e rrata  on my Weapon,pptioh or 
Alchemist (both from Th6 tiragon Vol 2 (;f^l)can. send me a stamped SAE plus 5c for jo'v; 
copying chargdsi Purtijef afscussion ,on. both a r t ic le s ,  including the erra ta  w i l l  bo 
appearing in The Drag6i^, - ‘ ' ’ -id

REPRINT DEPT: D&lD is cutrently being reY!is®d and;'r'ewritthh, the project is expected -)
to take'iseveral V®3ris (l̂ BiJ?), As announced:rat Gancari, the projected organization 
fai a Begi-nneif̂ s Handbook, an Advanced Player .'Guide j" arid rf Referee's Manual.
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•' Alsov Pocket Books w i l l  be re p rin tin g  The Dying Earth attd Eyes of the Overlord 
by Jack-Vsnce sometime in A p y il or May,' so a l l  of 'u^ wheimissed out the f i r s t  time 
can descend on.Ye Local Bopke^Shpppe w ith coin of the realm clytchpd in  our hot 
l i t t le 'h a h d s i Riimor h a S rllo t^  (Daw??) w llL  be reprl^iting the "Conan** ' ’
series soon, but at th is  ‘ titiiel my’ c tys ta l b a ll Is  getting^ f o g g y , , *

. ! bIc' . f J  ", '
G'I£NN'-iliiAClOW'’ (K tlli %lavus 47) : , ]bn'^roUa  ̂ ' '

You imi^hfe;try,l;he îrl CG # l  with Ithla ropdif ica tion :
AMMs are rYunerable t^  hpn^ waapdns “ strlfclng/the f in a l
blowi Sneaking in a .lim ited w^sh p to g ive 'th e  low-magic jpeople th e ir  s tu ff  
back might not be a bad i d e a ............  “ ' i '.t , .i. -

LEE GOLD:. Ccwld.ypu be persuaded to give us the-Whole of,;that wonderful song*
"  "CROTTLED CREEPS"?;  ̂ IV , ' ■ " ^•i r'/? • - , . ' ' ' ■  ̂i.'j r.- . r ̂ ♦ , ' " ■ ' ■--- ■ ■ . , . . ; -I - ■ ...

S. Bi KONKIN (Clear Ether #9|).: Pre^ Gygax and Kask, and completely
o n f a it .  <TD, l ik e  A&E. is  a fprum 'fbr ’hew tdeaS'l -Nothing that appears in  there is
a c t iv e ly  advocated as the la te s t.rA jllh g s , in  facti Gary and Tim often urge that many 
new character classes be used only as n o n -p l^ e r  types (Inc lud ing ,sob , my A lchem ist).

When I  f i r s t  read "Women and ila g lc " in  TD'‘'Vbl 1 #3., 1 formed the immediate im­
pression that i t  was la b o rio u s ly  drafted and presented without p la yte stin g . Your 
c rit ic ism s  of Lakofks's articJLe were accurate: it-w as overw ritten , r e s t r ic t iv e ,
inconsistant w ith previous m ateria l, and jvist too tmich bother, but there was no need 
to bring Gygax and Kask in to  i t .  That, s i r ,  was a cheap shot. (Other than th a t,
I  enjoyed your issue ve ry  much.)

LARRY STEHLE (ABZ-OZA i(̂ 2) : pN COKlTICAL H1T&'  ̂ r ^
I t  is  not possib le  to evaluate ydiir ta b le , since you did not mention the most 

important p o in t, the fr^u e ^ jcy  of such “̂ hits occur ing. There are two approaches to 
c r i t ic a l  h it s .  One .ejiqphasizejs cfi^^^  ̂ while the other tends toward tem­
porary disadvantage to spice up the Any table that gives k i l l in g  or c r ip ­
p lin g  damge more than 0.5?o of a l l  blows struck is  probably a b it  ex:ce8sive. I  use 
a m odification of Wes Iv e s ' table (A&E //14), but any in te ll ig e n t ly  used system 
should be adequate. , , , j ^

RE.SWORD&SPELLi One of our playtest'problem s lo c a lly  was: how casualties are taken 
by AC 2 armored knights on AC7 heavy hbt6es. Checking with TSR, we found that the 
horses take the h it s  and the r id e r  is  elittinated when the horse goes down.

I  sh a ll take a stab at the point systerti, too. I* ve l 0 men are assumed D6, 
hence the average 3.5 per man, or 35 points foif a f ig u re . Therefore , 40 pikemen,
AC3, cost; men 40 x 35 (1400), arfnqr 40 x 50 (2000) and weapon 40 x 10 (400).

The Swashbuckler is  f iv e  le ve ls  'at’ 4.5 per le v e l. Mis man cost of 22.5 is  
rounded up to 23> j Hi§ class 2 armor is  6 p o in ts , w ith the 50 points per plus ra is in g  

‘armor c o s t-to  106,r  T b q 'ja ve lin s  of Lightning are 50 points each, bringing special 
weaponry to 100 p o in ts . Tota l is  229. '

The Manticoras are 4.5 x 6, plus 1 fo r the extra h it  p o in t, or 28 points each. 
The armor is  4 points per f ig u re , 24 a l l .  The special costs are probably 50 
points fo r m issile  weapons and 25 p ^ n ts  fo r f l ig h t ';  75 points per f ig u re , 450 to ta l.

The s p e c ia l"p o r  le v e l"  point cbst seems to re fe r to massed un its  of fantastic  
figu res and not to, in d iv id u a ls . Certain u n its , lik e  the human e lite  guard, ju s t can 
not have the r ig h t figures fo r point cost. There are enough units whose point counts 
are obscure enw gh-to  confpse the system. Best have a neutral DM go over the troop 
l i s t s  before a-game (o f ,6 aveV, the ^commander each o th e r).

The best'way to get; started ifti S & S 'is ’to 'p la y  a few on^-on-one games to get the 
fee l of handllng:;mas?ed;unlt^. ;,'Then^add a few in d iv id u a ls  to live n  things up. iJhen 
you have 2-4 people who can work w ith iihe ru le s  reasonably w e ll, you can put on 
bigger games. Then newcomers can be given a single un it or two, or perhaps only one 
p e rso n a lity  f ig u re . The quickest way, to turn people o ff fast is  to stage a large 
gante with lo ts  of d iffe re n t un its and' fantasy types when nobody knows the ru les w e ll. 

And publish  a battle  report in  A&E (plug, p lu g ).



Feet Don't Fail Me Now i ■A fanzine created and witten by the choatic Jia Ecldaan,, 
who njay be reached at 2I3-U25-U902 or U52? Ladoga Aveo  ̂Lakewood CA 90?I3o Any. 
oomments or letters will be appreciated and-usually- answered, “

This issue just about winds up- my rules suggestions for a long while and I ' 
hope that somebody out there benefits by them pr just gets a kick out of them.
In this issue is a clerical prayer time system pnd what is mistakenly called a 
reality combat system, -The clerical system can be used id.th straight Gygax, , or with spell points if-you use them, AH. this system consists of is a list of times needed to throw clerical spells. It has been playfcested for about three ,- months and works ̂ out well.in practice. Reality combat system was designed for 
a science fiction game where D & D hit points-and experience does not seem to 
work as well, I would 'reccoramend that it only be included in games that have a 
science fiction base or in games that are starting again from scratch, as it 
does not fit into any game style that I know. well,.■3 . .

Clerical Prayer time:
, L Lerics are a powerful class in .D & D that, combine some of the advantages of 

Fighters and Magic Users, They perfof̂ lmiracles through " The Will Of God", 
these miracles take time and this time is spent in prayer. This system cuts down 
the power of Evil.-clerics and under.it we have been alloTdJig them to throw both types of spells,. A-clerLc may throw any spell he wishes to according to the table in mid Magic, without picking it befprehandoSome prep times differ 
from the times stated on thê sheet, Finger of'Death and Finger of Death no saving 
throw only require 3 melee founds to prepare,
..Irst level . .Time. 2nd level - .
"Cure Light Wounds 
Purify Food and Water 
Detect Magic 4.. ,Detect_Evil ■ ‘
Protect-on/Evil 
Light .

U Find Traps 
8 Hold Person ,
0 Bless '.IZ.V- -r0, Speak. With Anifiâ s i
1 Silence ' r ' ”
0 Snake Charm 1

lith level 
Neutralize Poison 
Cure Serious Wounds

Time Sth level - 
I Dispel Evil •5̂

________________ 6 Raise Dead
Prtection/Evil 10' r 2 Commune

I Quest
I Insect Plague 
0 Create iFood ",

Turn Sticks to Spakes Speak With Plants Create Water
7th level TimeEarthquake 2
Aerial Servant 
Wind Walk -'- ’ ‘V. ’ ' ’Holy Word •
Astral Spell k Restorati^-55- I turn per level of evil

7th level ; " ; 
Symbol _ . . ; '

10 Part Water 
2 Control Weather 0 Raise Dead Fully

Time . 3rd level .■ .
 ̂ Remove Curse 4 v ; , 

3 Cure Disease 5
Locate Object 

0 Continual._Li ght ■
2 Prayer ..
2 Speak With Dead

Time 6th level 
Vary Animate Objects 
6hL'-s F̂ nd the Path ■ .
6hrs stone Barrier 

2 Wqrd̂ . of Re cal .-| 4. ■
I-“20 Speak With Monsters 

2 ConjOTc Animals
-.Tima. 7th. level
..10 Gatq. '

k :
'3-. ■Iday

Ihr

'3

Time 
7

0̂ 18

0 
2

: 6

Time
... -2

• I
h
0

■■ .'i::3

■'k:'
.;:p: 0 Time
t . 3
:L' ‘: y-.i:.

Reality'Combat System: ‘ ''This combat .system is designed for a realistic approach to individual combat 
with anjr weaponiiiype and with'any race of creatui-ec, Unfortunatly without goingk ' 
to some system'such as En Gardes where each action is denoted ahead of time there i 
is no way to' really have a truly realistic comb^’c, Ka-ybe soine of you can come ■ 
up with a better approach tb'this problem and. still keep it simple enough tO'-- „■ 
be playable. Thiŝ ,system: Is modular in some respects in that you can add more and 
more complications to change and-possibly improve the style of play. The ideas 
foi' this game came from many sources so I would like to thank some of the
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folloifirî  people, the people from Cal Tech, The OTeator of Jfetamorphis Alpha^"  
and anyone else that I borrowed am idea'‘from, • '
Rule One; .

All creatures and objebts can;̂ ake a physical amount of damage,; this _ 
amo<i5ht of'damagey'is-us fixed and rarely if ever changes* For living creattmes 
thxs is determined 'b̂  constituition, d‘ creature fecieves a 6 sided die of damage 
points, for’eveiy point of constituition it has* ,'A'human has a constituition . “ 
of 3>̂ I8-therefore he wotildfeeieve a six sided,, die for every point of constituition 
he hady aĥ /̂ here from'3 “Ido-Mr'other constituitî  can'be determined roughljî ,'
by Cbripariiig thier physical toughness, with that/of a human being. So a large/ '‘y' 
bear would pfobdbly have a constituition of around 2h or 39® .
Rule-firb': -■ . ' ''' ■ y ’' , ' ' •' ■ ■' As a-drettire leahns how- to use his weapons his number to hit is 
increased and as it learns how'to parry its Armor class goes up,

Hoj these two go togethero
The follomng ta'hle is from Warlock and the Cal Tech Printoutolf a more' complete version is desired then I T?jill type up through A^& E the complete table ..j-Ibis -■ 
iŝ'-an ext:;'3mly abbreviated:version;, . ; . v a-,.-:-

A fighter as’he '̂ eE''up in classes betters his ability to fight other/, 
opponents 0 Ho#: this ŝ  ̂ is there is a. base numberltp hit and t]̂ sl/ /.roV;-
is modified*■by-‘:the difference in levels. All nonfighters count only aS Half • thier-level vbeiAit* com time to figure out level differences in •level, t-j,,

If the person who id attacking is a higher level’than the pepson hejis■attacking 
he then adds 3% pdr' level-difference to his die roll. If he is.helow him- then he su 
subtracts 2% from hiS :die?r611o Armor class is also determined by how ha^'if is to 
cause damage to t'his-person o Also different weapons dq different damage ̂and-;thertS 
smaller ones geteBioreilblidws per melee round than the larger more awkvraM’'ohes'yô I Armor Class; '’

Damage 
2
1 ,
2 '

.3
.0.1 Missies hit on the -first level chart of G;̂ gax witiji'/ the adjustments in ' 
Greyhawk;,but the'idamage :*ih hs follows,at close ranges.
Self Bow 
Long Bow 
Composite Bow 
Lj.ght Ci'ossbow 
Heavy Cross Bow 
Sling Ball

-Weapons; h'- CjT.- 8 7 6 5 h 3 2 BlowsBroad. Sword 16 3̂ 3H 25 20 15 10 02 3ySaggei’ 55 35 35 35 20 05 -00 . liWarhammer 2H 2H 20 25 20 35:̂ 5# 3.:2 “Handed Sx-rord 35 35
.

.35 35 35 35 %

r i ’ S ..- i

2 dice with one shot per melee round
H dice with one shot per melee rond ..̂.f; .,jV
dice* with one shot per melee round . . '■'I

3 dice with one shot per t̂ ree melee rounds 
7 dice with one shot every two minutes 2^0 yards max cr 
3 dice wj.bh one shot-ever̂ ,two melee rounds, thr range factor 
does not apply, '' Tyly vRediice riassle daraage by one die for every fifty yards, ■: vf-.'. •

Modern weapons and armanent can be included easily enough tdth a rifle# - 
doing the;, appropriate amount of damiage and shots per melee ̂roiMd', Mso easily
included iSj-Blackmoor, hit'location hnd damage, along with TimnelS kid* • ...
Armor absorbp-̂ damage rule, Unfortuhatly this system.;:CaiiLbe; expanded to'f̂  ̂ ' ■
quite a l^w pages and as thSEs is, only a rough .draft I dem't think'IP shall</wast€ 
space or time-,, In a month or two; 1: should have .ethds fully* typed-tup-* and Ayafiable"'' for postage and duplication costŝ r or. a good letter of cbiiffliehts,mohstersy::’'̂=#-''-1 ■'*' your Ideas and .̂ yfching else pertaining to D .oT-a-r

lu is time to heat feet so good luck to all , Jim Eckman



'■ ' THE GRIFFIN’S. OTJILL #7— or, tile reason for all the Typo's'
Is that this Typer wasntt made for Talons— potpetrated by Heilhorn 
the Griffin and Charlie: Luce, +̂252 51 st St San-€iego, CA 9'2Tt5; 
Phone # (71 2 8 1-7897-■ Collect calls are'accepted on h'toll of 00.

Griffin Droppings '(Comments on A&E '#1-9).
DICK ENEYs Great cover, (Ralnoth.,' my Viyvern, thought it'was fantastic). 
Now— how about a page or three? Your presence has been missed:here.
ROBERT CLIFFORDS Do I get the Impression that you don’t like Mages? Well, requring a I3 Intellegence cuts the number down-a bit. The few hit points of Magic-Users does make surprise or missle -fire more of 
a danger— not to mention that a good fighter is more likely to sur­
vive; ^  encounters than that mago. Have you ^ee the fighter orf'the ,• 
.pover of* the later printings of: Book 1 ?̂  Seems to be wearing plate of 
■ Jibe type you describe.: My limited research indicates thaw well-made piate armor actiually_..allowed for a good deal of mo;vement— at least enough to sling a Warhanimer or Hand Axe. I use a general Dexterity' penalty of -3 for Plate, -2 for Chain, and -1 for a shield.
■ GLENN (Oy;,, this is going: to be long): The only "solution" (outside of 
■fclosed datnp'aigns.),, top the problems of world-hopping that I’ve ever - seen aren't too enforceable; they involved honesty and courtesy on the 

the players and. the DM— somethirig which, should never be ex-- 
pected from bverypne. (@) (You don't: have to tell âe the difference be­
tween CHAIHMAIL and GREYHAWK combat-b.ut-stilly, many 'combat systlrtî  in 
the areahaye a level (depending on weapon and dexterity) at which 2 
attacks instead _ of .̂ pne can.be made. .Still, doesn't- refute, my :r)0int:,'.̂ >, 
which was.̂ .l̂ hat it's easily modifiable to the system you Usei' l^try to write rules like that to. be easily adaptable to a,wide variety ,;of̂
M D  conventions. C.' ) .From the., statements :you';ve made'-concerning how 
feel about the playing of exotics, I'm afraid, I,.fail to,,see where you 
ge the experience to state what "Usually" happens wheh'.piavlng mon­
sters. Heck, I've been Running them for two-and-a-half years, Glenn, and lean t say what usually happens, I can, however, report what I 
have seen.(@) Margirita (the cleric) had the Type C- potiL developed 
for one reason -as an effective rape defense. I suppose I should have

— but I thought it was obvious. As for the' Type B" ’
? when you exceed the reccomended dosage, you takeuyour chances ' 

n ' S t T e l e p o r t a l  tend torteplnd on yoStonvL^Irtronstays, around; letting you; toss things through It? P®f’Pf'bant, provide an-,4-nteresting transportation system. I'’mnot sure I like Improve either, but it seems Unfair to only let FMs> 
get their P R.s magically boostede You're probably right about m S I c 

■though--The problem with 7th-9th llVle spell is the lack' ' characters fo playtest them. Maybe next ; issue;'I’ ll have a revised version. (@) I can't take credit for that much dice luck? I put mv best 
Urth, and several characteristics (including all thbee '' 

A ®°,i^®^butions) . are magically augmented. V/illiw’ 15-lA-t2- 
-easily thd ,beat: set of straight rolls. I've ever had for a 

^® or two to reshuffle things so
upI o ?/and^be aM  ̂ t Magic-User,' (he,-needs tO;,bouncelis ?Q..Phoenil? utilise .experience .he.:-,gained as: a fightingRnoenix;. Why, Glenn; am I supposed.tolthink your magic svstem^iq
suppose what I'm trying to say in a-.hiee way is .that..that commeht wa's 

 ̂ referring to those‘referees v̂ rho, upon seeing'a monster character, either disallow or. ignore--̂ the advantages in the ':s-necies—- ' 
then m^ :U4balanced- roharacter, Sometimes,'They "even ‘



PAGE TWO
have the gall.to then use that as aa arguement against running^mons­
ter >hahacters.(@) True,., my magic system takes;^^ the choice of ,a 
nartv- s spell mix— ^but I do like tJo see an MU bho6se the right spell 
tinder rea4'*tiiiie presstire^ without time to consult"*other party members* 
I also enjoy seeing good utilizations of spell which normally, are not, 
taken unless several fairly^^high mages; are along*. *■
JIM, THOMAS”. I like Johann myself, although he gets confused when'he 

* hops universes (’’Let's see. •■•am' I a Poet, Bard, Harper, Singer, or a Minstrel today?"). He and the others are' idle for the moment, as I am 
no longer in Urth (lyhad^the bad habit of criticizing the GM, the 
.terrible habit ofi arguing the point, and the unforgivible habit of . 
'being right). - . , ' - : -
PEGGY: The Beast of the Dungeon? Did I say that? ■Really? Well, if I 
said that, I guess I said itl(@) It’s really a bit late, but Tharn- 
dua'(Margirita’s Unicorh/pardner) thanks you for fthe beautiful piece 
on unicorns, (and she wants to meet Leau someday— she’s jealous.of the 
wings). ; . : ' :  ̂ ... ■
WAYHE: Good gohd, more technology (UNKEYED Lenses?! May Doc Smith 
have mercy on youi* soul). Mother Boxes, shades of Jack Kirby. .How did 
you ever mis s Green Lantern Corps rings (or did you?). • :
' peter CERRATO: Have you seen Tunnels (§; Trolls? It sounds like yo.u’d 
like the system they use. Wouldn't Constitution'help vs. physical 
attacks? (48-/Con+Dex7), maybe?. . ■
JOHN SULLIVAN; Welcome! Note, however, that tolerance does not mean 
no criticizim— to wit; Your Demoh Fighters are nice, but by 6th lev­
el they are advancing faster than normal fighters. May I suggest; 

