





A FEW WORDS FROM THE EDITOR

This fanzine 1is set up to serve as a monthly discussion zine for SF
fans and others Interested 1iIn D&D. It should give all of us a
chance to discuss rules and share our own special monsters and treas-
ures with others, also to write up expeditions we"ve been on.

ALARUMS AND EXCURSIONS is edited by Lee Gold. It is set up as a cross
between a standard fanzine and an apa (amateur press association),

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

a. Type it on a NiNE-hole stencil and mail it to Lee Gold,
2471 Oak St., Santa Monica, CA 90405. Include 50d/stencil.
Or, 1if you must, use a FOUR-hole stencil and include 70C/
pitencil. Type 7" horizontally, Ulines 5-54 vertically.

b. Print it yourself. Copy count is 350. Send it to Lee Gold.
If you mimeoed 1it, send the stencils too; 50<?/stencil credit.

c. Send a letter to Lee Gold and she will type It and mimeo It
Include $I1/page (or fraction thereof) for typing, stenciling,
and printing. Typing automatically 1includes improving spell-
ing and grammar (and may include a few new typos). It may
also Include editorial comments set In italics and signed LG.
Those who want their deathless prose left intact should type
11 themselves.

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

The +fanzine will cost as follows:

a. Contributors: less than four pages, postage only. On a
good month, postage may be free for minor contributors too)
4+—- postage and A&E are both free.

b. Non-contributors: postage plus

D) nothing...if you contr ibuted 4+ pages last issue

2) 35<J...tf you had some contribution Jlast Issue

3 75t...1f you had some contribution In the Issue before Ilast

4) $1.00 otherwise

c. For trade: with other D& =zines only. Mailed BOOK RATE.

d. We do not offer subscriptions on a fixed cost basis, since
postage and contribution credits may vary from issue to
issue. However, you may send a check or cash (either US or
foreign currency) to Lee Gold, and she will deduct costs
(and inform you each month how much money is left) until the
funds are almost exhausted. She will then notify you of this
and at your request return the balance.

e. Buyers at retail establishments: pay the shop whatever it asks

Back 1issues: we try to keep all back issues in print or in
reprint. We don®"t usually succeed. Check the ToC page for
announcements of what back 1issues are currently available. Back
Issues cost one dollar each.

MAILING: at your choice, ALARUMS AND EXCURSIONS will be sent to you
First Class ($1.67 - four day lag), UPS (<t - four day lag). Third
Class (904 - 4 week lag) or Book Rate (254 - four week lag)...or
hand-delivered (free- up to a year lag). ITf 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 1is the creation of TSR Hobbies, PO Box 756,
Lake Geneva, WI 53147. Patronize the people who made it all possible,



PUBLICATIONS OF POSSIBLE INTEREST TO A&E READERS

The PrafTon; offset prozine, published by TSR bimonthly, edited by
Tim Kask, Box 756, Lake Geneva, Wl 531~7* $1.50/issue.

The Dungeoneer: bimonthly, offsfet, 16 pp photo-reduced. 600. From
Paul Jaquays, Box 28l; Spring Arbor College, Spring Arbor, MI k9203-

The Fantorgn Scholls: mimeoed fanzine from James Hayes, 1U09 E. Flora
St., Stockton, CA 95205. 6 -weekly. uo<~/copy -

Haven Herald: mimeoed fanzine from Ben Grossman, 29 E. 9th St., NY,
NY 10003, write-ups and news from the Eddor D&D campaign. Price varies.
% , the last one (several months ago) was $1.

The History of Wargaming Quarterly: available from George Phillies,
910 Tenth St B, Santa Monica, CA 90U03. Indexes most wargaming
magazines, including A& and TWH.

The Manual of Aurania: due to be reprinted realsoonnow. A catalog of
monsters. Write c/o Aero Hobbies, 319 Santa Monica Blvd., Santa
Mehica, Calif.

Massymore: U page mimeographed fanzine, occasional, from Peter
Roberts, 38 Oakland Dr., Dawlish, Devon, United Kingdoms. 2/ 10p

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 Cambridge Rd., Beaconsfield, Bucks HP9 IHW, United
Kingdoms; send subs to NFB a/o Games & Puzzles, 11 Tottenham Court Rd.,
London WIA UXF, UK. Monthly?, 30 pence/issue/80<” (in pounds) for
foreign subscribers.

owl & Weasel: offset newsletter from Games Workshop, the British

outlet for TSR. 12 pages, monthly. Write Games Workshop, 97 Uxbridge
Rd. , London W12 , Great Britain. 20p/35”~ plus postage.

Quick Quincy Gazette: mimeoed fanzine, 12 pl>, 6-weekly. From Howard
Mahler, 135 Bayard Lane, Princeton, NJ 0850* 3Vissues/$l. Trades.

Rhiannon, mimeographed fanzine from Evan Jones, 390 Riverside Dr.,
NY, NY, 10025. quasi-monthly. 8 iIssues/$2; 39<™/copy.

The Wild Hunt: D&D apa (nearly as big as A&E). Boston-based DM-
orTented. Edited by Mark Swanson, 71 Beacon , Arlington, MA 0217/
and Glenn Blacow, 13 Grove St., , Boston MA ~211U. Rates are much
the same as A&E but copy count is lower

last but mot least, there Is

TROLLCRUSHER, The British D&D apa, run by Bryan Ansel! of

15 Furlong Ave., A-nold, Nottingham, England. Send a sum of

money and Bryan wi Il subtract |1 pence (about Xt) per page plus
postage. Trol Icrushers come out monthly; the Ilast one was about 50
pages. Contributions should be submitted on 4-hole stencils to
Bryan; typed contributions to Steve Fitzwater, 16 Maple Drive, (5edling,
Nottingham, England. No charge for contributing. Free 1issues if you
send stencils or o"-inted contributions.
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TANTIVY
by Lee Gold, 2471 Oak St, Santa Monica, CA 90405 (213) 450-2278

KATZ: How do you communicate information on magic items? Well,
"I’'ve started an analyst shop @/ right) which charges 1000 GP or
10- value of the I+em for an analysis (whichever is higher). Or you
can just let the character get a rough 1idea by seeing how the thing
behaves in practice (but that"s hard to do with people keep trans-
ferring dungeons, unless you also give them an enveiope to take to
other DMs). Or somet imes if the character®s behaved well he might
run into a high ievel mage who"d tell him what the thing he"s wearing
does.

Cary: Mightnt pacifists strike to subdue (instead of needing a
KO table)? My new cleric is thinking of It. She"s a Neutral Priest-
ess of Mercury--and of course also a Merchant Thief. ("1l write up
the profession some time.) She figures that selling someone as a
"slave™ (in the old time system under which a slave could buy himself
out with the profits from the business enterprises he engaged in In
his spare time) 1is far more moral than killing him.._and might even
end up converting him to neutrality.

We had several Tfine pieces of fictlon/write up last time. Most
notably Kay®"s, Jim Bolton"s and McCaasl and®s. Michael, 1 showed that
Wodehouse parody of yours to Ted Johnstone and he pronouncad®!t“Plum
del Ightful .

P ickens I write Clerical Scrolls in Holy, Unholy or Druid
(Holy 1s the archaic form of Lawful, Unholy of Chaotic, Druid of
Neutral).

Easterbrook: Thanks for the Gygax info on a D&D revision.//
Your damage allocation system seems more sensible than Blackmoor, but
1 sort of prefer a system that would take aim into account a little.
Grain: nice door table.

Pick: during part of Japanese feudal time?, commoners In a
city who belonged to an otokodate (manly society) were tacitly per-
mitted the use of one sword.

Jim Thomas: love the way your Master Thief introduced himself.

Pettus: POTIONS

Texture/Form A (Container)
1-70 Liqu id (20F, bubbly) - cf A 1. Transparent glass

71-80 Thick Gas - cf A 2. Black glass
81-90 pills - cf A 3 Translucent cut crystal
91-00 Gooey paste (Iin ggueeze tube) 4. Green crystal

5. Steel (painted : cf color)
Color 6 Lead -(painted. c¥f. Color)
1. Transparent/white 5. vyellow 7 Copper
2. black 6. pink 8 Gourd - painted - cf color
3. red 7. b1lue 9. Mother of pearl
4. green 8. si lver 10. Wood - painted , see color

Smell: alcoholic; bitter; sweet; salty; menthol; lemony; roses; none



The Foible Repose By/ Don Rollins
600 langsdorf dr,
Fullerton Ca, 92631
870-7097

Well hello again! 1 just recieved aSe 20, and am no™r going to
write fon my ne:ct foible, r
If any of you missed it, (vjhich 1 have a felling most of you did)
1 did have a (meaning 1) page contributed, 1Jaybee you missed it be-
cause of the size, the fact that the(head didn*t come out, or the
fact it was right behind Glen Blakoir’s 1st article (hintj hint, that*s
v*.ere it is peoples). In any case it has not much to say, just some
babblings about a nev7 charicter class that should be controversial,
you lIcnov the same new stuff, 1 nw; heed to malce one elairifichtion
on AStE 19, my roomate (also co-creator of the class spjrtralcer, and
wiro \KNIG. rather not remaih anonimous, but mil anyway )

pointed out t6 me one flav?, 1 will clear that up now, YES spytakers
can, be female. There are you happy n«w7 Mike Macomber!

Conment timell
McGregor: 1 had always considered that the lIbublet v;as included in
the price of the armour, 1 thinic I may change that. If you look in
the last issue last page you*11l find my armour values, | agree armovrr
should cost more than in neipHei book one, fOr my personal Tjorld
the prices are jacked to a more reasonable price, 1 may start consid-
ering workmanship now.

Scince Febuard second as a "experiment” 1 began running a closed
universe, | have as of no'7 run it 12 times, one person has run ih
it a total of 8 times and is dangerously close to getting a fTifth
level mage. There are as magic items distibuted, 10 +X,+1 arrwjs, one
set bracers of defende, and a +1 sword that can tlirOyj a phantazm once
a day. As you can see for over t40 dozen charicters, dat aint much.
Yet even though I give out little magic in this world 1 have as of
now had no complaints of being scrimpy, because when in my vTorld you
run people not paper,® But that is my V/0rld, it is closed because it
cannot accept " Kca-vy magic '', that is fiy perogitive, as a D&> er thCTe
are only bne “thing that really bothers me, thatis people xlo run slips
of paper. Because of mj~” nattnee | canna say you can*t play (af dj-ere
is a spot open, 1 also refuse to run a player party of over 5!) so
I end up actually burrying myself» that is not much the point thougli.
The actual point is, any D&D er has no right to complain of bad IMing,
bad Dtling is only a sjy Viay for plaj”ers’to vent their aggressions on
the Ihl, IT someone Hl*s a way you doti*t lilce you can avoid his world,
the decision is up to you as a player to accept his Vay, not hi® your*s
As a Hi remember you always have the riglit to 'suggest™ the cuaricter
is to much so you have a vent as well, over''bad ITa DM asks
advice of another fine, but ramming each others philosipy 60\m your
throats doesnt help anyone, this is supposed to be a productive mag
remember. What over all is necisatj” to remember is that there is no
right or xTTong to D&, and those who claim there is are themselves
wrong, >

, And nw7 back to otir regularly® schedualled comments,

Jim Eckman: 1 have a time systym for mages, and up til now I had ne-
ver even thought of having one for clerics, 1 shall definatly incop—
crate it.

Clear Bather: Definatly like the law Demons, the two DemonsCl should
mention) are Evil/Weutral and Bvil/Chaotic respectivly.



Ilhat was from last Ish™ last collvmu
Wayne Shaw* 1 draw attention to anyone vho missed your collum

last time. They had better get it, those reincarnations are ex-

cellent.
Thats all on cxr.aents nowt

Spells to be sold by gandalf the white

Firstly, an apology from Gandalf, One day Gandalf was strolling
allong with a wizard friend of his nanaoced Arlan of Pentathon,
while or this stroll Gandalf \ias mutt”~ing something about prot-
ecting his castile, Arlan picked up his thoughts and suggested
that Gandalf research a spell tliat \«UId vacV/. like a Magic Ttap,
Gandalf thinking it a great idea did so, and while he,was at Iit,
he decided to make it really stickj® for armies too and reachered
a Delayed Magic Trap, Well Gandhlf thoughtthis such a great spell
that ho decided that other Good magi users should have it. as well.
Hence it was published in A&E, once arlan recived his copy of it,
he noticed Gandalf*s collum an quickly ipointed out that saineonef
elce had already recearched those spells, Thife upset Gandalf to
no extent as he not wish t" be labled a theif, so he quickly came

to the conclusion that he should send this apology* a “aranty
that 5¥0 of all profits to be sent- to Gharlxe l.uce C3,200 so far)

Kow for new spells

20nd, BlacfeSWhite, a spell ~len cast takes a picture though the
IIU's eyes and after 1 turtt(prosesing) it will* appesr in the MU*s
hand as a picture on a 82 by 11 piece of parchment,

3rdi Same as black&white except it’s in coulor,

6th, Projetor, For this one the MU needs a box that is missing
one side, for the next 10 turns (each turn being a minul;e) the
box will take a continuios picttire out of the fees open end. Upon
casting the spell again he can take another 10 minutes or call
for a replay. If the box is destoyed so is the recording,

4th, Editthis spell allovw/s the MU to edit 10 minutes pf« a pro-
jector, A .

4th, to the multi-dart spells add, acid, ice, and lazer,

5th, mutii-multi-dart, allows MU to throw any combonation of dart
spells he has in his arsenal, i1.c, he can throw 3acid 2 fire and
6 lightning if the MU is Uth level, but only if he has reacher-
ed or purchased those spells.

Spells from Gandalf the White, next new monstersi

New Monsters,How funS

The Slilishii:Alignment: Caotic Hit Die: Variable Number Appearing:
2
Thégg creatures arc very inteligent and will” not attack unless
they belive they have every advantage going,They are sneaky and
dangerous, often-trying to trick the party into doing what they
want,They are roughly 6* Tall ang are tenakled,(liey can swing up
to 4 wepons at a time) they are a rather purplish coulor having

a very bad smell about them. Their natural A,C, is8 though they
can wear armour,they don*t however use magic. One more thing they
speak comnion with a Lissssp,



The Foible Repose
New monsters!

Density changers, Alignment: N Kit i3ie: 4 (I have some kind of
infatuation with this number) [Ihinber Appearing: 2-12
These creatures stand about MODE Blws/trn Move A.C. Heg

4 feet high, and look rather V._Light 3 *24% S/6  1-2
h\imanoid»The main differences Light 3 18" 7 1-
being that they are huskier, Normal 2 12" 5 1-6
have rather mean looking claws Heavy 1 6" 3 1-10
and are green-brovm so they V, Hea™y 1 3" 1 2-12
can hide in their native fprrest *Almost eqivalent to flying
fairly eaisly. Their main ad- will never take damage from
vantage is that they can change falling, theac is 6 because
their density to suit themselfs. of eratic movement. If in

The density changer can shift one melee or surprised the ac is
level per melee turn. Treasure is 9.
class c.
The Tnillibitej Alignment: none Hit die: 1 Number appearing:4”°0
The Trillibite is about 6 feet long and looks like a cross bet-
vjeen a horseshoe crab and a brine shrimp. It is only found near
large ammounts of v;ater as it is still somewhat a fish. These
Trillibites have a bone type jaw strcture that wlien hits does
1-6, and iIf it knockes the charicter (EM*s option) it can run
over him with his 20 legs ( nails actually ) doing Ipip per Kkife
Int, Trillibites are uninteligent and attack only viien they tka
think (feel) theres food, Trillibites cannot be slept, and
there will usually be a treasure ISIo of 10-40 gems,

lcerunds, Alignment; Evil Hit Dice; 2D4 of DG Number Appea-
ring, 268 of which at least two will be 6D8 or better. These
dogs look much like lar™e white alaskin huskies, but they are
much worse, vjhen they get «k4 v/ithin 10* of their intended vi-
ctim they will breathe a heavy frost that dees a D3 per dice
of the dog. And when they bite look out it*s ID6 + if you dont
save vs, poison or death you lose ! life level. These creatures
are semi-inteligent, no more than a normal dog, and they usua-
11y belong to somebody. They® are either guarding a treasure
(Ref *s choice) OF the time or are wandering around 50% of
the time or are vjith their master 25% of the time. They Vill
almost allways have some sort of valuable gems on their collar.

Well thats all fpr monsters
now fOr something completly diffrent

The Shape Ohanger

The shape changer is a person has the ability to change her-
self into various annimal forms dependant on her experience as

a shape changer. Herd say her because most shape changers are
female) change is not the equivalent of a vAiere, i1,e, she can
still be hit by normal weponry, Wliien in her transformed shape

she talces on the abilities of that animal, hearing, smelling
natural wepons/abilities etc, even the hits can change”
The shape changer however may not change iIf she*s wearing any
more armour than robes, Shapechangers advance like rangers thou-—
d\ they only get 1 die at first level, they use D6, and their
prime rec is inteligence and vn.sdom. For ep, bouneses treat these

as two points lower.



The Foible

Continue Shape Changers
Level Change Abilities
1 House Cat / Hear Semi-infravison, Move 15" A,G, 3
Hit Dies 1D6"Attacks; None
2 Medo Size Cat// Hear I'*4j Semi~infravisong Move 18" 4,0,56
BobcatpOselot// Hit die; 2D5 Attacks; 2clax-;@ 1 Bite @ 1«3
Large Cat / Hear PB=Aj Sami®-infravison, liOvwe 18" A,C,5
Panther3Couger/ Hit dies AD6 Attkss 2claw @ 1-2 Bite 1-6
46 Very Lgo Cat / Hit dies 6136 Attkss 2clav’ 1-4 Bite 1-8
Lion Tiger / Hear 1-4, semi”~infravision. Novels™ A,C,5
ShioBi / Hear 1723 Move I1™*/18> AoCo 9/3 Atks, None
Dove, Crow s Hit Die 1D6
Med,mBird / Hear 1-2 Move I1"/21” A,C, 9/3 Hit Die:
Havjkn Falccn / 2D6 AtkSo 2clav7 1-o0

8 Large"Bird / Hear 1-2 MOve 2"/ 24" A,C. 8/4
Eagle, Condor/ Hit Die: 3D6 Atkso 2clav7’ 1-4 Beak 1-6
7 Mamalj wolf or"smaller/ variable, no greater than 4D6
9 Fish/ Variable, no greater than "
10 Mamal , large horse <a smaller/ variable, 8D6 or smaller
11 Reptile/ Variable, 6D60
That should be Onought on that for awile.

_ Note that If a shape changer changes they reroll their hitSf
and subtract the one” that they have already taken. Though they
don*t go below ! pip, H™ape changers may change once per day per
level they have attained( though they may always change back to
human form )o Shape®Gliangers get 1D6 up to 9th level then Ipip
per level therafter,and can use any magic a Ffighter can use.

Now for some lovely magictI

Light sabre: Something like the thing from star wars. It’s treats
all non dejcterity based armour as armour class 9, It also gives
4D6 Vhen it hits, A fully charged sword is vbrth 100 hits before
it_.burns out,You do not get any strength bouneses, though you do
get dexterity bouneses.

Rings of F5.rc, Ltng,, Acid, etc, s These rings when worn by a
magic users, have the ability to tfao/ one of the spella it rep-
resents, 010dice, It also ads one to the damage per die that the
mage can do vith that spell |,

Well folks it looks like lv’e finnaly run out of thi-
ngs to say so untiil next iskEre, solongSS
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MarcTi 18-20 was PriacoGba XT. Tlouli thiriiy pecplG showad up
tMs time; nostly Ircals and® from tho INow York area. Lee-XUrwasr o/
seiY and | were> probably the farthest traTollcrs;. Instead of a
yarient on thw . S-dperdungecn” they had last ?:ear, this year s -am.
had a set of playtestod scenarios--mostly with fairly high level
charactors, There was supposed @ be some sort of scoring system,
awards for the best players and all that, but it didn t secsi to.
have worked out. There "were sene prizes, though, hreg Oostikyan
get two; Silliest Dungeon and Overkill (used ilbld,, Telekinesis,
and Full Finger of-Death to kill a squirrel), scenarios were
pretty varied. Friday night T was part of a midale level party
out to end a massive TImestop spell. We wastad a lot of time ip.-~
vestigating a room the DM had made too elaborate. Them tho 1-12
m.u. Foiled, our lowest level fighter (who, I admit, we d treata.d
as somewhat expendable) into a gold dragon. He used his new posi-
tion to force my character, an Ir-7 Faladin, to premiso him protec—
tion and an extra share of loot after the spell was removed. Wo
never did find the Timestop. On SaturdayDob Stribula, a friend of
mine, went out as™part of the ™Magnificent Seven,” seven 1-7 charac-
ters go down to the seventh level. There were also two seperate;
descents down to a mysterious library. Saturday morning 1 went out
on what must have boon the toughest of the bunch. Doth to play
and to DM.. A band of high level Jawfuls and a band of high level
"liaotics moving out from different directions to try and capture a
powerful artifact from a group of high level Heutrals. Each group
ha.d several player characters, a large number of nrnplayer followers,
and i1ts own DM.. This meg™t the "IMs had to run back and forth be-
tween the rooms various groups wore in any timQ, an encounter took
place between groups. For example, at one point, the Ohaotics
was a 1-17 Evil High Driest) ran into the Weutral-Fighter, "-Els
player was brought inte the room. (The Neutrals had been consi-
derate enough to split up, gi"V'ing the other two a better chance.)
The- DM topk .each pf us aside one at a time to ask our actions du-
ring a given reund. Finally, [1.Full Finger rf _)cathei him. When,
we got to the Neutral stronghold, opr Wizard put a Death Symbol

on the floor. .X.didn"t expect anythin%; there wefe sure to be
othef exits. There was at least one, but, when-the lawfuls got to

it °Ss wet.found out later), they suspect uS of--boobytrapping it,

So they came around to our entrance. We got a 1-15 dwarf, a hill
glaht andoa lammasu, (No, H.don’t know how the dwarf got that high.)
The main encounter took a couple hours of realtime to play and cost
the Ohaotics most pf -their Followers and spell points, We misread
the opposition, missing a magic sword and mistaking a Ranger and a
Paladin for one another. That Ranger was their toughest character
with over SO h.p., and a magic, flesh regen ,.word. He fina™lly got
laid low by continued attack by a sec of snakes created from .stidkfe
oarrie*d In by oe® of ny High Priest’s followers, (Never underesti-
mate -the low level spells”) We won by virtue of having wip-ei. aH?,
all the opposition, even thoughvthe artifact hadn’t been found,
because (@) "there was nothing left to figh-t, and (b)after eight
hours-we were TIRED, Sunday night 1 ran TrebTeth through Steve
Tiber®s world!. "He used.a dose of flight potion and two charges from
the lightening bolt wand he brought®out of Martin Favorite’s dungeon
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at yoskone, Taut at gale’s end he had Pernanent Wizard Sye cast on t
hin hy a L-25 (I think) nonplayer character. >

> i

Magic, MIJ and Olerical, iIn those Princeton scenarios wa? by
the Mahler systen. Total, spell points e«[ual the value of the prine
requisit”. . a character"rises- 1n level,"the point cost <F various
level” spell Moes IcSra. 1 didn’t get-a chance to run. as an "U,-but—- \
as a X-17-,0leric., it tost n¥ no norh to .throw Cause Light Wounds, or
Pinger of"pi“eath (bne=point). This seens a bit unreal. , -

" AnpthQr thought. .Several @Gh'es™ I’ve heard or read that a Cha—*.-
otic, Cle-fic is only going-"to be able-to Oause--not Cure— Light ; }
Wounds, Wow this’l tlon™t understand. There-"s no Lawful a-ltruisn ¥
involved. He/she Is:g"bing to want to Cure- his/her own Wounds;, if .
nobody else*s Yes, there are going to""be two -different spells

here., ut why not let AWY cleric have both? _ - "]
A few issues badk sonebody "suggested Tanpires as a oharactef j
class. It sort of got shott down, imt the issue before, I1°thl™®,.
Lhanpire.s were intr-oduced-as a,wandering tonster. Why not conbine,
then? m , u u - i
Phanpirs® ate hu“oans Whose pother survived a““vanpire .attack ?

during prcgna.néy and wbo were properly plessod at Birth... They are®
nainly fighters, acting as Paladins (they are”very Lawful)-.in terns
of treasure kept . Rhelr®puepose is to PeStroy TJnioad, and, if -thely
act Ohaotioa.lly, they suffer Pernanont teath. By virtue of. their j
ﬁrena_tal a_ttaol)! and the clerical rituals perforned on-"then, they
ave powers nlich like a Tanpire,

Jhanpirs can be hit onl-y by silver-or-nagic, and killed only
J~” silver)™™ Brought to zero h.p. by a nagioal weapon,, they are trans-
ornel to nist for 4S*hours.” They can change thenselvcs.-"into an T
eagle U.0"7; 3 HP; 15”7 ;"two P4 attacks/round) 3..tinc-s/day/levcl/ j
They regonerate their level/3 h.p.’per roud.- (round-up) ad-, they ,
can ""Cham o' eye contact as a“Vanpire, but will doSo only, as a j
last” resort. Undead react to=d Pha.npir as. if he/she wore -a Cleric
wd" lovel% bigherd, but they p.re Held rather than tumed-. ,A-_Lhan-
pir rioyes"-"sliCiily a5 a Hobbit™*thief"; hides iIn"shadow -ss an Elven *
thief"and. hears noise as-eea"Hobbit -thief. “

In a Plfanpir®s had;, any sword bocones lev. b.p. lev.”" «Q.P» t
t 2 versus undead. Also, -at the PM’s 1- . Q-, - 30H,.~.
discretion, they can read clerical scrolls, r 3XK,. ¥

a, == .clerical aagic itens. They hand - 3-./Kl 7 120E .
t.lo weapons,.arnor, and saves as the hn- . 4 __-15K AE;,

rian fighters that they basically are. i
To., be a Phaupir, one needs a 13"or bet- * awowe-:i. 150Eyievol
ter in all characteristics. m = - m °

gE_tolQll OOMI«TS #19 wm  *

I>5FHERT OLIPeo-RP: 1 like the idea of perc.en.tago points for propperj
or 1nproppor weha"yibr/ contribution to or idalage to the.party, j
assune the players-all start at IOw. PR you give different points
based on.alignnont,m .e. Lawfuls got "lore-points for .hurting, less
for helping since the latter is oxoodtod. agree,that MUs do tepd
to functfon .as heavy artillery, but linbt py liuitting low levels
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to .one spoil per day, you get a ctiaraoter who hoards that spell-
irafe-.n.ot using ~t at all- or one who wastes it at the first o _ppor-
tuhity. A nonspollin®™ ITJ, which you get in, either c=.," Is’a"very
had M~) ig-l1-oguippod (leather arnor and da.ggors;, at best) fighter
and a bur“leh on the pen-ty. Maybe two or three spells/day //If
plate restricts the wearer to the extent that no missile, weapons. ,.
can be used, how does i1t allow the various moves involviii~ixL--hand~
to hand?//r iilce your spell using system, but where do yo.u,put .
Si)oﬂs' like Haste or Ply, which can be offensive p°r,i.ef

,» the "ponalkles on your second table arc too sewvere™: 200, chance
of ronoval from®™ play for at loa.st sevoro.! days; 3Q™ cjé&nce”i1of, death
when lear"ning spells like Pireb”™llo How a-boutIIMITIIIfe the physi-
cal damage from backfire, say, to D6 times®™ level @Wi"th a max.imum. of
all but 1 h.p. lost); half the maximum for comotose an% drastically
reduce the time for iInsanity. To add to the" danger, you might ail
a permanent doorease (by one or P4). in 10, and |nab|I|t—y to loam
any more spells until Isvol iIncreased. ;- - -

SnHaor ro.'rf; There®s no easy solution to the problem of varlence

in the-,ri"chness/easo/qua.lity of diingoons. The closest we™ hare to

a standard, the tables iIn books tjv a,d three are, probab-ly hohore
more in passing than i.nuse. /in ambitious DM might Vant to put to-
gether a couple of dungeons, one magio poor, one nmagio rich. A
more likely solution is one- 1"ve found, to one degree or another,

In dungeons.. Hike yours and Stc"7".e-""Tihar's¥hon .an unknown pla,yer
shows up, the "M looks at his spec shoot If, ho/sho finds anything
exceptionally -gross, ho/sho a.sks ..where the fhing camo from. Tilings
can bo ruled out, not only i1f thoy"re. .gross, but also i1If they came
from too oasy a dungoon. The player then has th™ options of (D) *
going dooper into the dungoon than .desired; (2) leaving i1tems lo.......
hind or having them modified iInto something loss gross during id——
s tay In that world: or () running anothor character. The first
.option (in reverse) pp -the “"third aro avalla,bla for magi &-poor char-
actors as well. In mixed ppsotios, sent.io"nt and '‘magic-dating™-,
monsters will be drawn " tho grosser chp,ractorsbQcauso they scom
more dangerous and should, bo taken out first or because .they"re
carrying more <"‘food."// 1 seem to remombor Dick Dnay dlscribing
Percentile Dotoct Magic , a .variont on f.ocus.od dGto"ots. With ;1 per
cent of total ,.information ~boing given, as an L-3 spell. " Two; possi-
bilitlos come"to mind. PoOus, an 1-3"spoil that can bo added td
any detect, spell just as Permanent can, i1s one. Tho other iIs that
such focused detects, are a second: or .third stage™ yorsion of the
ori.ginal spells, and, as such, they are two or four levels higher
than the slmpleh d/era./ZHadrl-an "would like to “know the. name of .
Zazum®s “poison. " Sebme* ho has® several intefost.Ing ideas, including
a fun varlcnt <M'"poisH,*Gd" arrc*ws. * "

JIM -THAW.S : YouT spell f.o,ctors are i1ntoresting, but thoy°re. .a bit
oomplicatoi for use in play. ".It Ig0,. Is going to "tenl-te- o«c-—
clinde viSTitors from other """“dun.gds. becauso of the length of time
needed to c.alauln;tG, Ta.ko a look at Kay Joo's*™ more usable system
of Prime Characteristic, Constitution,” and Dexterity, which seems
to do what you"re tryin"r to .//if an expert gets that way py steady
practicG, where does ho/sho .get .the tino -to learn tho Thlo-FfmedHiV';—;
tios/"/lIso, do.os an export®s .plhs, Iin a given weopon decline over
time as now weapon s taken up and mastered? Dasc-d on the .power ¢
of this cla’ss, “1°d suggest requiring that each weapon nastorod must
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mboTwsed fwor a sot nininum number of IlIgvg.ls before a chadgo per-"-*
nis"'slblo.//EGaarling your rolls for mo™otoys, how about Just linhing
the probability of brcalcing lircctiy to armor classSay, to-break .
the player has to roll higher than the mtarget’s AO . a 210# ]

IAEuUT ~STEHIa; Thanks for the nice floral monstor//Kull lives? ,
3R10 3AIHES; Hown exactly 10 you quantify "intelligent actions” -
on a scale of 100-5000//1 like the notion of linking IP, and Wisdom
in terms of boosting the ability of a Oleric or MU, rcspectivolj. j
Maybe the hit bonuses for strength in Greyhawk for high (or kw@
strength could bo adapted; the plus or minus put on the target’s *
saving throw or added to/taken from the maxumum number of spoils
usable by a given level. N

WAYNE SHAW: 1°m very impressed with your futuristic weapons table.,
though I doubt i1ts applicability in ny dungeon. 1°d like to sea
specs for other futuristic dovioos.