2nd/2500 3rd/ 5000 »+th/ 10 K 5th/20 K 6th/^0 K 7th/75 K
8th/i50 K ‘9th/300,.K Each Addl./+1 50K (If you play +120 K' 

for FM) or +300 K (If you play +2>+0 K for FMs) . ' ,
Also, is special #12 able to both becotoe'etherial and-fight astraliy 
once/day, or do one of those? ' . . .: -
CHRIS PETTUSs Re Detect Shields when you say it's impervious to de^ tects below 1+th level, do you mean the level of the spell= or the lev­
el of the user?(@) Your enchantment sysstem strikes me as logical and 
cQnsistent,vbut I think I'll suspend judgement until! I«ve_ seen thê  
whole,thing (It seems like, since GREYHAWK, that being a Wizard just 
doesn't ,mean much any, more). , '
JAY SAYLOR: White and Brass Dragons are for giveaway campaigns? I 
thinkAfou’d be surprised at what two clever 6-die dragons can pull. ■
SEK3i Bravo, Bravo! My ten (out of 25) female characters would all > 
agree and join.in your reaction to the ridiculous Women & Magic rulea 
I have played female humanoids as -2 on Strength, +1 on Constitution 
and Dex;te.rlty.î -but that’s as far as it goes,, and I would never reject 
a female’character because she had 18+ strength,./©) Regarding your 
alignment system; I like it , I find— but I dread arraingiiig la neŵ  
"Creature vs4 Possible Alignments" pable. How.about an article .to 
help start .us converts on ouf way? ’(like you, I like to see someone 
else do the work)--̂ then I modify it). ' ' / ' ’
PEGGY-again; Now, I've read the first two book's, and Dragons png (the i:i 
first."juvinile")Zbnd I impatiently await White Dragon/, and nowhere
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is it said or implied that firestone made Pern-dragons impotent. It 
did sterilize females to chew firedtone, but chewing firestone never 
bothered a Green that, wanted to mate— nor any of the male dragons,' , • f . ■ - • ; '' 1 • ' ' • ■ '
KENs You’re so‘kind (6'eyen is tall?). You even sat through my Nixonact ("I am not Chaotic... *̂0 and my Carter bit ("Ah have +5 teeth...").;Congradulations to Cassle ^ d  Hondo on their infant Palidin.
•GLENN-again: There is a difference, you know, between "all .opinions 
are not equall valid", and "only my opinion and those like it are 
valid". There is also a difference between criticizing and whining.My hyoothetical fighter would rather face those tanks with Armor of Etheriainess and a'King of Rust Monster Summoning. Actually, you are of course taking an unfair advantage in facing medieval- magic with 
modern technology— the magic in Operation Chaos was quite capable of 
handling:the toys you suggest.(@) Oh, I have no quibble with your ' 
bppk-readlng SOP; I just figured you’d enjoy >.spe^ing it out. ((®) r'The 
rules..on utilizing magic are strange and varied through the multi- verse: I incorporated Illusionistsiby saying that Wizard-types were practitioners of Phonetic Thaumaturgy, while Illusionists use Manual Conjuration. One quibble, though“-Ellen is allowed to be an Illusion­
ist because a high-dexterity griffin could use 'its talons as effect­
ive hand-substitutes (which your illustration for KSTCi^ seems to 
indicate you know), On the subject; I have a Sphinx, Rena, Neutral,
. 9-̂ 7-17-1 *+-1̂ -9, who wants to be a Priestess of Diana. Opinion, please?
NICOLAI; I, however, prefer the final version— and running that verse 
gives me exellent eYidence. By the way— while I didn’t want to adapt 
the iusad or E’rali into D&D, some pretty close equivalents were pro­
duced using animals and M M ’AMORPHISIS:ALPHA rules. Interested?
CHERYL LLOYD; Remembering back to the day when Kay said, "wOuldn*t 
Anne McCaffery's fire lizards be neat for D&D?"— see me again after 
the comments,. ■'
KEVIN SLIMAK; Gad! And I thought StormGate was out to get people. I think, if I get into your place I’d better find characters with a
death-wish (Undeath-wish?). Jeff Marr had told me about GOWists---
GLURGHI (wedge, wedge, wedge....... ) . .
'B&Y STEWART LEVIN; YOu seem quite versed in the lack of the
power of thought. By the way; (i)The latest government reports (un­
classified) indicate a target date for air-to-air laser combat weap­
ons of 1985» (2) The LASER weapon was developed by a private company 
as a non-lethal self-defense weapon, is about the size of a flash­
light, has a range of around 12 feet, and is in production (my infor­
mation comes from the company’s advertizing) despite some bad public­ity-last year when they were uS ed in a couple^'of robberies. (@) For 
someone'whose writing style indicates that you just barely got pasl?'., 
"See Spot run", you write interesting criticizims.
LEW WOLKOFF; You mean you don't DM with a calculator? My congrats— I 
can't do it effectively. Corwyn the Amber (a dragon-character oh mine) wants to research an extra-breafeh spell, but the spell would be at least ^th level, arid he’s only an MU6.
KAY; If Reincarnation provides a new body, what’s to "restore'^? The 
new body would have the energy levels it was supposed to. As for the 
Rasie Dead/Restoration--I think that they should both be 5th level 
with a sharp time limit and no incapacitation, and that the 7th level

I N
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^^speil shoijilU restore 1 -^ with a longer time limit and incapacitation.Only'’ ^8 Dragons? That isn't even one-for each spot on a ^ile roll 1 
’(OUCHI I'm kidding, I'm kidding! Turn off the pain spell, please?)
CARY. MARTIN; V/elly if'you want to find the right wood, make sure it's 
dofect-ifree, seasop:it, carve it, finish it, and cap the ends, you 
can— or you can pay the 2GP. Even for a double-stiched ,metal-set type 
sling, 2GP is high—  what do you think of -g-GP? You're also right about 
the pick--what would you suggest'as a good price? The sling bullets 
are round metal," and are more accurate and hit harder than stones. As 

‘ for. Unlimited Wish; I have had quite a few characters iced for good 
in my D&I) career (right, Nicolai?), and I just start new characters 
(I've been playing since D&D came out— but my^oldest current chkrac- ' 
ter is. only 1-̂  years old, real-time). UW was a reaction to those DMs 
who enjoy running parties through their.,pet monsters/rooms/artifacts 
.that drain B6 of everything, ho wishes allowed. But Ahen, if you have 
_2jst level MUs running around, you probably never had to^worry about 
such trivial matters. Since I don't believe in.+9 levels spells, the 
level to put the spell on didn't leaVe much choice— you can put it 
wherever it fits in your game (including, of course, not at'all). As 
for your last comment— oh well, the tail-gunners we shall always have with us, I guess. ■ ' ,  ̂ .
THE BEST-IARY (still there., Gheryl?). "" ~

Urs"ala K.' LeGuin, in the Earthsea trilogy, called her tinv drag­ons Harrekki. Mine ar-e bigger, and drawn from D&D— but the name fits.
 ̂ HaRREKKI . are. tipy-versions of the larger D&D dragons, although it 
' is noi known if they are. the large species somehow reduced in size, 
or separate breeds in their own right. . . . .
Harrekki hit dice are determined by the corresponding dragon's- dice Dragon Harrekki(D8) Dragon Harrekki 

3-^ i+1 11-12 1+25--6 . 1 - 1   ̂ 13-i^ i+3 ^
■ '7-8 i '.ii 15 - 16  ,2

9-10 j+1 : ! . 17-18 2+1 : ^

Harrekki.from dragons 
of more than 18 dice 
follow the same pat­
tern. ■

Size; Nose-to-tail length is two inches per hit point,i.Wingspread'is equal to .length, Height at shoulder i s '30^ of length, and width with wings .folded is one-third of length, . , . ..
Damage; Bites depend on the size of the correspuding dragon: , ,. Dragon Dice Damage'̂  ;■ . .

- 3-5 1 - 2 (A-D*+) Claw Damage is one point if both. ^“9, 1-3‘ ('4‘D6) ' claws hit in the same round.■' 10-Iif (1 Di+) . , , •
. _ , 15-22 ; 1-6 (TD6) - ■ . ’ . :
Armor Class is one better than the corresponding dragon (small and hard to hit)
Breath Weapons are the same, but one-tenth the size of- a dragon's5 
non-damaging types are 20^ easier'to save against.
Chances.,of talking-or sleeping are the same as the matching dragon; chance of spell use, is one-fifth of a dragon's, and spell level is 2 levels lower ■ (1 st level minimiam) ‘ r-
Move for all types of harrekki is 3/18.



;■ _ ... PAGE FIVE Harijekki of the, types vrhicĥ ' As full-size dragons, appear in various Poly-Solf type guises, may appear in the guise of small animals.
Harrel^l are in lair; as dragons, treasure type A1 . 1-6 appear.

"  ' ' V ....  ̂ ■ .

HarreBci.have the hoarding instincts ©f dragons, but not the aloof­
ness; Magic-Using ones may be found serving mages, and Fighters or ■ Thieves night have in their party.
Comments? (I know— "not another dragon variant?!?")

IM t lM l  II i n i  I I I I  11I I IMI  IMMI I t lM M M I t M M I  l i l t  II n i l  II i n m  II i n i  n i l  I I IMM MMM I  IM! tl l i l t  n i l  II IMMI n i M M M I  n i l  It n i M i u m i

THE MATHMATICS OF JiAGIC— A word or N on spell point systems. '
Say that you want to limit magic-users, but you think that the 

KcD/S&S system (pick a spell & use it once, and spell prep times) is 
too restrictive. Rather than going to a Modified-Gygax or Klutz fac­
tor convention, you decide to adopt spell points. Now, mages are 
better off than they were before, right? Wrong— for many of the point 
systems in existence. I want to examine two popular systems, and see just how "balanced" they are.) '

A popular system is that Points/Day equals some combination of or 
average of characteristics times level, v/ith spell cost equal to the 
spell level squared. Using the spell ability tables, I computed the 
points each level of magic-user would need to do each of his spells 
onee. Cojqclusion: By 12th level,; ̂ lUs are begging for Gygax’s way. It 
turns out that, while points are increasing linearly with level, the points needed, for mages^of 6th level and above, Increase as the cube of the level. Result.— while low-loyol MUs are having a great time, 
the higher you go, the'fewer spells you can do. For example, if the polnts/level for a typical mag© is IM-;, ,

led to do each spell o,nce ,Mage's Level Points given Points n
2 28 2

' ^ 70 21
8 1 1 2 7510 1̂ +0 1^5' 12 168 256' 16 22k , : 617

20 28o 1138
see what I mean?

Naturally, I have an alterfflatlw. The formui^a Polnts= (I+lVSO)
’for ]I" is the characteristic (or average of characteristics) used? 
provides 99.5^ to 1i1 ^ (depending on level) of the points needed to 
do each of your spells once, With 1=12. If you want spells to be used

decrease the devisor. Now, 1 st,-5th level MU's needs formula. For them, I offer the following formulas the 6+ formula); '■
("I" defined as above)

more often, justdon't fit the 
(in the same proportion

Mage level 
V 1 st, 

2nd ■ , 
3rd ... 

r -4th 
h, 5th

as
Points/Day 

1 /1 2  
1/6 . (7*I)/12 
I
(7^1)/^

as with the 6th & above formula, if you want spells to be thrown more often, just adjust the fudge factor to your liking.
■Ihe second spell system I. examined is Wayne Shaw's. While Wayne has 
the best, easy-to-use spell cost system that I've seen (was it A&E 11 
you published it in, Wayne?), it passes the ''Gygax Limit" even fast- 
GP ‘than 13116 other systen. To paraphrase the systeo (hope you. don^t
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min^'yayne>3 the cost of. a spell is the sum to the, level :(1 st level 
is" 1 , 2nd is 35L3hd̂  is 6 , i+th is 1 0 , etc.) times a factor.-.for spell 
type; Detect spells multiply by 1, Offensive spells multiply by three, 
and other spella multiply by 2. There are some; exceptions ^nd'border­
line cases, but that is essentially it (Maybe Wayne would supply some 
mome-detail if I asked rpretty?) . His points supplied, though,’is IQ- times the level of the.) highest spell a mage/can, cast. I-̂ put together 
some spell mixes which seemed reasonably balanced, and I got this .
result; Level Points Given Points needed to do ,

: (TQ =1^)  y ; ■' e a c h  s p e l l  once  
k ( 8 ’ i f

:: ■ . k2  ’ . ko--' "
7 ' ’56 : --. .- . 9 1

: 12 8k.- 1 ■ ’ r  3 k 6 .  t  ^
: 1 5 9 8 - - ■ - 7 3 8

1 8 : 126 : :: ’ 1 2 0 9  ■

.Sleep is’ taken)

Pretty fast chokeoffisn't it?; An MQ 1.8 cpuldn’t’.even throw Met eon,... 
Swarm (and nothing else) one time in a day without■an IQ of/P?. In a, search for balance, I hit upon this;.. Interpolating between the first 
Xeyel you can do a certain level .spell at and the level(s) till you 
can .do the next level spell, and squaring that, produces a system ,, 
which seems to be equitable. The resulting formula; Points=.(I*FF) , ■ 
where I=IQ. or' some average of charaGteri;stic&, and FP is. the Fudge ' 
Fact or, of '(Interpolated highest spell level) To save you time with 
a7qhlculat8r, I include this table;, ’ • . - , , ■ / ,u

' ' - 1 1  12 13 1^  . 15 ' .
. 32  '3^,  . 3 8  . .^ 9: 5 6 , ' ' '

_(The above is a mesŝ \ 
of mistakes and h- ' 

\[ layers of corflu)

Mage'level; 
F.-Factor:
Mage Level; 
F. Fa'otor;

1 2 3 k 5 :6' 7- ’8 9 10'
1 2 k 6 9 12 16 ' 20 2 5 ■28
16 1 7 18 1 9 20 ' 0 - T•f.T» -•
6k 7 2 81 90 '100..

Spell costs as per VJayne’s original system.
. If this article is well recieved, I'll follow it with one on', the 
problems of 12+ mages with (relatively) low intellegence, a problem 
which can cause complfaations. Next tissue. I'll show how Clerics can be run under these two systems. Comments, please— is it worth it?
THE ,MU1TIVERSE PQST OFFICE;-.A bit o-f; character news-, this— in the 
form of a .letter from Willis, one, of my characters (see GQ33>,-to . ' 
AT frib) a'character .o-f 'Xay’Jones', and .friend* .of?.;Willis ' from old days,

;’Dear Alferic”, -oldifur&feather .said that.-;if I wanted .to write, .that, 
this, wouiid be "posted":.;Where you .would nee .it .V So.,* I take pen in foot 
(do'you realize how hard it is to w;rite while balancing on one foot?) 
to send you this note. Yon might have herad that wO- have abandoned 
our native land, where it appoars' that Ragnarok haS been Gated in, 
Heilborn knew about another world frorn an old follower, and the whole 
party has been relocated just outside a hown called Braniton, popula­
tion 2000, of which a full 10% are adventurers (or jwould-be) ,, due to 
a universal nexus and a local dungeon each being within an hour's 
walk for a man. Our Glorious Leader has poured oUt the gold, and we 
will have a place; to live soon, ,. . r i . - .. * . . ' ’•
■ ' 'Did you-ever meet Sphi , .H&E's adoptiing -Sphinx? Seems'he: got him­
self attracted to a female of the species by the name of Thira, and, 
to make a, long story short, ,they -plan to* become mates,:- '\/'illor, as is 
hi.a: haijit;,,-i.ntê  to d.Q ,up a.■ceremony,-.': which the couple- are willing' 
to .'put Up'.:Vithii:Q keep peace:-dn; the; "family"--̂ .the .Patriarchy's feel-'-, ihgd Would b otherwise..-j ■ /. :/ * .. . ^ . if .? .* i ■:
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. The amount and power of -tMagie and such is much lower here thdn it
'was on Urth (no real s,urprlsG>--The griffins say they feel a hid re­
, diculous loaded up with gadgetry like they were hack there. On the 
other hand,'It does leave a reserve ©f nasty goodies hack in the hope 
chest in cast your equipjaeh^ ® journey. , ;. At the moment., my problem is; that I want to return to a career of 
Magic-Use. T|iisbis going to take three Full Wishes to pull off— and 
my allot me hti is two', from the phscene number we left Urth with. If I 
interpret my-now Surroundings right, Heilhorn is right when he says 
that those are probably the last wishes we'll ever' get--but he's weakining, I can tell. Bredin suggested that just"'one wish wQvfLd be enough to make me human again and solve the problem, but I can't do it5 I can't give up the freedom of this-.body, even for magic. Johann 
understands— too bad there's no such thing as a Were-Phoenix. Skraa! 
Listen to me, whining onto the page. Mdbe neWs later--if you can rep­
ly to me in the same way, I'd like to hear from you. Till then,_ I re­
main- (I hopeO : J - \ Your Friend,■ (V': ■' Willis
INTERIaTORLD'S CORNER: Despite the underwhelming response, the following 
spells are offered for sale; ■ J ; '

C.A.NCEL; Level 6 Magic-User' s spell. This spell acts a would a Rod 
of Cancellation, provided the item fails tOrmake a saving throw (see 
below for ST table). The spell may be attempted only once on a .specif­
ic item unless the mage goes up at least one level before the next 
attempt, and in any case cannot be attiempted more than once a month. 
This spell can be thrown through an ahti-magic shell or field if it is thrown at the item generating the field. If the spell is tuhned (by spell-turning ring or such) one item carried by the caster isr ran­domly selected and must save vs. cancellation. This speLP'muhb be ‘ 
thrown at a specific item. Range; 2l+" Cost; bO,OOOGP (No Resale) . 
SAVING THROWS FOR ITEMS; . . ; -I,; i hi' '

Scrolls; 20-Spell level (protection scrolls count,as L 3 e a c h  spell on a scroll saves separately).Swords (and all other ego items); 20-(Bonus+Intellegence+Ego+# of 
Extraordinary abilities); Minimum of 5*

Armor; 15-Bonus (6 minimum). _.. _ ..-.
Misc.. Weapdnsb 16-Bonus (^minimum). . .''
Wands &. Minor-Mise.- Magic; 1tf 

--— """Rods, Staves, Rings, and Major Misc. Magic; 11
Artifacts; 2 (NOTE; The backlash for successfully Cancelling an 

Artifact leaves the mage unable to do anything else 
magically for 1-6 days).

SELF-BLANK; Level *+ Illusionist's spell. As Mind Blank (MU-8), butcastable only on yourself. Cost; 
Sion). 20,000GP (Resale for 10^ commis-

INTERWORLDyuuuuuuuuuuuuuuui... ^^juuuuuyyuu up uuuLî ..._____■innnrinnni n inni-lrrnnni1rlflnnni-1i innrii
SCRilPS OF PARCHMENT: Various random comments/ideas thrown out to the readers at large.
1) lAHiatever happened to; Scott Rosenberg, Larry Schoer, Fang, G.L. 

Howard, Mark Chilenskas? Have they left for other zines (certainly 
not bigger, surely not better)? Even with all the neat new people, 
I miss some of the contributions that got me into A&E.

2) The recent bits on poison have gotten me thinking, I have been us­ing a system of points damage for poison, with damage curable by
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NeutrAli^e poison.! Now, that’s a bit simplistic a system, but I am 
not really interested in too complicated a system. It has accured to 
me that ‘breaking down poison into five or six "classes" (damaging, 
paraliz'ing,^ sickening, etc.) and working out something; akin to. the Blackmoor diseas’e rules (one of the suppliment * s strongest— ^and most 
often overlooked--strong points), might be a more realistic but more 
playable syst-em. Anyone but there who has a different poison system 
want to contribute to this idea— or have', an alternative? . :n;
3) Regarding METAMORPHISISslLPHA--has; anyone noticed that ,' while no' 

saving throw system exists in the rule's, references to "making a 
saving throw" occur at least twice in the rules? (Perhaps Dragon 

being an Ms A issue, will clarify the situation)
U-); Has anyone been watching "The Fantastic Journey"? Vfnat a

wilderness'— Wayne ought to sue for plagirisim. Speaking of film,
- • ~ Wizards should be out soon; it’s an animated fantasy/SF movi-e,~ 

about the war between the good guys (who use magic) and the bad 
guys (who use technology), I've seen three pre-reviews of it, all 
three favorable— so I plan on giving it a lopk-see.