WIIN SriLITAN: Just as your Lawful clerics got limited in their *
ability''to"ITIl, they should .also bo severely limited iIn their
ability to dama,go. Seriously wounding something being almost as
sinful as killing 1t. (Studios have s-hOmn that most people wouldi
rather be killed iIn an accident than ecriously/pcrmanontly jnjured.)
In other words," 1f your Lawful cleric adheres to his precepts, t
he/sho i1sn’t going to even consider going out dungeoning to begin
with, except on holy quests.//0Oomparo your Lemon Elghtors to ny
Ehampir class. Great minds think alike. i

STEYE. EERRIN; Your poison table i1s great? . ’m

, 1
OERIS PETTUS: A paranoidal player class. Well wc won’t have char-
acterization problems here.//A phantasmal firoballdamagos by psyoho-
somatic induction. The victims program thoir bodies to react as ,
iIf it wore roal (Just as a hypnotized person gots burn blister$ ..
from a pencil, if _you toll him/her i1ts a piece of rod-hot ipon),
Tha.t progrcommlng IS going to interfere with rogonoration. he LM

or pLayor running a victim might roll percentage dice, to find thqg
amount of possible damage actually taken before the mind dies.//

The Phaser beam affects tho phaso shift component of the wavicles .
that mako up natter. (Modern physics considers any particle of
natter as tho summation of an infinite sot of sine waves that can-
cel ca.ch other out save iIn one spot.) "This interaction with the

air botwcon shooter and target slows tho beam.® OR Phaser shoot.a
very slow moving particle and wore designed- ~ad nano.d for— Jr.
Augustinius Photon, . » s *
SAMUEL KONKIN: 1 agree about tho Ohariema/Loauty ldiocy. , My-stron-"-
gest chara.ctor physiccally i1s Tlista, an IS (61) Strength she-dwarf.
The problem, 1 think,, comes from tho fact that was designed by
and primarily played by nalos. Some of whom do think that way, ,
Joa. BOLTIN: Orocking regon rings: (1) limit tho a"mount of mass, &
ring can regenerate in a given time; (@ require that tho subject -
be. required to oat enough food to provide tho needed raw materials
to fully regon; @ dooroasc strength during tho procoss. Just as
people may bo weak for a while after giving blood; and (4 ha.vo >
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tho ring lccyod to a particular race (ring~of oroflcsh. rogonoratiou)

Oor even a previous owner, rnagine the ch.p,grin of George, a bally
wounlel fighter, when he finds that his prized.ring IS regenerating
hin in the/form of i1ts previous owner, Talera, a ha”-olf TGouttesnn.//
m\hy do you®"give your sentient rings— a great idea,, by the wy~ only
sword powers?

IHEHIL 1Jj)Q10i: Thames for the irefo on Apollonist Glories. Anybody
working on® a”sot of spccs?//X like the cohesive fooling to jom: =
worl-——, but why only nalc fighters and clerics only fonalc Mns///
Eor a slightly different version of ,the Oauldron-Born take a loolc
at The Black Pauliron by Lloyd Alexander. [Incidentally, Lisnoy
iIs currently >nnJtlng the book iInto a novie o0,nd--supposodly~<=trying

for the q.uaiity of Snowr White. m-

EEtTN 2AIM.-1E: Questions to ask before visiting a now dungeon— (1)
how, 1f’at..all, will you.allow no to-use ny accunulation of nagic
1tons; (@ how do you run hits, saves, and spell systens; @) do ,
you allow nolotovs (host of ny characters carry then); and (@) is
thorQ anything else you think I should know, Renenber that your
cho.ractor is q stranger iIn a strange land. Questions of how non-
stors attack; what logonds o.pply ; who this being they’ve just
oncountorod 1is; etc. oo conplotoly iIn character during gano ac-
tion.//Sans those behavior crocks, your QO¥ Priests are and iIntc-
Dosting class. Why or how o.re Rq.iso Leads a Ghaotic spell?

STEWdiRT _LEYIN _ lasers— fire 5-10 darts (1I/2 B4 h.p. "0) at a sin-

target un “to 50 foot o.way . Garry electric curront that oausos
unconsciousnoss for 2 plus L4 -roundsAt least thre darts nus t hit
for effect to occur  Otherwise™ no janage. Barts nay be-"drawn”
back into dovic Tor refiring,- :but action takes full nolao rouhd.//
Lo your elastic ons rove through dungeons in rubljor bands?//’
If this got to lon in ti-ee,” 1 want totell/warn ybu ..that 1°11 be
out in St. Louis the last weoko in April, and 1°d like to -s= ..
about runnin; through YON dungeon. "

yiM By paying 50 g.p, for that-fancy,lockpick, a Thief
effectively goes up Pr\rB level i1n his/her ability to open.locks.
No way.//Ycry liico i1doa re.gri.rding Hide i1n Shadows. -

yOHN SA IBNZ. Tho sort of thing 1 like, an article that sinplifies,
77" 1 Mike your idea of special ratwos for using Cure, but isn”t -the
spnb avo.ila.blo for other spells tho.t v.ary in .effect, Sleep, SC..

GILdELIB LUGE:. (I) Yes; (@ No, considoring the nunbor of spells
already rasaarchod by those below Wizard. Theoretical spells of

a given level are just a roapplioatlon of the -degroe” of knowlodgCv
needod ,0 throw an already researched spell >at that level, 1.c.
availaTelo to any KU who" can use that level spells;, (3 have to -
see tho specs fTirst, but® they should bo possible for L-20 Wizards
and L-21 Patriarchs where such powerful Tmi;5S exist.

JON PIGICBNS: En, Phantas-ia as shapechange, interesting.//The
i-aago of Medusa on Perseus shiol” acted as a Stone spell."//Bpoc-*
toral, |1 suppose is a sort of nark-11 phantasnal, a L-4 spoil.
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OOHriHIOH COMWENTS ON #20

Gonorp.1 comont," A nuahor of oooplo havo Piontionoi tho Bhfcshi
novio saris,» ¥c11= | saw it in C. ani sts, frahfcly, dishp- f
pointo'™™.. First, It was onough- of a rippoff of Vaugn Boio that
his GStato proV-tly has & gooi caso of plagarisn, Tho oharactor
aai oharactorization of Tax as well as tho najor subplot of tho 1
Tiutatoi races fighting for a place of thoir #wn is a 1iroct stoal;

o strio calloi 06bo-It 40. Atavn,r, the horo, is Ohooch Wizard
in a.smaller hat. Elinorc, tho horoino,is drawn as a typical "
Bode fcnalc— but with a bit noro spunk:, jind one of tho best conc-
dy nonchts.in the fil~i, tho two borsorkior soldiors, aro straight <
outmof, Junlcwaiflo Cthor characters and settings aro_in_a wid _
variety of stylos, Wood, Frazott tc,, butno credit is nontionod,
An awful lot of tho novio is done as stills (loohing a bit like -
:Domy- O"Neil, 1 thin]c) with Vvoice over. The engling:is contrived
and_totally out of characterfor tho hero. There’s a tagteless
/nti-Scnotic "oic, a Star of. lavid tattooed on a piece of neat in
a roon reciting of Nazi regalia, put in for no reason except shocio
value. The basic plot, technology versus nagic is very poorly
hanilod; tochnology=nachlno .gus and a noVie projector, nothing
nora,, -Now for the. worst part. Tho characters all talic in tho sort
of-hip street slang that you heard in”Fritz tho Oat™™” and this is,
totally out of gp——2 Since, as the runor go S, this picture.was
a rehersal for ®Lord of the Rings,” which Balcshi is doing, thor;
is tho very good prospect of tho Trilogy being treated the sane
enay. /Jid all, those years we worried about the gISnoy version.

BRIAN 1/JE; Cn Phantasnal; (1) its visuals only. If you want to
add the other sensory effects, that"sa hi :her. level version; @i
I.lilce the ide- of a nonbeliever trying to dlsuade tho _rest, but
ho"s going to have to convince tho others, His offoctivenoss is
linited by tine (tieey’re bracing for sone Itind of attack:) and his
charisna; (3 danage takion should be -s if the inage were real,
otherwise disbelief sots in to tho oharactor"s nlnd (hey, he hit,
nc with a flaning sword an only did 3 h.p.). This danago is _ ,
psychosono.tically induced, 1.0. belief is so strong that the nind ,
wills bones to broalt; (3a) If you want sone Unit, disn.llow criti-
cal hits; and (4 a person under rhantasnal attacx reacts to tho
danago inflicted, faints or oven dies, exactly as 1f 1t were real.
To hin/hcr, it i1s.//Those reroll scones I"ve soon h-avxc sot ;h,:,lono?”
Unit for tho sun of all roquislts at sixty or slightly bettor,
t.t. an.average of 10,//Agree with you about gestures for spells.//
Nice idea regarding languages, but carried too far, and it
crocdcing dovicv (run on certain Star Trek: technology Intendoi.)

HILLIr MOGREACH; Coins are nado"ffon a precisely :"iixcl alloy
whoso.Value is guaranteed by the govornnont. A gold piece no acre
contains one g.p, worth of gold the.n a U.S, silver dollar had
$1.©)0 worth of silver.// In terns of translating value and weight,
l use 1 g.p. equals $1,00 and tan g.p. weigh a pound. Mak;es it *
easy to figure costs on nonnagical gear,

E<"JITLBI rATTERSON; Lilto .that "nultibow.

KAY JONES; Thanks.nuchly for tho Melnlbonian specs.
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CT 0Oi.K: According to toot; 1 ant-Crroyhawi:, an 10(00) Strength
iIs th~hi1lity to, -lift ant carry 2700 g.p- (270,,17h.~untor ny *Bys-
tan)V  Siirc its raro®, but it’s hartly inpossiblo . T

LEE GOID: Assuming a character is also nale i1f Strongth’ani Oonsti-
TutTonTaro equal,, you avoit the argunent by iisallowing any 18
Strength fenale. - e N

HW/JI™O MYFTIRR; My tharOcs for you ant your crowi’s putting on a -
1ann goot PrinceOon.//An obYious croclc to Ha.ste woull hO;to.
the nuTobor of sub;Jocts it can bo throve-On at a tino."

ahSRYL LLOIL: Kice write-up of the gulirsysten.//"M™M=~wdin"also

wrote a version of Stc tragon anj. the George, repo.lling how the

Saint"sj"foninoss for a particular brew of nalt.ani hefiex .hel$P:4::2
get-b.1-a-in"trouble. .Sooas thoMrinlc was calloi ™A Kai lon," an.,

St. Prac:o",:lilcor having one each lay;. " - <A
| . ] ;-

BILL SBLIGMA¥: 1711 t&'ce the Benny Southstreat part. Migliol, the

nan®s psychic. (See his consents in the last/next 1issue.) 7

KEG™ GEKIGarAMr; As 1 recall, BllisonisTinatoriallzcs a conljr, willing
partner of whichever sox ant race, iIs tosijret. If Trobl-oth coull
use It to got Ea.rm,h Eacotto Majors, Ha.rlon/Harlonna ebuli sunhoh
up Hr. Spoch.

HIOOLM SiLIPERO: 1 like your reincarnate tabhe, bht why is there
a 25).5 % ohanco ©f coning bock as a horse? Most likely probhbility
shoult bo no species change.

GLBMT LLAOOW; ILariian (L-1 >11) ani Reb Outhbert (L*4 Cleric) were
on that trip into Alph. Trcblcth showot up at the cni to pay for
his shifty nephew"s rcssurection.//Thanks for that inpronptu les-
son in roon bullting, but who has all those tables?

15a13a/JTM OBRrJ.TO: Ever irinlc Oil of Slipperincss? Instant tia-
rhea, but a glass of wine cancels the offect.//1"ve spoken to
Houghton Mifflin (early M.arch). They sail to expect the book in
the late fall, but that, i1f 1 called back in luly, they night bo
ablo to give an exact late. hartley Patterson, woull_ you lot us
know when 1t hits the stanls over thoro?//Golons were clay figures
nollol by powerful rabbi/ca.bbo.lists to serve as wo.tchnon for the
Jevrish ghettos. They wore aotivatel by (1) writing the Hebrew worl
for Truth, "Eneth”™ on their brows; () by affixing a tTewish star;
or by reciting the ,Tctr.agrannaton, the four letter worl for the
nanc of Goi, ™WVIIC" over the figure. To kill ono, one erases the
first symbol of the worl, changing it to real "™oth,” which noans
""Ho 1s Peal ;" or one re moves the star; or the Twtragrannaton 1is
pronouncel b.ackwp.rls in his presence. Incilcntally, in the Mil-
lie .\gos, it was locilcl that Golems hal souls, but they coull not
be usel to m.ako up the ten people noelel for a Minyon, a Jewish
prayer service .//Like 1 so.il lo.st ish, the god(s) hal to be por-
sualcl to grant a particulrir person lalalin status. Very high Cha-
risma male such persuasion possible.//a lifc-lraining being drains
some of the victim"s life force, v’eakening him/her sw h.o/sho
can’t use fTull abilities,

JOHN S/XIERZA: Magic wiellors lo benefit; higher levels get more



and ebottcr spoils»//2Xor\so oxplnln _.poTTContilo 37°s,//:Dmwrf KUs afd
tho nngicr®.l ariorors We turn out n,Il those fancy sworts, shlolts,
ar. arnor. 1 was taUcing to Grog Oostikyan anV Stovo Tihor aVout
this at rrinccOon, ani | thiiit ono of then is working on specs.

Jon rickcas; 10oos tho o%foctivonoss of those coatat songs increase
sonchow PS the sari.’s level 1ocs,

tFIMEOQLIN: "What is tho ganoworli rationalization for-a iclay-in
tho offocFof sonc Clerical spells? fnief your systen, a party
will bo in n"oloo before Bless begins to work, ani a character
night lie before ho begins to Chrro Serious Wounis,

INCE; Vlista, 18(31) she-iwarf,. has boon nuttering lately
about afitical Groin Hits, She Is, uniorstanlably quite unhappy)
with that article.//0f course, | use a coO-lculator, 1 just ion’t
believe in OVURusing it.//Your stats on spell points work only‘if
tho KU is oonpcllo” to throw all those., possiblo spoils, Tho 280
points for your mzari convert to 3 Ir5 spells, an Ir6, an 1-2,-
ani an Ir-1.” Or any other coabinatio]i of low level spells.

VAYIFAl St-lx; Mce table, but what, i1f anything, is the chance «f
roincarnation changing alignnont?



Baby1"On #6 for A&E
Howard Mahler, 135 Bayard Lane, Princeton, N'.J.,, 08540, but "soon to

change residence. Pkce”™ M, r™,h"o.
N.Y.,H357. N N N

Recently I1"ve purchased many of the back issues of A&E, (1/ve
been actively involved in D& in New York and Princeton since the
summ®er of *75, but have only gotten A&E since Oct. <76, This has led
to many thoughts on my part. However, 1 will not specifically riefer
to anything with out quoting i1t. Generally my remarks will be self-
sufficient, but have been inspired by things 1"ve read.

On researching spells: The DM has to show some restraint in whajr he
allows players to research. There are just some things that are not

in the purview of magic users and should be restricted to clerics.
For example a M should not be able to research cure light wounds or
raise dead. No great philosophy behind this statement, only a question,,
of playability and game balance.

Next we come to-the assignment of spell level. Let me quote from
an obvious offender,” ... a 3rd level gspelj. that jiroduces a beam of
psychokietic force. It does the level of dice in damage like mott
third level spells. More important, this spell functions like crude
Telekinetic spell. 2! It can push objects over or knock them away
with the same weight limitations as a telekinesis,Range

Am 1 the only one who sees something wrong here? ( O-ther than
the lafefc af a dimension for the beam of force.) What we have here
IS no restraint: take one of the strongest 3rd level spells, fire-
ball or lightening bolt, make up a spell as good or better ( this
spell has a smaller range, but then there would seem to be no
problem of flashback or destroying treasure), then add an an ,
additional ability that would rank as 4th level by itself; when
you're-""Sall the whole thing a 3rd level spell, 1?21?7111

As one more point you must be careful to give complete spell
descriptj.ons. (Many of those in the rules are not.) iIn the example
above that could have been avoided i1t they"d remembered to put iIn
duration, range, zone of effeet,&effeet of spell.

Part of the problem with controlling research comes from you
poor souls who insist on running“open worlds. 1 can see your prob-
lem 1f you try to disallow an already researched spell, or try to
change i1ts level; the player may even have a certain DM he researched
it under. However, this encourages shopping around for a DM who
rate a particular spell at the level you want. Of.course the Impres-
sion | get, 1is that such niceties are dispensed with, and that
players conduct their own independent research and then themselves
decide the spell level, .

I do not have the time or energy to now go into "‘guidelines'.on
research. However, 1 will state a philospphy: -
1. No player can decidejthe level of a proposed spell for research.
2. A player should submit the proposal to a committee of respected
DMs and should agree to abide by their de«SMjM?*cision.

3. Do not use the,strongest”standard spells as a guideline; rather
the researched spell should"be at most as strong as the medium
strength spells of that level (that is to-make up for possible -3
unforeseen uses of the sew spell).

4. The key note”is comparison with®the “standard ppells™.
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Another thing 1 object to i1s the free selling of rescarchec® spells.
This seems to be another one of those crocks to, help the player
characters. In such worlds,, the non-player magic usefe should also
have a whole passle off j~fiantastic non-standard spells, tha™t they"ve
researched and purchased; and they should use them, " "

This latt bit about selling of spells, 1is personal taste; | feel -
that what this amounts to in open worlds, 1is that for researching one
spell, you can-get 10 .others In trade. Eleven for the price 6f one,
not bad. k

Once ggain I™m glad I've a closed world.

On a stable of characters; Which brings me to another crock to
help the players- Many people have a whole passle.of characters they
run in the "multi-universe™. Now I"ve noticed a new problem-, at-..... ~
least 1°d never thought of |t .

Assume one of the players characters gets a good-item, for example
a wand of cold. Now he wants to start off a new guy, he has him
"borrow" the i1tem ~from the first guy. Now the player playing both
characters sets soeub price for this loan. Thus all the members of
the vast stable have a tremedous iIncrease in their- individual strength.

Can"t you picture 1t now. Bozo the ICHA is going’down on his
first expedition. His "uncle'™ 0OzoB" I"U loans him his cold wand,
hiscousin™ Zobo loans him his bracers A.C.2,"his,"brother™ Zoob
loans him a-teleport scroll, and finally his sister Booz loans him
her ajegeneration ring.

Now of course thi? might lose them the 1tmms in a really dangerous
dungeon. On the other hand, this thing generally occurrs whenf the
player can send down another character t) help guard the i1tems, or
claim them i1f Bozo is killed,

In the rare cases wbre a player has two characters in my world,
they can not go" on: expeditiom together. Also any deals between the
twe; characters are hajid.led with the DM playing one side. Also the
DM bends over backwards to see that there iIs no advantage from hav-
ing the two cFraradters. (The reason fjr two characters, 1Is; that some-
one needed"a low level 1haracter, as his other character was two
high level to have any fun playing with the other characters present.)

On how much i1nformation the patlyorsget: The basic guestion here 1is
the difference between what the players are told, and what the

DM knows. The difference between limited and full i1nformation can
be eguivalent- to 2 levels to the player party.

- 1 do not believe in withholding any information that the =
characters would have; however, neither do 1 believe iIn giving the
players any more than this. To illustrate, let"s fTirst give the
extreme case W Tull information.

DM:0.K. here c.me"-4 weretigers. -~ ‘

Player: What hits do they have.

DM: .They have 21, 23, 25,. & 26 hit points. «

Player: O.K we"ll go for the one with 21 hits. 1 roll a 16, using «
my magic sword, Jim rolled™a 14 with his. n
DM: You hit-doing 8™-points of damage, but Jim misses because the ‘
wei”tiger has a collar which increases his A.C. by one,

etc. Now".the other version, with limited information; [ ] [ ]
DM: You see what appears to be tigers, but of coxise they could be =
were-tigers or “'specials” There are 4] " "

Player: All our S front line fighters attack. - =
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DMz  (Rolling all attack die In secret). You hit, Joe"s sword seems to
have been blocked by a collar around his tlger and your last
ficthter (who c"oesn"t have a magical or silver weapon) misses. |,
(The DM now secretly rolls for the ciamage given, and doesn®"t tell
what 1t was.) t

As t™h,battle continues, you can see, the first group will have
a much easier time of 1t. As. fa:r""as the second group iIs concerned,
they will have to figure out(whether they are fighting were-tigers
brregular tigers. Also they will start to panic about what that collar
does. Generally they have a chance to wevte spells, or hold off too long
(gn throwing spells, N
This giving of information is even more iImportant a factor when
fighting unknwwn creatures or human parties. For example compare:
Your front line fighters see two giant boars charging.
(The DM having rolled their saving thr:"ws versus phantasmal force, -
without telling anyone he was rolling anyhting. A good DM is always
rolling dice whether “there"s anyfi™“ng to roll for or not.)
N DM: Let me see, your front line fighters all have to roll saving
throws,
Player:(Rolling his own), 1 got a 12, that should sceh.
DM: Sorry it doesn"t because this corridor is consecrated to the
God of i1llusion, the door to whose temple is right ahead. This low-
ered your roll by 2, so now 1t i1s a 10 and you, fail.
,Player: OhZ¥ this i1s cake, what phantasmal do our filters seef
“DM:~ Two giant boars, [ | -
"Player: OK, our second line will shout that thyrj”re phantasmal
boars, and will move up to preform touch of flesh. n
Player: Well now thct we"ve dealt with that, where®"s the magic user
who thrOU”™K the spell.. * .
DM: He"s no longer visible, but he was casting the spell out of the
secret window which your second line "could not see.
Player:(To th? rest of the group of players). Well they"ve got a
Consecrate that lowers saving throws by so they hsrve a cleric of
10th level or higher (legitamately reffering to a copy of local
syatems) . Also that phantasmal means they, must have an MU5 or 6
(again legitamately reffering to Kb a-copy of local systems),
etc.

The point is that the first group has been faced with a much
Jbougher situation, inspite of the fact that the pituations 'are"
the same. Thus you see hov? statements such as pur®party of 5th
levels went down and i~illed 17 Balrogs have no meaning, unless
the person you are talking to is familiar with the DMs style. a

I personally lean towards the extreme lack of iInformation. The

,only thipg 5 am™'nice" about, 1isl will give the players all the
information ther” characters have. This iIncludes, complete descript-
tons of monsters out of the book, (i.c, you can ask what hit dice

do were-t.igers have, i1h fact I will even inform a player who doesn"t
know™ that were-._tigers eixist). However, my. world has”many rlook alike
monsters such as tigers vs, were-tigers. Also | will remind players
of S"jmething their characters would remember, such as that purple

E, you found out three expeditions ago, means errol the cruel.
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Now for something special for Glenn Blacow:

Grésso-->-A New Character®Glass " .
< " )
Before rolling up a character one may check to see if he iIs a
Grosso; on a smokey dragon roll of 0000, on 4D10, he may choose to
be a Grosso.
Advantages are:
. 1. Experience levels are one experience point apart
2. At level n, they act as a fTactorial n level Fighter, Thief,
Magic User and J Cleric, Hit dice, saving throws, etc, are
always v.rhichever i1s best for the charadter, when they ”iffer
for the various classes.

Disadvantages:
" L1. They may not use either the Hoola Hoop of Invisibility or.
the Yo Yo of Silence, -0,

, 2. On Friday the 13th under a full moon they can use none of
thelr powers.

3. ITf two Grosses should see one another, they will immediately
apply touch of flesh to one another (as is done to dispell
phantasmal forces). Natuaally they will both disappear for
ever, .

Speaking of research, what w uld you rule the level (f the fol-
lowing .two MD spells should be? V/hy? . 7
Transmute Iron to Zinc: Zone of Effect : ~N'x6". Range:240", Duration:
10 minutes, 1i1.e. 1 full turn. V/ill effect chunks of iron up to 1000g.p.-
but not a total amount in the area of more than 10,000 g.p. In the
case where there iIs ti>0 much i1ron In the a™ea, smaller chunks will be
effected first. Iron iIn compounds or alloys (ex'. steel) will be
effected. Enchanted items will not be affected.

Mini- Transmute Iron to Zinc: As above, but the limits are a chunk of
10 g-p-, and a total® of >100 g.p- ;

’
-}

On the principle of eymetry - N

There 1s one bairic principle that 1 follow In my dungeon*, and that
must be present iIn any dungeon tht wants me’to play in 1t. 1°ve"label-
ed i1t the principle of symmetry. Basically it says that what applies
to the player characters applies to everyone else iIn the world. Let
me give ybu a few examples of its application. [}
Strong Charm: In those worlds where the charm iIs a strong one (mine 1is
not one of the”e) player magic users have an entourage of charmed
creatures. By the principle of symmetry, the enemy creatures who know
charm, should also have a large entourage ®f charmed beings. If such
charmed“eings of the player characters act without explicit orders,
or-even: after the chamer is asleep-or dead, then so should the charmed
creatures'of the enemy. Finally the level of the charmed creatures
possessed by the enemy should bear a”similar relation to his‘level, as
it does for the player characters who" have charmed creatufew.
Molotov’™Cocktails: |If you allow the use of these by your players,
then they should be used with ecoial freguency by all intelligent
creatures, (1 don"t have mol"~tov cocktails in my world. Lamp oil is
really not good to make them with. Kerosine and Gasoline have not

(continued next page)
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been i1nvented. Generally, my world has g6ne the route of macric, thus:
there exists no urge.,t; develope technology.)

Easily ~rchased Maricaf llaiiis't IT magical i1tms are for sale at low
rates, then your players should run intxs endmies vrith very -little:-, ¥-
money, but amec™ with many magical items.

HarelinaS: If there exist pegple;lh/ your world who are willing to

i|) into thd dungeon for cmly,@a""small fixed;*f'ee, or less than a «
ull share, then your ﬂlayer‘Characters mtiPt be “willing to i1lso.

IT hardly any player charactersare willing to go down for less than
*aN*full share, then their should be no“such hirelings available. Also-i
Cfice In the dungeon, the Hirelings should not be willing tovvanything
the players®are not willing to do, " m

Generally, the player charadters are inhabitants of a world, not*
a special group of prima donnas®. (Of course-1 run™ a closed- world,
where all of this i1s .easier to implement.) Thus for example™ even if
someone were to come to me and ‘'‘claim that hi"S character was making :
molotov cocktails from" scratch,”"and ""brought -forward a book that
outlined how to do i1t, and all the"raw materials were abtainfeble,
I would rule against i1t. The point’ Is that you"-a-re not playing an :
inventor In a tehhnological world.-Your charactte®f""would not have seen
the need /T such a substitute®"Fireball, Svob - he did see the need,
he Would try to get i1t filled"by some S"-rt of magical research.

Of course much of the symmetry principle can be culled, if the
H© of encM"uhtbrs with humanoids is ver)‘ low. In my dungeon iIt"s
between 15-2Q70. Thus on balance the player characters would suffer a
'ngi lose 1T I used Strong Charm®, or allowed the use of molot "vs.

Fighting Florentine: This 1s another case‘where an application of
the principle of/symmetry might give the players pause. In this case
not only would they meet fighters who fouaht” florentine, but also
Ores, Medusas etc. Howe-yer, a truly sweeping application w ulc” allow
other’monsters, such as spectres, to have better inodes of attack,

Anal-ysis of ltems: I-.allow the players to try out the- i1tems where and
when™ they please. "1 .do hot have a detect magic that tells what an
item does. HowevCf, I1"have adapted the foil-owing method-:from-:Edi
Birsan, You give a fellow inftown,. wh: has a business that aalizes
items, 2 magical i1,tons. He then tells you what they both dio, and
keeps the best one\ ™or himself (CM decides which i1tem iIs better).

Help: Attention all readers: 1 recently recieved a letter with no
return adress; it was pc’stmarked Oakland CA. It contained no check
or mone’y.:, However i1t conelmdgs, "keep up the good -work, beca-use
whom-1 -geteback from Engalng next February, 1 hope“"to see lots of
back;, issues-.in my mail ,box that 1 can peruse happily for Hours."*
The.Metter 1s in reference to my zine. the Quick Quincy®,Gazet-fe, And’™
cohtains a submission of a review of the.vArduindGrimoire. ,

The problem is that this person seems to be under -the .misgz"
aprehensioh that he- has .subscribec to my*.”“zinc. 1 have no regopc
of having heard from him before. Although the signiture is not
readable, 1 know it iIs not that of any of my west caast subbers.
IT you know this person please let both me axd him know. You
should have enough i1nformation, that someone can track him down.
Oh yes his sianiture could be "Andel De Sher'™ or "Andy Oa Stei"



CHRONICLES OP DIM»?ELT
by R. Steven Brown 113 State St, Lexington, KY 40503

Following is a 95% complete Alternate Treasure Chart that 1 have been
using in populating lairs in Bimwelt.

Copper Silver Gold Gems/Jewl . Maps/Magic
A Land 01-25 1-4000 01-50 1-4000 (Q1-35 1-10000 01-50 4-24 01-40 2
26-50 1-400 31-40 1-400 36-50 1-1000 51-90 1-10 41-60 1
m 51-00 1-40 41-00 1-40 51-00 1-100 91-00 1-4 61-00 O
B 01-50 1-6000 1-25 1-4000 01-25 1-2000 01-25 1-4 01-10" Weap, Arm,
or Misc. WM
51.75 1-600 26-50 1-400 26-50 1-200 26-50 1-2 11-00 0
76-00 1-60 51-00 1-40 51-00 1-20 51-00 O
C 01-20 1-8000 01-30 1-3000 01-25 1-100 01-25 1-3 1-10 any two
21-50 1-800 31-50 1-300 26-50 1-10 26-70 1 11-00 O
51-00 1-80 51-00 1-30 . 51-00 O 71-00 O
D 01-10 1-6000 o01-15 1-10K 01-60 1-4000 01-30 1-6 01-20 any two
11-25 1-600 15-50 1-1000 61-80 1-400 31-50 1-3 21-50 1 potion
26-00 1-60 51-00 1-100 81-00 1-40 51-00 1 51-00 O
E " 0!-05 1-8000 01-30 1-10K 01-25 1-6000 01-10 1-8 01-30 any three ,
06-20 1-800 31-50 1-1000 26-50 1-600 11-20 1-4 31-50 any one -
21-00 1-80 51-00 1-100 51-00 1-60 21-00 1 51-00 one scroll”’
P 01-50 1-600 01-10 3-18K 01-45 1-10K 01-20 1-20 01-35 any 3, no
01-10 %10 weapon
51-00 1-60 11-50 1-8000 46-80 1-1000 21-50 1-8 36-50 any 2, no
11-50 1-6 weapon
51-00 1-4000 81-00 1-100 51-00 1-4 51-00 one potion.
51-00 1-2 one scroll
G 01-50 1-600 01-50 1-600 01-75 1-30K: 01-25 2-12 01-40 any 41
01-25 1-8
51-00 1-~0 51-00 1-60 76-00 1-6000 26-50 1-6 41-70 any three
=£6-50 1-4
51-00 1-3 71-00 scroll
" 51-00 1-2
H 01-25 3-18K 01-50 1-80K 01-75 0OI-50K 01-50 1-80 01-20 any 4 .0
' 01-50 1-20
26-50 1-10K 51-75 1—1OK. 76-90 1-.1 CK..4 51-75 1-20 21-50 any 3
- m" 4 51-75 1-10
51-00 1-1000 76-00 1-1000 91-00 1-1000: 76-00 1-8 51-00 scroll u
76-00 1-4
1 m 0 0 0 01-50 2-12 01-20 any 1 ,
51-00 1-6 21-90 potio.h"==
- 51-00 O ,
As you probably notice, in almost all cases each of some type of treasure "

will be found in a lair. This gets rid of ridiculous situations in which a really
tough monster has no or little treasure., Also notice that by cutting down the
upper limits of each treasure, overall balance of treasure given is maintained.
I cannot claim that the treasure was statistically distributed to maintain exact
balance however,

That; .tsaall for this round as Uncle Sam is calling for April 15 forms.



1 Would have made “a great platinum dragon #6 i

by Bill Se llgar>", 3127 University Halls 37, Ithaca, NY 14853 0
typed by the not-quite-so Immaculate Lee Gold. 7 " Gilm

In"case any of you are worrying about what happened to IWHMAGPD #5,
don’t worry. It appeared In TWH 4, but it didn’t ha"veLjany of my
satires in It. You" may wish to purchase TWH 7/14 for anothet”™ reason e
though: due to an error In spac ial-tempora I' dynamics , mV dragon
tables wllr tle in that issue of TWH, not in TWH /13. To make up for
this, when 1 finish my demon tables which will serve the same pur-
pose as my Doagon tables, I will put them in A& Tirst.

Naturally, very little of the material 1iIn the Demon Tables will
be original with me. Nonetheless, 1 shall be giving everybody *ful |
crddit for what they contributed. Right now I can see that Sam
Konkin"s material on Demons last Issue will be part of these tables.

Is W okay if I use them, Sam? Also to be used are the Imp statistics
from the DUNGEONEER.

Lee Gold: What does ”it doesn®"t scan" and 'preci s"imean? CScan__
- fol lov sdaneion - hao oorreat meter&Thythm; precie - summary.- LG
Please take note that 1) there are 16 songs to be rew(ritten for
GMs and DMs and 2) they must have something to do with the plot of
the story, and that is by no means easy. The Tfirst few acts of GMs
and DMs will be coming out around summertime.

Who will be what in the play; so far, barring any requests that
I might see In A& #21, here Is a partial line-up: Lee Gold as
General Cartwright; G*enn Blacow as Lieutenant Branigan; [I.tewart
Levin as Nathan Detroit (he asked me first; speciflcially he said he
wished to be Nathan If Kay Jones would be Adelaide; otherwise he-

would lake Benny Southstreet. Are there any remarks from the peanut
gallery?) If Kay Jones Isn’t Adelaide, then Peggy Gefnignanl will
have to be. But then who Is Sarah Browh? "

Thanks to Stewart Levin and Charles Luce for the STAR TREK satire
titles. The one In this Issue will be TOMORROW 1S iBLACOW’S DAY
which 1Is on neither list. I gave 8lehn a fair Chance to name his
own title, but he declined to do so. Fod"Some reason, though; “n
this satire, 1 have decided to be nice to him i One ofs™y wild
unusual whims that change like the colord of the rainbow ('Hey, Bill
the colors of the rainbow never changeHke the swallows on the ;
wing. f'But that doesn’t make any sense '")--llke a nosy fellow with
his nose punched in. ("'That still doesn"t make any--URMMPHI™)

W. Taylor: AAAARRRRGGGGHH!! Did you see my attempt at such in
TWH #107?

Richard Schwall: Very good phase explanation. I had another
one in which Phaser stood for Phonon Amplification through Stimulated
Emission of Radiation, which also exp lalhed why, if a person was stand-
ing near the Enterprise in space, he would hear the PhaserS. But
yours Is better. ‘

Cheryl Lloyd: Strangely enough that question of a White Dragon
Bard harp came up In my universe. I gave a price of 250,000 GP, but
I have some rather severe inflatlon; Perhaps 25,000 would be more i
suitable for your universe. - n



Bill Paley: As far as | know, 1 am the only person around Come 11
who allows psionics without trying to gun them down every two ,s4condd.

I shall b6“wrill$fg lig how 1 do it and send it in to THE DUNGEONEER
Watch Tfor it, Paul

AJdameS Cermto 2) The mastidib is a "large anima I'" wh Ich. means
as ™kp lam'™d i MIT, that it is up to the GM to select its AC, HD,
eteV Dep~dihg on the level of your wilderness, you might try:
HD= 5+ 2 MC" - 3, and see how Tt works. IT you look carefully, "you wi I1
see that- there are quite a few monsters on the Damage list of Grey-
haw'k that" are"hot descr ibed 1n M&T or Greyhawk: e.g. Lions, Tigers,
Bears, (oh my). Snakes, Tyrannosaurus Rex, etc. * .

Stu Levin: | think your MISERY IS department would®"have been
moh-e“etfeetive if you had made your lines "scan" with the songiHAPPi
NESS TTS. ™That way one could sing it rather than recite Iit.

Charlle Liice: re firestone sterilizing Dragons: sterilizing and
impotency are two different things. With the former, the machinery
has broken down but the equipment is functioning. With the Ilatter,
the machinery may still be working buf it doesn’t matter, sinee® the
equ ipmd™t has ceased” to™ funct lon . Sterilizing cou Id*sesu 11 in psycho-
logical- impotency but hot the other way around-.- * " "

Sam Konkin: Why not send your article to THE DRAGON separate
from AGE. My Issue was stapled so most of the illustratiohs at the,
stapled end of the page were cut off.

“Kask doe"™h"t Qeed any"defending, but just®"for the heck of it:"
People tend,to become what*other people see them as. Tf you say that
Kask Is trying to dominate the hotsby (or whatever you are accusing him
of)-, then sOoner or later, even though he won"t"mean to;,.that 1is prob-
ably *what will happen. THE DRAGON 14 and 15 were pretty good 1in my;
opinion; the EPT issue was Interesting even though |1 don’t play It,
and the Witchcraft and MU research supplement were relatively free of
flaws. And my artlIcle was the peak of perfection. of course. (ead
that last iIn a sarcastic voice.) TSR has not been 1iIn existence ”ogg
enough to become a money-grubbing corporation, If you don"t treat it
that way, perhaps, just perhaps, 1In the coming years it will not become
one. Otherwise, despite good intentions, it wl Il become 1less,consumer-
oriented and more profit-oriented. t

Now, if Kask had said that, it would have sounded .as \I he was
threatening you. When 1 say it, 1 sound likq I"m morali H ng at atl
of you. Which one is woBse? " ]

And now, an exciting episode of STARLORD;

TOMORROW IS BLACOW®S DAY -

As Glenn Bfacow opened the door and went instde his place of.resi
dence, he tripped over a small object. CurSing"slightly, he ~“bent to
pick it up. 11 looked Ilike "a triangular prism about 15" longvand 3"
wide on all three sides. It was completely featureless, but that was
not surprising, since it was raining quite heavily outside and the
address"and stamp could have easily washed off. Nonethe)ess;”® "G lenn
Identified it readily. Bill Seligman used such mailing" packages to
send stencils to him.



"Darn that Seligman,'™ Glenn thought. "For TWH 14 he sent me 15
stencils, and sent Mark 10 pages for offsetting. When will he learn
just to shut up?" Glenn cleverly avoiding the thought that Seligman
had not submitted anything or at least had anything printed in the Ilast
two TWHs. I""M take care of Sellgman later,”™ he smhoQght. *"Right now
Il stencil up my own zine. Let"s msee, .1 "ve got Nine Hidden Families
and the 13 re-discovered families of Edwyrto type up."

Resting the package on a table, be sat down at his typewriter, put

in a stencil and started to type. But before he could type a single
letter, he stopped. His fingers would not strike the keyboard. A
strange sound seemed to be coming from Sellgman’s package. Turning;,

toward 1it, Glenn saw that It had uprighted itself and was glowing hot
pink. As the glorious strains of Thus Spake Zavathustra came from the*®
package, it quivered slightly as if some strange alien force was using
the package as if it were a rectangular solid with sides the ratio of
1:4:9. Glenn"s eyes widened. Although he did not move, the pseudo-
monolith seemed to Increase In size, drawing him in. Glenn could not
resist; he fouled up on the saving throw.

The pinkish glow dominated his vision. At first he could see
nothing else, but gradually the pink gaded away to a series of inter-
secting green and blue lines against a red background that seemed to be
humming a song. As Glenn floated through the network of [lines 1in his
space pod ('Space Pod?" thought Glenn belatedly) the tune resolved
itself into Beethoven’s Sixth Symphony, The PaetoraZe. The red back-
ground did not prove to be featureless; Glenn could see through his
space helmet ("'Space helmet?" he thought even more belatedly) tiny
yellow dots. It came to him that they were stars, and that the red
was this universe’s equivalent of the blackness of space.

Glenn struggled to move, but he fouled up on his saving throw
again. One of the yellow dots grew larger as he headed toward it.
Around it orbited a planet with ochre seas,brown snow> green land,
white rain fTabric softener. He headed towards a small Island iIn the
middle of one ocean, where another triangular prism stood. AGain he
was absorbed by the pseudo-monolith to find himself drifting through
a city, floating in ordinary black space with white sibars this time,
that was thousands of AUs wide, traveling through an irregular galaxy
which iIn turn was orbiting: a spiral galaxy three times the size of the
Milky Way. Time passed quickly, thousands of years to one of Glenn”s
seconds. He saw the city rebuilt countless times. He saw the galaxies
evolve, change shape, color and pattern. In the city, he saw the
development of fantasy and science fiction games, saw them become
grandiose things that were miles wide, played with scintillating D8s
and DI2s of mountainous size, and then shoved into people’s closets
as they lost interest.

He drifted out of the city and his speed rapidly increased. He
was headed toward the center of the spiral galaxy. As he passed solar
systems inhabited 7~y highly technological civilizations, they tried to
communicate with him by using D4s and D6s at first, then Fireballs,
Lightning Bolts and finally Contact Higher Space Pods. But to no
avail. Glenn could not answer them. He copid not even shut his eyes
to the wondrous words that Seligman was typing, and Lee was re-typing.
At the center of the galaxy was a large black hole, slowly absorbing
the galaxy (cf. Niven’s WORLD OUT OF TIME). He was headed for its
dead center. He tried to scream,i but failed to make his ST again. As
the Space Pod neared the black hole, he felt tidal Tforces manipulating
and attempting to rend his body into myriad ways, but this time he made
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hfs-savi®Tig throw, not being 6. big Larry Niven fan.
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"Racing through the black hole, he found hiisself ,in a room with 1
Classical neo-"Georgian features combined with the utility of modern *°,
(feign,- He raced down a conveyor belt through a passage decorated with
Mediterranean designs in extreme comfort. He was entering a heavily
soundproofed section and was about to turn a corner when the whole
scene” faded out to an image of two flat planes about a mile apart,
covered with shifting moire patterns that dazzled the mind and eye.
The shape of the planes shifted, twisted, and they became two hyper-
bolic parababloids, perfectly parallel. Strangely, while the para-
haloids were parallel, none of the lines on them were. Numbers started
to appear "on the moire patterns, strangely distorted and curved. With
""only ammild surprise, Glenn recognied them as the experience point
myaluw™"for fighters. Gradually the numbers grew higher, higher, and

higher, grossing Glenn out. Just as he was to come to the Ulith number,
t"he scene again faded out to

h n
“ " and then to a long cylinder which he was,
in" the 1inside of. (it must be remembered by the neo-Freudian that™.»
sometimes a hollow cylinder is just a hollow cylinder.) Distor-ted”
pnojections of the outlines of tetrahedrons, cubeg , octahed.”ons , dodeca-
hedrons and icosahedrons in laserium colors moved with great®” rapidity
along the inner surface of the tube.

Although the tube was not transparent. Glenn perceived flowing -~
bell curves surrounding the tubes, increasing with size whenever many
of the polyhedrons were projected together, changing into weird,,.non-
syraniet!rreal shapes when dice of different types were indicated being
rolled. It became obvious to Glenn that his destination has being
determined by this Boom Tube. -

As he proceeded down the tube, semmingly of “«infinite length,
Beethoven®s Si"xth came to its conclusion and the notes of "You Bash
the® Balrog*"" rej>raced them. "And; Glenn®"s anticipation increased. He
knew that "at the end df this 0Odyssey that he would come to the ulti”l
niate®-gamehmaster, the wisest in all the multiverse who knew the" cor-."”
rect” rules and combat systems. With every passing moment, Glenn"h *
nohVintioh that this lay at the end of his trip increased. “There® ~
yes, there in the distance, the tube was finally coming to an end. ~
There were some hhapes to be seen beyond the tube, bdt Glenn couldn™t
ma-ke thein® odt". What would" the real-io trul-io G, .p".If. (Grand Holy =~
Omnipresent heity) look like?

As he drew closer to the end of the tube, he Tfelt his possessions
be%6mirig more vague. He want past, not through, his space suitV ,LHe
went pah"t, hot through, his space pod. He went pact, dpt though,’his”
Lens. "("""Lens?"" thought Glenn, much, much, too lath.)" ,And there he
was at the end oT the tube. His feet touched down"gen-tly on a bare **
floor". He bhly saw vague unfocused shapes. Thdt prpbably was because
right then®""and there®*he had vague undheused byes. As" he attempted to
drive his perceptions back"to an ordinary , though enTightened, Ilevel,,
he wohdere®*d, “"Here it" is! What"will the greatest gamihg fpreh that -~
could"be®"conceived bf by "an- organic mitid be H§ike?"";"Wiil"be agree with
my theories and methods® bf ""playing? OF will hb "destroy me? What will
b'e revealed me by this awesome being?”"What dew®"knowledge will he
Bp"CSS™Sssi* ™ m Wi m -



Not waiting for his eyes to finish focusing, he threw hiaself down
at the feet of the entity. "Oh, please, mighty Ghod, reveal to us poor

D&Ders the secrets of gaming that thine uttermost holiness keeps
hidden.”

"Your behavior,'™ said Mr. Scnuby» ?%is most illogical."”

" "Oh hell,” thought Glenn. "Seligman got me all worked up that
this was a 2001: A Space 0dyssey satire that 1 forgot it was meant to
be a STAR TREK satire all along.”™ For Glenn was standing in front of

the Captain’s chair on the bridge of the TSR INCORPORATED.

Captain Cast, "Why, Mr. Scruby, Dr. McEwan, Solo, Cherenkov, Et
Cetera and all you other crewpersons. Look, as 1 live and breathe

(=though not for 1long), it is Glenn Blacow, hero of medieval D&Ders
everywherel"

"We weren®t all medieval D&Ders,”™ Glenn objected.

Mr. Scruby responded, "You are forgetting when we are, when you
are, and the relationship between the two. We regard 1977 gamesters
as being medieval, as you regard 1U53 as being medieval."

"Actually, Mr. Scruby, in 1753 they were fully-evil; in 1977,
«ftty became only midi-evil, and now we are not evil any more,” said an
expendable extra. Scruby quickly used his Vulcan Death Grippe.

"1"m confused about one thing, though,”™ said Cast. "1f you, my
gamester hero, are standing here mysteriously alive, this shouldn™t
be TOMORROW 1S BLACOW®"S DAY; it should be THE SAVAGE BLACOW."

Glenn responded, '"No, this 1is TOMORROW IS BLACOW®"S DAY all right.”
"Last episode you said Kask was your hero,”"™ said Scruby.

"1 lied,” Cast replied. Turning back to Glenn again he said,
"But then, where was the black star that was to send us back into time."

."Just one second. I can"t arrange everything at once,”™ Bill typed.

Et Cetera said, "Look daptain, on the Clairvoyance; 1t’s a
black star!™ ,

Cast said, "™h," is it Marvin Gaye or Ray Charles or..." Fortun-
ately, the verj? bad Joke was cut off by the terrific forces of the
black star pounding on the hull of the INCORPORATED. The ship went
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everyfhing went back to normal "Good Ghod,"™ thought Gl-enn., ™"how
is Lee goirig to type that?”

“"First 1’11 have to change it from 12-pitch to 10 pitch and”’
even then 1t"l1l be difficult,” said Lee.

Cast looked irritated. "Glenn, 1if you"ve Tfinished talkiAg with
your imaginary friends, perhaps we can get to work finding out where
we are and how to get out of here.™ , .__...._._. .-

"l believe 1 can get you a partial answer to that question,™
said Scruby. "By using my hyperatomic scanners, hyperatomic compu-
ter, myperatomic brain and by reading the street signs, 1 can deduce
that the INCORPORATED is -floating some M35 kms over Ventura Blvd. in
Los Angeles, California. Since | can detect people still using.,
primitive Critical Hit Location systems, we are probably 1iIn some
past time, perhaps even the time of Glenn Blacow."

Although Glenn was a bit ruffled at that bit about "primitive
Critical Hit Location systems,”™ he responded mildly, "Yes, that
seems aboiat right. One thih”™ that 1 have to warn you about Captain,
Now that you are 1in 1977, you are no longer real." - ;-

; What do you mean by that?"

"1 mfean that here 1in 1977 there®s a guy named Bill Seligman who

uses you people in fTictional stories. VJhile you are in this tinme,
you become part of those stories and no longer have any free will
of your owri." 7

"What so bad about that?"

"Seligman has a very infantile sense of humor. IfT 1 were you,
I1"d get out of this time period as soon as jpossible, before..._."

"We don*t got a barrel of money,'™ Cast sang,;;i |

"Maybe we"re ragged and funny,'™ Scfuby shimed in.

"Butwe"1l travel along, singing® this song,” sang McEwan.

They all joined, "Side by side." ]
Glenn groaned, "Too late." = "
Bill typed, "Now you shall all act in a musical manner. Ready.

And--a-one-j and-a-two, and-a--"'

"Wait,”™ shouted Scruby. sYou can®"t do this to us! We have a
TV series to do. You can"t just snatch free willifrom us."

"Oh can*t I just,”™ typed Bill as Scruby started doing a Shuffle
Off to Buffalo. Suddenly Glenn rushed overmto Cast®s side and
grabbed his gave. vs. Everything. "No," typed Bill, "if you use
that. 111 have to let you all go."

"Exactly,”™ muttered Glenn as he fumbled with the buttons and
knobs on the strange device.
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BL. ne.Yer get a chance, Glenn,"” typed SeligAan hurriedly.
All 7q,T incorporated”s engines started to hum as>.the! ship
tookXbff,"headed for... ~ ,

“"The sun I Cherenkov cried. "Captain, the helm doeisn"t answer,
although come to think of it , it never did. We are going to he burned
to a fritter in the cehter of the sun.”

The INCORPORATED: db-n,Mi/nued ijts wild acceleration. The sun grew
larger and larger?:"-ptn the VdeWwscre®en. The, crew of the INCORPORATED
could do nothing; they, were piunped to the" floor by the wild G-forces .
East could do nothing but whijnpe r ;as he saw’his death in the fiery
sphere ahead of them? Xi-F,aster, and faster the ship hurled itself to
destruction. Cast Streamed in terror; he had only a few seconds to
live and could do nothing about it!

Just then, Glenn managed."to switch Cast®"s.,Save vs. Everything to
the Deus ex Machina setting. Nothing appeared to happen. "We"re
dximed ,” hried Tast. “""We"fe doomed !"™ He quieted when he saw a small
spot app” surface of the sun. No, it wasn®"t on the surface;
it was ab"oVW"tyht surface, not part of the sun at all. And it was
headed bowdrd them. As it grew closer the shape lof the thing became,
appareht-"-it was \a long triangular prism, greyish-black in color.

The thing came closer, coming iIn so fast that Cast thought it

would dtash"into the bridge and destroy the ship. Instead the 1image of

the pfism Tfilled the viewscreen. "Very,very slowly, stars began to
appear on the screen. They were back in normal space in their own
time. Cast breathed a loud sigh of relief.

Scruby, however, looked worried. "Captain, what are we going to

do about Glenn Blacow? IT he returns to his own time and reveals whdt
he sees here, i1t may change the course of_his tory." -

McEwan growled, "Scruby, don"t you ever read the script?All you
have to do is use your Vulcan what-ya-ma-call-it and erase his memory."

"l1"ve got-a better 1idea,” said Cast. -"Two can play at this game.
Now that we" are dn the future again,-we pan-write a story .in which Bill
"Steliginawrites a story about what happened to Glenn Blacow., Even if
Glenn tells everybody that it really happened, they ll-think that,he
was joking. And we get revenge on Seligman. Et Cetera..."
"Right here. Captain,”™ she said, handing him some typewritten
sheets. Cast signed them, making the story official.

ni”"&ut how do 1 get back to my own time,” inquired Glenn.
ST : - - -

"1"ve already taken care of that in the story,” Et Cetera

replied. "Look."
i ] N (f

On the INCORPORATED®"S view screen the image of the prism had
appeared again. Again it rushed toward the ship. But rarher than
filling the viewscreen, it went right through the viewscreen to land
Just in front of Glenn Blacow. Quickly he was sucked up “by the pseudo-
monolith. It then turned around and sped off the way it had come.



The prism sped through the universes, dimensionsS, wpT Idi
etc. until i1t came to Earth in 1977. Quickly it deposxte4 Oi“rin i'™M,
front of his, typewriter, made arrangements and Ipft®. ,Glenh t#dke up,
surprised that it was all a dream; it had felt! so"real. He noticed
that Seligman®s package was gone. Instead there was an envelope which
he opened to discover his copy of A&E #22. He started to read it and
presently came to Seligman®s contribution for that issue which you,
dear Reader, are now perusing. When he finished he looked very
confused. "Did it happen and, if so, can 1 sue Seligman for Ilibel?"

As we CUT TO
a shot of Glenn Blacow zooming off into warp drive
As we FADE OUT

Lee sat back, exhausted. Barry entered the room and walked over
to her. "What®"s the matter, Lee,”"™ he asked.

"I Just spent two days with a 100° fever typing that idiot
Seligman®s “"zine for this A&E. He had all sorts of weird typefaces
and, will you look at what he had me type with the INCORPORATED
swooping around that black star. I ought to charge him extra for
that." (Actually 1 simplified considerably. Before you would have
had to tilt ~and turn the stencil in the typewriter.)

"Perhaps you should. Anyway, I"ve got to go back to the office.
Remember, Seligman predicted that 1°d develop a brilliant software
application, and we"d be so rich we"d buy TSR Hobbies."™ He gave her
a'"kiss, walked to the door and opened it. Suddenly he noticed some-
thing on the doormat. "Say, Lee," he sa,id, "there®"s a package for

you." :

"JUst put it on the table. 1"11 get to it later."

; "Right. Good-bye, honey."™ Barry left. "

Lee sighed, then sat at the typewriter, inserted a stencil and
started to type TANTIVY,. But she couldn"t seem to touch the keyboard
of the Selectric. From behind her she heard the strains of the
Minute 1Maltz coming from the package which was shaped like a triangular
prism. As she turned,around to look at it and fell into the psuedd-
mnolith and began a trip of her own, her only thought was, '"Damn!

Now 1*11 nevpr get #22 out on time."

NOT QUITE THE END

In case anybody cares, the names of the sitter ships of the TSR
INCORPORATED are: TSR HOBBIES, TSR GAMES, TSR RULES, TSR PUBLICATIONS,
TSR PERIODICALS, TSR PRODUCTIONS, TSR THIS and the TSR THAT.

Bill_Seligman



KIREL»S MIRROR #11
Kay Jones, 200 Davy Glen Rd., Belmont, CA

Thanks to the general hassles of moving (hote new address) |1
will lTimit myself almost entirely to comments thish. -(nothing

like having your parents move right before you do.
*****/\**/\/\**/\*****CommentS/\* - /\*/\/\*******/\*/\****/\*/\/\/\*/\*/\**** wkkkkk

CARY MARTIN: You still owe me the stats pn "A Truly Better Dim-
ension Door"... // Big mouth. Just wait. [I"m not through with
the Star Tower yet. Now that 1 have a map-..-.

STEWART LEVIN: Shame on you. Blasting away at Charlie like that
right after announcing you®"would stop attacking people, In here.
Tsk. (“snicker*)// As soon as | get settled. 1711 write, you a
letter.

JIM:BOULTON; Biack Lollems are also supposed to be delicious

| |
GARETH KANTf‘ Syl VJoodsranger Lady Llanors d*Finagle and Lady
Lenla du Flnagle hereby serve notice of their purchase of "Match™.]
3000 GP on 1t"s way via Transworld Shipping.// More Ja“ala stories
are, .currently in the works (including a brief description of what
she®s been doing lately, probably iIn nextish.)

FANG: That expedition sounded like Amulet time to me. “sigh*//
I like that song even i1f a few lines don"t scan..quite.™. _.// Does
ther Sopwith Camel also give you a big nose and long floppy ears?
(*grin*) // Nice to hear from you again.

CHARLIE LUCE: Thanks for the loan of youf copy of AE-"So | could
write all these, //////// comments.

MICHAEL MCCAUSLAND: An old Jeeves fan thanks you. Love that
scenario!

JEFFREY MAY: My opinion of Slavus the Clever has gone up several
notches thanks to your trip report. Hilarious!

CHRIS PETTUS: Thanks for the Staff of Healing info. Every time
I think 1"ve read all the fine prin],. . ."™sigh*. 1 agree; staves
of Healing should be charged - and i1n my world certainly they are!

MARGARET GEMIGNANI: Well, offhand 1°"m nbt sure 1 believe in

elves with -a charisma of 9. Frankly, my Melniboneah requirements
are about the same as my elf requirements. 1 probably would allow
a half-breed Melnibonean - but with a charisma of 9 the other

half s probably not elven. Human, perhaps. You seem to have the
same prob3em there 1 keep having - all the other characteristics
are great, and”then the Charisma comes out 5, or 6...or 3' //

It looks as thdugb I may not make Sun Con after all as | have just
started a new job, and highly doubt 1°1l1 be able to get a week

off that soon, alas. 1 will be going to Westercon, and may make
Boskone next year (fingers crossed!). // The Minotaurs succumbed
along with the turkeys. Probably from indigestion. ../AN/hat is
"The Tolkien Champion™? //re movung DunDraCon away from Boskone"s
weekend. m"Amen! 1



JOHN SULLIVAN; Poor Arlan. Love that Hoka! (Godhood!?1?1?

TERRY GRAIN; Thanks for the door table.

LEE BURWASSER; 1 know OF at least one hobbit fighter (Brahdobas -
FIi 7) who hopes your new books’are widely adopted. He"s burned
3 wishes so far to get up*there, although he had the ep, just
because he wasn"t human. And wishes aren®t all that common!
Needless’to say, I1°m adding your books to my treasure list.
ar ; doh®"t just decide that in my campaign, hobbits don®"t top
out. )

1
CHERYL LLOYD; VJell,® "minataurs'™ was a typo, but that bonsal idea
is lovely...// Alas, | am well aware of what baby vatches are
capable of!(see my last zine)

JIM THOMAS; Well, "purify Food and V/ater'" is presumably just

what i1t says, and hydrochloric acid being neither... On the other
hand, as Charlie has pointed out, i1t MIGHT remove all the water
from the,, hydrochloric - both "purifying"” the water and causing a
rather hasty explosion as"the pure_acid grabs water out of the

atmosphere!
RPN INPOFAINIE_L g endeth another page of comments******

The following little .._thing... was concocted by Charlie Luce,
and yours truly, with thanks to Bill Seligman and many others
for 1deas. To the tune of "The Temperance Union"™ (or "Marsupial
Fandom'™ i1f you prefer), it"s;

THE BALANCED SONG

We"re coming, we"re coming, with rules on the way;"
V/e want to convert you to The One True Vifay.

Can you imagine a more frightning sight, 7
Than devout One-True-Wayers all ready to fight? im
(CHORUS) Hooray, Hooray for the One True Way, . Y 5

The One True Way, The One True V/ay; -,
Hooray, Hooray for The One True Way,
.-That"s the song of lobotomized fandom.

Your Character classes are too unrestrained.

Don"t run Demon Fighters, "cause they"re much too strange,
Don"t have Collectors, and don"t play a Sage;

V/e"re not even sure that you should run a Mage.

(CHORUS) -

Your magic®"s too powerful and i1t"s too much;

We don"t understand how you®"re happy with such.
We think gross Artifacts spoil all the fun;
Like Potions of Healing and Daggers plus one.

(CHORUS) - . /
Your playgrs are turkeys, yo"ur.DMs are clods, "
You don"t: have good melee, you don"t run good gods.
To restore the balance, we will not be lax; .......
Like stopping that liberal, Gary Gygax.



(CHORUS) n

You must understand what you®ve done to ,the game,
On D& playing you"ve left quite a stain;
r|;If you don"t see why you cause us such pain....
5;1t"s because at heart we are all quite mundanot \

liT **(CHORUS) . ,; '~7 7 f, : /

, There®ithat should liveh things up, a bit...

And. now, a little concoction of ,piy pwn, being a.new verse for [

""DEFENESTRATION"; " u , 7 c. = - -
h; mam”™ " - 7 -0, . """ Vmnm
If your D and D ing friend, |

Is a wise-guy to the end,.
\ , Getting parties,,into needless altercatlon-

i The solution®s In your power, J
Lead him to the nearest tower, : ;
And use DEFENESTRATION! -

Gee, lookitda white space... . . N

Went down to San Diego for a few days and got in some iInteresting
D&D 1ng. Managed in the course of the week to acquire 4 wishes
and USE five.1” Two by members of the party on themselves,

one to undo an awful mess in one dungeon, and two to fix up a .
very badly mistrt-:ated unicorn rescued from Charlie®s dungeon, -
which critter promptly walked right back iInto the woods and dis-
appeared. .. Oh, well, at least Brandobas is FINALLY 7th level.
Alfric even went up a level after the unicorn expedition. And
the lowest level of, the basement of Hell House will never be

the same.. . r. —

May as well add another comment;

CHERYL LLOYD: Gods, you want?,-Well... In the case of the Robber-s
Roost, several of the Lovecraft pantheon can be found at one

time or another, mostly teaching at the Miskatonic U Arcane Studies
department. Other than that, there usually aren®t many iIn evidence.
Gaelan, the island most of my characters come from, honors the ,,
pantheon of H. Beam Piper®s "Lord Kolva®, of otherwhen'™, including ;
such notewortmies as Dralm All-Father,,: Yttra All-Mother, Galzar
Wolf*"shead, god of war and mercenaries, and Lytris,, the weather

goddess. I"m still working on the Gameboard of the Gods group -
so far there i1s The Timegod,,v,,who will do you a favor - i1f you>d .;
him one... (Which s how Ja"a-ila got there - iIn return for vengance7-

on the destroyers of Immryr, which was not quite as completo™ as,

she thought it was,she was required to go there to steal a rather
important.”, book from Grystan the lIce Dragon., As he was created |,

by another god to guard said book, 1t was ah entertaining expedite .,
ion...), the Deathgod, and several demons. -

-3-



HELL”S BEGINNING

by Alan Brodle, 4073 Ben Lomond Dr.., :Palo Alto, CA 94306

I usually run in Stormgate at Stanford but for two of the meetings
M if tiiil NIiCO lai "Shapero wasn®"t there to run Stormgate, so
beihg the only one with a dungeon, 1 ran the usual group through my
dungeon. These people have reasonably high characters (8th-10th). The
first week 1 ran they destroyed my 7th level and cleaned out my 8th.
They saared away vampires like they were ghouls, juggers like they were
ores. After the turkey shoot, | asked a player what he
thought and how 1 could improve my dungeon. He suggested I make up a
not-so-minor Tfire Demon with lots of treasure (hoping to get more
treasure iIn an easy kill). Weil, 1 made up a new Demon 1 thought
should be published:

Cold Demons -

These Demons can only be hit with iron weapons. A blast from a cold
wand cures them and Tfire does double damage. Otherwise they are 1007,
magic resistant. They are also permanently Hasted.

Minor Cold Demons: they have one eye (shoots cold ray) and a hideous
body which cannot be seen by the naked eye. “appearing: 1-4 or
whatever you feel 1is reasonable. Hit Dice: 6 D20 or 15 D8

Int: 5-10; Dex 16-21. 10? gate in another minor cold demon.

Cold ray does 6D6 damage." |If no save, then cannot move a limb:

(d right arm, 2 left arm, 3 right leg, 4 left leg). Also need a Dure
Disease or the frozen Ilimb will fall off in 5"\

When killed, they blow up, spreading Liquid Oxygen in 20" radius,
doing 6DI0 damage. IfT save then cannot move one limb (see above)

and if no cure disease, it will fall Off in three rounds. IT you
don"t save, then tYe limb falls off Immediately and you are slowed
for 15". 20? in, lair; type E treasure.

Not-so-minor Cold demons: also one eye. # appearing: same as above
Hit Dice: 8D20 or 20D8. Int: 10-15; dexterity: 18-23.

Cold ray does 8D6 and same affects as above.

30? gate in Minor Cold Demon, 15? gate in N-s-m Cold Demon.

When killed, L5x 25" radius blast, doing 8D10 damage. <=

If save, same as above. If don"t save, lost one Constitution Point
and move at half speed for 1-4 days. 15? lair; treasure type F.

Major Cold Demons: 1-10 eyes. iF appearing: same as above.

Hit Dice: 10D20-20D20 or 25D8-50D8. Int: 15-20; Dex: 20-25.
Cold ray does 6D6. If save, same as above. If don"t save, limb
and 1/2 mov. Tfor 1 hour. ; “ "

50? gate iIn Minor demon, 25?;gate in n-s-m demon, 20?"gate iIn Major.
Final Blast: 30-40 feet depending on number of eyes.

If save, lost ohe polnt const ltution. If don"t save,-die unrecov-
erably except by Reincarnate 1. -

IT you have any comments please write me or write it up iIn A&E.
Would someone please wreat in A& or to me™ when and where new®con-
ventions are going to be held. : i

Wayne Shaw: could you write the experience charts in A&E:from your
reincarnate table.



hopefully, I will also have the latest TALE®™™ OF ThE REJ OLF IFK in this
edition. This 1is npt for sure, however. The adventure to be i™itten up j
has not yet been run, (the weekend of April 3rd-4th seems to be the target,
date). I"m writing up the introduction to it now, and will have to writer
up the action later. ,

ChiiMCTER t-iEFCRT...Kky, have things been busy .lately.” Let"s see, begin
with -_agic-users, 1 guess, and work down from there. -

" Ariel .. _running in a party doo;inated by double-threat® tlMgk
and Kelhibonians (she was front lire.;, Girta backup FM/kU) rescued King
Crookshank from Gorree®"s 8th _level..-vCrookshank is the elder brother of
King Ufthak, ruler of the toughest Ores in Edwyr dungeon - and was over-
thrown by Ufthak some time ago., #Ar.iel.ijis now r.,ore-or-iess con>itted to
helping Crookshank recover hisothrone. Considering what Ufthak is like, 1
may have to write off Ariel... > ,

- There 1is some hope, however. At present, the senior Gorree
characters are®out on a dragon hunt, Given Ntark®s new dragon rules (see
TGE WILD rUWJT #14), she may not come, back,.from it in any condition to
join the filibuster. The next dragon they®"re going out after is a wizard...