;5) To those persons near or attending one of the Cal State collegess If you are into computers, try and get an account‘on the inter- .r ; campus time-sharing system (variously known, as CTS,: NOS, or CYBER) , IV I am presently trying to get communication started ‘between D&D 
f^s, already on the system (Mark.Gilmore, are you out there?):.
The good chance of an inter-terminal communication pro.gram being 
put^into operant ion soon would make it possible to have games going 
on with, say, some ot the players in San Diego, and the rest in. Fullerton (a possibility I look forward to with relish).-If you 

, ... a. friend are on the system, drop me a line on the MAIL pro gram-­
' I^m account # Q2h10h1. .  ̂ ..

6) I started this Feb 16. It’s getting itself finished March h. No 
wonder I keep pushing the deadlines! ̂

See all'you crazies next month—
: . . ... : I Good Hunting,

.... !'
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THj5 ..LEATHiiR WINiSSKIN 
re A&E 18

' , itornc:;.
lAl-'-qc; I.c.'foi. '
10 ciSi,;- 'ii

rA|̂ )*(EFTÊ ôld&Go3,d: : Thanks for the-rules, hints and instruc­tions abQut.:.1tjyping/gitencils and related endeavors. Have the;̂  r helped?
 ̂-j- \ .1, ^ ■ .:• . . . -̂1 { j. r :

VR6-Eiersonj Your Zero Hit Point Rule (2 to" 8 melee rounds 
of coma) looks like a good response to the Shapero Objection' 
that monsters,..j,.̂ ie when,,they |>it sero, sp why shouldn’t the good 
guys— if the monsters win,̂  they wbtil4‘ presumably have the same 
grap,?. period for their casualties (who’’s to know?).

j t . ■ ' ■ ....  -■■■ ■ , -•
j^-Bahleri^. analysis of tli'd treasure-deteh-

minatloh probidfli. ' Has anyone given'any-thought to the idea of rolling up the treasure first, then‘Selecting an appropriately powerful guardian? .
NFTU12-Shapero: V/hether or not Vanciah magicians^ have been

kno.wn to use swords, therj .is a firm i;^adition that magic does 
not work well in the presence of̂' CiJl(i-steel„ It would'therefore 
be an unusual magic-user who had'̂  anything to do with Swbriis 
duririgr,'his. fprmhtl^^ years. - . .If so., then how come there are 
ma^C< swprfjŝ^̂^̂ question, with many possible (and''few
satisĵ 'ĉ tcry):' ap,sWefs-rPerhaps^ m swords are the product of 
a diff|p^pia:rsprt .(^ italic' (historically "dvvahvlsh dhaft") 5 or 
perhaps the cold steel effect only co'mes into play 'When combined with the aura of ownership— At any rate, "Enchant Sword" ds not ' a ,̂ 5t..lo,w-level SRpll." ■■ — ■---X. ..J -in,;, . - . ■■

 ̂5-Jones; Allow me to add my voice to the chorus of cheers 
for "Sing Hey , . ." On Kosm, Ja'ala would probably be classified 
as good, chaotic and godless^ (unless she felt like committing her- 
.aelif :̂ tp the gpd .Endisha, who^Jia^'^hs to be aligned about the 
same,: land ’is the patrph of vran(^erer’s')t

BPPi-ipatters'bhf regrets that I 'didriH have a chance 
to look you up (or any other Old V/orld‘characters) while in 
London and Brussels last ̂ mon^th. ..L, did manage a short run through
the Victoria and Albert Ivtu'sedm--th-e floPr plan alone is a terrific 

playing aid. .  ̂further fegr-et niy failure to encounter
Eskimo j-Npll, especially since I was on an expense account,

IV/AEDFMI-McGrew; Your mortality table is a little harsh. 
According to my calculations, half the 35-year-olds will die by age EH— about one out of every 50.OOO 35-year-olds will survive to age 66. .<

., , ne M E  19
.. T-ioldV ' Am looking forwSrd’to Barry"s treasure rlassifi-cation system, if published.

JU,
-.Xl

fa.L. . r
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Pc ( KSTC7-Blacow: I use "Detect Magic" as a directional spell;the MU casts it'ati something’̂ and, if the something is magic ̂or ̂ magical or enchanted, it glows blue— the magicker, the bluer. ’That's it. If the party wants, to find out what it is, what it does, how to use it, they havb to dse some other method of i-nvestigatipn.;**I, Kf fpr onê  would be interested in your House Rules (although.iiil wouLd he'nice to get them "free" \ . in TWH). ■ ‘ -.a.. .
'o.- - r ̂ .

c 01-Self»T,r Make that "M.C.Escher" and "Zookeeper" ...
■ " '10 ■ ■ ;  ̂ ..,.v <. ■ - ■ i ̂ ^ ■ " ̂AP-Giglioi "Ampeprdextefibds;̂ '? I love it. Chaptibs, one ,q would suppose, become amper^inisteripusP . . , If yoii didn' treally mean "ambidextrous,7 Boh, I apblogize-r-In apy case, I — realize that I've just declared open season on myself i . . . r v-'

H AZ-Stehler-How grpss your Critical Hit Chart is depends on how often critical hits'happen,  ̂ I - i ... ; -
TVsfF5P-Bainess You will note in "The Golden Lantern" below def inite traces,̂  of your EP system. Thanks.
cel9-Konkins - Am staying tuned for "Lawful Demons"— Frankly,I hadn't given thougl̂ } to what Would be Gated or Summoned, <:but I cassume I would have come dp wi or numerous ^"undead" types, Thie Rihgwfai^ seem to me to be an appropriate

model.:. . . Y-'iin 1- PP' ' ■ . 'P' ' o.' :c. /
h; :: KSTC8-Blacow( A.11 opiniens are! equal-— it's just that some 
ofpthem work so much- Letter than"othef^^ essay on your c'l: v
Pehf is was very well" done'. .'P - , .
V-̂  Trees are ipiKMAxxk neutral, amoral and godless—i except for the trees that arenlt. Trees in Carica^s Own Orchards - would be good and neutral, .while trees in the Forests of Antoros would be evil and lawful.; ■ I djDn't have any idea what difference it would make, though. . .Y,.: ; , =9 r . ■') ■ • • : ,■ ■ ‘ , ■ , , , • , r: .

. - . THE, YELLOW SCROLL ''in which is, iistjed the pantheon'Of Kosm  ̂P
ricf , ZEDAf is the god of the heavenŝ  extremely good and lawful. His worshippers are dedicaied to'sphehdi gospel, stamping,out evil,: and straightening thih^ oht,. ; -
, ULDAZ is the goddess of knowledge, moderately good and lawful, Temples of Uldaz generally includh-Reading Rooms. -1

CARiCX is the goddess of iihe'W extremely good andneutral. Caricans are protectors of life; many of them eat only nuts, berries, cheese and such.
- r jQGjROCO, ,-the sun god, is moderate good and neutral.He is also the jokester Of the gohs: "A good laugh never hurtanyone. Permanently, that is, . . ." -
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SHENDU god of the sea, extremeialy good and chaotic.

He could sai^. to be a complete mystery,^ but it*s better to make
no absplut'e statemeritb abotit, him. ^ Jitxo';.

'-■f.' f - ' " , ..Ocr S t n i o ' '■ ENE^SHO ĵs .the god of wanderers, moderately good andj.icĥ oti©,,.' 
Temple policy is that any visitor is fed, bathed, and safef:f50m 7̂ ' harm for one night. - J

„ SARANlS, the fire'god, is extremely evil and chaotic. ,It's 
a simple religion of total destructioh« Mortal worshippers’have 
revised the basic rites somewhatV to provide-'for. their own survival.

ARANLA is the goddess of wine, moderately .evil and;-chaotic, 
"moderately'' isn't an appropriate word, Since it^s a religion of excess in all things. : : o - . ; ■

^KHEL^H is the god of war, extremely evil and neutral.
The_ idea.is :the';.glorification of Khelash by the defeat of all opposition.

ELSHAR is the blacksmith of the gods, moderately evil nnd neu-tral. There's not much in the way of formal ritual, just a general philosophy of assisting others— to destroy themselves however they. want. . ■ i : -. jv
TRAN, the god of the underworld, is extremely-evil and lawful. 

With few excepiidnH, the undead are minions of Tran;, ts ,
ANT0R'6’S is the god of the forest, moderately evil and . lawful. Antoros i'S also the god of dominion over-mankind, 

lawnorder , following rules, and most governments .f.on-Kosm.
'  ̂ THE OMEN STAFF ’ - '

, magic armor of Kosm
" -‘Oh 'hosm, magic armor and shields do not reduce the opponent's 

chance fb-hit? instead, they modify the consequences when a hit 
is takfeh.' There are three basic types of;enchantment.

Damage taken is reduced by;::one or--Absolute Reductions
"more points. 0 ; r ;i

--Percentage reductions Damage taken is reduced by, 33^ to 83fo, 
-All-or-nothings Completely* eliminates daraage 17feto; 83̂ )̂,n- of the time.
Some enchantments function against magic and clerical spells; others only against certain alignments^or types of weapons.

Some,; .items return the saved damage against the opponent. Some 
enchantments are permanent j others temporary— some items :vanish 
when the ehchantment wears-off; othiers continue as normal armor 
or shields^ There are, of course, orocks. Bulthere are also 
..^eapon-destroyeis and spell-castersi?^'"A possibility exists for 
swords' extraordinary abilities. Sdmei'enchantMments 'allow ejscape to another plane, another location, or even another timer*.)::?';i-r.;
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THi£ GOLDEÎ ' M nTERW ' "
a

.L ■■■•' i;

, OI'J

,,, '̂-‘ve be^ a revi's'̂ ’'.system for .̂ xpejraIpoints. "'Eacli character has a maxi^\m namh^Points possible per adventure— enough to get him (of, of course, her) up to the next level and m. maybe a litt,le more/ Depending *on ̂ alignment |;.and pfofifî sion, this,'m^imum is'.broken'into £ .many "as seven categories: - - , e, ;ĉ or'i
- : 1 . Using. a new professional ̂ skill ,succe,ssfully ̂(and ,
1 ,. / in a!̂ properly aligiied .manner)',;/.For'instance, . allagic- ' ' .r̂ p̂aer ^t^'points the firstViime he detects evil witbva detect-evil spellc Ke gets no points for using the. spell to find out that there isn't any evil , _ : around;! ; a'detect-evil speil ,is' only /successfui?-<.5 ^‘‘ if it detects evil. And a goo'd/lawfui fighteft'geta:.;>no points for hitting his 'buddy over the head.........with a brand-new mace, , , r. ;

.2.'"opefeating opponents. This is .traditional, r Red'uced r  ̂ .' points are given for outcomes short of total destruC/rfoo tion. Alignment considerations apply.I .3.. .Increasing..fWealth. Of minor importance to most characters- / /. thieves are ,af exception. Thiey'es .have more EP’si.rV;. .available/in category, p. than .category 2-rit.you find ,.. vLv-,0 'a rich adversary, it pays to clean out his cupboards’. ^and leave him in shape to fill them up again for your return visits, ... . :--o; —■ t' k. Gaining knowledge. It can be quite profitable for .lawfuls to gain knowledge I chaotibs aren't interested.
5 . Helping otherŝ ,, . Particularly important for. good lu" neutrals, k'ii-se;:'it in̂ the sense..qf helping others.; .: to achieve the.if purposenot .tô do what you t)ii?k;- , r i .1 they should, which is covered by.....
6 . Converting the Heathen, Generally a clerical endeavor,and much more,,.important ,to lawfuls;.
7 . Survival. A catch-all c'ategory, determined at random,, Chao tics .have better-o-dds.; than lawfuls, due, to higher/'.inscruitability,̂  tp^^^pw for ^anlan: orgies, .c..' Shenduist,.tapditation̂  anb̂  ̂ ptursuits, .’
.^is systam allows me -to, change the level progression to a ilat' 1000 EP's per Level’, v:hich simplifies comparisons .o.f characters for,, combat-,and̂ -other purposes;. It also .'.'makes ■ ''morb .sense".;' to me. -. It;' pt undeniably; more, -complicated;---1' ve got formulas worked out for most categories,, but Gaining Know­ledge and Helping Others are hard to quantify.

-3-ii;
. finoq  ̂ .b e y ond: THE/HLfE,-H0Ri;Z0W:

l.i ;3 V.:.' cIncidentallyi ,̂if ;anyo'ne out there iS;-interested-in running .iio around.fbn (or-beheaih) ̂ Î osm, - let .me .know-/;(213): home or'.,/
( 213](‘-772-,2'50̂ , QffiG.ei' My M^^§l'^’way Letwe the Vincent
ThomSdr%icige ' and ■ tbe" Gopdyeaf Blimp, .,_Smol̂ ers,: .drinkers and • 
dog“ibvef,S ;:are,.welcbme---bther3 ; are S;,equally weipome, but are.warned, 
A^'shiiiiinering/hlack;:^ cube bas^^^lein/discpyeii'ed in the
trackless'wastes of Polafia. . / .



, THE PORTAL TO TEtlPORALANA inj, 1
Wayne Shaw, 2020 >f8 , OxfordsSt. , Fullerton, Cal.

Many things to nut out this month, and only a half hour to type 
in. Oh, well...

SHAW'S REINCARNATION CHARTIt has come to ray attention that many peonle when asked to roll for a reincarnation, are somewhat at a loss as to what to do. With the aid of these poor soulS, here’s how I do it.

LAWFUL REINCARNATION 
Regular '

Human 
Hohhit Elf Dwarf 

Gnome Special

0 1 - 2 5 '  
2 6 - 3 0  
3 1 - 4 o 
41-48 

4 9 - 5 0  
5 1 - 0 0

Dragons
OlC^S
2 7 - 4 8
49"66
67-80
81-90
91-96
9 7 - 9 8
99-00

Zinc Dragon 
Brass Dragon 
Copper Dragon 
Bronze Dragon 
Silver Dragon 
Gold Dragon 
Ilithril Dragon 
Your Choice

NEUTRAL REINCARNATION 
Regular ■
01-2 5 Human' . . ■ 3̂26-32 Elf X . •
33-39 Ore " 1 =
4o -47- Dwarf ' ■ ' .
48-49 Gnome
50-OO Special '

, Lycanthrones '
0 1 - 1 9  
20-38

. 39-57 
 ̂ 58-76 

•' 77-96. 97-00
Dragons
0 1-26  27-48 
49-66 
67-80 
81-90 

. 91-96■ 97-98 •99-00
Giantsr '01-58 :

' 59-66
67-74
.75-82
83-90
■ 91-98
99-00

Herewolf ' 
Werehoar 
Wereeagle 
Weretiger 
lierebear Your Choice

Turqoise Dragon Pehrl Dragon ■ 
Topaz Dragon 
Jade Dragon 
Sapphire Dragon 
,Emerald Dragon 
Ruby Dragon Your Choice

HillrGiant 
Stone Giant 
Frost Giant 
Fire Giant 
Cloud Giant 
Storm Giant 
Your Choice

Special
01-03
0 4 - 0  5

18- 23
2 4 -  3 1
3 2 - 4 3  
4 4 - 4 7
4 8 - 4 9
50-59
6 0 - 7 7
78-85
86-91
92- 9394-95
96-9798

99 , 
00

Special
0 1 - 0 6 ­

0 7 - 12
13-14
1 5 - 1 6
17-18
1 9 -  2 4
2 5 - 3 2

33- 37 
38-39 40-46 
4 7 - 4 8

49
50-5 1

52
,54-56

57-60
6 1- 62 
6 3-7 1

7 2

7 4 - i 4  

90
9 1 - 9 2  .
93- 94

95
96
97

Ent
Unicorn Pqgasus.„„ Hippogriff
Roc
Lycanthrope Centaur Storm Giant 
Lammasu 
Dragon .■
Merman'i 
Sea"Elf 
Blink Dog 
Couatl 
Ki-Rin
Guardian Naga 
Magic Weapon 
Your Choice 
Unreincarnateable

Nixie ’ .
Pixie 
Dryad 
Nymph 
Roc _
Lycanthrope
Ogre
Dragon ' '’
Wyvern '
Centaur 
Hydra
Purple Worm 
Chimerae ,. 
Doppieganger 
Beholder 
Minotaur 
Giant ’Griffen . 3;; ^
Animal •
Umber Hulk ’ '■
Phase SpiderMermanSea ElfxXxYetiShambler ,
Leprecaun'
Water Naga ■,
Slithering Tracker 
Remorhaz 
Djinn



Animals 9S
0 1-0^ Giant Snake 99 ■
05-08 Giant Rat 00
09-12 Giant Toad
13-16 Giant Weasle 61-64
17-20 Giant Lizard 65-6821-24 Gyant Lynx 69-7225-28 Giant Tortise , 73-76
29-32 Giant Otter 77-80
33-36 Giant Beever 81-8437-4o Bear 85-8841-44 Wolverine 89-9245-48 Stag “ .. 93-96
49-52 Boar 97-98
53-56 Mountain Lion 1 ' 99-00
57-60 Lion

.c Weapon 
Your Choice 
Unre incarnat eable
Leopard ‘
Tiger , ,
Dire Wolf '
Saber Tooth TigerEagleVi/olf
Light Horse 
Medium Horse 
Heavy Horse 
Elephant 
Your Choice

It should be noted that anyone who's interested may xighi write 
merfor some EP tables to go with these. I don’t have all of them 
worked out, but the ones for the dragons, giants, and lycanthropes are completed. A lot of these tend to be hellishly expensive. Storm- 
bringCDon Rollin's Storm Giant Paladin), for example, needed 8 K. to get to second level, l6 K. to get to third, and so on.