Tirye, still at 7th level, has been given her task for confirm-
ation in CiilLDEYE. Unfortunately, it involves going down and ceasing a
Prince of Fire (see Tlh #7, "“kyPame is Legion™ by Mark). She®"s a Lit short
of hitpoints for Something like this,, but she®"s always willing to try..I
] mMother Ffirutan is still trying to it some sort of conclusive
evidence"about the suspected treachery, but without »mch”success.

some non-

4th F,

bLOSSONJEYE Amazon regiment, the Fangs of hudarj ahd is saving”™her pennies

to get th”™ _~alrog hide Gideon brought back and gave to her enchanted to

leather Unhul, , .
W .i1,;Zayra Cghs.. .still resides comfortably in Dwarfhole “with her ;

bpyfriend. Red Arthun, ™" EX|ieditinto the dungeon>ontinue to be ibrief

.ad brptal - a coupip pf expeditions ago, S to fight a 3rd-level ;orc

IU oo VHj
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single-handed V ail of ti.e party®"s Tfighters being dovn. Mutual in-
capacitation. Then there v.as the encounter with the Chaotic party,, wl™ere
the oi osition y."ds getting ahead of the party, until ajra fired 4ier& \
Faralyzatiou Wand and ;ot lucky - the two party members both r.ade their
saving throws, and the Cnaotics didn"t.

Uncle Wolf.. _jJoined an expedition to ti»e ctb level and en-
countered a Death Eleneiital - in the form of a 3-headei cobra. The
Sleivental happily butchered its way through the p»rty (which v.as also
occupies withe the Eiuraiie’s already present) until it ran into hrolfa the
Unwise, 1in uer *?ithril chain and shield, who managed to cease the ti-ing
while Uncle Wolf and friends finished off the iui..ies. “e acquired
enough i/agic out of tie business to be able to trade it for a +d shield
to go with his arraor.

iuleika had an unfortunate encounter with a Swanson-type
Lukker Above, which proceeded to digest most of her magic. “eSigh**
aid (on a later expedition) manage to acquire Bracers of defense AC4,
though.

Samantha, having delivered her baby, went out on an expedition”
with her husband Violfram, and in a random encounter v;ith some tough ores,
managed tp nick up a +1 shield and enough gold to keep the household ”oing,

Amtorg has now reached 4th level, but has ac»iUired tne enmity
of the local ores, who regard him as a traitor of some sort.

Palin Terhalen has been on his first expeaitibn, on"a trip
that featured a rather nasty fight"with three dopplegangers and sixigiant
ants* "fi"he“first party meraberS“Mo go down were the magic-users p"so that
most of the work was done by the fighters. Jalin covered himself with
glory - and convinced®™ his fellow party members never, to allo%v a twit liksb
him in the lead again, <e likes fighting too riiuch..

Jack the Slasher has become a respectable b.ember of a GOLDSYE
regiment V/ith sergeant rank.

pick the Dastard, his cousm was in a party that got overrun
by a party cpni”tisting of the pit-ore sarg.ddnts of so. e local i.ilitary
units* _Dick went down swinging, a rescue expedition led by Jac(": manageu
to retrieve bftdies,. but Jick failed resurrection (the try cost Ja6k his
+2 shield) , and Jack to buy a Reipcarnate. The same series of events
also hapx”ened to Kergutz”, jicr. Moore®"s SS corj oral.

Doro#hAgay my brevet 2and jjianist_-cleric, went trunciling off into
the woePidjS, wi.th ,a, party to rescue, some kidnapped members of her church*
She™ wM¥s doing all right in r..eleeing a bandit "pntil a member of tier own
party hit her wi,th a tnrow .ng dagger™

And that *s "about it* N <

TBtE DRAGON #5 1is out. 1 an. Not Impressed. V/itches, for example, ure an

interesting idea, hut the w'rite-up for “"these is so bad as to "be unusable”.

Can make a magic item in one day!. Snort! Almost always vulling to trade

magic off* Gleh* The liizard Research Rules .really bit'e it off,” though. ©

For a mere D6 of danlage, a V/izard/v;it,ch;”katriarch/Fatriarch can, create

any .magic item without cost in timb or money* True Jxing makihgi Uiz ard
ii IT I weren"t a con.pletist, i"d burn the damn ziiie!

KiiY"dCNB”N should be interested in thc™NJnext TalLdS ikl ThE fdtD "wCLFXINN. ¥
It"cdriceriis a high-level non-player ciiaracter in the local universe, one ;
Lady Orna Tsaryin, of high Melniboniah-family * i iThe personality of

the character is based on that of a highly impressive young woman 1 used
to khow in Neifr*ydrk. The d"0Orna" concerned was extremely beautiful, of
gbeat intelligence and wit, highly poised.”~? and Lesbian. The Lady >Grna

of Edwyr follows the original very closely:{the rr-osters she Lad put up for
her first expedition be”an viith the warning; "No dogs or males need apply"™)
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Since 1 agree with you wrto helnibonian "style'", anoi VCrna"™ had so much
Jof that conu-odityy. I imade her ™ Melniboniah.

The storyiline is reasonably based on what happened to the real-
life person ,of whomi 1 have spoken. To wit, a muscle-bound and very niacho
soul re.fused to accept a firm refusal. The end result was two weeks in
the hospital for "Orna" and two years in jail for the man...

On to more mundane things, such as.,".

" COLLATION COMMENTS
@SE 19)

Lee Gold...Edwyr dungeon Las a number of underground rivers \v. nderin”™ tLrough
it, with considerable grazing areas on their banks, which provide the
f,eedlﬂg|= grounds for herbivores. em |mm - ’

Robert J, Clifford.,.Have you ever had the joy of awarding negative EPs?
I"ve done it once.///Local fighters carry opprotunity weapons (spears, War-
haniK*ers and t,he like) v.fcich can be used either way ;at the ready,///t_IT
dqggeon assumes jlate to be back—apd—breast,.wit?_a few other pieces.

Jim Thfomas«. .V/ell, helloj No ""Dungeon Lord" in Edwyr, which is just a
hunting preserve/training ground. i

bob Giglio...The" last thing | want to see is a character that never misses.

Larry Stetile.. ,Certain entries On your’critical hit chart interest me;
thanks.///What good are priestesses of Diana? They make excellent characters
to run in wildernesses, they®"re good missle troops, and 1 find them in-
teresting to run. IT you".re asking what advantages they have over other
character classes;"well, on thw whole, they shouldn®"t have any. I hope

I designed them well enough-for that,///1f one meets a creature which is
non-intelligent, mobile, and which"one®"can meet in the real world (lions,
bears, wolves., etc.), one can safely assume that they"re animals, Fantast-
ical creatures like basilisks®, griffons, pegasi, etc. can be discounted
(though Dianists, may weld have considerable pluses with unicorns).

f™ggy GemignanlX . _But if Jack, leaves tie corpses in the dungeon, the Clean-
up Crew will-“disjiose of the evfdence .///No special rules for Dianist fiphters,
///Nobody wants the Old prthQdpx cleric returned.///Jack isn"t i/orried

about paternity suits'"; he can prove it wasn"t hia, since tne child is
elf-Lelnibonian, it can hardly be his,

howard Mahler...Sorry to miss princeCon,
Eric Eaines...The EP system seems a bit complicated for quick resolution.///
Hmmm, Lord Hog” seems a bit stupid in both of his forms. IT the wizards
refused to serve him, why keep them around in a dungeon, eating up good
food? And as ia dragon, closing for melee after just one breath seems a “2

bit moronic, Let,"s hope you can bring Lord Eric over to Edwyr some day,
so "that, he can go dragon™-hunting in the Tarada Kai, ol

WaynesShawt. .Let"s see;"armor class -12, +10 weapons, automatic critical
hits, .+8 weapon doing 20 dice of damage, 120" range, movement of 72 inches,
(turn page, turn page).///Forbidding the +3 plate was too hasty? Not if
the “uy only earned ,300 EP in the process. One wonders what the high-
came out with if they could afford to give away goodies like that

to the neos,///Nothing was said about waiting for a vampire bite to get a .7
Chaotic character. V/hat Chris said was that you had to wait for a vampire
.bite to get a vampire character - a very different thing,///Re Charlie , o
parodying me, see comments to him.///Ply "ignoring of the rules" , as you
call it, are usually accompanied by a full and fair explanation of why *I



KSTC #9 page 4 -

am changing the ruleG, The people I"snarl at either httvetf"t rekd the riiles,
or are busy trying to interpret the® rples to favor their"characters, or =**
,Jare_,bust spr”pping them because they/find them too corifi*n"ing. And then

ther™ are always those who haven®"t figured out where thelr proposed changes

are leading to. . / " "
John Sullivan...The idea of .the demon Fighter is: reasonable,, pf&t the EP
requirements get too easy above dth level. I don"t like the idea of a

fighter-type dispelling demons, though the chart you published for it is
not unreasonable as it is. “

St,eve Perrin... 1 never expected you to like the standard EF formulas, dteve.
if you did, it ruight take a whole year for you to jt an 16th-leyel MU.
1"1l1 also add that if you weren®"t iIn an adolescent pet at the time, a simiple
letter to Gygax would have confirmed my statement, however, a cheap insult
deserves a cheap insult. ) ,

Chris Pettus...The immolating kobolds and Power Cats have much amusewicnt
potential.///1 onlyallov/ phantasmal Forces to produce visual illusions.
A Phantasmal Fireball only produces a bright light to the eyes; this will *
be unlikely to produco,much damage. . o

Sam Konkin...1 have yet to meet an amoral Neutral locally,///kuch as "1 hate
to be a w6t blanket,” how do you Ffigure Ireland wasn’t conquered? Yowr
impression seems radically different from that of a) Irish historians,

,b) English historians, c¢) 19th-century Irish-American propaganda and d)
the spirit ray Irish grandmother tried to implant in me... ‘

Peggy Gemignani...So John survived a few trips in PilT dungeons

Bill Faley.._Keep up with the historical tales.///While 1 agree that the
highemr—level player charactefS shbuld™"participate ih pplitics and spchlike
endeveurs,, they are still (by a fair margin) far less"powerful than the
major non—player figures locally/ The local wizard is starting“"to enter
into Guild politics; the player patriarchs are beginning to speak up in
the councils of the various Churches (one has just been aproihted to a
bishopric (nho, these are not autonatically handed out;to.dth»level player
characters - or even to 9th-levels) ; onei iof the <local Viking IiImE.igrants

is busy getting a small raid n"trade fleet togetheri;:and at least one-Ftf
is in tkei midst of recruiting, a-full regiment of men:,///l.y zihe got to Lee

too late for #16. Sorry. . . , -m
Eryan ansell ...l *ve seen the first, edition of TROUyCRbSiiER... ,Good work,.
Nicolai Shapero .,.,.I7rto the song;) it"s always unwise to J%ead with your chin,
Nicolai;.///0h, 1 agree, LOLITs are an abomination, as are _jeath” .weir.os"!
Magic Absorber, Jis,,; and some of iyour otteer publlshed »ohsters. i

Chery FriLIOoyd.V Eut jiana is"a/Giodk”s of the Moon (notp the"Wad-"dress).
///Interesting” thiverse ; soiriebody/loMlly was running something®"similar,
only the locale was the” late Romah Eihpire ,///1"ve got my version of the
Cauldron-Eorn no higher than .t:e IGth level, Tha -feuntsmen of. Annuvin | "ve
,run once - and; grossed out the party that encountered them.,, . ,

Kevin SlimafavV.Damn straight, your"monsters would take "the party for every-
thing!"///Sbmsboay discovered The Earjbariah®s Iriest"of (SbW character sheet
in my chairac*t™ folder and burnt it'S - "

StUi-Levinc..No;,» ;if a dragon falls on,somebody, ,they*re aijr-ost certainly gonzo,
///1fd forgotten .that story (that produced tle “dreai- ITant) . Thanks Tfori
ramipding. ibut the players .will probably hate you for bringing, iIt, jup,,,5-

vV Ay * i g )it -
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Lew Wolkoff JZ .Glad to riieet Trebleth at®"Eoskone. ~tut that Jragop Cloak-was
definitely the least"Restrained”things I"ve seen>Sirice the iStaff of Wishes
a Rhode Islander brought ih;///Any pairnof:thieves who persisted in
chattering aWay on a tdtingeon rbn™ attracting moiisthrs, would get their
heads bd”~hed together by thh rest of the party and told to<shut up.in o-
most ldeal dungeons. i

ov _ .
Jim Eckman.._Excellent essay,on ;];hieves!l. Rrofuse thanks aJyLé:onsmer | ti "i
adopted wholesalel! ... B -

Kay Jones...Miskatonic U.? | used to know somebody who played left throw-
back for.them... Wil

John T. Sapienza...an elegantly thought-out way ofhandling elves. The
MIIT univdrbe system was”"touched iipon in KSTC "#5,:A&E 16, Have always
preferred using Do for spltt chatabters in order.” to cut down on the
bookkeeping. " | i

Charlie Luce...l can see it now. The MU throws Charm and his target fails.
Victim now obeys all spoken prders, (firstjround). Second round; MU orders
Channee to fall on sword. T%rdj round; Charmee falls on sword, MU throws
Charm at next victipi.,, Play-Glanced, you were saying? n

i-t, so you claim you were just parodying r.e, "Charlie? and Wayne~
makes the same, statement?. Wel,l, if so, nobody but you apd Uayne seems
to have recognized it as, such, which makes it one of the worst attemjpts
at such ever seen. I also observe that you seem to be one of a miniscule
handful of people who seem to think that 1 have missed points and/or
jumped to mcdiiclusions, “all of whom (I>add) are people who-have gotten the. tnm
sharp edge of my to"ngue for one reasoH dr another. i I r~= "im:

Now, as t" childishness, T ipresent® the following logic-set; "

1) "If killed by the eye, the C|haracter is irrecoverably
annihilated. (No wish, nor act of god may restore; the body is
annihilated, so no raise 1is possibl«®,* ar|d|t‘€a'esdul—|s GCNE, .-so0. 1
no reincarnate will wdrk,-" ™m h-i.. - . e

" .—t - Nicolai"ghapero-, t|OTLS Rvii=- |’i.E —U\U"__]GRCUNJ-
- - (3™ 4wt a)8E —13) ]
ti |

2) “UNLIMITED \/'ll}Sh -<This name is a misnomer, as the power
of this spell 1is ,not any greater ~“than the usual wish, with one important
exception— this spell, is fully pPa|Gbls of afG-ctipg situations "not /
alterable by wishes rior pets of tYie gqds." ,, , " <
".TNVIe Cluce™. TIAT"WIFPINTS. deX’

| - |V i - U&E 16) SGF *  jee"IX ’J ji r _n!
3) "ariyone who"refuses toi-accept.-the permarierit loss "of-one
of his cHarririters is-a "childish turkey” ‘o t; i Cod

J-Kicolai Shapero- (dei i-1"uot®e ; 1 Ccan"t .

LogicaFl cﬁ%fdgﬁ:gnth%hggﬁl jﬁ'ﬁ.tgeared |'Id'|/s\,:|’q:urkey, "_E.D.
Me will .pass pver other;.proofs in ,gr;der to save time apd space, s s

In .apsvw/er tq your presGlajtion of “the Ultiniate iauG System,
I hereby present ,Tijeruiiimste sGMNI-Foint System, carried to its logG-al"
conclusion.,. You nultipiy int*lli”en”e” (tie frime Requisate) x ™he fu s ,
constitution x the IyU"s Dexte;rity,, (,GppiGn]t™in waving thGe “hands j) "
one-foupth, of chari™m”, (for cGrm,”spe|is), JitliGpeiis cpstG”™ their level
in spell pqipts, li, sgeps ®hiineGly suited for*"Gur approach “to the gGie.

"The shape of dragons is generally tlie .brontosaur™ tyG.""" It
would seem that you have seen either Jew reGssentatibns of" diriosauis br
Jovirtof dragons®!®" There®is”good reason for the nickname ofel"V/omiS’ -giveniH . le
to dragons - tjrey*S™ longyarid®“slim and generally lizard-likb in shape. uT
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The brontbshxir, on the Other hand is a huge lui& of ireat thgt apparently
needed to"""stand in the water to support its own weight long# The thought"; ; -
that such a creature aiight have wings and fly is mildly staggering. U

There 1is one" local character whose only roll higher than 9 is
(or rather was) a constitution of 14. He"s been around for nearly three
years in Gorree, and is the player®s most-run character. In Edwyr, there
a couple of highly unimpressive jJcTerics who have been run since 1 started.
Me, 1 wonder at random games whwre nobody ever dies and no character has a
rell of less than 13,

Answers to questions....
1) There are three examples locally of characters becoming

" Lawful .- ,
2) 1 allow”player characters to .research any spell of
ihb a level they can already use. "

3) 1 am highly dubious of any spell more powerful than
Wish of Gate, ,
Jon Fickens.Interesting essay on tpurnament Xj°J,, From my “point of viewp u
however, the best tests of goqd plpyers are those "of dealing with intelligent”
monsters and teamwork,///interesting interpretations of various spells, |
and most rather close,.to the ones in local use,///I».y own preference wrto
magic-rich problem is to not have it to begin with; if outsiders bring in
a lot, they ;¥ed to end up going,.down Ffurther than their ostensible Ievelq?} -
would indicate, —Jw
L=l

11

m n i m em ml o T
Martin EasteVbrook. ..Thanks for the write-up on Lritish sources.///
A look at the Anderson elves reveals certain difficulties in accepting them
as the model for elves - their inability to contact cold iron, for
example, ,trei,r, seizing of human babies, etc. Steve Perrin (I think) did
the writeup on: these about 1Q (?) .il&fs ago. -

Cary Martin...Ah, yes. The temptation to change die;rolls. This can be
avoided by pre-rolling treasures and encounters,.so that there isn"t any
chance of having to. 1 have seperate treasure/equipment charts for every
level (the grossest armor you can run into on 1st level is +1 plate or
+2 chain; the grossest sword a Flaming Sword, and there is only a 1% chance
of a misc, magic ,,¥en, - and nothing all that powerful“on the list either.
I also object, to thej""if it"s honestly rolled, then it"s there" solution -
because of scenarios like the following; Lawful party encounters six |
Chaotic 2nd-level in a room, the party itself being Ist-levels. The “
Chaotics have +4 plate and shield, Eoots @®f Speed, and are guarding a
Lawful Dancing Sword, The two Ist-level Lawful MUs throw SLEEP, the Chaotics
blow their savihg throws (if any), and the adventurers walk out of the
dungeon with loot worth a couple of provinces: for no more effort tha.n the
throwing of a lAt-ievel spell. Gleh»b and since (if you go by the rules)
there 1i,s a 65% chance df; the sword befng“Lawful .. . .r

Cn Cheating; J.ou have no idea of how annoyed "Lawful™ players
can get at seeing somebody haul in a foldeffull of tricked-up grossities. "
It is certaijnly nqg fun to them to have such phantasmal characters grand-
stand around, with their Phantasmal equipment”, . ;There®s also the fact that
he probably IS stupid - quite possibly stupid enqqgff to pease an entire i
part,y>nf; other players®™ REAL characters”™ who the” may have spent a year tr
two running up from 1st ie,vel. The Turkey can go“off"avW ‘
grossity, with nothing more than a blank character shee a“pencil, " "
The good players are thoroughly shafted. . ! -

Eenjamin GrossmanP. .Glad to see you hear; Yourressay lis interesting, logical®
— and basically the same as my point on view ibh-the subject, it
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, 4t polijit,, I 'suppose 1 should be writing essays-(of jvhich™il-
have a fa;lri.npmber. ready Jfpr print). ,however/ r w6uld lilte to get-"caughti
up on corajents, .,ly,“the,way, 1 had’more-or-less rndde a semi-prowise®to

Lee not to bito,peop,le a while back. I thank her for-her permission to be
somewhat less than ep~tfrely pleasant in some answers™this® zirie She™ -1 *
agreed that provocatlon was adequate.. 3 “ -.irsi
‘ - COLLATION COLINNTS > - . )

== - - @&E 20) .

Lee Gold,. .-The Nixie®"s twitting lay not so much m in hooking the baby
vatch as iIn not deciding what to do with it once it was hooked - which is
why ivother Vatch pad time to ~kow “up,.///Oown to 1 hit-point? /hat else are
clerics for? Uhul!///V/e“re actually gaining on you a little, Tirye, who
was in ithe first Eoskone exped:i”V/,iQni was a bit too high (at 7th huU) for
the ope this year (though 1 iptcpded to run Liriel anyhow, in order to give
i,yop, an opprotunity .to meet a member of house Terhalen.)///Mote that tie
Catholic Church i1n Edwyr/Gonree is the TRUE Catholic church, not the RQO™MAN
Catholic Church. This was done deliberately to allow female clerics.” The
Church frowns on,”"but has yet to agree to outlaw, clerical luarvigges,:

Brian Lane., .One,,of the more entertaining characters 1°ve ever had whs **
one,Bindley-the Feeble (9/7/9/7/9/7,,.1 thiiik) xn EELL"GaTE:. 1le got killed
in a death-or-glpry affray with. Black Bart, but has been mbre-dr-~leSs *
reincarnated as Findley the Ferocious. ~(1"m soory about that suicide

,rpn, Kpyin. ,If dipe hadn®"t been.so decisive about it, 1°d have never
sent him out to challange E.B.) n

Phillip icGtegor... .uite correct on the superabundance of. gold and silver
in Incredibly wealthy Venice, for example” had a total income) of

only*a-feW million GF a year in late Renaissance tinies. I1°'m trying, to
work®out a”reasbnable exchange system so that it"s actually worth it fop

parties to pick up copper pieces. It*1l involve re-writing the 1)&
treasure syst*fam”, of courste, but this doesn®"t bother me all that-much. ,u
\,I fillso agpr‘oglkte r‘e essayslon armor types and encumbrance. Y,

Ka-rt,ley® Patterpon.. .An mterestlng sysﬂqoro qf combat,. .Lave you had a
chance to compare pt .with the standarid: system ye,t? IEpctensively, 1 meahV*

///1°d only allgwr 1 point of (iamage per, hit with a slingshot-thrown
silver coin. -

William ijraylor. . .aaaaHGL 111

Jeffrey ray..._.Damned good reason to be -annoyed. ,_ . " "

Kay ;)J.ogs,.:. ,gunny,i most Lawful,s and Neutrals locally (and more than a few
Chaotica) seem to feel the same way about Jack, he ,feels/hurtp after all,
he didn*t ikill or even mutilate the elf, and now she jWants,,to,kiil hnm.

ne® sijbeginning to think that it~"s proba-bly a better idea to, pff any
further victims» Selling themiis more profitable, but also mfire dangerous,
///Aren"t vatches fun?///The original speqs fpr Stpves ol Strikirig and
healing did not mention charges; the GREYMWK corrections specified that
a Staff of Si”rikihg hkd them, blit said nothing’about Staves of healing.
DPi"s choice ,,1"d sky, give 2-handed swords tp the monsters, too,///

I await further storie"k "eibout Ja*ala with bated’breath; 1 like her.///

A local store is already taking’pre-publication orders for the British:;
edition. By"the time"”ou* irekd this, my order should be in,///Kelnibongans
»|"re run fairi;” extensively on* the local scenes; since Moorcock stated ,
-athat they are basically thb’sarab stock as elves, we treat them as such,)
—-including level lim.itations and such. - L. :
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Jim Bolton...There are certain problems with trying to fire over the
immediate melee. The ceilings in Edw™r (on the upper fldoi®s, at leas®)"
are only 10 feet high. Of this stretch,,about. 6+ feet are occupied by
.,tte meleeing figures, and much of the rest by waving weapoiis. Unless ’m

“it"s EBIG room, or either you or the enemy second rank are pretty fair
back, there isn"t much you can hit .with -the trajectory of ah ordinary
shbrtbow, much less the flatter ones of higher-povvehed bowsi

Chris Pettus,..Looks more usuable than the original system, but still
overmuch chart-searching for my taste,///T"ve actually got an order and
cash, fa.ra set of the rules from Peggyl, Looks, (like 1"11 have -to- do“theia,
after all.//A hyperbolic, Alignment system???///Yes, Ariel is a Fenrist.
And a bit confusedi in the early days of Gorree, getting Raised by a cleric
bf a different faith meapt that the raisee was of the same religion as the
raiser. Ariel has also been a worshipper of The Goddess and an Old Ortho-
dox Christian.//"Complete agreement that not all high-schoolers run
"Candyland dungeons. IJt"s just the ones that do who get ignored. Usually
it"s bad"enough getting killed once per expedition, row did the elf manage
it three times in a single expedition?

Tim Kask, .,l1"ve always been of the firm opinion that editors bear some
responisibility for what appears in their magazines. | feel that you“ve
fallen down a bit on what appears in THE DRAGON. 1°d prefer to see some-
what more in the way of rules explanations than infinite unusable charac-
ter classes,///An 18(00) .stregth isn"t equal to the strongest man on
earth; "it should be appearing in 1 in every 21,600 people. V/hile females
that strong aremrarer than males, they do exist. 1 think I even know one.

Howard Mahleri,.l"ve run/a simulation with your spell-point system; |1

have to say that"s it"s oneiof the better ones 1°ve seen. I still, on the
whole, prefer klutz-factor,But I guess 1°1l1 have to do a write-up to
give A&Ei people a .better idea of how it works*.7//kost of the people who
ran characters in Edwyr at Eosfconetwere outside of the local wultiverse,
and most riof the characters who ran "iWAIf came from it, /fhere was no
trouble adapting, the only object being banned being the jragon Cloak

that belonged to Lew ViTolkoff"s Trebleth. A closed universe isn"t exactly
the right terfti,. ,///Wd*"ve been using the CLAINLIIAIL .definition of HASTE;

it speeds up indidvement (only) 50% for spell duration. This happened after
the first coui™le of people acquired third-level spells...

Cheryl Lloyd...Dragon harps? Not made like human harps at alL, 1 fear..
The talent of dragons doesn®t tend much towards music. The few dragons

on Oskley that do play harps have them made by craftsmen in Aydar, one of-
the Chaotic cities in North Janek,

Cheryl "Again...koondaughters are an original concept in D&,. Not too u
applicable to my world, though, ,where,alliances tend to be either by

family or occupational Guild or Cbury,h. The idea that a person should

be more connected to a sisterhopd than her house Wpuld be considered mildly
MAsb|>hemous on Oskley,///THe"next cleric order I present will be
Chaotic, 1 fear; the Vdskayans, .// . - &£ “

Bill Seligman...OB;,jyou"re onithe list; publicatidn*ili" take at least
a month, .allpwfng.for two aFas and ail;i///1"m honored®,///0h #20; Yes, .. ,
but your proofifhat Arioch is only .a Type 1l Demon is flawed in logicl”’,,

And the idea that Aragorn is only & 4th-~level fighter simply doesn"t “old.
up j///Your. satiipe mon. A&E ™" “ss beautiful, though. Imagine casting Nicolai,

as the Ealrog, and Kay Jones as the-Damsel. Usiiig me.as the Wicked, ;Nasty
Lycanthrope was just a bit unfairthoughlLee was magnificent as the. _,
Dwarf heroine, though, - [ i
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Peggy GeffljLgnani«. .Kp;bjher E can handle the traitor well enough, if she can
only get. pfroofl///Yop~ve already got the Gorree Rouse Rules in TwWR j“\I/// "
Any hero who throws himself into the Black Cauldron is a willing sacrifice

to the Gods. Not even a Full Wish will bring him ba*ck,”

Eill““Fhiey.. .1Tf you"re trying to ignore me, you"ll havwe*"tcf>d:<r"tetter

than that.///1 got the idea for ecology niches when I W«S*designing 7
what was (1 think) my third universe, back about 1952-5v5, after-headihg-®~

a book on general biology that covered the subject of food chains, the
inter-relationships of predators and prey,’etc. hy first really success-
ful Attempt was made in 1967, when | had access to a first-class dniversityv
library, and if you want the eating habits of specific monsters, ask for
them.“ 1"m Hot about to do a 10-page essay on the dietary habits’of

every creature-type on Oskley!///For absurdities, see NOTES FRGk*’Thfe UNDER-
GROUND 713, page 1, addressed to Lee Goldn, in ABcE IB. ~ I"™e had people

try to bring in a fully-charged Staff of Wishes, plate and shield +10,
(colTapsium), a 2-handed Dancing Vorpal Sword of Cold +5, a ClOafc of
Invulnerability, and a Ring of perception (that allowed the wearer to

know everything about any foes they encountered - and made ambushes 4uite
impossible),///Vas is das "ninchuck"?

Nicolat™ Shaper d—., .CBC, CKi I1"11 contribute !///Consiueriiig” that Ils
can fly through s"tone*hs if it didn"t exist, eat magic, and do othtr equally
neat things’equally unlikely, 1 refuse to seribusly consider natural

evolutioti®™ as the reason”’ for these things, |liagically created is superficially
more likely, but leaves the question/of what sort of hU would be wedded
enough to do it.///Suncon ~is extremely doubtful; 1"ve cfnly’been to one
Westercoh, on a visit to"iny relations in California. I"m still paying the

bills on "that one. ORIGINS _I1Il is the best chance for me - it's a good _
con, ] . m N

Peter Cerrato,,,"Well» it"s certainly different! I may liry running a [ THE B
scenario with,,no<*eplayer characters to see how it wonks. The most oPvious
problem with 4:i §iSI:.that it prolongs combat hy makingnit harder to hit.
Beyond that, youf,hi have to wait to play-test the system.

James Cehrat®oh. ITHe desigiier of Stossghiffins wrote i“hem up about two

TWh issues later.///”Assume@a minimum of IRD™and one AC better than ele- "
pharit's” far® mastddohS;”improve further for marairioths.///By the rulOs, it"s
impossible®"to make aii attack and remain invisible,///!"refuse to~"let
dragons Sleep - |[CVen aside from the fact"that at 5 hit diCc’] they aren™t "~
supposed to "Sleep ht all. 7 " :

Bob Hollander...There arelonly about three people !'in the local universe ;
who can"t legiternately carry every magic item they own on their backs. .
///1°d allow magic items to be carried around in Bags: of Holding, but ;
demand that the prder of packing be specified%i i If someone knows that it"ll
take five melee rounds to dig. his second-best magic sword out from under j
the gold, assorted bodies, and loot™ ha“"ll seldomibother if he"s iin melee 5§
.//m/Detect .kagic works the same way here; other iuetectS work less visibly. .
After all, if you“ve"just thrown a DEvil at a door aHd it lights up because)
there®s EHFEEP behind ,the door, it just mightialert him,

fohri T SupiChza/. .Cn,the whole, much less satisfactory than your other
revisions. Why, for example, insist on""critifcal hits"" for magic? I'm
also a bit dubious that®™ ope”™ can mi“ss"jthat much with something like a
Cold Wand, wvhich is fired by" sight®and covers an "area. Perhaps a better;
solution would be “to Bal|ta ujp] copes and circles of appropriate size and

shape, and see’what they;cover when area®"spells are used? i
<4
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iy >n . The rationale for saving throws has nothiflg to -dd™vyith how liarri
it ,if_to"hit"“lifferent. glasses.ii,;)tut with the fact that idifferent classes are
njpre ™ sistant to some things than others are (clerics being especially *
resistant to poison and Jeath” Tfighters to jjragon breath, and-kUs to magic.)
For outdoor adventures, a "to hit" requirement for ragqgic of some sorts,;
seems Imiore reasonable. I would suggest minalnures for this; the attacking
MU would specify target area center for FIHEEAti”, designating start of
LIGEFTNIMG BOLT strike; if target is within®"the area "7Maffqgcted, then saying
throws seem to be adequate for the case. n |

Their is a benefit’-to having high wisdom under certain magic
systems To¥ clerics - both spell-point arid klutz-factored magic emphasize
such.

Excellent layout for hew character classes, will employ in the

future,” if and when. n

Jon Pickéhs...Sorry, but I,prefer Lee"s Harpers,

Jim BckiVian. . .uemembei? to teTl us when full details of your system are ready-
and don"t Tforget to plajtest®"the thing! .