EXTRATEilPORAL REACTIONS
LEE. I tend to- agree with the magic saving throw being epuivelent to an attempt at a minor counter charm— probably'something like a symbol drav/n in the air, that won't slow down action much.//I'll be interested in seeing the new treasure system when its finished

,, GLENN BLACOWi I argree that the magic rich/magic poor dichotomy 
is a problem, Glenn. However, I have to say that I'll be damned if 
I 11 change the way I run my game because its causing you problems The implication in the whole essay was, "Well, if yoS pimple would only run racional universes, t.h<=*j.o t -be -tKi- v^roUiLm. " ixo fa-cty IX wo to sua.ll; that, the statement can be turnpd
around quite_easily.//Ken, Pick and I decided that the Beholder wa^ 
obviously originally^created as a bodyguard by a wizard with a taste 
for genetic engineering, and got out of hand.7/0n Cold Cone* 
but if you turn the corner inside, and suddenly see a chamer 80' 
with a whole lot of fighter-types, in maximal missle fire groupings with cr ssbows aimed at your belly, Cold Cone is a whole lot o^ hf?^She very fact of its range and the fact the Cold Cone does not 
volumn helps to crock it.//Foot in mouth times I'll will accent mo^t 
;̂ bings you say about^weapons, presuming you know more than I do But 
after reading your statement about staff type weapons-and LpeciaSJ nunchaku sticks, which I have had some training ±n the u<̂  ̂nx ?  ̂
to conclude you know nothing about the subjec?? If any^hLg 
toned t o  the number of attacks and parries you get p L  meUe with 
them-amd yes, damn it, nunchaka sure as hell would raise you? lllL 
class significantly againjt_a man with a battle axe. It migS nlT stop It, Lut It wouldcertain slow it down and/or deflect it might be well to consider in the future the fact that vou'iruo+ • a weapon doesn’t make its characteristics go awav' A Kax? ^  lilting 
is not r,erfey; nunohakas especially are hf?d
require a lot of practice. But once you do learn how to use themif you posess sufficient dexterity, they are extrem^Tv i ,
with. If you don't plan to use tL^m. line I S  i S ^ U m f  I S u ? f ^  
suggest you study them a little closer before you b e S S t I  LkrS^+on, + about what can and cannot be done with them //ThanV fn!, statements
on I «tet"?“ A/nStS w??h the^OB GIGLIOi ihe Expert looks possibly interesting, but I don’t



’mov/ about the thief abilities— they urobably Should be left out. They should also require more EP than a standard fighter.LAPiPY 3TEHLE: Thank you for the Serpent Peonle. Prom Robert E, Howard?
HYSELFs Let it be Imown that by my own standards, the strength 

table I published a counld of issues ago is crocked. It turns out

blades somewhat differently. Now --j _also do more damage and always hit critincal.JOHN SULLIVAN: You should have told them a little about Solomon Kane's exploits so they cou],d see how the class ends up operating' 
in practice, John. Those who had their doubts about the class would 
definitely realize the problems they have when you told them how I 
once was sthck with Solomon alone, in a room with not alone the Demon 
Etrigan, but also Evil Alice, a high level vampire, and a whole bunch of random aids and sycoohants. '^. ̂ TEVE_PERRIN! With the n'ev; EP table I might consider allowing mystics, since .;he characteristics are also fairly stringent .//The noison/cable looks interesting, I'll have to think about it.//Hope you SBjoyed the game in Temporalana. '

 ̂ CHRIS PETTUS/ Gross? Those things gross? If anything, you under­estimated the Phaser's power by about fifty percent, and give me 
a decent mage, _and I'll take on a guy with a'Phaser Rifle and day.//

Esper.//Disaree with the statement about the two-handed swords and I don't think that was the point of view Nicolai had in mina. Traditionally, groups that used two-handed swoJS have 
been extremely nasty to deal with. The flaw with a two-handed swoJd 
IS its weight, t,he fact ohat it precludes a shield, and it does have-'
^^^SAMUF"^KON?TN^ room to swing required to use it.j f̂ ell, its nice to see somebody who was as unimnrpc:sed witn the "Women in D&D" rules as I was. If y ^ ' H  look b a S

a couple issues youMl find my highest level fighter i s Ari p + 4-u

niusiomst, Morguose -ihe Assasin, and so ono The ?ast ma^oH?5
” BIL/pfLll-^T-’T h""' another under those rules.HILL PALEY: Ix I havenix gotten around ’ ‘ ^uxes.

time you^read This, my apologize, and write While not thrilled v.dth historicals, I find random^data on history that a lot of people least obey re coherent and readable. ^And I
eporo.sj a.nd yq\irs are.much better written than t « -----

another disliker(is that a word?)of AÎ IUs Yon Tnio-h+ +Dâ .e Hargrave-s Techno ,.hen / S  get the ohanSe f N / P  Korkatle, and, well, realistic vfrhon! ® more
NICOLAI SHAPERO; I will say one thing about being woke from 

a sound sleep by ‘•'Neutral Mercenary Teams." It's a sensation you 
don't soon forget.//Charlie must haye been sending Invisible Stalkers at a rate of one an hour.//Bunnies and Burrows— ''-'gurgle. •ERIC AND CHRIS HOLMES(OR VISA VERSA): I don't know, guys I haver read the story'because I'm too busy laughing at Chris' drawings

rSfpTTi with_the mage fireballing the mouse.CHAi^IE LUCE: In case you didn't guess from the reincarnate 
chart, I ve begun using your dragons.//Oddly enough, your system 
for sfzing dragons is^quite similar temmine, except that mine is 
6 per hit point (which is v;hy all I have to say is"you see a black' 
dragon, about 2^0 feet long..." and the screams of "Ancalagon the 
Blacx^ and instruccions as to how their characters are turning in­
visible, teleporting, saying Word of Recall, turning etherial, or

"tuemselxes loxholes interrupt me immediately,//ttI , yes I kind

■to calling you by the 
it off to frantic buisness.// 
them more interesting than in this zine spew out. At 

read expedition



of. find the alignment shift bias funny, too. ?_r'2, ppell research, no. Just Item manufacture. trd, yes I do beleive in higher level spells. Khronal, for example, has several. Spells like Power Word- 
Detonate, Banish, Annhilate, Plasma, and so on.CARY ilARTINEs While follov?ing widely differnet .tenets, we came_ 
up' with classes'that I suspect end up being' quite similg.r in execution, nine is nerhaps a little more powerful.—--but then itj.costs more./yl agree^ •■bn the essay bn cheating.. I quite h-aving paranoid fits about the possibi- ”lity of such a long time ago. I eliminate what I can control of it, 
and the heck with the rest, Such types are generally in a hell of 
a mess the first time they get in a smtu^ition where a straightforeward 
2blow-it-away" solution won't work.
'V DUMD1IA.G0N

This Dundracon found me with a different crev/ than last one.
John Bradlej^ and I in one car, Bill Goodrich, Jim Bolton, and another 
gentleman whose name escapes me at the moment, in the other. 'Je were linked with the All-American communication method, CB. I originally^ threatened to call this report "D&D and C3" since there was a.running discussion most of the way up on varibus subjects pretaining to the game. I don't even want to imagine v/hat some random person would 
have thought if he'd picked up the transmission of "Starlighter"(yours 
truly) telling "Candyman" and "Crystal Gazer" (Jim and Bill, respectively) 
ho.w much damage a Lav/ful would take in my place from picking up a Chaotically aligned Dragon-.Slaying Sword, with occasional side comments by "Fire Lizard" (John). Tov/ard the end of the trip Bill began getting a' little strange, but we began to hold radio silence and hb quit after 
a while.
- I won't try to say too much about the rather bizarre serious 
of events that took place in three games during the 0on, involving 
temporal portols^ Khronal, another demigod, Altani and couple of other random ETs, and a vatch or uwo, Nicolai said he's going to try to exnlain it, and I'll happily leave it to him.

the actual organization of the con(?. it was much better than 
last year. There was no v/here near as much dithering around as last 
tiemb’’' Though I only attended one panel (the one with Jerry Jacks on 
Alignment),.,,! got the impression that most of them came off reasonably 
well. And,' wonder of wonders, the rooms this time set up for D&D 
play, you could actially. stay in for a decent amount of time(Mot that 
it made a whole lot of difference to jne; the game in Stormgate was 
ift Nicolai's room, the game in Robber's Roost, and the one Nicolai 
■and Company ran in Temporalana were in mine, and the one I ran for 
Steve Perring Steve Henderson, and Jeff Pimper was in theirs). The 
minor nitpick I still have, is that if it hadn't been the fact that 
the games I ran were mostly with people I could get a hold of relitively 
easily, I would have had a hellish time getting a game together easily.
The Expeditions Lmtd, group found out that a chalkboard really does 
help organize things. It really does.

Oh, and here’s a plug! If any of you find it possible to get 
a hold of a cOpy of Dave Hargrave's Arduin Grimpire do so. It is 
well worth the ?.50. The character classes need a little modification, 
since Dave uses different EP tables in his world, allowing people 
to get UP to extremely high levels, but as a source of ideas and useful 
material it is well worth-while.

Another random plug; for'those of you who haven't seen Wizards 
yet, do so. ' '

.Well, that's it for this month, folks. Apologies if there's 
some ./typographical and topological weirdness, but the Smith-Corona's 
acting up. - Next monxh, if all works as it should, the tale of the 
expedition that removed DaricseidSs Outpost from Apokolips from my world.



Chronicles of Diniwelt
by. Steve Brown 113 State St. Lexington, KY 4^503 •

The Quest-in the Ruins
■ Anrion 'and Antar: adjusted their sword, belta--^^ eyeing the 
surrounding-’bushlands suspiciously^ Kurin hummed distractedly, while 
the others stretched in the saddle or cart.::

"No sign of ores," said Aerion. Antar and Randrall grunted in 
agreement. , ... , : : ■ _ •
rii’ "Or much of anything else," remarked Hinn, reaching .for his vial of 
Holy Water nevertheless. The morning sun beat hotly upon them, but to the 
North lay a low line 'of grey.'. Also to the North lay a barely discemable 
pile of-rubble, known only >to the^group as the Bush Huins, ,

"Let's move in now,", said Djar, the Baron of Boldhomme's son. Hia 
companions in the cart-looked up and nodded approvingly. Ljar, on his "first 
adventure, stood up excitedly and, drew his sword. "Let's move in now and 
catch them by surprise!" He looked for support from those near him, but 
especially from Aerion.'■ . v: . z •
; "There'll be .time enough for that in time, forsooth," he replied in 
hi'a crude accent while pointing to Bjar's sword. In spite of his common 
origin Aerion's massive build and mysterious knowledge of scorcery forced 
him into a position of leadership aijong the members of the band. He 
surveyed them/closely; Antar, his ri^t-hand man. Nearly as strong as 
Aerion'himself ^id/experienoed in weapons. Hinn, their cleric. Always with 
hard luck, but'dependable and necessary for group discipline. Pandrall, a 
better-tbanraverage fighter who joined the band recently. Djar, the Baron's 
son, always rash and too eager for;battle for-Aerion's liking. Nevertheless, 
the Scroll ho had obtained in payment for taking Djar on this expedition had 
been worth the risk. Then there was Kurm, Djar's simpering Singer, whom 
.Aerion disliked ever since he had spotted him on the temple steps. Kurm had 
already proved his worth onesj when he had saved the group from capture by 
wererats-. And lastly,, Belain, a being of the short race, but so large for 
his race that he appeared nearly human. Belain pushed the leather sling- 
strap off his round stomach and looked up sleepily,from his position at the 
back of the /cart-. ,- , . . , . ,

"We'll go to the horse-hiding place first, then we'll see who's sur­
prised," said Aerion sternly.’Djar.scowled, but sat down, ^

. Soon they had left the horses and cart deep in the grassland among the 
tallest of grasses. Covering up their trail as best they could, they pro­
ceeded to the nearest ore-trail in order to advance upon the Ruins. In a 
short time they ;lay, prone, spying the walls of the ruin for activity. Since 
the sun was near; its zenith, probably all ores were underground.', That had 
its good effects now., ;vbut later. . . .  At least everything was going accord­
ing to plan-so.far, thought .Aerion.

"Quiet now. We' 11,move up towards t̂he entrance. Keep low,. Antar, help 
me pace off the steps," said Aerion. Antar nodd,ed and they all crouched up.

After the sand was swept away, the stone-covered entrance was revealed. 
Removing this, a; great , blapk; hole gaped,-before them. .

"Have a look," said Asrion to Belain, who, shielding his eyes from the 
sun, peered into the sable darkness, sling in hand.
. "Aye,. Looks clear to ,me>Y., he said, i . .

"Unravel thy,Dwarven cord, Antar, and toss!t into, the Pit. I'll anchor 
this end 'ere ye descend," said Ae^rion, while the others readied lanterns' 
and other equipment. Sponjall stood at the bottom o f . the pit, quietly 
listening to the stacatto dripping of water while the sun blazed through
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the aperture above. Moving towards the only door in the small room, Aerion 
motioned Antar and Belain to listen, while he pulled out parchment and 
stylus in order to once.agAin:familiarize himselp with the myriad rooms and 
contorted paths necessary to travel in hopes of reaching the chapel that 
lay in^the ruins, only a few hundred feet away, could one but walk,across 
moats and through stone wall. .

"Nothing^'' indicated Belain and Aritar agreed. Aerion put away his map­
ping equijmeht and grabbed the great iron ring on the charred, heavy wooden 
door. Aerion gtimly recalled the events that led to that charring only a 
week or so agoi Then they had barely escaped.

"Now!" whispered Antar* and they both pulled at the door, which creaked
noisily open. Beyond lay yet another room, still empty as the light from the
high-held lanterns showed. Not bothering to spike the door with his recently 
aquired pitons, Aerion moved into the room, followed by the rest of the 
groupV Soon Belain and Antar were listening at a door. Through the door 
sifted the stench of rotting flesh. Hinn and Fandrall glanced at each 
other knowingly, as Antar explained to Belain* "Goblins. We killed several 
the last time in. Suprising that they have not been cleaned out by. now." . 
After opening the door, the group hurried across the room and’by the pro­
truding bones of the goblins. The grillwork on.the north sidecof the room 
had been ripped away. Since this grillwork had been responsible for trapping
them once before, Aerion was glad to see it gone. However, onljr the troll-
lord of the underground could have done the deed, and that boded ill for 
any travellers'in the dungeon. Nevertheless, they proceeded through the 
portal into the last room before the Great Passageway. Aerion let a thin 
smile.fbrm as*he thought about the lack of disturbance so far. Ihat fit 
in well With^his plans.. Secretly in and secretly out! Belain and Antar 
worked on the Eastern;door and soon the band stood in the Great Passageway.

"We go south to the Room of Many Exits,",said Aerion, and the group - 
plodded slowly in that direction, only a slight clink from their IWarven 
chain mail echoing down the hallway. ...

"Goblins!" cried Djar suddenly from his back-row lookout post. He 
pulled loose an arrow and let fly. Prom down the hall northwards came 
many cries and high-pitched squeals, as the goblins mustered for an attack.

"This yay, quick!" yelled Aerion, and he fled south down the passageway. 
Antar and Hinn followed, but the others lingered back, ready to fight.

"Too many!" cried Belain at'the last moment and they, also turned and
ran.

But by the time they had gotten to the Room of Many Exits, where Aerion 
stood in the Eastern Stairs ready to lead the band away from danger, Fandrall 
and Djar had decided to make a stand after all. Several goblins dropped 
ftbm arrows, but their throng pressed on. Dozens of them!. Fandrall drew 
sword as the first rank charged in, and Djar prepared himself. '
■ "Iamn!"‘yelled Aerion. "Come on! There’s too many of them and too much 
ahead of'us!" y
• ■' But Fandrall and Djar had already dropped a few goblins. Fandrall had 
not yet been nicked, as he weaved and dodged weak blows from the greenish 
goblin daggers, but Djar had already suffered a bleeding wound on his leg. 
Nonetheless, Djar showed his mettle, and screaming his war-cry at his loudest, 
the goblibs fell back to regroup. Fandrall seized the chance, grabbed Djar 
and ran up the stairs into the hallway v^ere Hinn and his'lantern stood - 
ready to. , guide them down towards the door atk.the far end .of the hallway.  ̂ '
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There Aeripn and Antar tugged furiously at the great, iron, ring, which refused 
to yield. , . ,, , ’ , . ..... ’
' ; "Harderl By Harrick, harder!” yelled Aerion._ ̂ tar gave another t u g . 

and ̂ he; dobr reluct^^^ gave way and opened. i Ohere was nau^t but inky ) o 
darkhess on the’far'side, but Aerion plunged in, spear in hand while Antar ' 
held the door for the .others. ■ . ,

"Make haste!" urged Hinn, but Belain needed pone, and had in fact almost 
reached the door where Antar,stood with spear. :

"Ekiter, small one who is not small," .said Antar. Belain hurried past.
Soon Hinn, Pandrall, and Bjar c^e-throu^, led byiKxirm, who matched the 
Cloud Gi^ts!,- Castles for the whiteness .in his face. Antar backed, thru and 
pulled bfe-.e door to, just as the front row of goblins approached. Antar 
heard a sickening crucli as the front row of goblins smashed against the door,' 
forced into it ,by the rear ranks. _ . : >■.:

"Antar, hold the door while I spike it!" yelled Aerion. The din of gobe­
lin cries grew ipudeb and louder on the .far side of the door, as Aerion deftly 
spiked it shut. He turned arid faced his group, which looked at him expectants
ly. . .. r' , . ■ ■ ■; ...-:.

"Let’s go!" he said, and they went out the north passageway, past the 
curious chain, and winch system that led to the grillwork up the hall. Just 
then it struck Aerion!, . '^e last time in they had forced the grillwork down!? 
They were trapped! ' ,, '

"Quick, turn about! We are .trapped by the grill!" he exblaiined. Pandrall, 
Antar and Bjar acted instinctively, and headed back; for the room, with Aerion 
close behind. In only, a moment they had returned, The three filters fanned 
out fpr battle, while Aerion fumbled to loose the spike which held the chain 
around the winch in place. The door which they had spiked creaked ominously 
as Aerion slowly cranked up the grill, which could be heard scraping- up its 
guides at the end of the passageway. , : ,

With a loud cry, the door gave'way! Dozens. of goblins swarmed, in!
"It's open! In the name of the Storm-Watchers, fall back!" yelled Aerion. 

But it was too late. The goblins had closed and the battle had begun, Pandrall 
dodged a well-aimed blow, and brought his sword back down on his opponent, 
splittii^ its skull. Antar,held off several, while Djar exchanged blows with 
pother.^̂  ihitar noticed that Djar had taken another wound and was bleeding 
‘heavily, " ,

‘ "Back! Back^ you Baron’s spawn! Do you not wish to see the walls of your 
city again!" But the words, if heard above the screams of the goblins, were 
wasted. Just as Pandrall gave up the flank, Djar charged into the midst of 
the goblins. Antar had started to fall back, hesitated, then saw Djar go 
down before a series of blows. He turned and ran. Behind him the goblins 
beat their daggers on their shields and screamed their victory cry, *'Dumu2, 
Dumuz, Bumuz!!!’" .

Antar soon joined the rest of the band at the grill work.. Most of them 
already stood in the adjacent room, near the crude hole which led down into 

-Aerion observed the absence of Djar, but made no comment, only 
urg'ed Antar on. Aerion stood rear guard as the rest of the band descended, 
andusoon he was down himself. ,
_ Not pausing to reflect on the loss of Djar, and ignoring the protesta­

tions Of Kuitn, who tearily begged Aerion to return, they pressed on. Rounding 
a corner, they passed the remains of two ogres, killed at great expense on - 
the previous trip. They peered cautiously into the next room and observed 
that the silver they had left in the corner was still, there. ^

"Thank the Moon for at least .one favor!!!., said Belain, but Hiim shot him
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an icy stare.
"We will 1-oad up the remaining silver now, if you please Master Hinn^" 

said Aerion. Hinn had been designated guardian and distributor of trea^rre, 
Belain stared to complain, but thought better of it. "Bjar is gone. None 
of you could have saved hiifl̂  '> T^ burden falls on myself only, for I could 
have enscorcied thê  goblins, but then what would we have relied on. As theo 
saying goes, ’A spent scorcerer should seek his resting place,'"continued " 
Aerioh, -and none' blamed himv ; " .

Suddenly the quiet was disturbed with the low growlings and bass tones 
of an h ^ e ! ‘j.Yes, from/^the north passage! . .

"Archers-to: the front!" commanded Aerion, and he, Antar, and Belain 
pulled out citheir weapons and let fire. Aerion and Antar both hit with their 
arrows, but the ogre seemed unaffected. Belainfe stone, however, found its 
mark, and the ogre howled with rage. As it charged they all let loose with 
another volley, Pandrall joining them. Arrows missed, but again the stone 
hit, and the ogre headed for the slinger. Now Antar dropped bow and set 
Spear against the onrush of the beast, as Aerion, Hinn, ib,ndrall, and even 
'Kuimi fanned out to flank attack. The ogre furiously rushed in just as 
Belain let loose with his mightiest throw. Ihe ogre caught the stone 
below the navely sucked in air, and stopped in his tracks, clutching at 
the wound. Antar thrustj and Aerion brought a mighty blow down on the 
ogre's head with-his sword. The ogre fell in a heap, dead.

Panting, Aerion cAlled for a rest. Rations and wineskins were 
brou^t out for the tired w;arriors, and Hinn dedicated the ogre to Harrick 
and asked for his blessing. )S .

"We have come to the end of the passageway as I know it; We must move 
out the north" passageway from whence came yonder ogre in order to reach the 
chapel: and the-scroll'T seek. What say ye now?" asked Aerion. The group -- 
grimted its consent; '

Moving cautiously down the passageway, pausing now and then to map .
the hallway, they moved forward. Before long, they reached a moderate- 
sirfed rocrn, in the centre of which was a large hole.
j'p rin.-i'lt loo^ if something plmged from here into the center of the : j-
earthi!'-:^claimed Belain. ■ - : '
lI:! tv'!Aye,: and whatever it be, we-wouldn't be wanting it to return," said i - 
Aerion; i'Master Belain, take my piton and hammer and cross over to yonder side. 
We will make you fast with the rope."+ In short time a rope span was created, 
over which the group passed. Following the passageway north, they came to a ‘ 
door;— Hearing nothing, they entered. The room was. empty. ’ - '

'IRecall 1±ie warning of my god!" exclaimed Hinn. "In my dream, shadows 
chased and flickered about us. What this imports is not yet clear to.;me, 
but surely we must avoid these shadow-beings." Belain and Kurm looked about 
but, nothing stirred. Antar and Fandrall guarded the north exit, while Hinn 
looked south. Aerion mapped and Kurm and Belain searched about the room^ - 
:re.;:''Something's coming!" yelled Pandrall, Just then three bat-shaped 

creatures with long snouts flew in. ' One flew into Pandrall and he moaned ih 
pain^— Another was knocked away by Antar, but the other flew on past- towards 
the. hobbit Belain. Soon battle was joined as the deadly stirges- flew in even 
more. Each member yelled at the other, Pandrall pulled the first stirge 
off--only tor be hit by another and another. Antar fou^t furiously, Belain 
.do'dged jthe.istirgeir'only to have it hit-Kurm in the chest. He sighed deeply 
and collapsedi ' . . .  -

'"Get them off Pandrall!" yelled Belain, Aerion moved up, pausing to 
smite one down with sword. No chance to cast a spell now..