Charles Luce...VJho is missing something again. You doubt that 1 have the
experience to be able to tell what exotics will do? well, 1) tnere is this
neat system of figuring out the probable course of events,” given sufficient
information. It"s rcalled "logic”. 2) There are a number oT"local games

which allow, nay, entourage exotic types. There 1is plenty of information
available about®"the actions of exotic types from thism.///1t is not obvious
that said potiions-were developed for the stated purposes. Nor is it obvious
that one needs"to 0.D. on Type E."™ And while the last type might keep your
cleric from getting raped, it would ssem an excellent way to get" her killed
and destroyed by the person she uses® it on,///Considering that fighters are
generally the worst off of classes, I"m willing to give them another ad-
vantage or two. A.lso; strength i, crudely simple”. Improving intelligence
involves a miich more complex attribute. ,l1 hae me doutB;.///Cn play-testirig
upper-level ™ spells™; one way tp do this is, to roll up some non-player high-
levels, set up two or three scenarios, ,and see how they work ou”, JSuite Tt
popular around MIT.///The two quotations (about spell gyst«m and exotica)

have little to do with one another. The first section (divided by e trad-
itional three:slashes of APA fandom) had"to do with your assertion that you
wouldn®"t run A"character in a game usirig’fclutz Factored iftagic - 1 was inerely
curious why, >The second-section had to do"iith your bitching that pnly Wayne
& Co. would run your characters "fairly"™; The problem is not with my”~asking
silly questions, but with you in not being able to decipher them,///it would
seem tha-t some DMs don(t ,feeliee”.:(n handing out free advantages .Yes, | agree
that tljere"s a difference”, betv/een criticj.sm and whiningi Phrases such as
"they won"t]piay my character type”~ fairly", or statements that system X is
too harid on™PUs, et tedious cetera,///0k, you"ve got your Ethereal i.rmor i

and Ring, Fine, you walk up“"to the tank on the Ethereal Flane and use the
Ring. A Rust Monster appears - on-the same plane as you arel Now, you can
always return to the ngrital plane, bring4.ng your R,.M. with you. "The tank then
has a good chance of bloiving both you and ypqr pet away, of course, but then. ..
The magic in OPER/ITION CKAb;] never fTaced modern scientific weapons - just
different brands of modern magic,///The front half of an eagle and the back
of a elit.n .(or the head of an eagle and the body of a lion, acepa™iftg-to

are the parts that comprise a griffon. Let"s~dismibs the Second alternative
entirely r a lion"is claws/pads are not made -for ina’kirig arcaine motions 1iIn the
ain, llAs for an eagle"s claws, they"re"built fdr a)"walking on, b) for
inflicting damage on .prey, and-c? fori®"holdirig onto perches, a look at the
musculature of a birdbs olavw/s and the" huihan hand will illustrate my point -
the first simply can"t compare in Fflexibility and diversity of action with
the second. a griffon may indeed be high-dexterity - but it"sedfextr™us Iin
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eways quite different from those of humanity. It’s able to dodge blbws;"” =
make verjc tight turns while flying; etc. But hot lase its claws t« | ]
manipulate weapons or throw spells.” There is also the problem™-that
Griffons are not Speaking peoples (at least so far"as classical versions
in mythology are concenned) »///1f you have a DK who runs non-huipanoid
characters, thej0 Re”a has the qualifications for a dianist cleric. The
only pipobleflis 1 .can:See are 1) Sphiipfes are desert c;r,eatures (at least

by most myths ,Hve,seen), and 2) shell! probably have some minor problems
using the main .-pianist weapons of spear and bow,///harrekki are not a

bad i1dea, but 1’ve already got Lee Gold dragonettes, which serve roughly
the same purpose and fit the same ecological niches.///1 think your
figures for jayne’s system are a bit off - but can"t remember exactly

his specs.///in local context, a placing of Cancel at 6th level is far

too low. 1"d put it at 9th for the local universe, and maybe 7th or 8th
elsewhere? 1°d also give i1t a far lower chance of working against items
with Intelligence, and almost none against Jedioated magipal goods,, > s

Jim Thomas.. .Thanks for the complement. It will take (by-the-by) aln.dst*
two months to do the typing for the Bouse Rules.

Wayne Shaw...Drawing a symbol in the air (to counterfeit a ST) has the
problem that if the person can"t see the mage (or wrhatever), he won"t .be
trying it.///Count up the number of times that a group has run into Tfoes
more than 60" away in your dungeon, and then oompare it with the number
of times expeditions have run into opposition in areas to small for FIRE-
BALL or too short for Lbplt. At a rough guess, 1"d say that COLD ELhST
is the more useful spell at least 90% of the time. Outside of nasty
Chaotic MUs who went to glory by throwing ground-zero FB on their way out
I can only think of one use of FIREBALL in Edwyr dungeon. Even LBolt,
which is far more useful, has seen relatively little use - there are

too few(Places with .sufficient length to employuit,///Comments on weapons
for another zine; 1 want to get caught up./// , ar.

Steve Brown...lating been invaded mote than Oniie by characters who are
hittable by thirdDtable fighters only on a X)" (and the same goes for
10th-level monsters) 1 have come to dislike Qgross magic armor intensely,
arid there 1is at least one recent case where an"exceptionally nasty 7th-
levO"l Chaotic fight with magic weapon, high-strength, etc. , spent 8 "
melee rounds trying to hit a cleric who is aC -7," "and never laid a glove
on him, I find this sort of thing depressing,

Steve Ferrin.,.No reason to emplain the Wishes; he doubtless bought them
at the Corner Jagic Shoppe, 3 for a quarter,///Exactly why did Thorfinn
spend his wish to animate an iron foot, iInstead of wishing for his own
bec,}? Seems just a hair stupid of him.///paranoia is the (baseless) Tfear
of persecution, I will point out that it"s you people who have been
complaining of persecution,; not me.///TThere is a 1C% chance of any
standard sword turning out to have a purpose and thus being 12/12. There
is also d chance in 144 ;qgf,,rolling your two .natural twolVes and getting
a 12/12 iSwprd without a purpose. L*mlalso grossed,Out by the purpose .
you assigned ,it - by making it +8 @. damage to trolls and +12 on damage
to Uudead, A little,greedy, aren®™t ryou?///>mch as ,lahate;;to destroy a
misgonc.eption that qauses me so much amusement, am not young. In my
younger and mpre tannish days, 1 fought a literary,;.(?T"feud ~in aPh -NESFA
against, a.t>alf.-dozen other fans single-handed-r land won; was cone iof the
handfuL(JOF Jleutrals who tried to stop the Great NESFa V/ar, andchave .
sparred with MI™NEaPa writers likejCharles Korbas, Tiger Johnston, John
Kusske, etc. Gee, 1It"s been years sinoe anybody tried tc patronize me.
But you see, Steve, I"suspect that if you deducted-your agecfrom mine,

1"d still be old enough to enjoy D+D...///1 have yet to Kill off somebody®
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character beca,use either 1 dpp "t Lk },,,;ten r,, approve of; theiir magic.
AS hah’been Stated several |;imesV. Edwyr isha, great self-schmuck
potential * Ani",”](general”™y speaking,), (Tt ere| a ~f.iinct tendency forj .

characterS”™with"lots of magic to turkey.rather more than & ones with only
a little. ‘ ‘ R

viartin Flejschmannj>il. figure that it. can only make one attack per round
because it hasito pump more poison up after squirting. 1 also tend to limit
it to a miaximum; of three attacks;? 1 gave them better than 6" range in order

to make sure that they can hit sor,iething across a standard-sized room.///
A reasonable essay on the use of super-tech weapons. “-

while back you were busy claiming that'copyrights and such were bad an4 wrong,

and here you are demanding payment for peproduciug your work, Ly, how fast
principle gods down the drain when money,is involved!

Sam Konkin 111,.,1 will poke some mild™fan at you by pointing out that a :

Ken P|6‘<.,.Accord|ng to somebody 1 know who corresponded with J.R.R. oh the
subject, Balrogs aren"t the Chaotic Valar. Said friend says that ~Sorgoth
was the renegade Valar, and got tantalizing hints that Sauron was a renegade
High EIf, maybe of the (unnaiiied) third kindred. From Tolkien"s obsession
with Christianity - and Gandalf®s words at the Eridgfe - it seems that Balrogs
are servants of hellfire., Jevils? j.emons? ,Yo knows? :laybe* the Silmarillion
will have spme answers.///Sorry, | thought you were asking about where a

TND (Tactipjal Nuclear ueviice) would rate in a ~technological system. Seeing
that there ,“re 100-megaton thermo®"nuclear devices around, then the TNu is a
very small fijreball-e~uivelent ,///1f-the ~Vizard holds several villages, therf
he may have .problems 1i1f he®"s got a small holding, he may know it well

enough to have an 80% chancp of making mit.i .Be- can™t have™ made a "careful
survey”™ of more than 6-10 places on his own land.///The dim. Joor/Fireball
combo is quite clever (but in the; local universe, you can""t throw spells "
through a. Dimension Door),. He"ll: have to risk taking artillery/mbrtar®fire,)
but it"is certainly safer than some .///With a klutz-factor sy"Stem, he does
have time problems. IT he immediately throws the Fireball after setting up
the D.D., then he has a 15% chance (minimum) of the spell not. working -land, ,
20% chance of his second not doing so.///Not unreasonable to risk.///-,;]j
No, I won"t throw cold water bn®your further ideas, since most, of them,wild,,”
work.///Cn Tahks; Exactly. But"a large modern army probably has more.j tanks., i
than a medieval army has men.///" " ol |

Don Rollins...an interesting concept. : ] -

A parting SKOT.«*A number of people seem to have decidedly misinterpreted
something T saild in re gross magic, I wasn®"t complaining about the effect

on Edw™",, | pointed put the effect ion. "magic-poor, quiet dungeons.”™ Now,
Edwyr niay he magic-ppor, but nobody even called ft quifet. Red in fang and
claw, yes, ,,,The situation | was concerned with "is "the Dk who spent "
a couple ofjyears ,building a nice, quiet little”bungOon, Tull of what he "

considers interesting, amusing, and otherwiserientertaining - only to watch -~
an overequipped set ofyWild Westers wipe out the work of two years 1in one "
night. aS has been npted, 1 don"t suffer from this problem, 1i1ost of the "
over-equipped Wild Ll."esters who have hit mji dungeon have come out feet Tfirst,
if at all. Overconfidence is dangerous to the~health,..///Wayne; you said
that you]a be damned if yon""'d change thei way.iyou ran your game because it "~
gave me difficulties, I"m tempted to suggest a .remediel reading course, "
1) 1 dil4 not - anywheres in jthe essay make the Jbuggestion that you change”®;
anything in your game, and 2) see .the, essay abovev F“IJjn not having any “e
difficulties at alj,, |1 suggest you go back and read ;the essay,” which was ~

wi’itten merely _to,poi,nt out a grave diSficulty, and specifioaXly stated that =
I had lio”solutions "to offer. : . L | Yo = A " et



DEFINITELY A GOOD IDEA
writteh, by the sadistic, warped and ...CHAOTIC mind of James Cerrato
200 N. Village Ave., Rockville Center, Ny 11570

General: one beef 1 have about Hit Location Systems 1is that if some-
one aims at a head, it is quite uniikely they will hit a leg. Also,
I cannot comprehend how a 6" human, no matter what Ilevel can kill -.
a 20" fiant. The highest he could reach is his leg. When a Giant,
Golem or anyone with extraordinary strength swings at a human and
misses, there is a chance he will hit the shield (if there 1is one)

or the armor. In these leases, 1 think there would be a good chance
that what he hit would break. This 1s also a good idea fdr the DM
who has too many characters with grOSS magical swords, shields and
armor.

Comments on Prince Con "

I have now attended by Ffirst D&D convention. WOOPDIDOO! |
really think it was great. When we arrived we checked out the prem-
ises and looked in on a few adventures in progress.

Next day up bright and early for adventuring. Signed up for a
three sided quest. I was assigned a Neutral 15th level Druid. 1 and
my 016th level barbarian and 15th I”~vel=thief and ourfollowers were
assigned ho guard a mountain in a forest. In this mountain was a
dungeon containing a red sphere of iImmense power. Our goal was to
keep lawfuls and Chaotics from obtaining Iit.

o Unfortunately the Lawfuls had a Paladin, Giant, High level MUs
and Rangers” .and the Chaotics had Witches, a Balrog, Anticlerics,
etc. We were creamed. And the Chaotics won. 1

Next we wont on a strange adventure where we were supposed to

be on a quest to capture a sword for ourselves (one sword each for =
each of us). The DM was very erratic and would suddenly drop on us
one of his rules which got us rattled. I also wondered about lawfuls
and chaotics going together on an adventure.

We quit that adventure to go down in Evan Jones®™ world. He was
a really good friend, incidentally, and helped me get used to the :
town of Princeton. 1

Sunday Peter and 1 went down 1in Deaths Door. Il - got - so -
lucky!! I rolled up a character: 21]-12-12-18-16-3 and a luck of 19.
But damn dwarves went chaotic and backs tabbed me. By the way we;:met
up with the Secret Thing. What 1is it you may ask. I can*t tell you;
it's a secret 1!

§ Later we Went down in Howard Mahler®s MAGNIFICENT ONE. I;t was

reWlly good. We met up With some really good monsters. Later- Howard
Mahler took me and Peter to lunch; he"s a great guy and taught us .a
lot. ,

General: My brother and I saw an advertisement for PhilCon. If F

anybody knows about it or is thinking of going, plealse contact vUs,,j
1 would like to know about it, please.



Whoever did Tar Golems, it*was a great idea>, They’d he greatjto
spring on a party (painted lIron ..._heh :heh snicker)” I think™ 1’11 skip
C-omments and, just write up one of my characters

THOR:? Dwarf Cleric, Tth level,® 29 hit points. Empathi®c.
lit 13 15 1U-15-8. War Hammer +2*i Plate +2, Shield +2_,
Ring of Fire REsistance, Manual of Gainful Exercise. ; J

A Boot which he has on hammer, which when it contacts™ something gives
enormousS pressure, J>2h damage. 15 ,000,.,GP of gems. 8000 GP,.

He went in a few of my brother’s levels and obtained a iot of
magical items from adventures taken out of Dungeoneprs. He was in the
famous attack on the Chaotic Fort 1 wrote up in #20. Right now he
is attacking a Thieves Guild. This happened when Thor and some other
characters were preparing for an adventure 1iIn a.tavern. Then my )
brother thief ripped off Dunlop (mother of my characters) of her >
Helm of Brilliance and he ran onto the roof,to escape. A magic user
slept him, he fell off the roof, woke up and grabbed the" sword of a
fighter who tried to get on the roof. (This was, a teleport sword.?
And he teleported to the thieves Guild hall.

We--,went,to their gates and demanded the Helm backand also thej
sword. Jhey refused. We back back to town and tpused fhe powerful
lawful section?, spread rumors we were attacking a nearby ruined
monastery (so the chaotics wouldn®t wonder where ,;We webe .going). j

At night we crossed a river and forced the gate. We,fought our way
to the guildhsdl. Next we killed off most of the guys in"the
building (taking; some casualties) and,": using our dfetectb,, discovered
that their’treasure was hidden 1in thercatacombs under the commmons,
located it and Dimensed Doored out. |

That"s .all | feel like tdrmehting youyj; readers with this month
(lucky people). n N J

AH AH ASAHA HAHAHAHAHAHAHAHAHAHAHAHA HAH AHAHA HAHA HAH AHA HAHAHA HAHAHAHAHA
A recent i~sue of CHAOS IUM NEWS.(from The Chaosiurn, "PO Box 6302, j
A Ibany, ,CA 94706) announees that Chaos ium. has Just J’\corrpl,ef_ted negotia-
tions to acquire all game rights to the storjes about Elricof
Melnibone written by Michael Moorcock.

: Th.ey are ..current ly planning to produce: #l aJboardgame using
the Moorcock world as a map with each of the pla,yerSj taking one of the
Youbg Kingdoms? #2 a set of miniatures rul.es using .the many tri bes,
nations and demonic races to estab”lish a set ofi gu.ldeLines. This]”
will probably be based upon a ~“company” level game ustng,fewer Tigures
than a full-bio¥A jiin latures game. #5 A role-playing guide for* the
various demons and other dark denizens of Elr ic’s fiprld.  Archive
Miniatures will be maki Ng the miniatures _for ;thiS world,., LRIC in
boardgame form is scheduled for release in rduiy- AL 2.2.-007n

; Other ChaosJum offerings Include White Bear and Red Moon.*" &
Accord.i ng? to ,sghgdu le the 1r new game-of NOMAD GODS should a]so now

be aval lable."”this is a sister-game to WB&RM. _nu vu? = 7m
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Typed by Lee Gold, to whom my special thanks for typing up the many
tables that, make up much of this article. ”May her patience be ever-
lasting, and her fingers recover quickly.

MAGIC ARTILLERY: STAFFS. WANDS, AND THE LIKE

Wt

The D&D rules provide for two types of magical artifacts that
serve as magical artillery: staffs and wands that shoot projectiles or
rays. Although the basic D&D set and"GREYHAWK 1lIst a group of these .
It is only human nature fbr players to invent their own, and 1 am "
exception tp; the rule. To make this possible do do iIn an organized -~
fashion, however, it is helpful to have a geneeal rule to follow on
construction and use.

This article sets out the rule that 1 use for producing magic
art il lery to go In my dungfeon. I had to Invent this as a guide" for
making lower power versions of the existing magical artifacts for
players to find In my upper levels, but the rule can be used to produce

weapons of greater power. It is quite possible, that is, to come up
with a heayier weapon than a mag lc staff, "if anyone feels a need for
one. (Just remember to check your magic user"”s strength rating before

you:try to haul an 88mm L/61 lightning thrower out of someone®s
twe ifth leve 1)) ,

For mconyen ience , 1“wlll refer to ail the magical aiftifacts dis-,
cussed in, this article as "magio shafts" to encompass all sizes and
types. A magic shaft is an artifact shaped like a pole (a magic staff
for example, looks much like a spear shaft). It is usually made of.
wood and is smooth”~.Jn finish, sometimes having metal on one or both *
ends. There is a sdtght® * r"ession in the magic shaft for the user®s
thumb (in the middle of the larger sizes, towards the rear of the
shaft in the smallest size). There Is sometimes a handgrip near the
thumb depression fpr the user s fingers.

A magic shaft consists of the physical artifact and the mag ”
charges contained within It. To use the magic shaft, the magic -
places the thumb iIn the depression to make contact with the powe
(Hiter of the artifact, aims the tip of the shaft in the desired
direction, and gives the necessary mental command to discharge the
weapon. (It Is the need for the mental command that restricts these
weapons to those trained in the use of magic.)

The footnote to the saving throw table in MEN & MAGIC states that
staffs and wands do half damage iIf the defender makes the saving throw
required to avoid full damage. As a rationale for this result, |1
assume that the magic shafts fire a group of magic projectiles or rays
In a roughly circular pattern, the number being equal to the number
of dice of damage that the weapon iInflicts (which depends on 1its size)
On a near miss (making the saving throw or a roll of up tp two less
than the number required for a hit on my Magical Combat Table system
in AQE No. 20) only half of the projectiles or rays hit the defender.
(This leaves to the DM the 1iInteresting question of what the remaining
projectiles or rays will hit.)



My original purpose” iIn st™rting to work out a systeinitor making <
magic shafts for my dungeon was to create two smaller sizes. Icruse a
the following sizes/damag®"e/charges magic shafts: staff/8D6/200; wand?
5D6/100; cane/4D6/50-, “a+4d baton/2D5/25. The TFfigures given Tfor charges
ae for the maximum number, Tfor which 1 roll a percentage for each
magic shaft that t-rb 1l up. mT the process, however, 1 decided that |1
was getting borecT with thb GREYHAWK tablei because it was gettting
monotonous to keep rolling up-\the same things. I therefore devised
a modular system based on that used for magic swords but expanded upon
so that tno two magic shafts roiled up on the tables at the end of
this articlel.are ever quite:: allkeV* Jjonm

The type of projeb™"tiles or rays that can be provided iIn a magic
shaft is unlimited. AS a general principle, there should be a weapon
to fit every ppponent®"™s weakness. Thus t.,provide a group of weapons
that fire magic missTites "to provide tor a solid projectlle to use
against opponents that are res istartt 'to fi-re, lightning or cold. ,My
tables systematize the" ex isting bategor fes of migix shafts: line-
weapons (such as magic missiles, death ray, etc.i, semi-line weapons
(cones), near area weapons (gas), or distant area weapons (Ffire ball).
My tables make no attempt to pro\>ide all the possible types of weapons,
I deliberately limited xhem to a re lative ly:small number of types In
varying areas of coverage®™ just to keep things manageab le. My jsystem,
however, being modui“ar, makes it easy Tfor those of you who Ilove
comp lexity to plug in loriget weapon:types tables.

A mag id Shaft is Usually a single-"purposeweapon, having only one
function. Thebe Ts"Ho reason, it seems to me, why some;magic shafts
should not have a multiple capacity. For example, a wand of magic
missiles could also offer the user an acid spray alternative, thus
providing®a long-range”line and a short range semi-Mne choice. The
basic i1dea here Is"that, if you can have a Staff of Wizardry with
seven funct"f6ns’, thete is no reason hot-1 to. prov ider for lesser multiple
function magic shafts as a basic part-of the system, even though they
will not ro"Tt up very often. . i r = -

In addition, there 1is no reason why magic shafts; should-not have
inte lligenbe"en*d"" egb like magic swords. This would make Ulife more
interesting by adding a new and Uncertain risk to picking u, what
promises t, he a powerful weapon. And, Hlike a magic sword, the magic
shaft should have adfgnmrent and would thus i1nflict hit poj ntsnon magic
users of"the wrong™ aiigriment who pick them: up." To help;baTance out
this added danger, ! rol 1 for" abilities for magic shafts of 7,-12 ,
intelligence, jJust as for a magic sword, though |1 have expanded the
abi iities tab les. The tesult of this approach 1is to produce a range
of artifacts of varying strength and witH' Idd ividua | combinations of

powers and abilities. [ .

The standard D&D rules bldow rechargfng of a magic staff but not
a wand. This strikbs me as being unnecessari ly rigid; rand 1 can
provide a dice rb!i to determine whether any given magic shaft can be
recharged. The question 'OF just how difficult it should be for a
character to find someone wN I"ing to do the rrecharging and what it
wil I cost is a comp licated "dhe My fee ling. is thiat the cost should
be what it would cost fo h re a™magic user to cast the equivalent
spell, per charge. Buf"we haven’t come to ian agreement on this in the
groups | play ¥'D in, and® haven’t come up with any rule that 1 am
entirely comfortabie with. so there isn’t any here
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plnal 2r,\Xke, “capacity 1is another factor that 1 feel shou.lid be
d istrj but™» each of the sizes of magical shafts, and 1
provide® a dice roll fTor this. the kind of final strike capacity 1 have
in mindj here Is pot® the Ganda If-based one In MONSTERS & TREASURE that
blowp up®,*the” eel ghbprhpodi. It seems to me that a magical directional
Weapbn cOu Fd bd commanded fo fire a barrage of its charges iIn one
mPlee round, casting repeated ly until it exhausts all Its charges.
This would, of course, destroy the magic shaft by burning It out. It
woulld also endanger the rsser (and party) by overheating, with a rising
probability of exploding. I’m-thinking of making the base probability
20 with an additional for each charge after the Tfirst. It should
be quite etc!ting watching the DM roll for each charge to deter-
mine whether the thing is going to blow up, dumping its remaining
charges on“"the user (and party),

I suggest that DMs who use the rest-prepare-cast system restric-
tion on spe ll casting apply *a similar rule on the use of magic shafts.
The rationale for this iIs that the charges wTJhln the magic shaft are
really analogous to a central battery (as distinguished from a clip of
bullets waiting to be fired In turn). When a cast is made from a
magic shaft, there 1is a drain on the central reserve from which there
must be allowed a time for recovery, just as a character must rest and
recover being being able to prepare another spell.

Recovery~time fTor a nijJagic shaft can be traded off for -a loss of
reserve power as follow” after the first cast it takes two melee
rounds for the magic shaft-to restpb illze., If you try to cast before
then, n the first ran'gj 't costs you three charges and.ryou are -4 to
hit. n the second rogrid i,t costs you two charges and you are -2 to
hit. (Subtract these numbers from the D20 roll for a hit on my
Magical Combat Table system, or add them to the saving throw of the

defender on the regular D&D system.) In the third round, you are
restabilized, so It costs iju only one charge to cast and there is no
accuracy penalty. (A simi lar system can be used for spell casting

penalties if you are using a spell point system. Make it -4 to hit
and triple the spell points in the normal rest round, -2 to hit and
double the spell points iIn the normal preparation round.)

The tables, th.at fo!, lOW are what 1 use in rolling up magic shafts,
This Is a modular "sys®m. in which 1 roll for each characteristic for
each magic sha™ft VhV # this does take somewhat more time than a one
table system, ¥t\proyides for much more variety and 1 feel that the
interesting resV]  justify the extra effort. The tables for this
article cover ™l"y attack shafts. i anmn sti I1 working on the balance
of the TfunctloVs bn the GREYHAWK shaft and wand table (detection
functions, clerical functions, and those usable by fighters or thieves)
For the time be"ing, whenever 1 roll up an attack staff or wand (any-
thing ,that"projects a magical offensive ray or projectile) on the
GREVHAWK table, T turn to my magical shaft tab les ,,tO0: roll up the
characteristics of the resulting magical combat shaft. The physical
description tab.les at the end are not strictty necessary In determ-
ining what is going fo be found .j>But they saww®, fi the trouble of
thinking up phys icai detalls, and they producer comb inations that are
entertaining (the DM 1is efitilled to a little fun too). The die rolls
on these tab les, are always "p.]-uniess specified otherwise.

. iU PlHifi. !! n-yf
t-lii ai t;M ydt ' HT
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MAGIC SHAFT TABLES
ZIr

i. Alighment: OI1-30" None”™ m* 71 -90 ,Neotraf .
31-70  Ld\wful«" 9P-i00 " ChaoticY®
ar
K:-m: 2s: Intelligence, Ego and Abilities.” RoTra DI2 fdc infeili-
geoce level,. For intelligence of 7-j2/"7roii a"DI2 for ego level-,and
cpns ithe fo llowing”~tab les for 7ab 11111 ;

+uc ti rh,: n A -4
yﬂ-:SI|.T 271 . " Abilities and Coramun icat ion Method m -JCO'm
ilict. Abilities Commun icatl on X Languages
H6," No «Abiiities ] None , >, 01-5"0 One
7 c. One Basic Ability Empathy " 549-70“"two
8 Two Basic Abilities Empathy 7 1-85 ""“three
9 Three Basic Abilities Empathy 86-95 Four
<5§0 I Three-Basic, Plus Languages Speech N"96-99 Five
=+i#ld:- Three Basic, Plus Languages _I° Speech mQ0 ; "Foll
>-t2 m Three Basic, Pius Languages t2 Te lepathy " Twice, (l1g-
Plus One-Special Ability- - noring 00)
2:2. Basic Abilllies ~m Siym
01-10 InfraVls ion "i 81-85 Detd"ct Magic (75p)~" n
11-20 See Invisible Objects 86-87 Read Magic (255?)
21730 Det-ect Shifting Wa I Is/Rooms 88-9 1 Speak Languages (755?) ,
3 A0 Detect S loping Passages ©92-94 Read Languages (507)
Alr- Detect Secret Doors il5fF) 95 Roll oh Special Ability"
bI1-59 Det. Mechanical Traps (‘) ) Table (Table 2:30
60 Det . Meoh & Mgc*Traps (@*-< 96-9" Roll Twice on this Table
6i-65 Det. Meta l (75") m& Type , Ignore tolls Of 96-00 ,
G0 - oon Roll Three Times on this,
66-70 Det. Gems 1J5%) & Type (60OM) tab le (lIgnore 96-00,), .
71-75 Detect: Enemies & Evi |
76-80 Oetectg Food & Water ?
2:3 Spec,lal Abllities - AT OVE Om t ?
01-05 X-ray Vision 77-78 Lev itat ion
«(06-10 >C lai raiud ience" f Vi , =79 Flying (Once/day, 6 turns)
d - 151 Clairvoyanee ; 80-84 Healing (Ipt/6turns,
id-20:. ESP "points/day limit) * -
21-25 mTelepathy r- 85-87 Regeneration (@ pt/turn,
26-30-* Teiekihesis 12 points/day limit)
3.1"35 ;Te leportat ion 88-92 Magic Resistanc”"(sav”ng
36-40 Protection from® Fear (90f.) throw of next higher,
M1m *"Protection from Charm (90") category -
42-45 Locate Object 93-95 Strength (like spell, once
46-50 Detectmlllusion (7557 a day, 2 game turns,l, -
51-55 Detect Poison (75?) 96-97 Haste (llke spel |, f/day,
3660 Detect Alignment (755?) I game turn)
61-65 Speak Languages (905?) 98-99 Roll Twice on this Tabje
66-68 Read Languages (755?) (lgnore rol Is of 98-0Q),
69- vy Detect:Magic (903 -y , = 00 Roll Three Times on thi's
p74r76 Read IMagic (30%) Table (ignore 98-00)
The percentage figures after some abilities are the odds of success on
each try. Use common sense in limiting the number of repeat tries per
encounter or per day. The idea to the limit is that you get one shot

at using these powers, and what you roll is what you get.



Fno 3"-0

o! 3. Number of Powers (Fuii“ctions) -qql
TI IY& > R
m 0!-80 Ohre Power - 97-98 Four Powers i
i1 _JENiI-92 7> Powers - D Shaft of Pbwer
" "703"6 Three Powers Nl 00 Shaft of Wizardry
] ] c.;;VH ,H ft R
4F Type of Powers (Functions) rn“
C.lass One Class Two ' Class Three
-27-32 Ac~-d Spray 50-5'5 Knofekout Rayt
01-06 Sleep Gas 1"33-38 T)b 1d" Cone 56-6 | Magic M issile
07-12 Insanity Gas 39-44 F'lre Spray 62-67 Cold Ray
13-18 Disease Gas 'l 43-49 'Dljsruptilon Conb 68-73 Flame Ray
19-24 Ppison Gas ts ol 74-79 Lightning Bal
25-26 Cloudki Il Gas -t . monm 80-85 Paralysis Ray
= " mCH>0 wA .1 ViTj9G &6-88 Stone Ray
Class IV S =A) 89-90 Death Ray

91-95 Fire Bal I
96-98 L fghtning Bolt
o8 Sphere of Death
00 e« plsmt.egria‘ﬂ\orm iSphere

. i POWERS ftIf a 3" circle with gas, the near edge of
w(@idh™ is the tip*"of ,"te rhagic shaff; The gas wilt fi-M in Irregul ar
shapes iInProOms”Sr idors that are less than needed for the gas to
fom."qits 2ull: dfrbie Cine lud ing the space where the user 1iIs_standing
@%'_ 2 be"pushed around by wind. Rol I for effect on everyone :wlthin

e —-gas cloud, either the saving throw table or my Magfcalrno,
Combat Table n

Sleep gas has no effect on anyone who makes the saving throw (nho
half damage result), puts to sleep those who fail the saving throw
(within the Ilevel Ilimits for the sleep spell) and does one half the
damage dice of a magfc shaft of that sizfe on a critical hit (a natural
"20" on a D20 followed by d'second roll of 0i-04)>i \Y -1 e

Insanity gas has no effeef on anyone who makes®™ the saving throw
(no half damage result), drives insane those who fail the saving
throw for, 2D5 days (or until they receive a Cure Disease speil) and
does one half the damage dice of "a magic shaftmee f "that size on a
critical hit. While 1insane, the victim wil I behave® random ly (rol I on
the random encounter table for mens 'fas in UNDERGROUND & WILDERNESS
for behavior). :

D isease gas caiisies” a serious disease in the victim under the
mummy disease rules for recovery. Those who make their saving throw
recover as Iif they had received a Cure Disease Spell under those rules
and they will be cured if they actually receive the spell. The gas
does one-half: thdi.damage dice.: of a "magic shaft of that size on a
critical hitv

Po ison® gas deeis one-half damage: on thpse who make the saving i
throw, fulh damage on those.,who dont,! and 50 additional damage dice
on a criticail hit." n

C loxi-ckiil 1 gas does one-ha IT damage on those-who make the saving

throw, faullidamage on those who" don®"t, and ki:Ms on a critical hit.
1



CLASS Il POWERS Shoot a cone 6" long and 3” wide at the far end.
The cone Is stopped by solid obstructions (such as walls) but Is not
reflected back by them. Roll for effect on everyone wlthiln,”,the cone.
Each type In this class does one-half damage on those who make thelp
saving throw, full damage on*"~those who don®"t. Acid spray, cold cone,
and fire spray magic shafts do 505? additional damage dice, on a critical
hit. A disruption cone magic shaft behaves as the spell of tf(at name
on a critical hit.