" ".Cursed harpy-spawn. Bde! Back to yoiur pits in Hell!" cried Antar,
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' '‘Pull’%hem-.out of your flesh!" yelled Aerion, But at that instanceV

F^dr'all -'^oppad to the floor. . Belain knifed one stirge in Kurm''3 . lifeless 
body, Aerion moved to help Antar. Althou^ over nine .stirgsi 'ii^i entered 
the fSbin,; tbê  fou^t on,, realizing their desparate',situation.'Hfw ,
strug^ed'^towards Fandrall to help him, but he had already‘tallen before.., 
Hinn cBdld'^reabfr'him. Antar'killed' several more, and Belain and Aerion 
eacli""iciiled anotiier.' Just as suddenly as it had begun, it was over. 1;'
Kurm and Pandrall lay dead, Belain and. Antar had suffered wounds. Only..'
Aerion and'Hinn'had escaped unhdnmedl , . ' ,

'*fiie harsh dictates of ouii’mission require us’to carry but one body-.,, 
backj" said Hinh, The clerical mandate was accepted stoically. Antar . .
unceremoniously picked up Fandrall and I'aid him over his. back, spear iii 
right hand.

’ "In spite of‘ our-losses, sore’’thou^ they be, I say we press on yet 
a ’little further,'-' for by my reckoning, -we should be under.; the castle 
wall e'en now," said Ae;cion. Hinn laid Kurm in a corner, said a fev/ words 
over him, and prayed 'fpl forgiveness. For had not the prophet said we 
were each our brother's keeper? And yet," as Harrick held life mox'e precious , 
than death, was he.not bound to accompany as many live souls out’of these 
tunnels as dead ‘ones? ' , ' , , '

 ̂ The' room's only unexplored exit lay in.the direction from which had , 
issued! the stirges,' a'miiddy, up-sloping passageway. Aerion and Antar led 
the way. In only 40 .feet the tunnel suddenly opened into a bone-scattered 
room with no apparent'‘exitl ■. .. , .

"Here we must search,''' Antar, stand guard;" said Aerion... Belain and 
Hinri'went towa:dd!sithe ’'Weet s M  Aerion took the'east. Aerion '
'■boon fpund' a parO-hmerit' I ' n d o f f l p l ‘'bf'̂ the room. Fully aware of the dangers 
involved he toofc 'ilae" s‘croll‘'hve5?‘-ip the lantern and unrolled..it,. A map, 
not of a labyrinth, but of the odt.ioob'si.;!̂  ̂ the center ..of the map, in the 
midst of what’appeare'd to be'mai'Shea he^'hoted a large, black'X, More than 
this he could not discern. '' ’ ‘ ’

"Look! There is a latch!" s^id Belain. Hinn pe.ered more closely, and 
Aerion turned'frofe;the scroll' as he tucked pit' in his backpack to see what 
Belain had'found. P " . . ' . .. .

'"Wait.' i f  .‘1 can just. . .. . " grihited Belain as he loosed’the heavy 
stbiie' from its'iohg-tiine restih^'place. ' A:shallow' depression was, revealed.
In it lay oriy d'sirfdll̂  ciylindripar case, with the'runes WFR engi-aved thereon, 

"Af̂r-i-nb'. '"-'-l ’’Belain's‘ ’Voice'trailed'',off as .Aerion moved up apd!took'Aerion. 
the scroll

"It'is’hbt th’e'bhe^for we searchV friends. But I-deem that, it
will prove- ubeful ■'ep'enpbo,'"■'■’eaid Aerlbh. 'fWow, since the room leads no.,g.-, ,- 
fUrther, it'"sb'e.ms !we'ĥ -ve’’liô .'bhoice. but to leave this place." .pPi,-.!. ..

"Aye.'--''-ind"‘’welf-hi^^ time,'too, for 1 . . . hut wait! Listen!", exclaimed 
Antar , Sure enM^j sounds could be heard'coming from the south, .,the only, way
OUtj--'̂'' ' '!  , .. ...■ P.,., V

'"’-"We must make haste!" said'Hinn.
"Belain, take Fandrall. and move as best , you can. Antar and 1. will need 

both hands free if we are to'’deal with this menace,said Aerion, They rooyed 
quickly out -Of the room and dbiijn .-the slippery passageway, back - into. ,th’e...ropm 
where lay nine dead stirge.s'-and'fejtB®.. Beyohd/the door .oouid.!.pe heard, ’the'', ;, 
unmistakable sound of goblins. An'tSp 'adjiiste'd:'his/shiell.'and prepare to throw 
■his spear;''-Aerion drew-’his sword with'left, hand,'‘and!! held! his spear aloft 
for a casting. " ’ ' .. ." ■

The* door burst and in ̂ tumbled fhe gpblihs, much 'surprised to see two 
warriors with weapons ready before ’̂them'. Spears flew, goblins'died. Aerion
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switched sword hands and Antar drew his sword as they both plowed into the 
goblin mass. Uncertain, shrieking madly, the goblins fell back before,, the,
two warriors.  ̂ . a..  ’*Keep them routed!’’commanded Aerion, but Antar needed no directions,
he air.Sady cut a path throu^ those who stood before him. But just,, as ,,, , 
quickly as they had run, the goblins turned and began to return blows. ,,
Aerion floored two more, but Antar suffered a wound from one of tl̂ a imyrind
goblin, daggers. : . >

' "Hinttf Take my place!" shouted Aerion. Hinn hesitated. Should not -
Antar be relieved? ’’Now, if you wish to live!" insisted Aerion. Hinn 
waited no longer, but drew out mace and advanced to take the place o,f the,
retreating Aerion before any goblins could move up. .

Aerion dropped back a few steps, sheathed his sword and concentrated.,
"By Morpheus, neklo a carilis il torke!" he commanded, while executing an 
odd flick of his wrist. Instantly, nine of the goblins fell to the floor, ̂  
their weapons clanking in response. And yet, noted Aerion, Antar top ,fell.,
The goblins in the rear, surprised to see so many of their comrades fall so 
quiclcly,, fell back in hasty retreat, leaving the members of, the ;garty.tp
themselves. ,Hinn looked at Antar. "He is dead! Fallen!" he erfed. ,Aerion said nothing, but looked back to see if Belain stood rea4y 
move, saw that he did, and so picked up Antar himself, and motioned for
the, others to follow. . , - u;

The goblins had routed completely before them. They passed throu^ ,y, 
the .room with the Pit, availing themselves of the rope bridge which the 
goblins had built, and moved’on towards the room where the ogre lay dead,, ̂. 
Leaving there, and entering the cave passage, they soon arrived at tlie ladder 
which led up to the next higher.level. After some manuvering, they found.,-, 
themselves at the top of the ladder, in the large room. In the distance, 
rising rapidly, were the. goblin cries of ,.'!̂ Bumuz, dumuz, dumuz!

Hinh and Belain, althou^ both exhausted, prepared to move, but Aerion
stopped them. ,, ,  ̂ .’ "I sense that a danger lurks ahead with which we cannot cope, lest J 
prepare now," said Aerion giiietly. He reached in his pack and pulled out,, 
two scrolls. "Hold the li^t closer," he said to Hinn, Aerion began to 
read the first scroll. The Arcane Art and Mpans of Reading Magic.* Belain , 
stood at the ready with’sling. Soon Aerion had finished, and unrolled,the 
‘ sbeond. scroil, with the runes HWR -vJrit upon p .  , ,If "pie Mastery of
the 'Grey h4nd, before which Palls All." Aerion read. ' , ; ■.rr -d '

As he finished the scroll, Hinn noticed upo.n Aerion's couhtenance, a 
look of pain'and concentration. Then Hinn saw the Hand,, if .hand it yet re;-, 
mained, for Aerion's left hand had vanished and in its place w.̂'S n ^ey, wispy 
mockery of a human hand, which smoked evilly. Hinn cro.ssed himseip .

"I ait rbady," said Aerion. "Hinn, take’.totar's body and I shall lead 
alone." From the direction in which,they intended to travel came a rising, 
cry of "Dumuz, dumuz, dumuz!" Even more ominous were the deep bass tones
which could barely be heard. . ' . , ...■
• Aerion and his band moved underneath the ^ill work and .into the hali. 
There, at the limit of the lantern's light down the hallway were dozens and 
‘Wzens of goblins and in thefr midst, lurking up to, the shadows near the ceil­
ing stood the most massive troll Aerion had ever dreamed of. ,,, - .
._ '»Why be ye troublin' my little ones?" he asked; in a deep basso profundo.

’ "Move and let us pass,' troll-spawn, lest ye feel the wrath of the Grey 
Hand!" said Aerion, holding hi^ his left hand, which smoked darkly.

"Know ye, son of womari, that I be favored, of Crag-Spider, who will surely

•,..J .VV
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smote thee if I die. And ho troll of my tribe has died by the hand of a son  ̂
of woman since brag~SPider has granted v.s the power to resist all blows '
delivered by the son of woman." : ' ■

"Ne'ertheless, ye shall be blasted into the deepest and darkest of 
Hells, do ye not let us pass, for before ye stands Aeridn, a son of woman, ' 
with no hand of,man!

The trolligrowled deeply, reached onto,bis stomach, and tore loose a 
chunk of flesh which he formed into a club, Tlie wound quickly covered and 
the club stiffened in the dim light, "Then ye shall be meat on my table, 
son of woman!" cried the troll and he charged towards Aerion, v/llo stood' firm. 
With a great war-cry the troll swung'his clubbed, but Aerion stepped lightly 
to the side and pushed his emoking left hand into the troll's chest.
Instantly the troll and all the goblins vanished, Hinn and Belain both 
gasped and even Aerion stood in wide-eyed: disbelief. He looked at his , ,
hand which still smoked lazily'n^id wondered if he would ever regainedl.his 
hand of flesh, ,

"We must hurry on," he finally ucj.d. H i m  and Belain quietly picked 
up their burdens and headed down the passageway where momenta before had stood 
the goblin throng.

The only encounter they experienced on the long trip to the front rooms 
was that of a little man who ran before them in the Room of Many Exits, 
lauding mysteriously, Hinn and Belain bore their bta'dens well, and with . 
Aerion leading the way, sword in one hand, smoke from the other, and kicking 
down doors before him, they were soon near the exit,

"One more door and we'll be ready to greet the sun once more," said 
Aerion as he kicked open the last dungeon door. But to his surprise, no 
light greeted them, only a huge hulk of a troll, who spoke not a word, but 
smiled hideously and smote Aerion with both claws. Aerion was knocked back, 
both arms wounded, but stood his ground as the troll lunged once more. •
Twisting every sinew, Aerion dodged the blow and sent his left hand flying 
towards the troll's stomach. As the hand hit flesh, a horrible searing 
took place, and the troll fell be.ck, puzzeledly looking at his rapidly dis­
appearing mid-rsection. Then he fell over and crumbled into ashes. Aerion,
Hinn and Belain looked on increduously. Hinn was the first to break the 
silence,  ̂ , '

"Aerion! Your hand!"' Aerion looked at his left hand and saw that his i 
own flesh had returned. .

"So! That ends it!" was all he said.
In a few moments, they rested outsided in the fading sunlight.
"Let's move on to the horses. Our a,dventure is not yet done," said . 

Aerion quietly. .  ̂  ̂ ■■ t ■_  ̂ ^
. The above adventure took place in the -universe , of Morgan V/oodward, or 

"Woody," and is loosely based in the pragon's Pass of -bhe Red Bear, White 
Moon universe. Aerion is a human (Str=17, Int=l6). The others are
self-explanatory. _ . . > ;
; f Pi' A few comments: ’ .

: L. V/olkoff: One of these days I'll gat something in about the religions 
from which spring the relics. I like the idea about the variable armor and 
may try to get it in when and if my group gets any magic items. They haven't 
gotten any in months! /// A dodge is not only a dodge, but a flat out miss,

G. Blacow! I've lots to say to you, but not enough room. Remember, t ■
-thou^, that +2 armor is the same as a man with a 16 dexterity. Since a 16 
dexterity is mdeh more common -that +2 armor, I fail to see why magic armor is 
too“groES. And given the rarity of special armor, I don't find it "incredible.".



SHADOWS OVER DARKHOLD #2.Scribe: John Sullivan/ 600 Langsdorf Dr./ Apt. D 13/ /Pul-1 erton, • ,Ca.
Ag^n greetings and salutations from out here in - the Dark Tower^ 

on the moor*. Much has happened since last we spoke, _'plenty of positive 
feedback, as well as amiable comments on this column.. Thank you all.
A Last Note On Clerics. ;.Vi/hen I was writing up the two types of Clerics, I,was searching 
for a name for the more peaceful type. Being a ChristiQn. myself, I 
inserted that title. I have since been given a betterj fitting n^e, 
in as much in that some campaigns, Christianity may not have come into being yet, or not at all_; so you may now, (with my blessings) rfenamê  the type B Clerics, 'Pacifist Clerics'. , k '  ̂ '

There,.,have also been a few additions concerning the *:'type B, 
Pacifist Cieric'. On determining if they can/turn/or diSper'̂ Û̂  ̂
they continue ^0 use the two six sided dice, but after it: has been determined that they can turn or dispel, the dice rolled to determine 
how many are eight sided dice, rather than six sided. Also this type 
of Cleric has a +2 to their armor class, from Divine Protection,
Spells For Sale. , , . , . .A Wizard friend of mine, Tril'ock by name, has some .spells for sale.

Name: FLAMES OF FALTINE.' Level: 5th.. Rah^e:'Standard Pif'k/ ^
Works in damage respects' as Fireball, but due to the, higher ■ .
extreme of Pyromancy involved, a ten sided dice is rolled for 
damage, rather thah a six sided. ' (Those who use eight sided^ dice 
for damage, for this Spell use a twelve sided dice. ) ;
Cost: ' 3'2'j000 sold* . .. /-. V
Name: ACID BEAM. Level:'Gth,: Range: 12". uj- , ■■ ■ h: :'f
This spell’ cph^urers forth a'beam of highly corrosive^ acid, ■ 
similar-in some respects to heat or cold beams; onij^"it is ah ^
Acid Spray. Like Fireball, Lightening Bolt and Flames of Faltihe, 
making a save takes half damage, except for the^foTIowing: * 'Acid Beam has the same number of FOUR sided-dice' as the caster's 
level, but even if the saveing throw is made or not, those hit 
by Acid Beam, continue to take a Dk of damage fiom the Acid, until 
a Neutralize Poison is thrown, ' .; k '

Miscellaneous Magic Items, .V/hen I first created DARKHOLD, I wanted it to have more than just 
the regular run of the mill magic treasure types, v;ithout; bringing 
fortH''iiWras't or unrestrained in the context of the game 1 My
friend Don Rollins has covered one type Of the more powerful magic, 
that lie 'within the walls of DARKHOLD, and 1 shall explain a weaker type.

Strike Rings. ■ —•These are magic rings, whitesilver in appearance, with no ornamen­
tation oh them 'at all. Like Protection Rings, they come in a range of 
+1 to +3' (I have a'chse of +6 which is much deeper, s i n c e r o l l  ring 
potential’-ah a D6); ' ' , /'■ " ^

'These:'rings can be used ’by any Fighter type, but unusable by 
Magic fsers and Pacifist Clerics, and what they do,, is give additions 
according to their plus on chances to hit and damage. Therefore- a;,+3 
Strike'Ring, gives a +3 in both chance to hit, and a +3 'in' damage, _The twin suns are rising, and I must now go. May Allfather be with you,



THE TUESDAY MORNING REPORT ffQ, an APA.zine for Alarums and Excursions 
(//20, I trust) by Steve Perrin ,'3901 Canon Av e . , Oakland, CA 9U6 0 2. 
Stenciled by.^Lee Gold, thouf^h I may get some stencils yet! On theother hands she’s I ah I am.

a ŝ -1
Morning:f

delvfe

pro-

neater
' j  (u J i ' . ; ‘'x •; t .. •L'T. ■ . , . . . ., You know, I neydr' have t̂ jî ped this thing'up on a Tuesday 

However, the name'is feoPe apfiropriate than most this time 
into the wonders *of a report ; from' the*'committee viewpoint^ on 
DuhD-raGon II . i f ' - s  'V ' e--;!:",. r r - - . . j-,- , . hi-roi-.;/- ' i
, ' . o . : ; : ' "  v . t  j  ■ " ' v i v  -  a -  - V ' i  -

Due to the committee hdYing an unfortunate preponderance of 
crastihatorS'i all of us hi^hllevels , got off to a 'late start , 
several'^ o f ' themi’ It wash^ t’ unt’il’ two 'weeks',^efOre the Con 'tfas due to” -' 
open that we knew f or’f isure ' ■ife had the games”* fdrf'the competitiPhs 
enough figures' for the tabletop game, people.;;to run the semih'ars and 
competitions, and* a hundred other details. As ''you know froim'̂  my last 
contribution, the lineup of seminars charged-within the last two weeks. 
Indeed, Bill Voorhies' seminar on the physiology of D&D was a virtual 
last-minute addit'ibn. He didn't' know he was doing it until Thursday 
before the Con! -Tf . :  ̂ -

Still, when Jeff Pimper and I pulled up at the Hotel on Saturday, 
morning, I thought things couldn’t go *too badly . After a l l , for a' -c., 
wargame con all you reklly need if a bunch of players and sotaei games. 
They’ll take care of everything else. i d j.! iji j

I was' right. > ' ' - , , j-., ■ ■; : ■ - • ^
,b

’ Turnout ’ was
attendees. 
were glad, 
and didn’t 
Jim Bolton 
again, Kay 
the best 
sell it.

considering the pre-publicity, over POOr?
showed up, for- which we

you last year

fantastic,
Lots of familar names from A&E 
Very happy to meet (or re-meet df* I caught 

remember) 'Wayhe Shaw
..and to see Nicolai Shaperd''^afld.)Kay Jones again 
in print this time, I thought your story in A&E

, Cary Martin^ Dan Wagner, Hugh Siggh,
■On 0:6'. 1 

/)̂T8 was
thing*_^to -aver

. ?. - <'T.l ' appear in A&E. Fallow Lee's tadvice ; try tp

The semihars seem to have been a bit.- Most were yfull, vvexcept for 
a couple of the last-minutd ones; Of course, -a lot of Jpeople. didn 
show up for the ones they signed up for, obviously due to being a bit 
longer in a dungeon the night* before-than they’d counted on.

I whi less than satisfied with my seminars. 'They were somewhat 
ente'rtainihg, but, my preparation was lacking. I ’d been uidoing a ,
little late-night, dungeon walking myself.... -  ̂ ,

The-competitions went over s'O-so. Dungeon was very popular and 
tho'playets ' seem to haVe had-a ball. We may expand^'it next year tand 
try to have '̂“a ‘few sets around just for having fun o h . ' 'However, w e ’ill i 
have to chain them to the tables. One of the rules set for CITADEL ' 
turned up missing. - ; ' a i

CITADEL was a lot of fun for t,he people playing it , but only one 
had ever played it before! Next yhar, w e ’ll'get started sooner and 
have pre-registered competitions and players will be required to know 
the rules. Mayibe we shoUld have a side-feature on howftobplay the 
games. ■' ' . n- - . - ■ . n b-- . 1

STELLAR CONQUEST drew some hard-core players and ; with proper , 
pre-publicity, we should get more next year. We;ll give it another t 
try. ■ in 'i,. ■

Nobody wanted to play TRIPLANETARY. Next year maybe w e ’ll try 
ANCIENT CONQUEST.



I .,  

I ■
CAT GOD,TEMPLE

Saturday night, Steve Henderson and I took a low level, (well, 1^; ' 
had a 6th level Witch Finder’(specs some future contribution) but he 
isn't.into much in the way of offensive magic at his level) party 
into Jeff's Catgod Temple.Ot Having twoPaladins in the party, we tried 
not to offend;anyone on?the ground level and went down.

On the secoiî  ;l'ey,el, we ran into Jeff's Paladin Frog (he doesn't 
fight, just of fers :fi .'guide service and a little ballyhoo on the side). He-was acting-aS' faster of Ceremonies in the Arena.