CLASS Il POWERS shoot a ray 24” long. The ray 1is stopped by
so Iid ob]s,truct ions but is not reflected bftck by them. The ray affects”
on ly, one Vicd’im each cast; roll for effect. All but the knockout ray™
do one-ha,If damage on those who make their saving throw, Tfull damage
on those! whP d'pn*t. Mag Ilc missile, cold ray, flame ray and Illghtn Ing
ball do 50? ad.djllona |l damage dice on a “critical hit. Paralysis ray,
stone ray and: death ray paralyze, turn to stone and Kkill the Ir victims
on a crillcal /hit, respectively. The khockout ray 1is a Sleep s,pell
without hit dl limits (but subject to the Ilimits of the sleep spell
as to the type of creature affected). Those that make their saving
throw are stunned (can do nothing) for two melee rounds. Those that
don"t make their saving throw are slept. The ray does one-half.The
damage dice for a magic shaft of that size on a critical hit. Sj

CLASS IV POWKRS shoot projectiles 24" which expand as descHbed
In the spells of the same names when they hit something or reach the
end of their rangp. (Except for Lightning Bolts, which are as described
for the spell). Rol 1 for effect on everyone within the area,covered,.
Fire balls and Li1ghtn ing &qI™t” db one-half damage to those tit»at make®™"
the! r savl ng throws, Tull damage® to ttibse that don"tj, add 50? add!-?
tional damage,“dice on a critical hit. Sphere of death and disintegra-*
tion sphere do the same damage for half and full damage results but ”’
kill or disintegrate the victim on a critical hit, respectively.

5. M_g}B(iV:S‘haft SlzeMax Imum Charge, Damage Dice

01-50 Baton 25cm ,x 50 mm (10” X 0.2") 25 2D6
51-80 Cane 50cm X 1 cm (20" X O.1") - 50 4D6
81-95 Wand 1m X 2 cm (40" X 0.8'")-100 6D6
96-00 StaH 2 m X 3 cm (80" X 1.2") 200 8D6

6. -Number o™ Charges. ROM "00 and multiply the result by, the

max Imum- charge fTor the size. n ; , -

7. "Rechafgab 1l1Ity/FI nal Str lke Capacity;:! Noon n
01-40,, No/No 41-70 Yes/No 71-90 No/Yes 91-00 Yes/Yes >3
8. Phys ica I Descri pt ion

- < c 4 : !

Co lor 1. Metal on End Figure oh Tbp
01-10 Walnut 61-65 White" 01-20 None 01-50 None” 87-90 Cube
11-20 Oak 66-70 Gray 21-40 Copper 51-54 Ruby 91-94 Pyra-
21-30 Ash 71-75 Red 41-60 Bronze 55-58 Emera Id m id
31-40 Pine 76-80 Orange 61-80 Iron - 59762 Sapphire w

41-45 Teak , 81-85 Yellow 81-90 SI 1lver 63-66 DIlamohd
46-50 Cherfy g59:0 .Green 91-96 Gold - 67-70 Pearl,93-97 Claw

51-55 Maple  91-95 “Blue 97-99 Platinum 71-74p-Bitd i"98-99 Eye
56-60 Black  96-99 Purple 00 MIthrll 75-78 Cat 00 Sku 11
79-82  Wolf

N *

r 1. m - : 83-86 Sphere
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SUPERHERO 44 by Donald Saxman 1is the Tirst adult Ilevel or simulation
type game 1involving comic book superheroes. The large size of comics
fandom 1is some indication of the market such a game could have. The
main reason that such a game has not been produced before is that it
issosifficuittodowell.

The difficulty in doing a superhero simulation game comes Tfrom the
essentially infinite range of abilities that must be simulated to cover
just the superheroes in currently published comics. For example, the
game designer has to deal with movement capabilities ranging from
normal human to faster than the speed of Ilight. Surely no ordinary
wargame ever dealt with such a range of movement speeds. Even worse
is the problem of attempting to represent the interactions between all
the forms of supervision (and other super senses) and the various
types of visibility (various sizes, costumes, invisibility, chameleon
ability, etc.) Unfortunately, Donald Saxman has dealt with most of
these problems by 1ignoring them. For example, his rules do not even
mention visibility. In spite of this handicap, the game can still be
quite enjoyable to play.

SUPERHERO 44 follows the Dungeons and Dragons (copyright by TSR
Rules) tr adition: it Is a continuing campaign game depending heavily
on a referee or Gamesmaster (GM). It is up to the skill of the GM to
cover the inadequacies 1iIn the rules and provide the detai led scenarios
and descriptions of events, to maintain player interest. This is
always the final criterion by which a GM is judged.

For S5.00 “"plus 304 postage), you get a 48-page attractively
illustrated rule book. The introduction tel Is how this game grew out
of a particularly strange D& game. This is followed by 12 pages on
the background of the city of Inguria, making up most of the fTictic-

ious background iIn the year 2044. It covers history, technology,
economics, politics, newspapers, visiting aliens, points of interest,
and oraganizations of interest to superheroes. It includes maps of

the 1island and the city superimposed on hex grids.

Eight pages of "player setup”™ describes how to define new super-
hero for game purposes, including specifying seven "prime requ sites.”
These are numbers partly quantifying the characteristics of the hero
vigor, stamina, endurance, mentality, charisma, ego and dexterity.
These numbers are used mostly iIn the combat system. Beroes choose to
be iIn one of three categories: Uniques (those with true superhuman
powers), Obermensch (those with unusual training), and Toolmasters
(those depending on unbelievable inventions). Helpful examples of
superhero design are given.



Each character must fill out a Wweekly planning sheet at each game
session, giving instructions on how the hero will divide his time
between patrol, rest, training, etc - Between game sessions, the GM
is esipected to work out the results Of the week”s planned activity,-~
including the results of any crimes encountered while on patrol.

There 1iIs a-six page combat system which 1is moderately unqieldy
without successfully dealing with the full range of superhero powers
It does include charts for a variety of weapons from primitive to
futuristic.

Eleven pages on the system of handicapping and patrol encompasses
the truly original part of this game. The "handicapping scenario" 1is
prepared by the GM to determine hoe well one p]atqr—character uses its
powers to combat a specific crime. The scenario is played through as
ifprov isat iona i story-telling with the combat system used to resolve
conflicts. After i1t is played through, the GM must make quantitative
estimates on the hero’s abili ty to deal withfuturecri me 1iIn eight
categories: 1) determing criminals from operating in his territory,
2) locating crimes, 3) stopping crimes 1in progress, 4) capturing”
criminals, 5) obtaining convictions , 6) getting leads to other crimes
or criminals, 7) causing property damage 1iIn the process, and 8) get-
ting himself 1injured or captured. TheGM must assign these handicap-
ping scores on Judgment alone, often based on insufficient data.

The handicapping scores are used, with some dice rol.ting, to
determine the results of the hero’s patrols on his week ly planning
sheet. REsults are computed 1iIn categories 2-8 plus re«]ards (the ;
government maintains a bounty on criminals). Note that the prime
requisites are not used directly to determine the results of patrol
only to get the handicapping scores.

The book 9ives examples of both handicapping and patrol scenarios
This somewhat heip-s the poor GM, but he is sti Il left almost entirely
on his own to deal with the actual TfTunctioning of the heroes” super-
powers .

The Tfinal Tour pages concerns such mundane economic matters as
salaries, living expenses, litigation, 1Insurance, taxes, training,
and equipment. It includes four charts, including prices of vehicles
and crimefighting equipment.

An in all SUPERHERO 44- has some defects but 1is, within reason,
a peact ical enjoyable game. ~It is privately printed and is available
from Geneva Spencer, D-226 GRg, Bloomington, IN 47401, $6.30
postpaid. .
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Jim Reynolds cover artist for ~19 writes from Hartford,,. Conn: ,
.o - - | |

I must report the"destruction of my enMre stable of characters.

I took them into Sean Cleary’s Defiant along with an elf and a Bishop

They were Tighting 10 hobgoblins in an elevator _when it

to the 20th level and exposed them to something called a Bloody

BLinsk...*fter tMi, a Chaotic party carried Marion off to a slave

market and pitched Blackthorn, Mordake and the Bishop down the

elevator shaft. I felt they deserved an epitaph.



Vu Ittire *s Robst #1

Thi s *rag” was Written py pan Piejrsgn, 2205 Ca pi-fornia St. NW #404;:
“Washingfon, DC"20Q08, (202) 332-0781, and typed by the nimble aitido:
overworked fingers of |Lee,Gqld. Thanks Lee. By the way, we may be
getting a typbr here. |°M +type a zine of my own realsoonnow.

By the way, Lee, the heresy that 1 on ly publish nowadays"/when 1
run out of money with yoy _is a vicious rurrior. , Sheer co inc idence .

" This is being second drafted just after getting and skimming A&E
21. I notice thaf for some reason or .,other anodiher round of spell
system presentat i'chs 1is upon. us,, We IM I'm going to talk about spell
systems too but, 1 think, from a ditfe.rent angle.

There are now three systems of limiting spell casting in wide-
spread use in the A&E community: “Gygax, spell point, and Klutz factor,
The first two systems are oriented toward absolutely [limiting the
spell caster while the third is oriented toward making heavy spell use

increasingly risky.. What 1 would like to d. is compare the implica-
tions bf the first two systems from a viewpoint of game balance and
and +"he spe llcaster®s place iIn campaign and society. I would like to

systems but 1 have never played in a Klutz factor
systbm, and 1 therefore do not understand Klutz factor systems well
enough to comment on them. So this will be

A Phi lo'sbphica I comparison of the Gygax and Spel I Point Magic Systems
i)nspired by Charlie Luce in his article in A& #20.

Charlie pointed out a crock in spell point systems that 1 had not

realized bbfore. Pis he/s he/i t ,reaches higher levels, a spellcaster is
unable to cast all the spells In a spell point universe that he would
be able to cast In a gygax unlverse per day. About the same time

that ChatVi e- Luce®s article came out, aT”end of mine named Kent
Bloom pointed out that under my spell point system (VR#6) a 10th
level Patriarch could o,nly Raise Dead once every three days, whereas
under the Gygax System, hp could Raise Dead three times a day every
day. Not.ohly this,. I add, but the Patriarch would be exhausting
himself under my spell point system, but he could still cast 12-
other spells per day under a Gygax system. To all this 1 reply fine
when you _think about it spell points 100k eyen better.

. Supe, a spell goi "W} zar<i js unable to cast the exact same
spel I mFx he coula under.Gygax, but he cen cast over a,hundred
Shotgun (Magic Mis”™ilb) spells if need be. Under my system, ah?”18th
level Wizard can cast a 9th level spell, but it will take him about
six days to recover fully.. This gives a Wizard very powerful magic
but makes him verv ca.refuT "of using those awesome higher leve 1l spe lls.
This 7also makes a Wizard more deadly vs. Ilower level opponents, but
less dangerous vs. beings of his own Ilevel or more who have a good
chance of saving/surviving the Wiaard"s plentiful low level spells.
Of course a corneregd Wizard 1S stij(.M,dange;rous to anyone; he isn"t
going to conserve spe 11 .paints. W c
Al 1 of this makes a Wizard"s position In the game/campaign more
feel . This I¥partlicu Jar |y true, Jn oyer larjds/campa igns where
regbhe“ratTon of spell® points 1is required. In most spe j| po int
I know, you get o¥,.Jnoreifient (what iyou. imutt jply by your |eve 1) of
spell points™ back per day of pomp lete rest. Some systems soften
rest requirement. This Ilowers the social power of Wizards S Ipee



they are less effectiyg iIn large scale, multi-day battles, they can"t
conquer cities/countries or resist huge mobs as well as Gygax Wizards
They are more likely to work fori powerful Lords or become powerful,
solitary rec luses or wandererS: .Mike Gandalf the Grey. An evil Wizard
could atriass am ar(ny or create terror from a safe hideaway, but he"d
better be very powerful in order to help the army much.

My conclusions are: (not all original)

I points favor low level spellcasters at the expense™ of high
leve I spellcasters. (In fact, they get tired at the same rate. high
levels "just have more reserve);. ,

2. High level spellcasters are more effective against low leve l
opponents. (This ties iIn well with Combat classes.)

3. Spell casters are more powerful in dungeon (one day) than over-
land (many day) situations.

4. Charlie Luce made one mistake; we shouldn®"t try to fix this coock;
we should love it. -

All of the above leads to another thought. IT the purpose of
spellpoints is to simulate the exertion of spellcasting, shouldn™t
we have the same way to simulate the exertion of resisting spellsr;
After ail, how often do the Sword and Sorcery heroes from Kane to
Conan just blithely ignore the Charm or Sleep and charge the caster
(sure they charge the caster, but not easily).

Comments, implications, improvements and crocking Of all of the
above will be appreciated.

And now, on to.

NEUTRAL CLERICS

The rules for Neutral (Buddhist, Taoist, Pariithelst, etch. )
Clerics that 1 am now using and pushing are.... , ,

A Neutral ~Cieric may not carry a bivalent (e.g. cure/cur.se)

spell unless he also carries 1its opposite as a separate speil.
(This means that a Neutral Cleric cannOt"-eure Lj~ht Wounds® unti I 3rd
level.)

Neutral Clerics can S[beak to Und"ead that a Lawful Cleric could
turn. However, the undead get a saving throw against the no attack
function of the spell. Neutral Clerics can turn, as Protection from
Undead scrolls, any undead that their Lawful equivalent could dispel,
but the undead get saving throws.

The TFirst paragraph of rules was .inspired and conspired by
Regina Cohen, the second paragraph is from the Perrin Conventions.

Comments on A&E #18

Wes 1lves: You"re right. Magic Jar does permit a Magic User to
use another creature"s body as a weapon. But look what happens ,if the
jJar, is destroyed! - N

Nicolai Shapero: You“"re right about two-handed swords, of Course.

Kay Jones: Ja"ala--BEAUT IFUL . Who says Chaotics have- to N
attack on sight. o* A



Phillip McGregor: Good point about weight and coinage. I am
considering adopting 1~ The chief problem wlth reallstlcally priced
high quality armor, as you suggest it, 1is that it is the equivalent
of +1 armor. What do you suggest?

, 1 .Jon Picj”ens: Your bard class 1is currently the number one can-
didate, .for the Harshmell official Bard character class; ; I' like fit”™
because 1) It’s simple, 2) it looks balanced, and 3) it gets rlid Of
the MU type spell casting which all other proposals are saddled with.
I will allow saving throws vs. E.ntrancement of course, and Dispelling
Songs must be directed against a speclficspell(a Song to dispel the
suspected Hold on that door might dispel a Lock but would have no
effectonaspelltraporcurse). , r i: , " g

Wayne Shaw: What! No Chaotic reincarnation table? ;
Qt Steve Brown: Good story.

SEKINI: Four-fold demons are here at last!

Don Rollins: I had placed Magic Trap at 5th level.

Comments on A& v2l

Terry R. Gain: Door tables: good 1idea! But 1 doubt that 1”1l
use ,jt str,aight as | don’t want to have to list the type of every
door/lock on my keys. ) i

Jim Thomas:: 1 recently saw a guy 1in the SCA out hsre with the
best back sheath 1°ve ever seen for a two-handed broadsword. He could
draw the sword one;”handed iIn a couple of seconds or less.

Bxcj Comments: p j u: - P-
Com 1ng next Roost: - - ,
- m o, Higher 1level Illus lonists (if Peter Arnesson doesn"t

M beat me Ko it. : , N0 i
Character classes in Harshmell (l1°’ve got to be selective
to do them justice)
m Q@ m More, :.

Filler ldeas from Charlie®™ Luce:

I have heard different views on the protection afforded by a Helm
of Telepathy. Does it only let you read miinds , or can it also keep
your mind from being read? Can it help vs. Suggestion? Charm? /2
jon Y o = " | "

Many people have trouble balancing the power "of a Wish and a

Limited Wish. When 1in doubt about a Limited X?ish, | have had sufccess
by having the player making® the Wish roll percentile dice, arid let-
tirig that determine how much of the Wish is granted. " e

Em [~ = - . N [ . - - Nt n

What do you use for save vs. Misc. Magic or Rods? Do you use the
sae for Wands, Staves, split the difference, a combination or something
else ggain?



R.; St.eve.h; Brbwn_,:.; YpuYy, ajm table inspired 1t to njake up my
own “Thanks. " : A te o - \Y/

Ken Pick: Nunchaku are clubs, very dextrous and effective clubs
admitted. M have seen dpinonstrat ions of them, and played with them.)
But they’ll sti 11 be minus s,, plate armor (though chain would be
i1 ttl £ better than leather.),,!,] - :

"V Wayne Shaw; Sorty bur/lhe reason ! like the Pen.derson Multiple
Strength Chart is the fact that Average Strength x 4 = high 18, it
still 1increases hit and damage probability, and deoreases the number
of Grant"Strength equivalents.

Comments,on A& #19

Lee Gold: every universe 1 know of,allows missile fire into a
melee. OF course you might hit the wrong person.

Glenn Blacow: Sure 1711 buy your house rules for a dollar.

Wayne Shaw: Vour Tfuturistic weaponry 1is great, even though 1
don*t currently have any place 1 want it. the Harshmell Ruins and
the VAlley of the Maur are non-tech, and Terrizon 1is getting more so.

Chris Pettus; Those weren®"t my dragons. I"'m aS sick of new
types as you are. ,

Bill Paley: YES, it is worth reading. Keep 1t up pTease.

Glenn Blacow: Sl ight exaggeration on your part. “As fari ras rh
know, Comus 1™ the only characfer from the Bayo rea with Ice Giant
Strength. Storm and Cioud Giant strength does exist™i though it 1is
not easy to get. Your basic atialysis is right, of courseT®™ My non-
player characters are not meant to be easy to take erl,tren.- Though
I do seem to lose too much with them; last time it was overconfidence

and greed on the MPC"s part. In Perr in-re.l ated worlds-i,i aiVorpai Blade
usuaMy only does a Crificai 1it. . ONLY? ... _Well,
it's less horrendous. , o L

Jim Eckman: We hove started using your thief mode (though some
of us will undoubtedly modify them further). Good work.

Jon“Pickens: Crea-"-e Spectres sure 1is a great warp, ,I™'m .i,.t]j

to see b player get an 1illusibnist ti-igh enough to use Iit, -, -
. _ " .. TR

" Glenn (again): | have mo" objec™lon3 to party Ileaders whot s,ay
where the party ;s going and wh6 giver®Orrders which are expecteTi® to be
obeyed. But 1 _Ir.sist oh my chbrac™ters-"" right to disobey or" disagree
(and take the consequences, of course) if that 1is clearly understood.
I have no desire to slo/ down the"gaffe freedliefissly. | merel.y insJst,

that the part leader Ts just ahother person Jjn game context wiTh b’}
dTvine powers "to determine the" abtT"6ns*"of a Il the other be 1lng$, ih fhe
party....Of course sOme ie"akt™"can be very CHARMING If necessary.

* -V

Comments on” Ao,BE*""S9 v ..V e < .
M ®o [ ir-1d—0 b . NV o)l

Glenn Blacow: The s ory of a room was good. Thanks”



NUROLAN »\ ™ * . ]
written 77-4-13 for A&E #22. Typed and stenciled by Lee.Gbld.
My address: Richard Dennis, 1206 N. Falls Blvd., Lot 7, Wynne, AK *

72396. " ] . [

Ken Pick: Found your Monkish Weapons article extreme ly"interesting,
Whatwereyoursources? e
Anyone: if you are going to Origins "77 and are planning to DM infor-
mally, please notify me. I have DMed a few times for Emp ire of the
Petal Throne but have yet"-tO be a victim/p layer. 1 would Ilike torget

in some non-tournament play.

’ il
Notes on Tactical Warfare in Magic: Doifiinanet Realities:

Herein it is postulated thatthe nature of late medleval/magical
combat would approach that of our modern day projectile weapons world.
The magic users hired by armies would find themselves under increasing
pressure to standardize their spell repertoire. The obvious reaction
to this would lead the great princes and emperors to open schools for
the traiting of military magic users and clerics.

Certain assumptions are naturally madein evisioning such a
situation; theyareasfollows:

Thelearning of spells is dependenton continuous practice.

The number of spells one may learn ts due to acquired Taeilityi,!
which 1Us iIn turn based on repetition/practice.

, Standard 1idme to invoke a loW-1eve l spell is between 20 and 40
seconds; spells below 5th level not taking more than one minute to
ipvoke. r= _:c -

n Bureaucracy"becomes ascndant over the centrifugal forces of
society (this inevitably leads to the destruction of the feu:da,li state,
albeit only over a long period of time).

What type of spells would such an army use? In the rudimentary
stages this type of system would undoubtedly concentrate on basic
attack/defense” spells as Fireball, Lightning Bolt, Magic Missile
and InVisibilfdy, Dispef"Mag ic and Infravision. In time, with the
greater possible sophistication, the Wall spells would become standard
and ;anti-mag ic she Ills and Protection from Normal® Missiles would become

common. Improved tactics Would see such spells as Fdy, Haste, Slow:,
and Water-Breathing. Disruptive commando raids could be made by use
of teleport spells. i :

As the years pass we would see the rise of the support services
as: Logistlcs/Medical - Cure Serious Wounds (or Light Wounds .for field
medics). Bless, Create Food and Raise Dead (Teleport and Fly mlghtialso
be useful iIn this service); Information Gathering - Invisibility,
Infravision, Teleport, ESP, Clairvoyance, Clairaudience , Wizard Eye,
Contact Higher Plane, etc. " .

The military Magic User would typically have had enough training
to knowatlebst five spplls, all the same. It might be useful for
Soldiers knowing 8+ spells to have some ""Wariety as 8 Fireball and 2
JeleportorS*Firebail, |1 Teleport, (Invisibili+y and I Dispel-Magic.
For in-the-fieid spies, a variety of information gathering (and; other)
spells would be more plausible.



Possible composition of a standard Fire Team: 7 Firebailil users,
7 Eilectric Boit user”™, 5,Dispei Magic users, i Anti-Magic Sheil User
(it iIs assumed that R&D has produced an extended anti-magic sheil), two
Invisibility users, 2 Infravision users, | Create Food/Create Water
Cleric, 1 Cure Light Wounds Cleric. For every 3-5 Fire teams, we ,

might have several mass teleport users and a.group of Ffly/aerial
servantusers.

It is obvioys that R&B will intensify under state initiative and
subsidy. The 1indivlduals. who possess a natural creativity will find
in their governments ready markets for new spel Is and counterspel Is.

Whether or not such comes to pass depends on how violent the
reaction is to the Tfirst to attempt it. The Ffirst battle will decide
when the medieval type aspect of warfare falls to the standardized and
drilled army. Inevitably the medieval army is doomed; the when being
determined by the power available to those princes Ffirst trying the
new doctr ine. . ,

KYBRIL " ]

Kybril is a Terran type planet circling a GO—typ'e star, radius
43000 miles (@approx.),,surface gravitational acceleration 10.2 m/s".
Surface area MV water, 3B land ; secondaries: KYFE - 450 miles
radius.some 176,000, mi ies out; .Larsuch - 1000 mi les radius at 500,000
miles(namesareKursan titles).

The sun of Kybril occupies a once prime location within the
Perseus arm. The sun, is one part of a binary system, the second being
a black hole. Due to the general abl lity of this gala-ctic Sector to
support the economic demands of the ramjet society, an economic col I-
aose has occurred. ,The: resultant period of chaos has led to a socio-
political structure with a high degree of variation.

At present, we are concerned with the continents borders on the
Bothys Sea and the Lending Ocean.

Th- first country of note here 1is the Kingdom of the South (here-
after referred to as TKS) which occuptestHrbeN6ythFtyorfbeaetub”™ tyokrtbe
AoiEg ithe iy6BihtlsandTK16rthbwbeifdbyeOprumba,r and Great Kash respectively
To the east are the islands of Sko and Adjapta. To the southwest is
the island of Kaphir, ruled by the tottering and violent Wangk Kingdom,

The present rulers of TKS are the Algor (Dinosaurian stock - some
17 million in TKS alone). The population of TKS includes some 150
T6 humans (basically oriental cast), 36T6 Durlish, (2-5)T6 Quagen,

Zhill and Forkum (each). These are the basic established peoples;
TKS has a fluctuating popul ation of partially settled traders of
37T6. CTé = 100 = 1,000,000; bastardized scientific notation).

The TKS humans tend to classify themselves by one of several
religious clans (which, to some extent, determines their profession

as well). The various claps shun one another as much as possible,
but must interact somewhat dye to the biasing nature of clans as
regards professions. The clans thus tend to congregate within their

own areas (save for several linked clans) and direct their economic
or bureaucratic ac”tlvities through non-clan foreigners or Algor rather
than their religious enemies. The major classification above the clan
is largely perpetuated by The First (who Classify themselves as such
and most other clan humans of TKS as their descendants).






The First are descendants of the old ruling families from the
period of the Zensunni Dynasty (established in Year One by Secco the
KyFfr). The First number some 16.5T6 of which 8¥; are Osklos (deifying

Secco and thus establishing themselves as lesser demigods). The

Oskl os claim the iIr status as a grant of the gods during the reign of
Seteco. The ir re ligion 1is the Old High or Osklos religion. The

rema ining \36 of The First are the Sai’ban heretics, who stem from the
Tekno and later Loren heresies. The Sai"ban refuse to deify Secco,
establi sh ing the Baron Dural as their Messiah. Dural was deified for

his role as the vehicle for the Soren or Shunned Mysteries.

The First tend towards the higher Ilevels of wealth in TKS. They
normally occupy positions equivalent to upper level prieits, bureau-
crats and landed gentry. OF late their position has become somewhat
eroded throughout TKS due to the machinations of the several opposing
descendant factions.

Nurolan #2 will cover the descendants, the Algor and either notes
on the turmoil of continent Bashik or notes on the distortion of such
magical devices as the Tolkien-Ring and WIlzards-Projector.

Dick Eney of 6038 No. 9th St., Arlington, VA 22205, writes:

I disremember whether 1 told you that Brilliant Jade had twin
girls about the first of April: Kara and Heather. Both are carefully
chosen names of dual significance; that is 'good names for girls'"™ from
both Brilliant Jade"s and Iltar"s point of view, since Kara is Chinese
for "Diamond"™ and both jewel-names and flower-names are auspicious.
We"re trying to figure out now when their Characteristics (l1"ve
already rolled them, but can hardly play what they have, e.g. strength
13 1n Kara®"s case, when in game time she"s scarcely equal to a tooth-
s grin) will begin to show up. Also had to- for the sake of versi-
militude--figure out how the parents would meet the various problems
cFchild-raising. Fortunately both are experienced campaigners and
haven®t the slightest trouble iIn getting up at odd hours. I"m temp-
orarily ruling that a mother®s nursing capacity iIs Strength x Consti-
tution, so Brilliant Jade (8 x 16) had to find a wet-nurse to help
with the twins, since she"d be able to provide 1287~ of a single -
child®"s needs. Fortunately they“re well-off enough to afford a house-
servant, since she really isn"t qqual to too much work yet: the
children are large and healthy, but were almost too large--delivery
was painful and debilitating. (lltar, as you might guess, held an
empathic link with her as long as he could--BJ was quite aware of the
danger a woman of her rather petite build was running and needed all
the reassurance she could get. Holding an empathic link with a woman
undergoing a difficult first childbearing is not exactly an intelli-
gence 13 sort of thing to do, but I haven®t yet decided whether Illtar
showed more Turkey or True-love ancestry in doing that.)

LunaCon was a bust, as far as exploring NY-type Dungeons went;
all the New Yorkers, apparently, assumed that people from out of town
would bring theirs, while the people from out of town--more reasonably
to my mind--assumed that the New Yorkers, having less travel distance,
would have brought theirs. One Dungeon was being played, but 1 didn"t
even hear of any others, alas.



I WAS AN ORC IN THE NAZI HIGH COMMAND #6 \ -
Peter Cerratg,.ZOO No. Village #2"E, RVC, NY, 11570 (5I6)’766—7§ﬁ?’
ol ! AN - L. e

For all you whb" write to or -read both Alarums and Excursions and The
W3}Id Hunt, 1 have a question: Do you think 1 should have the same
article iIn both ({d contribute to both) apas for those who don’t ,geg't
both, br should 1 have different articles? ~°*

I have been trying to find some people iIn this area with whom |1 can

start some kind of intelligent campaign. Most of the People |1 meet
with regularly are neos that 1 iIntroduced to the game, and sometimes
playing with them can be sickening. For instance, a party of six or

seven Ist-3rd level characters went down into one of theSe neo dun-
geons; they came out with about 100K GPs, no one Kkilled, and beat up
on Ffive ttolls, an 8th Ileve F fighter, about ten dwarves Whom they *
attacked, a few giant scorpions, etc. I just re¥use to play *n a
dungeon like that. Then when they come to my dungeon, and their
party gets taken out by some Ores, they complain and don"t want to
play because they don’t get enough treasure. I also refuse to become
a "Monty Hal I'" DM. So I sit and wait and hope to find some experi-
enced players in the area soon.

CoiTiments on A&E 8§20

Hartley Patterebn; 1| think 1°M change the absorbing power of armor
th my bombat- system to:” Leather -2, Chain -3, Plate 41 Playtesting
sbowee! that two fTighters 1iIn plate would hardly ever kill each other
using-the old way (plate -6). I think for a combat system, hit points
must be some -static number®such as constitution. Otherwise non-combat
damage from fire and the like becomes unrealistic. You must also have
some type of hit Ilocation, because If you miss the armor but hit the
body, the armor absorbing wouldn®"t apply. I think that your combat
system is easily adapted tb;these things.

DOES ANYONE KNOW WHEN AND WHERE ORIGINS 3 WILL TAKE PLACE?

Howard flahler; PrinceCon was a lot of fun and meeting you was very
Interesting. When will you be In New York? Will you be at Origins
3? HownNdo you suppose Haste can give you double speed but not™two

blows/round? ‘ ?

Richard Schwall; Superb work on the mechanics of phasers, well
thought out!

Glehn Blacow: The room history was very helpful and ga”e those of

us "who haven’t met you a goCd idea 6f how you DM.,"On MU’s sTeeping
rooms of monsters, 1 allow Sleep to affect only one person at -4/
saviiig throw, and the person can be woken in 3-6 melee rounds of being
Shaken, kicked, etc. Otherwise they will sleep for up,to eight hours
if not disturbed, as if they were sleeping normally. Using this, 1
also reduce the number of low level monsters a party meets. This
gives groups of monsters .w.i.thout a MU a chance-to sur-vive.

MAGIC WHEN USING A -COMBAT SYSTEM WHERE-HIT POINTS ARE STATIC; there

iIs no increase in damage for spel®is like fireball and lightning bolt;
mrhey do a constant damage of 6D4 i1d the human HP rahge is 3-18 (f it
equals a characteristic or the average of some characteristic).

This 1s needed to keep play balance.



Bill Seligman: I loved the satire awdC th™""bone/t;tsl 20 and 21.

Great? mdéa;i3 sHere.: are some, more' tl 11¥#“for hiw "sati res 1 found in

"Star Trek Concordance.”™ Beyond the Farthest TSR, Charlie Gygax,

The-i B larokmOiOT Maneuver;",~ the DVM" Mach ine, The Eye"ot the Beholder,

B uneT>0~ Jourtney to~TGreryhawk, i The Magicks of Gygaxj;& Blumei> One of OUr

DMs; irS MissTn~gr, Phantasmal force., the Players of Arneson, Requiem Tor

Eldritch; Spectre of the DM, Gygax:"s Brain; A Taste of Law/Evrit , i ad

Chaos/Good; The Trouble with Blackmoors; What are Little DMs Made OFf?
you can use some of them. :

0 X &3 . mliomm E -
Now fo;‘ $ome addjitions, an.d-changes to my combat system:

D In TWHI,3 Il:did*someth ing on Distance In combat;..] will do a
shortened versipg? here . There are three-d istances : Long, (two
handed weapons Med ium (one-handed; weapons), and S.hort (daggers,
claws, or- bites.), nTou can only hit if you are in the right range
for your weapon.i You may advance or tetreat one range/round.
Ypu .may be.—-hit or hit at someone,, who is coming into range this
me lee round. _

2y As noted previously, armor absorbs (2 pts/Leather, 3 pts/Chain
and 4 pts/plate). Another change is that you do not noll hit
location over if you have hit a part of the body that is protected
by armor, Njpt subtract the damage for, the armor®s absorption.; -1
Magip armor reduces damage additions by itS: pluses. (OptionavlL)

3) New/(and allso. optjona] )< Critical and Hit-Location System Y/
Thereii are five aiming poi nts son the body: Head, Chest, Arm, :

-,lav IBody,, iand Leg .. Ro] 1 on the following chart to see what partn
of the body, was actuallly hit. Use the type of dice that the
weapon uses for damage vs. man-sized (i.e. dagger-D4-; mgce-|l36,

swor d-D.8, 2Hswr - D10) 1!
Aiming Point
Die Roll Head Crest Arm Low Body Leg

1-3 , i head m : chest arm low body leg

4 arm chest arm low body leg

.5 . -—arm .. chest chest i chest low body
0. chest. arm ;i . /Chest chest ; low bo3y+
I m ; r, Chestq; arm ur chest.:. , leg o J ow body
8 mi ss arm chest leg low body
9 miss arm miss miss mi_ss
o0 !, miss ml ss miss miss miss

Subtract pluses Tfor Dexterity from this roll. This will tell you
exactly where you hit. Then you roli damageinorma lly-and consult the
following phart tp s=".";Tf..a critical hit haS; resu Ited, If the damage”

done exceeds the 5%age for.the part of the body you hit,., 11 is critical
Damage 1is not cumu lat ive from blow to blow . Be low."the ifs.on then

chart iShiwhere you roll to see exactly what critical 1is used. (From
Larry,Stehle®s chart or your own). i
i f. - : lon \% s Tom . ' -
Criticals Head Chest Arm iibow Body Leg
Rol 1 To% 27~ 3. n 33IT - of total HP
1~ eye lung hand gro inH; leg
2-4%," Il ineck body arml; body cm )
5*%8 i head o1



Ideas on the escal at{on of Vt~chnology” in a magic-based world

Once, during ithe course of a game, 1 discovered that ’( needed a
magical 1item that was non-standard but ihot too powerful. I came up
mSomething that 1 thought would be an excellent basis for a mini-world.
It was a magic-missile machine gun. While thinking about what th|”
mini-world would be like, it seemed It would be very similar to today’s
technology and still be magic-based. Rifles became MM (Magic missile)
projectors, and machine guns fired multiple MMs. Even such things as
night scopes could be represented by a ~rifle” with infravision cast

on it. -1t is even conceivable that some kind of cartridge could be
developed to ho Id the magical charges, so that ~“ammunition” could be
stored. For larger ™guns”™, higher level magic missiles could be

researched that have more pluses to hit and do more damage. Someone
might like to work on this idea for an Interesting scenario.