Henderson 's, barbarian, Perry Firehair, strode forth fio do battle 
with a mon^ier 'of his own choosing and was victorious, winning his bet. 
The crowd applauded, but not Very enthusiastically. ; .j

My heron; dwarf i Mec Orcbane , stepped forward and, hefting his +3 
hammer, challenged a Champion Ore. To get an Ore to face him, Jeff 
borrowedwone of Henderson^s champions and gave him a +3nhammer^instead 
of theasword he usually carrie^,. Three rounds later ̂ iMec was dead.

My Paladin, Geoffrey Godsright;, (lay member of the Righteous 
Brothers,, as you might expect) strode forth to avenge his partner's 
defeat trusting in his Sword of Sharpness and Gauntlets of Ogre 
Powerfi He was dead in another three rounds.. The crowd was going wild.nConn the Fierce , Henders.oft ̂s Paladin , couldn't let a fellow Palain 
be killed that way! Ignoring the still small voice which kept saying, 
"stupid!" in the back of his mind, he strode forth on the path of 
glory and died. The rest of the party paid to have the bodies tele­ported up to the Temple and left, fighting some Tekumel undead types 
on the way out. . ^

; The party Geoffrey travels with, led by 9th level. Patriarch Just 
Plaihi Right was waiting outside for thev triumphal eyit of their 
comrades. lihagine the disappointment. . . ..

Just tried to bring back the visiting fireman firs;t, but Connstayed, dead. Geoffrey made it, and used the last Wish bn the.Sword .of“Sharpness (I'd explain why it had Wishes but Glenn'S;howling too  ̂' loud for me, to be heard anyway) to make sure the Ressurrect would work 
for.,Mec. We-play that, once a Resurrect has been tried:, absolutely , 
nothing else:will possibly work, inelhding Wishes. . '

About the time we we 
dinner and we started a g 
Loved every minute of it, 
Hittites had the Mitanni 
effectively removed the H 
game’ though. We cut it o 
brok'e on the rrokk of Fort in two'-turns'. '  ̂ '

About one o'clock we

ANCIENT CONQUESTS _ .re done with that, Jefry Jacks was back from arae of Ancient Conquests. FAntastic Game! .
even- when ! rolled a "both smote" when my', : 

Horse Princes surrounded at 2-1 odds and 
ittites as powers on the board. It's a long 
ff as the Philistines (played by Jerry Jacks) ress Egypt and we‘re in and out of the game j
set it aside and got to bed. ;

FIGHTING DEMONSTRATION
After stumbling through the seminars, weisnatched up lunch and 

got things together for the Fighting Demonstration. Naturally it 
rained.Tor the first time in months, so we had to move it inside:. 
I'll let others describe hoW impressed they were; with it. I'ye seen 
it all before Tbr the last ten years.



One point the demonstrators brought out in conversation later.... 
It got damn hot under that armor in an enclosed space. Something to 
think/about for you ver s imi li tude buffs. /, ^

.1 think, though, we've proven that a longsword can be,used in a , 
tight corridor, even with a teammate by your side. Also, does anyon% 
still harbor delusions that women cannot f ight ?....[ lichen you use a ' 
longsword in a confined cpaoe^ can you still swing it with maximum 
for6^....or do the damage bonuses for two-handed sword no longer apply?, 
--LG] ' , ....

, . RETURN OF ANCIENT CONQUESTS , ,
/We finished off the game while I was shepherding the next rounds 

of the ‘CITADEL competition. Jeff won with.the Assyrians. This seems 
easier to do than it is. With new empires .popping up every few rounds, 
you can't be sure of anything. Great game! Jeff says it's out of , , . 
print but another company may bring it out with some new victory /i criteria and at two bucks cheaper, so save your pennies.

’’ .1!̂ TEMPORALANA /' ,
.The four of us went out to the Hungry Hunter, an excellent local ' 

restaurant, though steeply price, .and returned to the hotel. Jerry _ left to run a crew through his dungeon',' Por.tola, and Jeff, Steve and ‘I tried to get in touch with Wayne Shaw. After some finagling, we 
made contact and settled down for a run into Temporalana. '

The party consisted of my Viking, Thorfinn Ironfoot, who gained 
his name wehn his regular foot got cut off at the shin and a combina­
tion of Animate Objects and a Wish got him an iron foot. It acts 
like a regular one but tends to slow him down after any extensive 
exertion. For Glenn's information, Thorfinn does not have Giant 
Strength, Just a 13. ,,

The other two of my characters were Thorfinn's girlfriend , 
Lucretia,. Sister in. the Order of Magdalene Unrepentant (Cleric) and 
Ari Thonfist, another Viking, witbi mighty threws but deficient cere­bral functions. In a previous game, Ari, whom I'd gotten to FIO, ran 
into a 9 Steps Draining Sword ready to/take T levels. The Ore holding 
it rolled a 20, and Ari was not what he/used to be. Going into this 
adventure, he was still a Swordsman. Thorfinn was a Superhero, and . 
Lucretia a Patriarch 10th Class'.' , . /. .Henderson had Cory the Rock , one of 'the crew which took over ,,my . 
storage-house' durigeon, Snowcone, and two of his mercenaries from the , 
Swordbrothers Guild, Flail and Spell. As Jeff, only had two characters 
with any chance of staying alive with this party, Steve hired out his 
Dwarf Swordbrother, Hammer, to himJ .|

Jeff had Brucie (one of his ie family of gay mages) and Firefly 
Tank, the sole remaining member of the Tank family. Others were Grant, Sherman, Panzer and Cromwell. Firef'y used to be named Matilda,but 
she developed a taste for fire and changed her name. She carries a 
set of 1D6 firebombs which go off in her hand 10^ of the time when 
she arms them. ' ’ . .

The adventure was notable for being the first time any of us had 
run into Ghosts. Sheesh. Lucretia got r’id of the first two by using 
her last^Wish on the ring (it was/'a great convention for usiî S up 
Wishes) t6 send them back where they came from. The floor opened up, 
flames reached up, and down they fell. Very spectacular. Of course 
only Lucretia and Brucie had made their saves vs. the Ghostly fear; 
the rest ran.



i i ::-i b"' ■ ■  ■■■’ ::orT‘i.e ;M'i :  ̂ 'M-'- '■ :Spell and Cory dodged down a corridor and huddled behind a Wall.^ 
of Stone. Thorf inn;,. Haniiner , Firefly and. Ari,,he.aded back thp ; way : we 
ha4 .come and ran into another Ghost. .Oh yes , ; Ffaii had been killed, 
by a Sal.amander aarlier. . .. ; . r : ; j ̂

 ̂,H.amkier savad against the Fear^^frpm the. neŵ  Ghost but not, aga,inst 
tjie Mag.̂ c Jap. . H,e., sauntered up the corridor̂ i to ;where Ari and Firefly 
had tripped over archest the original Ghosts had been guarding. The 
rest of the party joined them.

Ari was taken over by a double-strength (+2,+U,+6) flaming 
Greatsword named Flamarrion. Firefly was jnuch chargrinned, but her 
sword was in control and wouldn't Ipt^er touch it. .(WAYNE: since
the, sword has an IQ’& Ego of 12; but you ha'V'P no purpose listed fop it on the card, I'm assuming its purpose , is To Burn Trolls and Undead and 
will do double damage to same, rather t-han paralyze or such. Okay?) 
[There io a certain ohanoe of 12/12 awoi^da that .aren't dedicated.-^LG]

The Ghost would have gotten away wfth Jarring Hammer except we 
ran into a Mysterious Stranger (didn't get the reference, Wayne) on 
the ■vray out, who made various cryptic comments which led Cory to use 
his ESP medallion on the party and discover t^s^i'tchhiker. ppell 
had picked-up a Mirror of Life Trapping earliep., . Cory managed to ; 
persuade him of the necessity, and they mousetrapped Hammer and 
friend into the Mirror. Now ail ^teve has to do is to figupe out how to get his Dwarf back....Then of course we pan,into the,Time ,gates, of Temporalana. Wayne, 
my great temptation is to go. into Temporalana, turn around, open .the 
door again , and . go exploring • ; For ipstance;, it .might, be fun,, to . take ■
on Doctor Doom... . , , . , . , . , . . .u.,., . ri,. ■ r.

All in all, we enjoyed the .adventure tremendously. Thanks,,: Wayne .
. WRAP UP .... .... . “, , ^ "

ily
»-■ :■

-ng.

Sunday we staggered td?*°dg?| our. sepinars j;. and I;got the last 
round of the CITADEL game ̂ ôing.. While waiting, for the finalists 
finish that off, I ran a crew through the Ophidian Palade. The on' 
one in the . group to have played with.me before was Hilda Hannifen, 
who brought, the only mage,.an Elf who spend most,of his time fight; High point of that run was the battle they had with some,of my new 
monsteps: . Minog,onSo a Gorgon/Minotaur., .cross-breed. Hit . Dice; like 
Minotaurs , Armor . Class and movement of Gprgons, use weapons and a,, 
bite. If,the bite hfts, the saliva can stone an opponent ,„,spsayii 
throws are appli.cable. They do not breaphe stoning gas ,..jush bite j , , for the same Effect. I've created quite a few , statues with them since 
I started using them. , . , , ; ,-r '>

NOTE,: We work on the theory..that "stoning": monsters with the ,
exception: of Medusae , turn things to stone because they mntt eat p
"stoned" protei.n. Don't leaye, ,stoned - friends behind in my dungeon .. ,v-

We found a lot of things wrong with how we'd handled the Con.
By the time you read these words, we will have had our Executive 
Committee meeting and be,starting on work for next yeap. All com­
ments from attendees will be greatly appreciated and theoretical 
essays from non-attendees, will also be considered.. Send them to 
DunDraC.on III,, Committee ,c/o Biggieptone 3^6 Alcatraz, Oakland,; CA

- . 'I'*- : - ■ ■ t'l p 'V! ■ r f 'r V , r:'!.; ■■ ' ■ ■■ ■
n ,e-1 ■



ALL THE W o r l d s ' m o b s t e r s
un-der another, n^^e. (̂How about
Thanks t-p al:l,' of you who nicke•" ■' *c

jAsr long, as I've been cove 
Coffifflents.,. I m aŝ  well do i
* OLEJJIf BLACOW : In reading
I have been impressed with two paranoia. I have hopes you'll tOQ ,many fans who set up their Those Who Have the Wrong Idea 
you're young yet, so I still h

an'^ the new PERR'O r0WE'NTI0iJS--:('probably 
THE WAY, Glenn?));are in progress, 
d up forms at the Con and filled' them in,

—  t • ■ •••' ' i- ■ ’ i" ffirt̂ ly breaking my pledge';about Matling-io t overtly: ■ : ■ q .f! r.̂■ : ■ . - V .... .  ̂ (3
your contributions over the! pash-iyear-j' 
things : your intelligence and your •grow out of the latter, but I've known typewriter and a barricade against All and rotted behind it. Then again, , 

ave hopes. ;
Glenn, no mature player 

dungeon. ;WE've played games that there was no ~enj ̂ yment,I, would never want to take my 
of Edw;̂ r̂  If there are peopl 
picking .and choosing amongst 
enjoy playing with, instead o 
. have ;-to .kill a few off to, ven to A&E. '

is going to want to go after a pushover 
like that here. When it became obyious we got out. Sure, we've escalated, but high-level parties into the top levels 
e like that where you are, then start 
your players and.get some people you can 
f getting so frnstraction with them you 
t your spleen.'. . .or write nasty comments

If, for some ungodly reason, I were to move to Boston (or you 
got a Job out here, say) I would JuSt start over in your Universe.
On the ptber handjrou could take your crews into any of my dungeons 

- now .and they might well survive. Of course, oub 'concentration here i , has always been on combat. Traps just show up often enough for a,'
change of pace . After a'll, the monsters have to get at their. ; stuff too. '

' W^YNE SHAW: The game was f as ci nat ing _but s low, Figuring 'out
>v. what a character needs to hit with every round is somewhat ' inef f 1 cient Try out that group control sheet I gave you at the end of the' game.It should speed things up tremendously.

, ’I like rolling 2D6 and additing it bo the dexterity to ,s,ee who., 
goes first in a melee round of combat. .More realistic than the 
highest dexterity always \being first; It.will probably appear in 

,r® ®®Conventions with proper credit of course.
' ; Weil, got - that out of my system. Next time , who knows . '

From Stewart Levin, ' .

■V .Sometime, somehow, someone will get hold of a Vorpal Blade, so
how do' you  ̂top h i m f rom k I I I i ng e ve ry t h i ng i n sight? .

 ̂ Answer: create monsters with no heads but with a I o‘t of necks
and ha ve ' the 'see i ng, smelling and hearing organs '(and thinking)
I oca ted ' s6mewher6'' i n the. body. For it does say in the. exp I anat i oh 
of Vorpal Blades tha't "on a score of 10^ above th,e score to h i't', the 
nedk i s'seve're^d. Great idea, huh?' ••• , ;



RELICS OF WELTMACHT #1
-by Martin Fleisc^imam*; 13020 Hafwver St* L»s Angelas, GA 90W
""Ifks being w  first ?zine, I wouli like to mentien it’s pur pcs e<i' 

T'o give w  ideas, tell of goings-on in my world, Weltmacbt. Possibly 
some storiea, and maybe, even some new character classes and monsters. 
And of course the inevitable cmments on the last islfe’. First I'll bore 
YOU with the history of Weltmacht. It is a land bounded on three sides 
bV water, the other is imkown. it's ruled by a democracy. An emperor 
is elected eveipy fifteen years with'his son acting if anything should' 
haooen. But the reSt pf the cabinet is selected, with each major city 
(there are three) having an elcted, senate. All other towns and cities 
belong to a major one. Every town or city has a lord-mayor, who keeps 
the home stone, which is not aa on Gor. Although Weltmacht is mainly ■ 
lawful, there is, a neutral community. And there is also an under­
ground chaotic czar, who is said to be the King-Pin of the^assasins 
guild. Once a .prosperous city was captured in a chaotic rebellion * 
organized, bŷ  czar's great grndfathef , a hemophiliac. This city
was the second of the four great cities of Weltmacht.(read on Glenn, 
I’m not contradicting myself) After it was taken it was renamed la a hideous northern dialct. A siege-held out for three weeks, until fin­
ally the chaotics gave up. The city was deserted and soon became an 
area of desolate wasteland,(Sounds like Searchlight, doesn t it) that 
is why there are only three great cities. I'll save some more for.lata 
er. Well, now onto my comments on A&E #19.

' ))coipENTs ;
Lee Gold & Chris' PettuSs I got my'.stencil's at Sentry Stationers,
2 3 1^ Santa Mpnica BX. ..in 'S.M,. Although they cost $5.5® a Gaire and 300 
a piece,they might be worth thaf much ih gas. ■ ' '
Glenn Blacow: You are not alone. Right now as I type I don’t evenKnow if this is making a clean cut. Some times I wonder^f SCM stands 
for super-chaotic monster. 1 suffer,, but we're not here to.^tal^ 
writers,-Shouldn’ t a'spitting cobras have more than one attack per , 
melee round? And what about it darting back after its attack? ̂ The fur­
thest it can spit is six feet.
Jim Thomas! Diplomats sound"a bit boring,unless they have a high^__ 
strength if they want to go on a.dungeon,expedition they'll get killed 
too easily with no defense. What's the Qa]̂ en Staff? -- , ,.
Bob Giglioi Experts sound okay, but the damage chart reminds,me of something I saw in The Dragon. The Fire Chart is something I’ve been needing^but it needs some modifications. Isn.lt no armor 1-12? Gan 
non-experts use it?
Larry Stehle: I'll play. Let's put it this way: your critical hits
are?ugly if not greusome. i ; ; vv < ;
ERic Baines; You rate just about with Earl Baker on your E.P.'s, for 
complicity, i : m ! . ,• d' ; w
Waynei Shaw: I don’t like Oriental-vcharacters very much, except for
monks.: But ninjas sound different. A&sas,ins have driven me half crazy, (will someone be kind enough to tell me how to play them? ) . 
but I’ll playtest a ninja and see if I like it. Why don’t you sell 
Cyborg/Autodcs for six-million G.P.



John Sullivan: Can Demon fighters back but-of melee with-,a. demon, or
do they go mad with, battle-lust, unable to stop? ■ , ,
Steve Perrin; Info on DDC II was interesting, but I can't make it.
Chris Pettus; Phasers....uh, no thanks. (If you were selling them
door to door, I'd slam the door in your face.)
Nicolai Shapero; I was thinking of putting a couple of songs in this 'zine, but decided'they might be a bit too offensive. Maybe w^en I'm
 ̂feeling nasty. . . ......• • •. .Blink Dogs ad player-characters?! My
gahwd, what is this thing coming to? .
Stewart Levin: First dragons, now golems. Cheeeeeeee’'ze don't .jŷ u .
guys ever get tired? e

Lew Wolkoff: Troys are good* I know, I've been in a few.
(1Jim*Eckman; iLike your locks. I'd play cheapbs cost five S.P.

■  ̂ ■, 0 ; - 0 0 O -  '

■ I''planned . to dOaDaleks here but Harley Patterson took care of th^t.a , _• . C • • • ,Notes on golems; Theseoiare totally optional. On a golem's forehead is 
written the Jewish word "emeth", which means "truth'.' Every day the 
golem becomes bigger and heavier. Finally it becomes a nuisance.; So 
the first letter of the word onhis.forehead is rubbed out. The in­
scription now reads "meth" , wViich means "he. is dead." The golem will 
...then ballapse' and turn back into the suibstancd’ it waashDriginally 
created oJ>. This may sound, strange and easy, but to get to its fore­
head jft mrght -take a few turns. Then you have to get out from under 
it, before it crushes you. (Thirty % chance wfth^adjustments to dex­
terity.) One story tells of a clay golem who grew so tall and large that its master couldn't reach its forehead to rub ou-g the magic let­
ter, So the golem was ordered to take off iĵ  ̂shoe.. When it bent 
over to do this, its master quickly erased the first letter. Unfort­
unately the golem turned into a huge lump of clay and fell on top of 
^its master, thereby crushing him ,to death. Comments?
Steve Perrin; (again) I just received the "Perrin Conventions," It 
has a great combat systemv Spell points are good and simple. I play 
wands, staves, rods wor#on will power. V̂ hat would happen if Jou 
were walking along and it suddenly discharged by accident, (Maybe 
having safety switches or button controls only on non-destructive ' ^ ,
wands,staves, rods, I.E. Wand of Metal Detection, would help.) It 
^^S hlL In all a big help and I am looking forward to the updated one.
Special not^. I have declared March 1^-2Q National Be Kind'To Tiirkeys 
Week in Weltmacht. It will be a crime for the DM to sigh, tsk, cough, 
or clear your throat while taking a party of turkeys in. -■

■ ' ■ I , ■ : , .

.Hmmmrnm. . . .'I'm thinking of acfiller that would be more interesting than 
the preceedlng." I guess 1:'11 just leave it for the next f)age. ■



;) j'.

-■f

■



club got back to regular matters.The; tournaments were over and the five winners were, Kring the 
dwarf, two. MUs; Tylenol and Datril, Ching Ho thw monk, and Jonathan.

. a fighter. They set out at daybreak the next day. They traveled , on horseback with the supplies on a wag'̂ n. Eating as they rode, the^ 
went about twenty miles an hour, trying'to conserve the horses.
After, about three hours they met an old man on a steed as red as 
fire. It seemed to_ be standing sideways in the middle of the road. 
Ching Ho, sensing something raised his crossbow. The old man raised,

. , his hands in a sign of peace."What do you want with us?" demanded 
Kring,"State thy name and thy purpose." The manosaid.
"We come in peace, but we will not reveal our names." Kring responded.