Bunnies and Burrows

I recently purchased Bunnies&Burrows and read Watershlp Down all
in one week. B&B is an 80-page book which 1is extremely well thought
out, easy to understand, and has very few flaws. It seems to me that
it would be an entertaining interlude to playing 0&. The combat
system and the experience/l evel system are both oroginal and work
smoothly, quickly and with Ilittle bookkeeping. Since most of the
characteristics are similar tod&D, it might even be fun to have
someone’s character reincarnated as a rabbit. What are the reactions
of anyone else who has gotten Bunnies § Burrows?

um ) - 7 iT = [ L i

I have one question. On page 30, iIn the Wisdom rules, there seems
to be a discrepancy between the Level 9 "Probability of Success”™ chart
and the "Feigning Death™ chart on pagd 31. For example, 1if a Level O
Seer attempts to Feign Death, he has a 5/> chance of success (with a
17-18 Wisdom) but at Level One, he will have only.a 507,chance of

success. I corrected this by changing the chart ;on page 30 to
Inate WIsdom Probability of Success (0 Level)
3-5 nil
6-8 nil
9-12
- 13-16 10
17-18 15% =

and 1 give declared Seers a 2/? bonus on this chart, This seems more
reasonab le to me. Did anyone else hawrithlIs problem. and what did
you do?

More comments on A&E T
W. Taylow: Who Bs Ferdinand Feghoodt?; ; - .
James Cerrato: An editorial comment on the adventure: The MUl who
had the Wand of Cold and Ring of Invisibi lity was the only survivor of
a medium (Ist-5th leve 1) party, so he collected any items that would
be of use to him, since the dead people had not made wills. What
you do? PS. The wand was later destroyed in an attack on a Red .F
Dragon.
Jim Eckman: The Clerical prayer times are exceil lent and prevent peo-
ple from raising characters during an expedition. On the combat
system, |1 think using CON in D6 will result in it being almost iImpos-
sible to kill off Ilow level characters with low level monsters. C6n
equals HP seems more reasonable to me.




Chariie"Luce : On magic spell poInt systems, ,|n. any spo 1l po Int sy
tem that iTses a geometic progression for spell costs, a M) is allowed
to throw an incredible number of low leve l,speMs+once he reaches a
centatn level. If this was true, then one.MU of sufficient Ilevel
could take out a whole army of level zero fighters with no trouble at
all. This results iIn a world where there are no armies, only magic
users and high level fighters. What happens to all those people”.“who
don"t become adventurers? =

The only speil point system 1 have seen which doesn"t have  "this
is Howard Mahler®s which keeps spell points constant (equal to your
INT) and Ilowers spell costs as you go up in levels. The. leasr' ad
spell can ever cost la one point. This means that the;most spells”
a MU could throw in oe"<X)ay equals his INT. This system can be toyed
with, changing spell costs aropnd to suit your needs, but the basic
idea N great. Vinat do. you, think? . , "
Jim Thomas Your experience system sounds intersting. When will you
be finished with 1t? An iInteresting experience syster# appears ih
Bunnies&Burrows. Each time an extraordinary act 1is done involving one
of tHQ characteristics, there 1is a.,» chance (based on, the character-
istic itself, that you will advance a level. Only one roll per char-
acteristiC™-"Can be made per day. This,eliminates a lot of bookkeeping
and 1 think: It can be adapted to D& so as to take intp account what
happened during an eocQunter: i»e. what were you Tfighting, what your
lever Is, how muchrrisk was inolved, etc. How does it sound? -

- " Y 4 - " zon

Nicolai Shapero & Wayne- Shaw I wonder if a DM"s reincarnation chart
is a reflection on his style of play? I think it is. Just compare
thes'e two charts 1
Steve Brown, ~On- magi ¢ armor : what,-.you say™. about mag ic armor and "a
man*with. a high-DEX is partially true if you use the D&D dombat system,
But if you ai"low armor to absorb dame_lge _apd, magi ¢ armof absorbs, mpre
chnage” (which a high, DEX person pan®™ “do) apd HP are—a precious CPmmod-
ity (as In a HP =, CN, system then magi ¢ .armor becomes, more important
and its rarlty”™riore reasonabie. e o - ar .
Martin Fieischmann On futuristic weapons: What you want to do
when you have these types of weapons in your dungeon Is to make them
completely unrecognizable as to what they are. Use your imagination!
The effecte-" Pan be the same, but,,the characters ,w IL have t,0 experi-
ment (HEHHEHE). to find hoV: how they work!

That"s all for this month.

PS. For any of you that get The W]].]d Hunt,-see my zlne (How"d He
Do Tha:t?:)nfor a-picture of THE Or,Cl-in +he Ng?) HTgh toijma

drawing by -John P. Evans. Sorry, |1 coudn "t put ,1he re ,mbut ho : *
stenCifis aretavailab le, and the Wild Hunf offers offspt™p dig -
Oh well._..11 " T, 4

, Till next time....
Remember. when at a convent ion, .your b |ggest ,,enpmy may be the oliher
charaGters J so keep an eye out behind- you.... -

- Mi., M P~ter-"erratp

"Te ir,



THE SEAFY SIDE #1 -
by Mike Gunderloy, 3176 N. Divemon, Simi Valley, GA, 93063
With 1deas and help from Rick Boerger, Frank Coinito, Bob Gillie
and a cast of thousands.,.

..V ) ° Eoston. L.A., and all you other big citx
people, Simi Valley is poRplng up (or off) on the DdD scene. 1 fervently hope
that It manages to stay there for a while: N
of ) N school senior, graduating at the top
of my class (if I pass all the classes I"m currently taking-), iInterest
Iin Student government, underground newspapers, Tfantasy and science fiction and
of course wargaming, Tfantasy and otherwise. There are about 6 Dfs here that I
know of, all going to my high school and all infected with D&D from contact

school?” roughly 20 people that play D& here, all of us in high

write most of this “zine by myself, but sometimes there
contributions from others here in the valley or rebuttALs to my
work. 1 just hope that 1 don t get the other DKs upset and doom all of mv
characters to a painful death. N
-+ i lht_now, ;1 am refereeing my own Dankmist Dungeon (my third dungeon) the
chunk of aboveground world. 1 know that the name of
Yy ngeon is”™a bit corny, but that"s the way we are around here. Like, fifth
~"Mei1ghted Japanese fighters who kill 20 wyverns singlehandedlv and then
get tpe wh%le_ga[tx killed by saying "Orcus loves sheep literally'"??? That is
oughly a typical happening. XC .. max 1s
dungeons have a continuing mortality rdte of about 98-100f». Thi
unbelievably harsh DMs, but rather to insane players, who think
nothing of tackling five fire giants with three or four first level chaps.

grSI~/respecLd™” occasional character who does survive®is

Questions; Does anyone have a workable system for swimming, or for wearlri
e armour and walking across the bottom of rivers? | have one but i1t stinks

like? someone please tellus what Ores, Goblins, Hobgoblins, or Kobalds loolil

What chance does a person have of surviving a 40" fall 1f he Is totallv
surprised when rt begins? What 1f he knows its coming? How about i f L ~s ? 7
There 1S quite a bit of magic in Dankm.ilt Dungeon, and aboS 5-10 w
(can t be too specific, some of my players may be reading this) Artifacts . ~(Th™"

first 15 levels). However, despite the apparent abundance of
no”™ running a konte hall giveaway campaign, “uite the opposite iIs 3
true. 1 enjoy thinking up new and powerful i1tems of magic, and then creating- nv
and even more powerful monsters to guard them. It is dicidedly not possiblS™tSl
get something for nothing here. As an illustration of this, out of thffSst 4
four parties to enter Dankmist, omly 6 magical items were found, and only one 0!
these (a scron with Turn Sticks to Snakes) was taken out of th™ dun.-eSn! ?7? rfai.
resides happily In a safety-deposit box at the Royal Bank at Berin where i1tq |1
owner lefb 1t when he went down Into Dankmist for the last time. " 1

Also, because of the fact that I invent new magical 1tems all the time

players do not xnow what their finds do or even iIf they are map-ic. Thus most of
le m_agical items found are never used before the death of the®party. - Li
T the expirations are over, | would like to present a new (as fari
know) cal”™ of mrical 1”ms. They are called Eggs, and are the relics of ”
either_powerful magicirs or interstellar visitors (Canflieting accounts can bei
heard 1n every tavern in the Kingdom). Their magical powers range from nearlv f

Hseless 1o Artifac¥ txge- So far, none of the tSenty orl~O0N? T/~ frDankS” h
ungeon have been Tound. 11amcmist g



n. .0 of History: Sooner or later, i1f you get at all serious In
.., reLreein”™ you"re going“"to have to write the history of your world., "
oiLrle duno-ein! or whatever.. In order that you might braefit from my mistakes
nriSs” staJts. I"m going to tell you how I went about i1t when I was designing

“ “ The“*"flrst step Is to decide what year it is. (Assuming that you decide
. theé Year Is loir unit of time). Immediately several difficulties present
0 keep the N 1 oF 2 or even 17. because then ja are faced ,
ith~the”™problem of what hanpened before the year 1, and you might as well give

hlle yla?! numbers too. iflan®t be, for example, the year 10601 either, oeeause

HoS 11 wHI1 be 1066 very soon and some joker will want to_know where Wm the
onquederis. lhis Lm~hrLback”™an years in bistory and those up

0 "sav 5 years in the future. Inevitably, then, you decide tnab 1™ is the year
;50 or’372ror 59-0l. Something grand and imposing, with the weight of a

et ulfortSISlyl ™tSen*ylu have to write 25°0 or WOO - f o0 yrs orhlstory., |,
F gii 1 f ‘m
Rethought _and plannln% i1t has become easy ) ) af p-ra
Thp fFirst thin.® that 1 did was create a timeline. 1 took a sheer ai “rai
- =} 1™ widp stri*os taped them together, and let each division™
Japer, cu 1 N start of the era to the present. Then | started stocking
rSniir tte»77pS mf?Ss? artffi? iIn, | sit dv, with a sheet of paper A

Ilid silifi1 few i1estlons. How did this get here? Its o»per was grieving
Lskeci myseill a d -Prd had died, and was scattering his treasure as a

;ity fell and the kingdom was MW M conquered oy the armies of the linatkal

_ = o - o= ? *

Empire pp Liep a3k tehe” thfetifeY8Rl faR a naric at the yREF 2X997°5MR 1311 of
mol-pun The years just prior to that were Tabled kingdom of fiar-min. Those
just L"ter 1t were Tabled I-inatkal Empire. The names of the rulers were written

ryiitirtirh goes on the timeline. If I want to

obviously CdJl X pU.X o . , «1 N HAItinviQ N PpfSI*GriCG SOUITCO »
“r? frlilifthisiri ri1?eafisoSi f tL Goat

1iltft! 1cin S? that also. No miss, no fuss, and simplified reeord-keeping.

> yipll folks, that"s about i1t from out here iIn the Simi valley. Let
me knorlit"?!1! kS 1 about what I wrote.. I |?°?Liead

p tri u"r to
now, so If you want to oomment in print and get a response that way, -

T*” ""nbi1” "ithnfipiyifairti1? ?211:raStI\i1insorwS?s"?“ 1ra
"r rSr1 1 h1 °a?:ziklt cfn get,to the Galley here, et me know”™nd
r 11 try to set up a time. I might be able to amke i1t to GLASC 11 in June, and

"r?Ivlitii?rg” 1m?1yfl*"re in school, there are little things like
homework, and teachers can become irate surprisingly easily, something Ii

balrog in a bad mood. .=
*fill next month. .. ._....... " Kike Gunderloy



Ebony B9z, (®" Iire most common type. A bit smaller than a hen"s egg. It is
construeted, bf Some; featureless black mineral, otherwise unknown in the universe
It iIs resistanii to most forms of ~stress, but is instantly destroyed by lightnin;*®
or certain types of acid. When held within a clenched hand, 1t makes the fightei
+1 gi hit against all armor classes, and increases bare hand damage to 1-6 per
strike. , m " - . . .

Crystal Egg (C); This device i1s composed of a strange glistening
crystal with many internal faults and cracks, arranged at random yet with a
disturbing apperance of having some other-dimensional order. If it is stared at
for long enough, the iInside of the egg appears to be somehow larger than the
outside- ITf a cleric concentrates his entire self on the exact center of this
device., the nearest monster (i.e. being not part of the cleric"s party) will be
totally immobilized for as long &as, the concentration continues. However, for
every 2 minutes of such concentration (I play 12 second melee turns), the cleric
will take one hit iIn a random location.

,Egg.of Blizzards (All): This i1tem i1s about 6" long and is made of cold
blue steel (literally cold to the touch). There is a frost-v/hite button on one
end. If tbis button is pushed, a cold ray of 6d6 damage XJi iIs emitted from the
other end. The ray is A0O" long and 3" in diameter. If the button is pulled or
pryed out, the Egg will explode after three minutes of delay time, doing 12D6 0]
cold damage to all within 40"_."

Egg of Holmen (Usable only Evil Clerics of 4th level and above. Evil Lords
and Evil WIlizards.): This device was supposedly created out of the fabric of spac
itself by Holmen (the Evil God of Death, here in our world). It Is an intricate”
constructed device of platinum and crystal, about 6" long. There i1s a slight
depression in one end. ¥When a finger iIs iInserted In this depression, a beam of
light, up to 40" long, ruby-colored and pencil thin, is projected from the othei
end. This ray acts as a Finger of Death, with a saving throw against magic beinf
allowed at -2. The Egg has only.i1l00 charges, and each charge produces the ray Tt
30 seconds.

The Egg of Wisdom (All): A 1-2' long egg,- * de.ep red.trans lucent crystal. _
In one end is a deep hole with a molded handgrip inside. If this iIs grasped witl
wh-ichever hand the finder normally uses, his wisdom becomes 18(00) and his ,
intelligence -goes up "‘three points. He gains 105" on his chance of success when
using spells such as Legend Lore of Commune, as well as to his chance of getting
Divine Intervention. He also becomes +2 with all weapons, but of course he will
have to use them with the wrong hand and thus this is cancelled out unless he iz
ambidextrous. Because he i1s carrying around such a strange growth on his hand.
Charisma goes dovw/n four points. Due to the power Imprisoned in this device, it
igla If_fhance -.(cumulative) per day that the user will become totally irrevoc-
ably Evil. -

well, that is roughly a representative selection of the Eggs. .But it
Is not a,complete list, and some of the details have been altered, since some 0j
the players in my dungeon could get a hold of this.

Monsters: 1 feel that i1t is Important that magical items and large amounts
of loot not be available to the first person who stepd Into a room. If your
dungeon has any sort of rational basis, then there iIs a reason that the treasure
has not been taken yet. Either the room itself is almost impossible to find, or
the treasure has been left guarded by a trap of some kind, or else the owner or
his minions are right there with 1t. In. other words, no one leaves a magic swore
just lying around.

In case you"re v/ondering what all this has to do with the heading of this
section, let me point out that novelty is iImportant in guarding treasures, and
one of the easiest ways to iInsure this novelty is to invent new monsters. So,
without further ado....

White Griffons: White Griffons are Lawful Good and set by their creators
(certain of the Lawful Good Gods) to guard certain fantastic treasures. They are



l

Lar.-*er and better armed than normal griffons, and also more intelligent, “ach
raL cLt a sleep spell once a day. They speak all lawful languages telepathi-
~allY mThey will allow no nne to pass and touch the treasures that they guard,
will ar”e about it for hours iIn a bored, foff-hand sort of way if the players

moerstfec”re"chlokc and highly evil. They are found
Dnly in the deepest dungeons, where they may appear to oe only another peculi
Tiist. They live off of the life energies of other creatures, needing only to
envelope their ~victim to do damage (no hit dice need be rolled) . Due to their
amorphous stfuctuPe, only lightning or cold will harm them, eibher doing 2

dama”~e™™ Maulers: A member of the cat family, these monsters are attracted”
specifically to the scent of mule droppings and will track mules, their favorite
food, for miles. When and if they catch the mule, ;they will attack and kill it gt
nip-ht."almost always severing the jugular with ;their first , V
totally ignore any party that the mule happens to be with, and will noo attaCf.
M N N

e OrM?é?é&%Ceb%ég %s?”béﬁﬁng'%%Sﬁéring as a blob of Tchor, other forms have
been reported, so perhaps this is a magical % rather than an evolutionary
modification. At any rate, the creature has but to open its moutn to project a
97 by 307 c;ne 0? microwave radiation. A having throw pf 19 (to represent
natural Immunity) is iIn order; otherwise, any part of the body receuvuno this
radiation for one full melee turn is cooked and rendered useléss.

Purple Blobs: Looking like a large glump of grape Jello, the Purple Llob
iIs a formidable opponent. They are not affected by fire; cold~and lighbning do
1 damage; andweapons do full damage. However, while not harming wood or stone,
m. Purnle Dlob does full damage against exposed flesh, while any metal which
toshes a pSpirbl1” i1eoomel pu?plo blob mterial Itself.after 2 mwlee rounds.

Petroleum jellies! These are simply low-class gelatinous euoes, containint®
little or no treasure due to their usually short lives. They corrode flesh or
v/ood but notmetal or stone. Gold and weapons do full damage, lightning does.:
* d£aS? whiirSre Loses them to go up likea torch (1-10 points fire damage
to all within 107)

- loster  m-ap. Armor Move Hit che 8 in Lair__T in L— Ininsy D g,

anag,g, —

__________ Special ; H .2 claws (1-5;
White Grif. 2-16 R 1 ) P 1 bite (3-18)
Gas I'onst. 1 Special ?A 19 Mo Treasure P .1 @ol2) +

; Poison (2d6),

iule Mauls. 1-6 6 12 5 No Treasure N2 C:?ﬁ?téléfllz)

i 8 6 9= S Special ]
Mic. Beasts H¥- 25 No Treasure N  1(5-30)+Special
Pet. Jellies 1 8 2 Special N KI-~D)

Int.=Intelligence: H=highly intelligent, I=intelligent, S-semi-intelligent,
N=Non-intelligent. -

As you can see, | like monsters that force players to think before acting
gqr to take seldom-used courses of action. For example, all parties that” could
afford it would take a mule :nto the dungeon. Now players knoew that they, have
to be-willing to protect the mule i1f they do this, and most * don®"t bother to
buy a mule anymore. Also, the standard response to any sort of amorphous-tpe
clean-up crew monster used to be "Dump some oil on it and light 1t. Lui,
after a few people get their eyebi ws singed by petroleum jellies igniting, or
see a Purple blob continue to come towards them after supposedly burning to a
crisp, and suddenly the playersiget more cautious and think of new things to do.
Dven'”* the rumor of such monsters can do the trick. -



This-75th Hilltop Hermit Publication is the uork of Jeffrey"Mays. P.0O»Boz
685 Liberty, MO 64068. It is dated April 24, 1977 and is intended for Ala-
rums and Excursions ;/2. When it actually hippoars depends on how quick 1 get
it finished, how long it takes to get to Lee,” and how many pages got ih ahead
of it. -~ . -

Perhaps 1 should,note that the text, and mc"s for Cursed Scroll 3 were
~rritton over a period of 2 ireeks "or more. In fact, | had A&E 20 before 1 got
it done. However, 1 read ARE 20 through without more than a half-page of con”
ments resulting, and it irasn"t worth burning another stencil for. -

In the 2 months more or less since CS3 was begun, 1"ve been running EPT
every other ueek or so. Since another person has gotten interested in run-
ning it, 1"ve also had a chance tc-play some. This is fine, except that I'm .
leaning more and more to Do:D as the game | prefer to run. This is largely
due to the fact that 1 prefer working with and adding to my own backgrounds
to wrorking with those in EPT. EPT"s are fascinating, and I greatly enjoy
playing EPT, but as the main game I run, not so much. I will give this
more thought, but I think 1°d rather be one of many K.C. Dungeonmasters n
than one of 2 K.C. EPT refs But, dammitall, 1%ve got a J
vigorous campaign going in EPT, and not nearly as much in
D&D. Dilemma city...

Last issue”l mentioned a rei; DE:D system devised by
Steve Simmons and some others. Hell, lo,st night we ran a
small expedition into Sharzho, and 1 got a bit more infor-
mation on CSSS. Tho name is the "Chilenskas-Simmons-
Slimalc-System.” Originally itnras designed to be computer-
sup orted, which explains a lot. The current version Steve
uses iIs a simplified (0 and strearalinod version for use
with dice, and using dice to generate charactoristics is
much sloirer than getting a computer to generate them ran-
domly. Steve says he is not impressed with the "bastar-
dized" system he uses, but I find it very realistic. But
is It ever a bitch to work up a character for the first
timeJ

The game last night was unusual In more ways than one. For one "
thing we only had 4 players,, and later only 3« Usually.icxpeditions
into Sharzhe have 8-12, and more than that is common. The Hloirer s U
levels are tough, Hlie 4 decided to try our luck at finding unexplored
corners of the lst lewel;, about O is known, and wo felt sure therei T
had to be some odd corners there somewhere. 1 iras taking my somewhat-,
gross Ffighter , Teramin, recently converted .to Old Orthodox Church. At
the rendezvous point he was iInfornied by one of the other characters that |
those two (point, point, trliisper, whisper) were Ee-vil. At this Teramin }
took off for his church, smoothly enough he didn®"t arouse suspicion. He |
all had equipment to look for aipiosr. At the church he explained that ke -
had sought to go into the Dungeon, but that he feared his three companions
vexe servants of Evil a,d meant him no good. (They kreiT he was Old Ortho, *
and he knew nothing of them.) Tho priest was most concerned (Larger religions®
in Steve"s game are very supportive of their members.) and when Teramin asked -
if the Church had any means .by, which he could datorminc the truth about his 3
companions, the priest arrapged for the Church to loan him a sword able to De-
tect Evil. Teramin returned tc the meeting place, found all 3 of them there,
and discovered all 3 were Evil, especially tho one irhc had tipped him about the
other two. Teramin announced that he had decided tp get some chain mail so he
could use his bow and irent back to "tom. Stra-ight kO ithe temple, where he .
told of his discovery and asked for help. Five Old Ortho Ffighters were quickly
found who were Trilling to help, and the 6 of us returned. Ue irorked our way



up to the rendesous point with the buildings of the Lower City as cover, and
emerged in a loose skrimish lire™-, bows ready. Before they had recovered from
their siurprise we fired, killing the especially-bad one and wopnding one of

the others. The tT:0 survivors ran. ko hit the wounded one again, almost inca-
pacitating him. We also raised a hue and cry of "Satanists, SatanistsJ" in
hopes of apprehending them. They,began yelling for the City Guard. (Satanism
is tolerated, as are all religions but one, and our attack vas illegal.) Lb
Guards appeared ('Guards? In the lofrer Cityi?'") but the mob which had formed r-
stopped them. We had beat a retreat as soon as they yelled, and got away. The
crowd turned out to Satanists, and at the tao survivors®™ tale and seeing how
badly the one was hurt began insisting that they come to the Satanist temple.
"You can tell the authorities about-those Old Orthos and get healed there."

The ti;o didn"t irant to go. '"Hey, you said some Old Orthos attacked you because
you wero Satanists, a,nd now you don"t want to go to the temple and get healed
and make a report to the Temple Authorities?" 'No, No, let"s Just go after them
right now and kill those GrthosJ"” "You"re bleeding all over the street and you
want to go kill somebody? Maybe you better come with us to the City Court and
havb a talk. We don"t think you"re Satanists at alii'” To cut a long story
short; they antagonized the Court enough to get thoroughly examined for evil,
and they turned out to be C “thulhuistsi | mentioned there iras one forbidden
religion...? By comparison the expedition into the Dungeon i7es drab.

This is a good example of how "alignments' work in Steve"s dungeon. There
aren"t any. There are only religions. Usually a magic item is manufactured
by a particular Church, or with its blessing. Thus one might find an Old Ortho-
dox sword, or a C"thulhuist Snake Staff. Some religions have especial dislike
for each other— Old Ortho versus Satanist, Satanist versus C"thulhuist, True
Catholic against non-Christians, etc. As a player | regretted offing all 3
of my fellow players, but this is what Teramin trould have done. They later in-
sisted they hadn"t intended to do Teramin any harm, but I°ve been back-stabbed
by players trhose idoa of running an evil character is solely to get the rest
of thb party enough that I"m a little paranoid. ,

Gold to Experience— Another Look " \Y n

In the original game it was possible to count gold as e.p. piece for.point.
Mdhy I know of no longer use this rule, on grounds thatthere is no logical
reason for it. This is Quite- true. A Fightsr kdio goes into an underground
corridor and iralks out later with 1000 pieces of gold will be able tt* tie on
a hell of a good time, but not to ta,ke twice as much damage and live. Hoirever,
not-giving any credit for gold raises the question. What good is gold? At
first, it ishelpful. A first or second level player quickly obtains a dec.ent
selectionof weapons, a horse, and so on. But what then? In games where gold
doesn”"t count for experience, players Just k op piling it up until maybe they
can build a castle or something. Games in which there is actually soraOthing
you can do irith gold are rare, and usua,lly more in*feGsting. "

With this in mind, 1 begwi considering ways and means by which I could
allow gbid to convert to experience. The obvious thing that comes to mind is

Uﬁjng it to purchase teaching. I worked on the problem and wound up with
this;

r . "
Fighters; . y s |

Fighters can convert, gold to experience in two ways; First "nd second
levels may train with the City Guard of Talifarn. They will be charged- 10 g.p.
per day and irill train 10 hours each day they spend at this. Gold converts to
eUp. at 5 g.p. par experience point gained. This is bmall pickin®s, but it
does mgive a character a chance to pick up a few e.p,""bettreen adventures. It
also explains hoa would-be worriors get their training. A system similar to
this is in effect in most free cities of Vostlarmov. *



3

Fighters xto want to get more for theirmoney may seah .a private tutor.
This tutor must he of a higher Ilevel than thecharacfer, ahd fhe thances of
finding a tutoi* of a given level is I/L vjhere L = _the. number of the level

N

sought. Consider it as a decimal fraction and roll percent dice. (Chances of
finding a Lev. 6 tutor is I/6, or .167.)IFf a tutor of a given :level is not
available none will be available for a number of days + the. level. [If there

were no 6th level tutors available” it irould be 6 days before there was another
chance one would bo available. Uhon a tutor is found for a fighter he irill
charge his level times 50 g.p. per day". This gold converts to e.p. at 2 1.
IT a character gets a 5« or bonus on experience for a high prime req.uisite
this iIs added on. There also may be a bonus for being tutored by a higher le-
vel; Talce the difference in the tutor®s level and the character®s, subtract
1, and multiply whatever is left times .10. Use this figure (.10 or up) as

a percentage bonus of the e.p. from gold spent. Finally, divide the final
figure by lithe level of the character, and the result is the number of e.p.

he gets.

Example: Halfast, a 1st level fighter with Str. 14 and 400 e.p. finds
1000 g.p. in the dungeon. He looks for a ?th level tutor (.143 chance) and
finds none. He does find a lev. 5, though. He has enough to pay him for 4
days of training (Lev. 5 x 50 gp, X 4 days) and plunlcs doim all 1000. 1 note
Halfast is tied up for 4 days,, game time— training Iv.aves no room for anything
but work, food, and sleep. From this Halfast gains 500 e.p. base (1000 g.p-
to 500 e.p., 21-; He will gain a % bonus for his strength, or 25 e.p. addition-
al. Ho also igains a bonus for being tutored by a 5th level (Lov. 5 minus lev.
1 =4s -1 * 3 X .10 = .30 bonus. Appl.y the bonus to the base e.p. gained, or
500 X .30 =150. Total gained, 500 base,. + 25, + 150 =.675”additiom™ It
Ilalfast had gained. ,675 as a second level he would have received 338, or half,
if 675 as a 3rd level he would have received 225*.

llagic Users: . . : .

" First and second ldvel m.uJs may study™at the Outer Sanctum of a-Magical
Ordcr of compatr.ble alignment. They spend the same amdunt af time studying :
as" does a Ffighter, are charged 25 g.p- a,day,”ad. convert gold to e.p. at 5 1.

N Magic Users may also seek tutots, with the bame chance of finding one as

a fighter, Hagic users®™ tutors charge their level x 100.g.p.,, and must be a,

higher lovel tha.n the cllarr.eter. Gold spent converts t6 e.p. zat 2;1 ;with the
N

same bonuses fer tutoring as fighters, - _€-
N\ -

Clerics: - -
. Cleiics may study at their temple exactly the same as Ffighters-(Ffirst, or
second levels only, cost 10 g.p. a day, converts 5.1, level,). They may also

seek tutoring by higher level clerics of their faith (Uncommon religions may,
have trouble finding one.) at 50g«P'",x Level, psr day.

Thieves ¢ . . .

There is no Thieves®™ Guild wherefnovice thieves can study, and they must
therbfore seek out a higher level thief to teach them. Such a teacher will
charge as a magic-uscr®s tutor. - .

.-Assume that tutors irill quoto an honest price and state their levei honest-

iy< The. complications otherwise are too much-to fool, with. -

4: PLUG

Byob-Con 7 The 7th annual Kansas City Regional S.Fj Convention will be ..held
June 3-5; 1977 at the Hotel President in Kansas City. GoH; C.J.Cherryth, fan
GoH; Bill & Sherry Fesselmeyer. Membership $6.00, $8.00 at the door. Single
mroons start at $18.00, doubles at $22. At least one item of interest to gamers,
a panel on fantasy & s.f. wargaming, js planned. ByobCon"s address is mine, as
I"m the chairman of the thing.



Di"scursion: (mailing coments,, ASE; 2I) :

bill TAYLOR; Just how high is your high kill rate, I wonder. |1 begin to, gc3t
attached to a character once he starts getting up above first level.

character gets trashed so often that %a seventh level is erictrerely rare then
your kill rate is probably too fierce to suit me. Still, if your players like
it it"s your trip. Getting a ?th level should be difficult, but not impossible.

Hadn"t thought that dzor were that gross, but 1711 take another look.

BRUCE SAUL; Those were interesting monsters, but the name of one is definite-
S*1*L*L*Yo Changed Uine-0"s to "'Uheels" and used them and Cloud Demons.

BEEJiUIIH QROSSL."IIN;  Yours is an interesting rationale, but I wonder IF

one gets reincarnated as Heutral, what is the point in being Evil or Good. A
Good Character spends his whole life saving souls and smiting the Bad Guys—

so what? An Evil Character spends his whole life corrupting the innocent and
smiting the Good Guys— to what purpose? Anyone Saved, or corrupted, or smitten
comes back as a lleutral, and nothing is gained 1in the long run. “ou do have
a hint of action for Evils, in that they seek to annihilate souls, but you give
no particular reason for it.. Good and Evil should have some rationale for
Oxisting beyond mere conflict, to liven up the game.