, The man then said, "I mean you harm and might be able to help 
you," "

"The most you could do to help us kind sir, would be to step out 
, of our way." Kring said angrily."Alright then, refuse the services of Doorlock the Warlock." the man replied, ' . ^

''Doorlock!" Jonathan E cried out,"my good friend. And where are 
ysur brothers; Padlock and Masterlcck? How nice'it is to see you again 
Lower your weaoons friends, this is Doorlock, my companion on many a j'^urney. But-le^.ius "carry 9n.jpow, the day is short." ,At nightfal they 
set up camp, posting Jonathan'E and Chihg Ho as guards. With.no event 
that night they left early that morning minus Datril who had developed 
a. serious hemorrhoid condition and had to turn^back. The road-was un- 

 ̂. usually empty and whe^hey,hit the. highway without meeting a 90UI,, they
V began to get worried. But soon a slave caravan moving very quickly.
As they neared-us they slowed to a to halt ,,Kring, being, in fpont broke the silence:. . "Why and where do ypu travel with such haste?"  ̂ i \  '

" W e  travel to the f^ir'of, the plentiful harvest in the city of 
Jeiflorv," the driver of the first wagonitold them, ,

,"Ah, SO. that is, whyr/the roads -are empty." Kring deducted. "We are  ̂, also-going that way." J " t  then the slaver 's wagon drew up.,
' "What is the meahing of this? I instructed you.not to slow down for any reason," the slaver screamed. "We must get to Jefflon before 
anyone else to, sell 0̂ ., wares at, the fair." , :. "hut sir, you have been asking for a guard against the bandits

V and nomads.■so I thoughtithis party looked worthy of the job." ,
"It is my job to make desisions arodnd here." the slaver y.elled 

' again. "We can start by paying them four hundred gold pieces a day 
and any girl when we get to Jeffloh."

"Yes sir."the driver said, surprised. ■ _
"Would you agree to these terms?" said the slaver, addressing 

Kring, _ , :"I'll have to discuss it with my friends." said Kring turning towards the group. After a short discussion they decided to go along 
with the caravan. Their horses went into the wagon with the horses 
that would be sold. And the adventurers got onto different carts and 
wagons. For the next three' days they travelled without incident, ar­
riving sooner than they thought. The slavef made them an offer to 
stay on longer, but wanting to get on as soon as possible they refused 

After buying more supplies they set out to cross the short moun­
tain pass and then the desert plains beyond. Once through the pass 
and halfway over the desert, nobody has ever been heard from again. 
They started out a bit apprehensive, but by the time the mountains 
were looming over their heads they were joyfully singing. The pass was 
so thin that they were almost in total darkness. Luckily it only 
lasted a few hours. When they came through the sun was glaring down at



beautiful but even more so for the excited ;:dwarf^Irte^pa^sinS L
defying rLdl®They‘’tSS^™tnJ^toys°o?SsS|^ihrdeserranrthr® roes without meeting anyone. On the oStlkirt^of ? ^ ’̂ L?est thLr^bfa'

■ P«t there orpurpose Thtre^'̂ ater flasks and took- a long drink. They then

- ncor^If I? Sr?Ien\SSxfSl5?l..fS“ fere
„, , "But how?" ;Ching Ho asked. , ^
,spokel S % : f S n " ’"i?e M e n Iporlooij;stood up an̂ ^
' said as df it had been placed "m - '

The group stayed in the room; for three dave and nn +wf%^'Dpqrlock took them outside.' "You wanted to know wKo+ ° fpurth day
know." Doorlook said'and with that he ?hr^ s J L ? «them, one by one to the chambers of atndtr +E and carried
, ?sSe - ? K i r i ^ ^ y “ « S i d " l s ? S r r s s ? i r t r r 5

^aoep potion." And With that,^aftef . ^ t S ' " i o : ^ S

has hSjlnil ^"the"pegj'’; h i " e fknown lands Of Weltmacht. Kobody knows if-it i ?
that actually travel over the desert?know what is true Butnever returned to telli^their tale. : wnat as true.̂  But they have
vr, that's it. i;m sure glaci this wasn't an english paper
f'KInth! ’  ̂ e monster. I hope this lets i H S i r e  t
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T h is  is su e  is  N um ber 21 (o f Volum e II) and 
is  in tended  prim arily  for Alarum s & Excur­
s ions 20  (M arch 9, 1977). Next issu e : F ilks 
an d  com m ents for L A S F A P A  6 and  A P A -v  
24. Next for A&E: Com m ent catch-up. 
DEMONS OF LAW

This paper exists to correct a serious flaw in the rules of 
Dungeons & Dragons, specifically in the Supplement III, 
Eldritch Wizardry, by Gary Gygax and Brian Blume (©  
1976 TSR Games, POB 756, Lake Geneva, WI 53147, 
$5.00). The flaw is basically one of omission, rather than 
commission, and it concerns the section on demons (EW, 
pp. 2, 27, 29-38, and references involved with "Treasure"). 
EW was written with Gary Gygax's revised views on 
alignment (so-called "Four-Way," see pages 3-5, The 
Strategic Review, Vol. II No. 1 Feb., 1976), and so 
Demons were given an alignment/morality designation of 
Chaotic/Evil.

The problem arises, if Chaos/Evil demons deal with 
Chaotic/Evil clerics and magic-users (favorably, that is, 
dealing unfavorably with everyone else), where does that 
leave Lawful/Evil clerics and mages? Lawful Demons are 
required for the present system of D&D to work.

Gygax, in his first presentation of "Four-Way" align­
ment, associates the Chaos/Evil comer with "The Abyss," 
and the Law/Evil comer with Hell. In order to eliminate a 
possible confusion, I will not term the comer "Hell," 
because (at least in Orthogonal Alignment/Morality—see 
Clear Ether! 18, A&E 17) Heaven and Hell, Angels and 
Devils, are far beyond the limits of the D&D universe (out 
of the "square" entirely, along the Neutral/Good and 
Neutral/Evil axes respectively), past where Gygax has 
labelled "Paradise" and "Hades."

Still, the popular concept of Hell's devils are suffi­
ciently weak to use as models, so let's borrow a bit from 
Black Easter (originally Faust Aleph-NuU by James Blish) 
and lodge the Demons of Law in Dis, which was their 
capital city. (For symmetry, you could put the good gods 
of Law in Para-Dis, "para" meaning "across from.")

Demons of Law, unlike those of Chaos, have a need to 
be commanded—or at least to "pass the buck." So while 
Chaotic Demons are mled by the "stronger and smarter," 
and "never willingly serve anyone or anything," Lawful 
Demons will be hierarchical (actually, "Lowerarchical") 
and never want to do anything unless they can point to 
someone above them who ordered them to do it. Demon 
Princes and Princesses of Law will have more discretion­
ary orders from their All-Lowest King. (Note: in my 
system, Archos rules Law/Evil and Dementia mles 
Chaos/Evil, but it is probably unwise to ever have them 
appear on stage. God-types should always work through 
intermediaries to maximize the feeling of potency.)

Other characteristics Lawful demons have in common: 
Ultravision; the ability to teleport accurately; Chill (or 
cold Held) in varying degrees; and Summon or Petition 
other Demons of Law (varying degrees of success 
according to type). Note that I am deliberately paralleling

the wording in Eldritch Wizardry, and italicizing the 
differences.
Ultravision has the same effect as Infravision with one 
important difference: it will not detect heat and does not 
use infrared radiation. Therefore, Chaotic Demons (only) 
may remain cloaked in darkness to Lawful Demons. 
Since Law Demons are not heat radiating (but heat 
absorbing), they are a blotch to Infravision, and when 
they turn on their cold Held, they effectively put up a 
"field of darkness" to Infravision, which is especially 
effective in the dark.

Chill (cold Held) has a very slight violet glow (spillover 
from ultraviolet), and will be felt as a "chilling presence" 
in the first turn it is on. After that, note effects of freezing 
of liquids, metal sticking to flesh, and damage to living 
organisms. Rule of thumb: one point per melee turn 
damage if character is active—such as fighting—and 
dressed warm. Double damage for light dress (armor is 
no help) and double independently for slow movement or 
inactivity. Roll "critical hit" probability (depending on 
your convention) to check for frostbite in extremities. 
Damage is not recovered by warmth; it requires Cure 
Wounds.

Summon and Petition are equivalent to "Gate" with 
summon used for Lower (more powerful) Evil calling 
Higher (weaker) Evil, and peHHon for the reverse. 
Technically, Summon is 100% effective with Law De­
mons, so you are actually rolling for whether the Lower 
Demon is really calling for his flunky.

Chaotic Demons are said to "attack without question 
and fight until 'slain'" if less intelligent. Law Demons 
will do this on the basis of following orders, with more 
intelligent demons being able to interpret their orders 
more "creatively." Law Demons are m asters of deception 
—the artful lie. They prefer temptation and enslavement 
to the Lowerarchy over slaughter, but if the soul is 
already theirs, they will not value life.

In my system, all demons, regardless of type, are 
simply dematerialized rather than slain, and likewise can 
be driven from any given Ethereal or Astral plane (Gygax 
and Blume are ambiguous on these points).

Unlike Chaotic Demons, Law Demons willingly serve— 
for a price and under orders from ultimately a Prince or 
Princess. But they will always try to pervert the intent of 
the orders, unless fulfilling the intent of the orders gains 
more net souls for the Lowerarchy.

All demons can flit to all other planes; astral, ethereal, 
whatever.

One can use the EW rule of a 5% chance of a Law 
Demon, like a Chaos Demon, appearing if a Demon's 
name is spoken. But, consistent with most Sword and 
Sorcery, if the correct pronunciation in the Oldest Tongue 
is used, raise the chance to 95%. All demons can be 
restrained by the proper means—but few people can 
figure those out. While a simple pentagram may hold a 
Type I or Type II, a Prince (Princess) will walk right 
through without a twinge. Powerful Clerical artifacts of 
any alignment but opposite morality (Good) will repel 
demons—but such would not be available to Law/Evil 
and Chaos/Evil summoners and invokers.
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And now, one by one, the Types. I suggest you read it 
through the first time with Eldritch Wizardry open to 
pages 30-37 for comparison, since I will abbreviate 
anything which is the same for both Chaos and Law. 
Differences are italicized again.

Type I (Imp) Description: Small, humanoid, sexless, 
winged, sm all horns, carry tridents, h alf human size. 
Magic resistance 50%. Strength standard. Intelligence 
fair. Normal weapons and missiles work. Chill is 5' 
radius. One at a time, at will, they can detect invisible 
(but not Chaotic Demons), telekinese 2,0(X) gold piece 
weight (henceforth called just "Au"), summon another 
Imp (10% chance).
Type II (Stoker [of Brimstone]) Humanoid, tall, heavy- 
set, thick legs and arms, horns, no wings or tail, usually 
carry shovel or pitchfork. Ugliest o f Law Demons, which 
are usually evilly beautiful, sexless. Magic res. 55%, 
intelligence low-fair. Chill covers 15' radius. Normal 
m issiles & weapons affect. One at a time, at will, they 
cause fear (as a fear wand), levitate (as MU8), detect 
invisible (not Chaotic Demons), telekinese 3,000 Au, 
summon another Type II (20% success).
Type III (Torturer) Humanoid, tall, pincers instead of 
hands, goat-legs, large horns from shaggy heads, sexless. 
Magic res. 60%. Intelligence medial for demons. Normal 
m issiles and weapons affect. Chill 10' radius at will Can 
perform at will, once per turn; fear, levitate (MU 10), cause 
pyrotechnics (more like Aurora Borealis than fireworks), 
polymorph itself, telekinese 4,000 Au, summon Types 
I-III, Petition IV (roll for type) with 30% success. 
Type IV Tormenters Humanoid, goat-legs, hands are 
large and claw-like, stubby wings, stout and piggish, 
sexless. Can only be hit by magic weapons and missiles. 
Magic res. 65%; intelligence high. Chill 10' radius. At 
will, one per turn: illusion, fear, levitate (MU12), detect 
magic, read languages, dispel magic, polymorph self, 
telekinese 5,(X)0 Au, project image, use a symbol of fear or 
obedience (as opposed to Chaotic "discord"), and 
summon types I-IV, petition V-VI (roll), 60% chance.

TORTURER
S.C. McIntosh
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Note: Symbol o f obedience should always be used by 
Lawfuls over symbol of discord, which is Chaotic. They 
will have similar effects in the end, but work differently. 
Obedience leads to following orders in spite of judgment 
and agreeing for the "sake of the group" even when it is 
manifestly wrong. Disaster will arrive just as surely and 
swiftly as with discord.
Incubi Same as Eldritch Wizardry Succubi, but add that 
they can assum e male form as well as female. Also, 
function of Incubi/Succubi is not to drain levels, 
although one can leave in that ability. Succubi seduce 
human males for their semen, then convert to Incubi and 
seduce human females, impregnating them. Child will be 
biased to Evil, though can be "cured" ultimately. My 
suggestion is to move Incubi/Succubi to Neutral/Evil. If 
you can't, use Incubus form as Lawful counterpart, 
substitute Chill for darkness, otherwise exactly the same. 
So, in Incubus form: handsome human male, bat-wings, 
fangs, small horns mostly hidden by hair. 70% Magic 
res., intelligence medial. Chill 5' radius. One at a time: 
ethereal, charm person, ESP, clairaudience, suggestion, 
shape change (humanoid of same height and weight 
only), summon Type IV (70%), Petition Type VI (25%), or 
Prince/Princess (5%), but only 40% chance.

TEMPTER S.C. McIntosh

Type V (Tempter) Two shapes: beautiful female human 
or handsome male human, aristocratic bearing and very 
persuasive; under stress such as combat, hideous hag or 
gruesome lout. No charm spell, but DM should make sure 
Tempter is a perfect salesman when persuading. 80% 
magic res., immune to non-magic weaponry. Chill at will 
5' radius, levitate (M Ull), read languages, detect 
invisible (except Chaos Demons), cause pyrotechnics (as 
Aurora Borealis), polymorph self, project image, and 
Summon Type 1 (30%), Type II (25%), Type III (15%), 
Type IV (15%), petition Type VI (I0%X Prince/Princess 
(5%); 50% success.
Type VI (Guard) Exactly same as balrog, can be male or 
female in appearance, with bat wings, whip, sword, etc. 
12' tall, highly intelligent, chill 10' radius at will. Cannot 
be harmed by normal weaponry and 75% magic resistant. 
Fear, detect magic, read magic, read languages, detect 
invisible objects (but not Chaos Demons as Balrogs 
cannot detect Law Demons), cause pyrotechnics (as 
Aurora Borealis, not fireworks), dispel magic, suggestion, 
telekinese 6,000 Au, use a symbol of fear, obedience, 
sleep or stunning, and 70% chance of summoning Type 
III (80%) or Type IV (20%).

DEMON PRINCES AND PRINCESSES OF LAW
There are several, as with Chaotics, in the Lawful 

Lowerarchy, and here are two (use Beelzebub for Orcus in 
rolls, and Astaroth for Demogorgon).
Beelzebub: "Lord of the flies" and the graves over which 
they hover. Note that Gygax has put most undead in the 
Lawful/Evil quadrant of his four-way, the rest being 
Neutral (ghosts may still be Chaotic but they were not 
mentioned in connection with Orcus)! This leaves poor 
Orcus with no undead to rule. Suggestion: roll alignment 
of undead, should it be necessary or if anyone has set up 
a conflict between Beelzebub and Orcus (now that would 
be a high-level campaign!).

Beelzebub is handsome, but evil, looking like the Prime 
Minister of Dis (goatee, perhaps) under Archos, which he 
is. Intelligence is highest you allow, 85% resistant to 
magic, can only be harmed by -1-3 weapons or greater. 
Cast continual chill (rather than Orcus' darkness), charm 
person, create illusion, fear, detect and read magic, read 
languages, detect invisible objects (including Chaotics 
lower than him, i.e., non-Princes); ESP, cause pyro­
technics (as Aurora Borealis, not fireworks), dispel 
magic, clairvoy, clairaud, cast a 12-Die Magnetic Field 
(narrow lines) which implodes and fuses the target (as 
opposed to lightning bolt, which is Chaotic), suggest, 
polymorph self, create a wall of dry ice (or frozen crystals 
of any substance handy) instead of fire (which is 
Chaotic), telekinese 12,000 Au, animate dead (as 19th 
level MU), feeblemind once per day, project image, use 
any one of the symbols once per day (substitute 
obedience for discord), shape change, time stop once per 
day, 80% chance of summoning Type I-FV and 50% 
chance of Type V or VI. Too jealous to petition an equal; 
recognizes no other as equal. Speaks with dead as 20th 
level cleric.

Summon undead exactly as Orcus.
Substitute Sceptre of Dis for Orcus' wand, appearing as 

a sapphire wand with a jade head of a fly on the top. (One 
can put it in Artifacts section.)
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Astaroth (Also, Astarte) It is contended by some that this 
Demon is the consort of Archos, as Demogorgon is to 
Dementia, but regardless of what she does with her spare 
time, she is truly awesome. 18(100) Charisma worth of 
beauty and command, and dressed as sharp as a 
geometric diagram—but utterly Evil and thoroughly 
dominating. Her touch is paralytic (at her will) and her 
gaze hypnotic (10-100 of 1-3 hit dice, 5-40 of 4-6 h.d., 3-24 
of 7-9 h.d., 2-12 of 10-12 h.d., 1-4 of 13+ h.d., over 15 
h.d. save vs. magic). Lasts one time, 1-6 turns of residue. 
Also, Astaroth can gaze as a rod of beguiling, but instead 
of demented insanity (like Demogorgon), she causes Cold 
Logic, wherein the victim uses impeccable logic, but his 
premises are gone ("Why should I exist? kind of thing). 
Victim will always "reason" herself into inaction.

Touch of Astaroth will not rot as with Demogorgon, but 
the paralysis will leave equivalent effect of severe 
frostbite, and require a Cure Disease within 6 melee 
rounds or the part of the body is lost permanently.

Astaroth is susceptible only to +2 magic weapons or 
greater, and is 95% magic resistant. Powers, one at a 
time: continual chill, charm person, create illusion, fear.

levitate (MU 16), detect magic, read magic, read lan­
guages, detect invisible objects (including Chaos De­
mons Type I-VI), ESP, dispel magic, clairvoy, clairaud, 
suggest, water breathe, polymorph self, wall of ice (note: 
Demogorgon, being Chaotic, should not be allowed ice, 
substitute fire), charm monster, telekinese 14,000 Au, 
feeblemind once per day, polymorph any object, shape 
change, time stop once per day, turn sticks to snakes, and 
Summon a s  Beelzebub and Orcus, with 85% chance.
jjeiQons' Logos Unlike Chaotics, Law Demons have their 
souls already consigned to the Lowerarchy. But they are 
controlled by small tablets with their names embossed in 
the Oldest Tongue. Treat as Demons’ Amulets for Chaos 
Demons, but remember; Law Demons will fulfil their 
tasks scrupulously, but always attempt to pervert the 
intent.

Monster Type Number
Appearing

Armor
Class

Move in 
Inches

Hit
Dice

%in
Lair

Type or Amount 
of Treasure

Type I (In lair, 1-6 of 0 12/18 8 5% B
Type II (sam e type roll -2 6 9 10% C
Type III (under 76%, from - 4 6 10 15% D
Type IV (1-6 mixed o n . . . 4 9/12 7(D10) 20% E
Incubus 1 9 ' 12/18 6 2% I(x2)
Type V (76%-100%, D6 7 2 7 10% G
Type VI (Type 1-3 ifnotlair 2 6/15 8(D10) 25% F
Beelzebub 1 -6 9/18 10(D20) 75% E,F,G
Astaroth 1 -8 15 10(D20) 75% B,H,I(x3)

non TO T IM  KASK:
Rumor has it that you are going to ask why I don't submit 
to The Dragon somewhere else in this disty. If so, you are 
free to reprint this contribution, and even use the type 
and illustrations, on the following, very reasonable.

conditions: pay standard rates to me and Sandy McIntosh 
for my words and her art, and credit A&E with first 
printing (and, I assume, get Lee Gold's approval). Same 
deal for my Orthogonal Alignment/Morality section in 
Clear Ether! 18. —SEK3
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k bit of ego-boo by:
Ken Pick

175 N, Poinsettia Ave* 
fenrovia, CA 9IOI6

IZ
■ i .  n . i .

As the: ni;unber of this *zine irtcJicates, I have appeared in these ;̂ ages for an  ̂
entire.year*f .[,iTwas in March of ,*76 that I fiî st saw myself in print at DunDraCbn I»'J 
At the time, I was running eight" characters of lst-throiigh-4th-level and had no- intent•>* 
ion of becoming a DM. How things have changed. . . . Okay, that?s the out-and-out 
ego-boo| now for the '̂zine itself. , i , _ , ,

MORE NKilB PROM T-TOWN AND THE CLOISTERV-- -W-' Mir
The seige,of_Olympus Castle has been broken almost before it started,- The 

demigods used a device called a "bo6m tube" to bring their aniy (of permanantly^ - - 
hasted^5th-levels) oyer in a simueltaneous surprise attack from all sides. The 
Chaotic ari^y-was deflated'wi,th heavy casualties on both sides;, . The Chaotic commander 
(identified as Gothmog, Second of the Nine) escaped, as did m o ^  of his high-ranking 
subortdinates, Some Melnibonean archers surrendered, but the rest of GOtbmog's arngr 
was wiped out, though the 300 Uruk-hai and the Special Attack Squads of Olog-hai and 
Gliths ;put up a good resistance. Olympus Castle itself received only minor-damage.

'  ■ ' ■ ■■ - O . i  c ' . ' .  7 : ;

Qid.zzic*s intrigue against The Institute has nai into a problem, ’The new Lord- ®  
of the Shey Clan there, the one liiom Quizzic is attempting to overthrow, has been j-'-'j
found via Co;mnuning to be, a doppleganging Lesser Demon, The real Shey-lord is being 
held atr-an:..unknp-̂  location in the Desert of Kronal, ^ ' '‘Z

The old Apokolips stronghold is being rebuilt by a group called ihe Dark Brother­
hood, No^fw details, can be confirmed, ,

.Fqr the second,time in Mstory, Temporalana's defenses have activated spontaneously.

At the Cloister, little has been happening, Caselle is pregnant'■again, her'Iron;’ 
Golem has been delivered, and she is currently engaged in researdh. The Fireball­
proofing is rcpmpleted and comer tower sites are being surveyed. A sanitation system 
and basement Fireball shelters have also been installed. ' '

other than that, nothing much has happened. No one has gone Dungeoning for 
several game months. (This is because of my school-vjork swamping me; 1*11 remedy that 
over Quarter Break— KP) ,,The. only aqtion has been from the local wandering mon­
sters (or will be^ as soon as I can get Wayne & I in "the same place long enough~Iff),
-JHaBi-K- COHiiEI'irS &-

AND MIT-IS RUN BY HiACOW, ETC.: I know dragon subdual isn*t that easy~normally,
Wayne in particular is- famous for running the most lethal, auld wrms l*ve ever ccniienib 
across. That incident was one of the easiest subduals, / Your monster, ecological ■■‘" "-C- 
niches are a good point, but we figure such types as Magic Atfsorbers and Beholders to 
be special creations— either divine^jokes of the magical equivalent of synthetic life. 
For instance, I can see a Beholder as sort of a- magic^ly created living weapon, /
Re: Viizard vs. Armored division scenario. First, a low-level Fireball by ny tables ' 

.'iiS equal to a 6Ctam mortar shell, Becond, the original scenario called for the tanks 
to roll onto the vjizard* s land. In this case, I'vrould assume the triizard woi^d know 
his home turf well enough to lessen the chance of blovdng a Teleporf, As for-D-door,
I am assuming a hit-and-run attack with an offensive spell such as Fireball (24"



range), fireball range plus D-do6r range is 60« (60G yds.)y at which distance smjll 
L m i  are not too accutate against a. single man-sized target. The mage x^^d be at,

- 24" range only long enough to fire his spell and t)-door again--not along t m e  unde 
any system. Pllis, he would probably ..try to camouflage himself beforehand with an 
Elven Cloak, Robe of Blending, of a Polymorph Self. '.OrJhe could choose a strategy of 
passive harassment— set magical minefields in the erien^tg path, send Invisible 
Stalkers in from well away, etc. I"lmoxv- youire going immediately find counter­
arguments for all these, so I guess I*ve wasted Half a stencil. It seems the 
way to prove either of our points to the other is to actually fight a Sturmgeschutz 
and Sorcery scenario using" mutually acceptabl e rules, anl HcSn't wee any opporti^ y 
for that the fbfoseeablb'future. -^Sigh.V-Your commenf an an unnamed poss o M b a l  

"*'ieapon I assume to;'be on the ribnbhakd. ̂ Wayne Shaw was my source .-on nunchakusj if you 
mii'st ~bitch about th^, bitch to • him*.  ̂ ”

MARGARET GEMIGIANI; Your comments to me read like gibberish. The only one I 
could partly understand was abdut Aarons I & II. That one, I'll answer as I see it. 
The Aarons will work with magic-users. However, they (l) will do so only  ̂"
luteiy necessary^: (2) m i  do so 6nly unMllihgly, and̂ ^̂  will ROT. trust the. mage 
ONE BIT. They have little bigotry A^ainst^magic items usable by Glermcs, >

; lew WOLKDFf: While I have nothing against a Carolingian Monk, the BLACEHOOR
rules do sound more Shaolin than-European.'.Open H a n d  Combat,.yoga-style Simula e '
death, aikido-like dodging abilitieS'^ahd-mor Glass--all ̂ e s e s ^ ^  
fhan occidental.- Opinion around all the groups Bve played in is that,Gygax leased 
them on Kwai Chang Caine more than on Friar Tuck. Under our rules, your Moi^  ̂.
staff is slightly more effective than a Bo Stick. Come to think of it, an Occidenta 1 
BiStCMOOR monk would be common, giveh the magical atmosphere and cultural diffusion
of most. M B  yorlds. .’ ■' ' ' - 1, '* . ' ' ■

ON TANKS: The situation of* PalA^n with +5 aimor‘ and Vorpa} Blade ys. Tiger
Tank is meaningless, I consider tanks as self-propelled fortresses, with Structural 

“ -Nit Points, hffdcted only by those"things that can blow away A-castle w ^ I  or tower.
ON MAGIC INFLATION: If gross magic is a problem to your monsters, don't make

• them' able to bb hit drily by grosser' magic. I'̂ kc. them invulnerable to magic a la
Death Demons. Bring back the old cold steeli Surprise the "I've got magic everythingcrowd! Actually, natural' selection in a magic-rich environmOnt/would seem to . develop
just sudh-̂ a survival charaeteristiciA ‘ ' c ' —' ' .

Robot, Rat, and Copt, that was a long batch of comments. Excuse tha'typos—  . 
as you can see, I'm back on my old Underwood manual and suffering from Electric 
Typevn-iteri Withdrawal. Bad grammar -and awkward phrasing is due, to .composing on th 

' stencil itself, -
.Worse news to come. ' ̂  you Samurai fans out there

another month. Due to several reasons, I wasn't able to start on this until just
before deadline. For instance, it is now March 6th, and ny f
that (a) today, the Rammas was breached and the Pelennor overrun, (b) there is a one 
week 'kscremricy between it. and the trilogy calendar,days So, I'll'just do Samurai next month. M y  soturcebooks .should be back, in tb
Siry^br then, and Glennivili have'another month to prepare bis counfeer-argumer̂  

f ofuigrossity''. -Saydriara,- y f . '’f ■
'-P'S TO GREGG HWARDi' I haven't heard a word from you for over a mqnth. What s 

happening in Phoeriix? i^m beginning to wonder if something, happened to you.

' PikiTIlG'SHOT : ''lust read-some of-ny comments abayp. 
' Until next, month-- ■ ' ■ '  '■ '

GffkT do 'I~ sound like' an iSOB.
' V :



,mE again! '! Tne Foible/ Don Rollins 
phone (714)870-7097

600 Langsdorf Dr, #c-22 - Fullerton Ga, 92631
. , •' '• •• —is;*'-,- . \r-̂[ ."Well asmany alvjays saem to'-sgr first things ifirst and th,̂  f 

and the £itat thing to do 'is ttg apologise for tlae first tvjo 
lines as the t;̂ erwritter has seem to haye goner<irazy • The second is t6 do something I didn̂ t finish •rlast--tî e. So be­
fore you can all yell at me; . ;

o.r: THE ElffATH :d I-I
Last issue I gave a very skety outline of a charicter class 

this issue 1 intend to clairify it,1) forevery 2 hits an empath heals it takes 1 meaning when a 
empath cures 8 .pips,'-and can only ,take 4 ,sXhe) >jill be uncon 
sious for 2d6 turns and have a 2Cf% chance to die, ‘
2) An empaths prime rec is constitution,it needs a 15 or better
3) Qapaths will only lift wepons against Demonds and Undead,
4) Bapaths care moiie for other people tĥ n themselves so theywould not thinlv twice about risking there life for a frieiid45) Sentient beings will,not willfullyv,harm an Qnppth rather 
they v70uld try to cart off v?ith her/hiu ,
~6)Sapaths"don*t, like killing,:but vjill; look tbe.other way 
durring a battle, they will |iot however stand for killing 
helpless-eniiay, and v7ill go as far as to heal a wounded enimy7)If an empath dies reviving someone there is no rhsî ection ^8)Eteapath*s experience is'gainegionly by curring at lod Cp perpip
9) Lastly because ofwallthis an empaths ch^isma is efectivly 
double ( rule no 8 is quite optional ût. if used only applies 
durring duengeon or wilderness expeditions)

THERE GAK ALL FIOTGIIED ..
,-v '

Novrican go on, if any of youlteve problems swallov7ing this c 
charicter fine, but if you play one you V7ill find it may have 
a very short game life due to one reason or another. The limtus 
listed'above are suggestion rulles true not all'people with 
empathic ability v;ill act this v?ay but as a cliarxcter class 
they do, I will have you all know now that I enjoy constuctive 
criticism though 1 cjay. argue ;with you (nothing serious of c 

"course) and ,I AHJCRE DESTllCEiy§ ̂ ITICISII, If you^an*t say 
something-nicer be prepared to,.face a v7hole slew iif Invisible 
stalkers, undead-', demons, and anything elce I can thinlc of 
including ignoring anything you have',to say*
There nc«7 tltat thats-taken'care of time, fot comments,. ’ ‘ f ■
JimTThomas - The only problems vrith your exiyer̂ , as I see it 
is 1 if he stayed with a werpon say sx-Tord he' would get terribly visous fast v;ithout costing anymore than a 'fighter, you need a tanstaffel effect,'Also why the theif‘ability? Otherwise it 
seems fine and saves me the,trouble,  ̂ ^Larry Stehle- Have you seen the new Cal Tech critcal hit table
it*s actually very good.
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\7ayne Shaw*»Definatly apprcsve of your ninja. ^
John Sullivan- Clerics you shouldHSffEa third t3»pe cleric
lets call it the o r i g o n a l d & d  cleric, Deraondfightres I 
thiid: maybe should be a bit more escpensive when you get to 
high level. But 1 definatly ^approve and will have to get on6. 
Steve Perrin- With thenew'ep I raayr'actually accept the class, 
meaning not bad,
Chris Pettus- Kice monsters 1 %  going to have to start expandmng 
my lists. If ypur going to'have gross magic don»t underestamate 
a Phaser it̂  seems to. me you vjattered it dwrti,

THA'TS' ALL FCR mi FOlKJ. ;■ ; ■

•rf'.i:

for yet another, new „charicier ̂Class,
, . ' The Spyttacker
Spytracker.is actually a misnomer he is actuallj' a Assasin
Hunter/ Spytracker/ Theif Ihinter, in that order. The spytracker
comes in two varities, laful and heutral, the latter being 
reffered to as Bountyhunter, he'-will usually not go out after 
anyone unless there is a reward out on them, ^Jhereas the 
lauful haif just likes catching them in the actCprei-eribly 
before the assasination)though just because he knows your 
an assasin dce^ not mean he v;ill haul you in, he has to catch 
you using poison or some other illegal act, J.£ . . .

Spytrackers stairt with a certian ammoubt of abilities
which increase and get mire numerous.

At 1st level's ^
: 2.0%Detect Assasin(-2% pre level assasin)' , 20% Tracking, abilit/ (check _dail3’̂‘outdoors, hourly

,  ̂ indoors) '
■ . ” 20% Avoiding the assasin kill chart

. . 20’% chance of detecting poisom or if someone has been
poisoned _

- A t  1st level spytr ackers may brê r a Idie per level 
poison antidote C non cumilative i,e, you can't drink more 
thsn one potion to revive hits lost by, say, poison gas)
■ At each-level the above %ages go up 5%,  ̂ ^

2ond level, spytrackersrecieve a +1+1 ys, assasins
3rd, +1 save poison ;
4th, 20% detect traps spys _
5th, +1+1 vs» 'asisasins&feh4©v» (addition to previous)

;v 6th, +1 save poison
. 7th, +20% detect traps •
-• 8th, +1+1 vs, assasins spys tUeivs ■' ' r

.• 9th, 2-12 followers k-
Bountyhunters do not recieve followers .

Sp^diracker^ get 2x ep for assasins & spys, ;
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Level cost. name
1 . 0 Pledge
2': 2,500 .13ebphyte
5 5,000 ketive
4 10,000 Hero • ’
5 2O,O0d ' Scout
6 4o ,oo6 Hunter''
7 80,000 Tracker

' r;

8 160^000 
9 300,000

Eagle Scout' 
Pledge Master

10+140,0.00. per level

S pytr acker s ■ or ig inat ed in 
a not so A-rell known monk con­
vent, which V̂as taken over by 
a group of' speOilizedi-fighter s 
totaly opposed to assa^insri 
^here they trined many fit and-- 
good looking young men for the 
sole purpose of'tracicing dovm 
ashasins and rendering them 
inoperative. Soon there trade 
spread and assasing began to 
look twice before assasinatins 

Though there are never as many spytrackers as assasins due 
to the strict picking of those eligable, you must haVe at 
least the following reqisites; St/13 Iq/lO Wi/10 Cteh/15 Dex/l3 
and charisma lO.Spj'trackers take an 8 sided die for the first 
9 levels then ads S' pips per level thereafter. They also' ad­
vance Tike fighters, When spytrackers get into hand to hand 
combat(no we^bns) with humanod types no less than'T/2 the 
spytrackres height and no greater than 2x his height he can 
render his opponent harmles (stunned) dh the ground for a 06 
—2 melee turns ( asT pi aye that s 0-40 seconds ), the height 
4** restictidn is removed ater 4th level. This is due to the 
small ammount of marshell .arts training spytrackers have it 
is also an optional advantage ( incidently you do have to hit 
the person to do shch ) , Spytrackers vjould rather avoid kill­
ing assasins if the;̂  could as that would put them on the same 
.level as the assasin, bouht^ himters'could care less'as they 
' are spytrackers fallen to neutf-ality, Bount3' hunter's'do not > 
follow tht lavjful almost'pal ad inic actions of a spytr acker 
( hence no f ollm-7ers ), Any piedgemaster may* teach his:' 
‘followers the arts of a 1st level spytr acker thc^lgb/they \
may not advance as siich unless they'are 1st Tevel, unless 
they have the prerequis'ibeso' Whdh a spytrackCr (lawful) 
reaches pledge master', ”9th, they gain 2—12 followers as below

Ql-20% magic User 
21-357o fighter 
36-50% cieric t
5l~60% paladin 
61-70% demon ftr, 
S(l-75% f anger '■
76-80% spytracker ' 
81-857o Monk/ samuri 86-90% bard . _
9l«00%'.6ther la^ul 

’ hutaan' '

» '“Level of followers-
01-40%
41-70%
71-85%'
86-95%

— 96-00%

—^̂ 9 2ond 
3rd 

-3nd 4th 
A&h 5th

6th

Followers once killed canot 
be replaced.
Each follower.has a’ 10% chance 
per level of having hisAter 
own magic itep, rolled; randodily

-'■j :

The Foible Has Struck AgainJ
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. -Monsters; ■ ' ' ^
Demon of the Night, W,A, 1 Alin, N ait Dice, 10 Ac, 0 

need magic (or blessed blade ) to hit.
Touch Save vs, Parilization "
Gaze save vs. Death ,

... Damage ,2-d8 + vjepon . '
. In addition he has .the ability to teleport i' create wall 

. ^of fire, create 10’ Demon darkness, and the ability to gate 
in 1-8 demonsof the dark-per turn(50% ch,),Tliis demon fights 
like a lOth level ftr, in all respects. He usually %vioIds a.̂ 
Cliaotic sviord that -will flame in his hands only,He will usually 
be with 2-16 demons of the dark(boHyguards), '

This fearsome demon is clad in a large flooring red robe 
(bright red), his face is not dissernab1.e (it looks as if a 
continual darlmess liase been thrwjn on it),If run in to he 
V7ill demand tribute,if not given he vjill have his minions kill 
you. If by some chance lie is killed he will simply vanish aioigg 
V7ith anj' minions that might- be left.. He is very inteligent and 

. dpes not relish the Ide,a of being killed, . ' .

Demons .pf the night K*A, -2-i6.1,lit die 4 Ac, 4 Ali, G 
Ability to breath 2d6 f ire or - aci-d, 2 claw 1—4 1 bite 1—3

These demons look much like gholls except there skin , 
is a jet black, making them very,.hard to see in dark rooms 

they are not- very inteligent and will do V7hatever there master 
tells them (the demon of the niglit), note they can be found 
without there master, r ■

r. ' Spells-for sale by ganda-lf ̂ the Uiite, ' ,

Hulti-fir.e-_;dart, 4th level; Socuevjhat like a fireball that 
can be split, into as-many *magic--i^ssles^ as the M,D, has levels 
These can be divided into as-iaany|.’groups as the M,U, wanfs; 
i,e, a 7th level has 7dice-of fire darts he can. l),,tlirow
7 1 die darts, 1 7die fire dart, or any combnation thereof (suclD 
as 2©5die an,d. l@ldie etc,.),-The need not tin*ow.them, at one
time either he may-.,throw a 3dice one,-on the first melee turn 
and a 4dice one the ne::t. Though-the. M.U,, may not throw magic 
inbet ween the two (or more) fcwr-ne Darts,' There is an archery 
reqireraent to hit, treat as ac, 9 with to hit bouneses for. 
de:rteritj'c This" spell is being soldfor 3,200gold and is no^, 
resaleable. Fire.dart does, get a magic save, though if roadie,, 
still takes half daiaage, „ . __ ,

Multi Ltg.Bolt, Same as--4?ie above only use Itg, Incid.ently 
these \-7epons may be fired at more than one person (target) per 
turn. This'spell, also goes for 3,200 J-r-, . - ...

0 Magic trap, 4th level; This spell i|..like a magic mouth 
thatXreleases a spell rather than a massage (he,^le), this spell 
also goes for. 3,200,

Delayed magic trap, sama as magic trap except'it can be 
delayed for N ammount of turns,this spep.gpes for 12,800 and is
7th level,  ̂ ^

None of the above spells are resaleable sighned Gandalf,
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Magic:
The magic swords ©T Darkholdo These swords are very powerfull ’ 

and should be ranked up there x̂7ith vorpal blades and holy sv7ords, 
(i.e, not given out every day) there are eight swords in all 
two ruby, two saphire,two emerald, a daiomond S. a black onyx, 
Allthe swords are +5, the ruby, saphirej and the emerald are 

alignment less, the diamond lav7full, and the onyx caotic.
The ruby swords repel all raagic(like a holy sword) up to 

5th level,higher than that they have no effect„
The saphire swords repel allclerical spells up to 5th level. 
The emerald swords raise your armour class by 5, and does 

5DB when it hits.
The diamond & onyx blades have the properties of all three 
No lavjful can handle the black blade, and no caotic the white. 
If the diamond or onyjc blade 5.s broken then the people who 

posess a collered blade v;ill imeadiatly change allignment to 
that of the surviving blade, no save.

Any of these blades are easily distinguish­
able, by the fact that they are simply onB large jewel that 
vjeighs no more than a regular sv7ord<,

Armour types & costs
Type armour raise in ac co-stgp

Leather shirt 1 ie 7 This is pretty clear
Ring shirt V 2 10 cut, fer numbers before
Mail shirt 2 15 the slash it*s against
Scale shirt 2/1 10 archery, after against.
Brest plate 1 n4 This is my way of
L, Brest plate n 10 running armour mainly
Leather 2 ' 15 it’s for people vjho fe el
Ring 25/f5 30 confined by the basic
Mail S 30 armour o
Scale 5/3 30 H,Plate is verjf hard
Plate 7 50 to get around in and is
11, Plate 8 60 not normally used on
arm helm 12 5 dungeon ejqjeditions.
helm 0 3
Shield 1 10
L, Sheild •‘-2 13

Well that seems to be all from my collum so If '
Lee wants any room she can have ito So until next issue,

TOUOIEE FROM THE FOIBLEe
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