IT 1 may use some of my own background for an e;cample (he Said modestly)

. In Esurien there is a struggle between Order (calling itself Law) and
Chaos (usually calling itself anything it thinks the listeners will believe).
The goal of both sides is eventual dominion of the world of Esufien. The strug
gle is largely conducted on Esurien because the Gods will not intervene; this
is ordained by the Covenant of the Gods. Law and Chaos are not"quite equal to
Good and Evil, but the prime movers behind the two alignments are strongly tinged
with the qualities we call good and evil, and this colors their followers.
Most Lawfuls are Good, and most Chaotics are evil, but not all. That is"™.about
as near as | get to using the 4-corner alignment chart. The goal of both sides
is a world of one or the other alignment.

There is a third alignment called neutrality, and it seeks to preserve
the Balance between Law and Chaos. Houtrals seek to cooperate ;;ith both sides,
or to hinder both, as the situation demands. Einally there are those who take
none of the 3 sides, but are out to preserve their own well-being above all”®
These are the non-aligned, and there are many. All 4 groups have a reason for
doing what they do and a Purpose your Good and Evil types seem to lack.

ARHIE KATZ; If that iras your irorst mistake don"t worry a.bout it. Just remem-
ber to keep track newt time. Carrying a shield while using a 2-handod sword
is no problem; it"s using one that"s tie hard part.

As for imparting information to your players, that depends. Some things
you can assume they knor already, and tell them. A warrior would likely know
what an ore was, even though the player had never played D& or road Tolkien.
Other things they would have heard whispered tales of, like irraiths. Sometimes

it depends on whether character is a resident of the area or not. A character
meeting a cleric with a trident on his chest would know, if from Talifarn, that
here was a priest of the lawful sea-god Zeidon. A stranger (e.g., one from ano-
ther game) would not. Other Kinds of knoxrledge would depend on the skill one
knew. A blacksmith might recognize a horseshoe as being of Sistran make, the
party then tracking a group of Sistrans. A search through a bookseller®s *
stand might find for you a book describing some.strange monsters. Some magicians
have researched Analyze Magic as a comparatively high-level spell unknomi to
players. They will happily use it, for a price. There are all kinds ol ways.

It seynis .o me that keeping track of how Iong it had been since a spell
;ras used irould e.lso be a problem.



PHILIP MCGHBGOR; Hhon 1 devised the Critical Condition rule | tried to make
it easy to remember and run. Often all that iIs needed is a percentile roll at

the, time the character is hit. ,1 can check surviva.l later. | guarantee that
the Crit. Condition rule is a lot.easier to use- than most of the additions in
the Supplements.or much of the new stuff presented in Still, to each

his oTm A oy, —

CMY I-HREMr Hayul, shucks, y"all. There be times 1 caib"t hardly get no -
D*n"D played nohow, irhat with sloppin® the ooirs an® milkin® th* chickuns an,”
steppin® b "tvreon th® bhickunshit that shoirs up ever® so offin. ~Ms comment
is precisely equal iIn seriousness to Cary®s line about"dirt farmers™ last ish_

NICOLAI SHAPFIRO: One of my characters in CSSS has been using a 2-handed sword,
to take advantage of his spectacular ability with cutting weapons. He carries
a mace and dagger for use when quarters are too close to use the 2-hander. The

2-hander seems to be effective indeed, though CSSS doesn®t work the way regular
D&D does. W)

JIM BOLTON: My. gods as gods are unluillable, but they may very occasionally ap-
pear in a "mortal*? form- In this form they can be killed, but this "‘death sim-
ply means the god goes .elseirhere. Gods are rarely met writh on Esurien— not even
a Gate spell will bpi—pg in one who wishes to stay out,, and this is their usual
wish.. The gods have a;,Covenant nof ,to meddle directly in Esurien.

G-IAEMH 10AITZ; Comeliness is a measure of one"s physical attractiveness, shapli-
ness a measure of how well-proportioned and filled-out the character is. In
combination the two are used only by Glenn Blacow, that I know of. He modifies
shapliness according to comeliness; A woman of comeliness 88, shapliness 07

is beautiful, but very slender. Shapeliness of 88 would indicate a voluptuous
figure. Com. 17, Shapeliness 07 would indicate a homely character, with a
mannish build (if a woman, or fat of something if a man.) As for how these are
used, | don"t know about others, but 1 allow high Charisma scores to modify the
percentile roll for reactions. Comeliness has a similar effect, but only i1f a
mcmb6r of the opposite sex is involved, (@(@f I'm feeling funny It isn"t always
the opposite sex xrhich is affected.)

Survival i1n rough dungeons depends less on characteristics rolls than on
quality of play. See also my comments to Cary Martin in AGE 21.

PAITO; Your account of that expedition makes a great deal clear that is not
touched upon in Cary Martin®s few brief linos. My reaction from his description
was one of sympathy for that D.M., because 1 dislike players who attempt to

stab other characters in the back as a routine thing. As my account of an ex-
pedition above attests, | don"t object to backstabbing irhen it"s really called
for, but the player whose only idea on how to run Chaotics is to backstab the
party, and who never runs anything but Chaotics leaves me cold.

However, your account makes much more clear. Sugarpie and that DM xrere
guilty of much fugghcadedness. Still, you did sort of put the DM on the spot
with that attack, and how did you get that quick kill on a 13th level?

IEVIxI SLIMAIC; In the labyrinths beneath Talifarn the room occupancy depends on
the location of the room. A chamber with a main route in and out has only a

1/6 chance of occupancy, O chance of lair. A normal room off a main corridor
has a 1/3 chance of a monster, and reduced chances of lair. More secluded rooms
have a 2/3, 5/6, or 6/6 chance of occupancy, and truly secluded rooms have a
close to I00/o chance of lairs. Non-lair monsters whose nature calls for it

have a 1/6 to 1/2 chance of having treasure. Such treasure is the same as
"unguarded treasure, except that It depends on the level of monster and not
level of dungeon. The table for it is based on one Lee published many A&Es

ago.



STEVE PERRIU'. I"m sorry to say your e.po system didnt .seom to make muo

on -the first or second®readthrough, pgh. 3; 2nd sentence in particular.”~///
don"t give direct experience for gold, but see abowe.. In Esurien you 1P,
Common! your native tongue, plus 0, 1, or more languages.depending on intelli-
Gsnoes The alignment tongues can be leexned like any others, but

your own First, tho closest one next, and the most opposed last. A foreign.
Si~Lnt langiage will be spoken with an accent detectable to a person of that
alignment, unless you burn a second ability to speak

,my comment to Ben Grossman. /// .COTamonde contains one of the finest crocks ol
a flaming siford tha.t 1"ve ever seen.

CHERYL LLOYD-; There are no non-alignod gods in Esurien, fpr they are the prime
movers behind inter-alignment struggles. There are non-aligned spirits ..d
enchanted monsters. As mentioned above the gods keep an eye on things, but
?aSty manUort homsolyos first hand. 1 don"t use gods with infinite shades of
gray 'Yt there are differences; The Shining One is a purely Heutral Dei vy,
Syoted to preserying the balance. Druidism (Esurienan

form of neutrality; Druids uorship both good and evil aspects of Nature, an
TFSr huiSn skcri?ice. | get gods from all sources. One of
Zeidon, rules the sea, horses, and earthquakes, and his symbol
Others such as Avashtak the Chaotic xrar-god are just invented.
for other comments on gods. -

PEGGY-0; In Steve Simmons® (Lord Theseus) dungeon, C “thulhuists_do not uorship
LovLraft"s gods. The name means "of Thulhu™ and refers to :-the Satanist priest
uho First contacted the demons the sect non worships.. Stevejuses Set the
Great Serpent as one of the demons, and others are unlcnomn.

is a triden .
See also abov

See my account of our expedition above for a description of what"Steve
uses In plaL of alignments. There aren®t any; there are relipons, ox ,idiich
some have secret la"nguages of their own. The major religions m te area of
his dungeon are True Catholicism, Old Orthodoxy (both Christians), Penrism,
S"LS?fsr Satanism, and C"thulhuism. All are legal except for C"thulhuism.

You are expected to behave according to the rules i tfa“ras
offed MacGregor Mathers were naturalists, who are quit, at liberty to act a

they damn® well please, so long as they don®"t harm Nature s creatures. -,
I an not at liberty to state Endora“s level. " "
Cursed Scroll 4 ends.



The Shores of Infinity
Chris Pettus/ PO Box 6011/Malibu, CA/90265

On a recent;expedition into Santa Monica™High School, 1 was
surprised by two, term pa,pers ,:each doing two. Footnotes/melee round.
Thus, 1 have had almost no time for anything else. Therefore,
only one minor item and minor monster this month.

The “Mythosx-of Antofi; . Laci

'5 iThe sundry people of Anton, if nothing else, are fTaithful.
Antan- has, at laqt count,, about one thousand gods, paragods and
demigods; loolting over eyerything from Solar System to sagebrush. "
Naturally, most of the gods are without fo"rmal religion (who wants F'

to worrsh-ip before an icon of a tumbleweed?). Some are worshipped =
indirectly, as the Goddess of Nature 1is by Druids. Anyway, there
are three .matu Gods/Goddesses , and these have the largest and -n
most powerful religions. They are:

M*NARRA: Goddess of the Alpha Persei Solar System. She Iis
usually pictured as a young, dark-haired woman with one out-
stretched hand and one held up iIn warning. Her symbol is five
silver concentric circles about a single green dot.on;d black back-
ground (the,symbol is a stylized representatipn of the solar

system, Tfive planetS"about a green sun). Her symbol affects |
vampires as doev.Tthe cross, as she is the principle of Good and *
Law. Most Ant"oh\ Lawful clerics belong-:*b her religion.~ -

SURRECOS, God of the UnderworldSurrecos 1is usually pictured

EPT"s Durritlamish : a rotting corpse on"a throne of bones . His" -do
symbol is a burning skull. He is the God of Evil, ChdaS; Undead, T;
and Death. Most evil and chaotic plerips belong to his religion.

NEXILON, God of the Continuum.,, .By. far the most powerful of the Gods,
Nexilon rules all of Spacetime |(.s=e General Relativity)." His symbol is
a grey sphere . He maintains o, between M"narra and Surrecos , "some-
times sendi;H@{i.an avatar-,in, the fo.rm of a grey sphere to even things out
when a Spia-cetime, alterlng battle start's up (such as a War of Wishes
(ugh!)). He has no formal religion. L

1 ViThere are .others, of course, but these constitute almost 80"
of the:Gleries on AMm.,-,.,, , /" - B«

New Monster: HALF-MAN rEito”

ft appearing: 1. tAC:, 9/3. Hit Dice.;.” 5/T; -Move: 6"
Lair:,dHone * Treasure; Special ;aleq\/'7’\

The Half-Man is a man with a stonse I({ff'half of his bo'dy and-a
flesh right. He will challenge all he sees to a wrestling match. The
party need not accept the challenge, but don"t be surprised if you*
have a reputation for a coward from then on in the dungeon (Half-men
have big mouths). IT the challenge is accepted and the half-man wins,
he will kill his opponent (or try to). IT the challenged wins, the
hal— man will give him "powerful medicines”™ (or so the African Legend
says). What that is is up to you. In my dungeon, it is a few doses
of extra healing potion.

The half-man is intelligent and Neutral. He has an 10!! strength
on his stone side, 10°~ Strength on his flesh side.



.Attacks:" ? fists (stone - +U to hit - d6+6 damage)

] - (flesh - +2 .to hit - DU+3 damage)
N /\r -y v w -
Comments on A&E 721 d. -
Bruce Saul: Glad you like the Flame Devil and are agreed on

NEANCNArnie Katz:

Allowing someone to use a two-handed sword and a
shield>

a trivial® mistake compared tO0 sone 1 have nmade: such as
alloy;™g:"™. 8-Dex Fighter to load and fire a heavy crosshow

in one
ANNNNCary Mar”? "Book TEm"™ soupds like a quite powerful spell for
The~Chaosium: $2 100 for Tfour miniatures? That"s kind of high,

Jeff Pimper: My goodness, all
just the thing 1 have®heen thinking.of for quite some time. Thanks.

Alex Meinick: " It- does. take, more than®""bne cycle to

load and fire
a crossbow;. //Fir:st you would do oycle

i;» recompute , cycle two, rpcom-

m?nuteonanlhuU?datanrT/16 ./~»YwWwW NNLvdonl

mpfin "well rolled?” I suppose it is academic now, as most of the
characters you/llsted”™ havlbecome serpentfangfodder. 1 hope you write
Up t.hat, expedition V:*© = b ]

Jeffrey May: I willl™not comment on P R.1.c.K.s.”-1 will not
mresASAvVeTperrtn: Okay, onca.and for all; nowhere can | find any-

,thlhS in .the ElJlc books that Indicates

bounded th,e,,. = OF course, Storobringer

Cheryl Lloydi ""l=hope the.above answered your questions; regarui
Gods . [ 1 "mm_j s T"H~” \ ml
Margaret Gemifenarii: £ Maybe so, hut when one refers to a "Dwarf"
in a magazine dedicated to Dungeons and Dragons, one 1is usually

referring to the race that calls itself Khaza”n. [

Trivia; There were”38 mcontributors in AW KI ,
per~ontrlbuter was 3 .97p/parson. This 1is the second highest, the

highest being A&E with U.05 p/person.
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Morningstar Mutterings

a D&Dzine for inclusion in A& i}2 and from the hand of Phillip
McGregor and Morningstar Misee I laneous Enterprises c/o One Park St._,
Harbord, Sydney, Australia, 2096 (and appearing here thanks to Lee
Go Id"s typ ing).

I hope to cover several things iIn this issue. Firstly, however,
I"d like to clarify my proposed weights for the FLBRIN/SOLI DUS given
in-A&E ~20. The weight 1 suggested is a compos ite of the two main
types of Medieval coin--the so lldus/shi Iling at 3.5g and the Denier/

Dinar/Bezant at 4.5g. I gave a composite weight for ease of adaptation
for D&D worids--but if you really want to adapt the correct weights,
feel free. ,j,, i [ |

Medieval Coinage/Economlcs and D&D

I have rece ived one or two comments to the effect that "my D&D
world is not medieval --so your coinage weights do not apply"--yet
these worlds are stil I based on a typical pre-1ndustria | economy with
8> of the population involved in purely subsistence agriculture and
the rest involved 1in, at most, handicraft level "manufacturing™ in
smal F"~workshops that rarely employ more than two to three workmen--
and where® sc ientitle developments and knowledge are very limited (f
they weren"t, you wou Id be developing towards an industrial society
with |Jlarge factories and water/wind/steam powered mach

Because every item is hand-produced, they are expens ive and
fairlyrare as well _See the price list thatfollows:

1320 (England): Horse: 17 pounds (820 shillings to a pound)
Mule: 10 pounds- 10 shillings
(Cereal: 2 pence/pound (at 12 pence to a shilling)
Sword Blade: 2 shillings, 8 penceeach.
Iron: 5 shi 1lings/ki logram.

1339-69 (France): 1 oz sugar - 1 sh.
1 Twi.sted Cand le : (5 pounds) : 7sh il lings, 6 pence
2 ounces; Medicine - I shilling
I Coffer (Bronze): I pound, 14 shillings
m,0z . Silk . 1 shilling, 3 pence
I pound Flour:; t , , : 3 pence
Wine/quart ?d . 2 shillings, 5 pence
Horse: - - , 20 pounds
Mule < i 6 pounds
Draft Horse: n ; O pounds
Donkey: a4 5 pounds
Ox: o 4 pounds
Lance Head : 2 shillings, 6 pence
Knife Blade: 2 shillings, 6 pence
. St jrrups : 2 shillings, 6 pence
Blankets: 2 shillings F 6 pence
Mi rrors: I Shi Iling
Mail Hauberk (wlth integral mail hood, 1long mail sleeves,
and mittens): I 30 pounds (or 1 pound/peond weight)
Paper (ream) 3 pounds
1396 (England) Jewelled Spurs: 7 shil lings, 6 pence

Ord inary Spurs: I shilling, 6 pence



1482 (England): Draft Horse: 4 pounds, 5 shillings £ 1N

-Iffthes™ prices seem,re lac'iye lyzcheap ;>".have a look a] the w'ges,.,
listed tor soldiers d.uring ffte"Htindted’Years War-i 1n A&E ;5120--and _-tieili
remember that these wages were except fbna*My [ligh for the period (]n*
order to be attractive to prospect™ive recruits) and were seldom paid
regularly, anyhow, ,

Now, some of you fTnlght say®™ abbbt his/her; DD campaign that the
greatv inf lux of gold tr*om the _tlungeo™ the weight of ,
coH s, ithrough overabundance of*p“reciouS meta Is reduc Ing their.value.
But ,ask y.aurse If, th Is quest ion:* >where did alk the Dungeon gold come
from’) Since there are "no magtcal spells that can create sllive r/p, |d»
it must have been mined, so dungeon gold is a finite supply and has
been sT"ubtracted from the outer world®"s gold supply.

Now,-twg Tactors ..were always important iIn a Med ieva I/pre-i ndus-
trial economy: one .was a cont ihul'ng shortage of go ld to cover the
amount of trade goJdhg on, and this resulted iIn the second: frequent
(and often Imassive) debasement”™ of Icoinage. _-For example, at one stage
the silver shilling iIn Germany contained N6 SI EVER AT ALL.

fiThe shortage of gold was due to the Ilack;of scientific chemical
know ledge wh ich meant that M*tfleva T processesf for ref in.l.ng go 1d/s i1lver
are missed out a large part of the mental content (as the process of
C upulation had not been discOvered yet): [limiting profitable mining?
to the very .riqlies,t of veina of ore.

Therefore, 1t seems r"easohabre " me that, since most of a D&D
world®"s go ld/s i1lver Js ti“d up (initially) in Dungeons, the starting
gold and si lver coins have j;a very low go Id/s liver contentT-and thus .
the influx qf Dungeon g0 Id” mdrO’ly means that co Ins of, pure gold/
silver become more common (sort ofzhl.dden "inflation') and the prices
really do not change. = ~* | > r I

If your world has discovered cupulation, you must face the fact
that it i1s well og,.the, road tp sclent 1fic advancement.that, mos+ DMS
regard as Imcompat ible" wl th; D&0--Such; as® the 1nvent ion of, gunpowder.
Even so, there wJ 1,5;still;be a [Problem of shortages of go ldan,d
silver as Med ieva LI, spci etl es, never® deve loped the princ;ipl.e ot,""token™*
currencies (where "fhe ooin"," banknotes, etc. represent not,a speCjified
amount of gold orj silyer, but merely the Government®s, tayat.ion.p.bwers)
or even "gold standard™ currencies (where, supposedly, each, banknote
issued 1is represented by an amount of gold equal to its face .nai~0 1In
the government®s "Fort Knox"™ equivalent) as the volume of trade has
always outstripped the production of gold. If your society has, ,Oeve I-
oped a token currency, then t+ is"we Il into the revolution In.
commercial proep~gresjthat resulted in the growth of an Indus+rial
society iIn Europe 1iIn the Ilate I\H'cbl le Ages .

m.m A~ O
So, above 1 have given,what are | hope Tfairly convuncmg pt*guments
for adapting a Medieval "type“ecionomy in Yyour D&D wor ld-T"for pddpd
raa lism.. But" rea mize many *of yOu are not gomg to do sor-apd 1 am
not:in any Way"’\say 1ng that musti Inam merei y"po intl.ng out t.hat if
you don "t, you must reallze that "yeu are trad ing convenl ence for
rea lism. £

And now for, some,"mail jng comments™ *
n



A&E #18

vio Shores of Infinity: good 1idea on picking races for characters--
though 1 don "t agree wi"th your Iliitd on advancemeht.

I, Babyl-On:*" good sysfe'rti for calculating treasur6"s--but my dungeon
doesn’t go iIn for such extensive ones" as you provide T,or.

TNWMYNHTSYS: agree on SAv ing “hPews. My personal opinion is +
that higher level characters have a better c,hacei"“of] realizing (con-
sciously or unconsciously) that an MU 1is casting & spell--and possibly
even realizing which speM--throu®g"h .the gestures, and mneomonlcs
Involved in spel Icasting; this is a bit more than just "realizing
dangerous situation." 1

L Nicolai Shapero: vYour comments on two-handed swords seem to be
true at first glance (1 haven’t had time to check them yet) and if
and when I get around to fully adapting Greyhawk Hit Probabilities,
Il keep i1t in mind.

Kiriel’s Mirror: good story. But why did Ja’ala remove the
spell from the Lawful MU--thus wasting either a spell to spell points,
if she i1s a Chaot ic? -

Labyrinthine Lines: good write up on Judeo-Chr ist ian Demons.
Most 1interesting.

The Lost Mask: Interesting story. I1°’ve often wondered how a
person/people from the 20th century would get on in a medieval world
whore magic abounds. For instance, think of this scenario: a group

(squad--p latoon-i~company-“batta 1lion) of modern., troops are somehow
transported to such a world with modern weapons and technology (not by
a controlled two-way transfer as some have proposed--a Ilow ing ,-resupp ly
--but as a strictly one-way job). The problem is: what do they do
after their Tirst burst of monster-slaying, when their fuel, ammunition
batteries, etcjar”™ exhausted? At this point they are forced to rely
on their technological ski lls/knowl edge. But consider: their know-
ledge is probably fairly limited and 1is only 1in one or two fields and,
anyhow, how do you make an automatic rifle or an internal combustion
engine without machine tools? The answer 1is, of course, that you,
don’t— at least, withf;a medieval technoldgy to back youup.. You could
make some sort of crude matchlock/flintlock musket or a crude Steam
engine. Thus 20th century people wouldn’t be as we Il off as some
people tend to i1think"(see Philip Jose Farmer®s '"The Gate of Time"™ for
a treatment of WWI I soldiers being sent back to a pre-WWl environment
-—and then multiply by one hundred times for the difficulties that
would be encountered In a medieval environment.

" IWHMAGPD: Keep the stories coming. They’re a real bright spot

In AQE. ' m , . "EAEEnm [

Ken’s Character Corned: good write"“up and Illos on Monkish ,
weapons. Enjoyed reading it.
A&E _#20

Echoes from the Cavern: agree TfTully with your treatment of
Phantasmal Forces; [1’m going to adopt it tmmediately in Mornings.tar

and her new companion: "The Witch fitres .

Babyl .On #4: Your “comment o the effectiveness of two-handed
swords is correct, but for those areas where there are no space
restrictions they are perfect. But, of course, they must be used ~ ">
within their Ilimitations--so any party that doesn’t lead In restricted
spEces with normal swords/weapons deserves all the casualties it will
take.

Songs of Caitlin: good story; keep up the good work. Hope to
hear the rest of the tale soon.



., T]JWHMA6PP: The,satire was good, as | have come to expect from
your zine, especially +he Star Trek satire.

N Nicolal iShapero: good relncamat Lo ,ltable, but since my char-
acters dle dead. (unless ralsed)--at least, so far--1 won’t be able to
use It, :but, It’s so iInteresting that :1 mi ght adopt reincarnation Just
to be able to see someone come back as a .Laramaau.or a Golden Dragon.

Feet.Don ’t Fall Me Now : I agree .fully with your r.eallty combat
system--as.-1 have recently been working on ddapt 1lng the Metamorphos is:

A lpha Const ltut lon/H 11 Die system to my ;D& wo."rld. | "
" Chronicles of Dimwelt: good, interesting adventure report-

, SEKIII: I loved your demons of Law I can’.t wait to see how
my ;players wll Tfare agalnst them.

Finally: NEW USE FOR OLD SPELLS DEPT.

I recently read b story by Vernor VInge - "The Witling: about a
race of nonhumans who are teleports. What 1is Interesting about this
Is the way in which they use their teleport abilities as a WEAPON.
Basically, what they do Is transport a solid object from a different
latitude andy since Mpmentum 1Is consdryed, you suddenly have a projec-
tile equivalent to anything from a Baseball (throwp,),to a,bullet (GfF
brought in from the N or”S Pole). Thus all the troops are the equi-
valents of automatic weapons: Yyou can;use the Sturmgesdutz & Sorcery
rules from SR vol 1, #5 for details. ,Suggested dur,ation : 2 turns
(20 melee rounds) + | tupn fop each level the user® has above the level
at which the spell was m a s t e r e d v
) Another use they found for Teleport was to teleport a tiny frag-
ment of an opponent’s brain out of his skyll - thus boing 99.99"! sure
of kllling ,himor ;tumilng ibln 1Into a moron . s

. Finally they had Guildmasters (less than 0.0000010of the popu-
lation) who could teleport objects from the moons, thus giving them
the 1mpact/expl osive;abi 111les equivalent to Atomic weapons.

n Unbalanced jyouisay? Well, consider this what about all those
monsters wllh te]eport abl I1lles: e.g. Blink Dogs, Displacer Beasts,
etc., that: now have these ,se If“same abi llties. (Also,; 1If you use the

EW Psionic rules, those who have teleport’can also use this Pspe,ll.))
1 expect to hear anguished howls from certain people of Grossness!
Grossness—--but a word to them: I’m not asking anyone to adopt 11,.,I m
not even.:surev J I 1ladopt It myself. I Just I1pc luded it,as an I1nter-
esling ldea. , - .

That’s all for now (otherwi®"se the monster 1°ve created may turn
on ME 1) T . . . ? : , I .. N
PS. Thanks to Mike Galloway and Mark® Leymaster for the 1r Welcome to
AG&E and for; the Ir comments; on Morn Ingstar Mutter 1ngs No. L









EARTH"S END #5 by Jim Bolton, PO Box .3185, Fullerton, CA. 9265"™ All
views are strictly those of this writer, and he will be held respon-
sible for all statements, :

. Well 1 don"t know If this will get to Lee In time 'for Issue 22.
I have been a little lazy this month and haven®"t been In much of a
mood to- do much of .anything. As It stands the past month was a little

boring, 1 did attend the convention at the Marrlot In LA and was a
little, disappointed at the whole thing, 1 was expecting to see d'lot
of people from the LA and San Diego area, but® no such luck. Well they
might show up at GLASC 11, 1 really don"t have many comments this
Issue, so I might as well get them out of the way,

NICOLAl SHAPERO——— ------1 was glad to see you at the convention, and

I am very sorry that I did not get the chance to take the trip that
you ran. Hopefully 1 will see you later this month, 1 hope to have a
contribution ready for the first issue of LOG. It would be nice if

you could take a trip into EE. Possibly the next time you are down
this way.

STEVE PERRIN-—-——————— ~“Hye you got the letter and that you will be able
to answer <ouass of my questions. Will be looking forward to the next
time we can get together,

TO EVERYONE— -———— — 1 would like to, know just how many of you are
planning on attending WESTERCON, this year, | am planning on driving
Aup Inmy van and 1 will have some- extra room. If b few people from

this afea woiild like to share expenses and driving, 1 would really
appreciate it. Let me know, ,

TO ELF-— ——— Better get busy and get some things done now, before
t Is to late, -, »

I am going to present an expanded ring table that I use. 1 hope
that | don"t hear to many complaints about It, Most of the rings are
used™In Earth®.s End and are very compatable. Of course, If some don"t
fit into any particular universe, then simoly drop them from the list.
I have found that the many different rings tend to make the game just
a™bit more different. And as a good percentage of them are set up

® few charﬁes and are also not rechargable or reusable. |
will be printing both in A& and in the "Lords.OF Chaos™ all of my own
tables. These tables do not include special Items, which I will print
as they are found. , ,

I do have a statement to make about some people that have made up
worlds or dungeons that tend tp be give-away, | give as an example a
person who recently ran in EE, He had only been playing the game a -4a
total of two months and already had a leth level wizard. The first
time he played I could tell that he did not have very much experience
playing this high a wizard. Now in my universe this can tend to be -3
deadly. At one time or another, you have; to use one or more of the
capabilities of the character. The second time he ran, he encountered
a yatch, which proceeded to play with him,The character said to the
yatch. This is boring,” To a vatch this, is an iInsult, so he placed

element where he had to fight, himself. He did not win the-
vatch dropped all characteristics from 1-6 points, and
atated that he would have to prove himself worthy of his title to set
back those characteristics. 1 did not like to do this, but the person
will learn how to play that wizard, |1 have seen to much of this.
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I-—jus¥-ishInk that nilw DM*S should be a little for restrictive on giving
out experience* Or take more time and talk to people who have played
the game awhile. That way they can get some idea on just what to do.
I*Siso” think that it is also the obligation of people who have played
a long time to try and teach new DMs just how to go.about setting up a
"gamei 1 really hate to see players that have played™in very free
muniverses® come into mine. They get killed rather (quickly or else they
stiimble around and usually wind "Ip killing people NN thelr own party,

“ "Eneough of this, on to monsters: -

SHAHAPET----ALIGNINENT: neutral # APPEARING; 2-20
ARMOR CLiVSS: 2 ., MOVE: 18~ -, B . I
i. hit DICE: 1 to 6 DEXTERITY: 12 plus Do
(T " ~ IH LiUR: iSfo TREASURE TYPE: D |
Attacks: 1 bite for 2-8 plus a save vs. magic must be made. If.no"
[ | save iIs made person ages HO years and fights at -K.,, If bit

again and does not save person fights at -8. The effect m
lasts for 1 week. Also attacks with a tail constriction
,which does IpHj. damage per melee turn, .. n /A |
mbESCRIPTiON:* a -serpent that has skin which looks reddish- How, ,~fy., Ib-
m has "eyes which are bluish-green arid a small red kricb on its tail.
These creatures are riot true Uridead arid caririot be turried by a
cleric, but they will take 1-8 points of damage each melee that
m“they"are under clerical light or. sunlight. They are the souls of
=4 “"wandering half-men, who" were not very good in their original life.
< They normally are found guarding treasure. They are 100" linmune
to Sleep, Charm, Fear, Paralysis and Confusion. When hit by magic
weapons they take double damage unless save vs. magic is made.

- W;
BLOOD PANTHER-———- j-iLIGNMENT: chaotic # APPEARING: 1-=8
ARMOR C LiisSsS: MOVE; 18-- - -
N HIT DICE: 5- 8 DEXTERITY: 16 plus D6 "t
- bmll LiilR: TREASURE TYPE; G -
Attacks: 2 clawA which do"1-6 each and drain energy level (save -given);
[ | 1 bite which does 2-2F and drains 1-6 points of strength.

DESCRIPTION:  a deep red colored panther that looks very muscular. It
— can be found in most places, but tends to prefer the out-

" "doors more than underground. Treat thes.e as vampires,
mbut the only way to kill them.is witha Mace of Disruption.
" ] They have®the Charm capabilities of vampires and can be
turned by clerics: treat as vampires for clerical turns.
They regenerate at 5 points per melee round and hove a 10%
chance of gateing in another of _the.ir kind, after -5 1bO

n rounds. - n

- The Sisters®Brothers story has been set back rfor awhile ; 1 will
have the chapter 1 story of °TAR/.” in the next issue. | hope Everyone

enioyed the- prologue to my story. | was curious to, see If anyone was
interested in reading more. | would also be .interested in heaning from

any clubs or groups in the LA or Orange County area,that play D.& during
the week. T would like to come up and watch or play or run,. 1 would
like to get Ih.with some new groups to see how they; play and to trade
thoqug?l enough™ “of wandering mutters. ., Will .ri;ow -present the ring
chart that I have been using. 1 hope some of y-ou will use -it.and

also hope that no one thinks it to much of a crock. It. really isn"t.



01
02

07
08
09
10

27

29
50

51
32

38

Invisibility™ .

Mammal Control-:c- -

Human oontrol-:5-

Weakness* - m

Magic Missiles— can hold fronl 1-12 and is rechargeable

Protection*— roll to see if plus 1 to plus 3»

Web— as MU spell with I-i] charges which are rechargeable

Ice Storm— as MU spell with 1-12 charges; not rechargeable

Detect Magic— as MU spell .-

Ring of Spells— roll d8 to determine level. The ring holds 1 spell
of each of that level. It is not rechargeable.

Plying— as MU spell .

Darkness 57 radius— as MU spell

Fire Balls— d6 number of fireballs and DIO for type of dice damage.

Haste— as MU spell -

Water-Breathing

Infravision

Slow—_as MU spell will effect wearer ~t once.

Lighting Bolts— same as Fireball ring.

Wizard Eye— roll D12 for charges; not rechargeable,

TELEPORTATION |

Find the Path— cannot get lost with this ring.

Cold Cones— -same as Fireball ring.

Water Walking* - . -

Were Ring— determine type of Lycanthrope; usable 3 times per day

Dodging Missiles— -as monk

Detect Traps

Regeheratlon Ring— 1 point per turn*

Detect Poison

X-Ray Vision*

Shooting Stars*

Djinn SlAmmonlng

Delusion*

Find Person— once keyed on a person he will always be found.

Wind Walking— as Clerical spell, usable once per day.

Etherealness— as Oil of Eth.; usable once per day. Duration 8 hours

Shape Change— as MU spell; 1-6 charges; usable once per day and
has a duration of 12 hours, -

Ring of Striking— doublesdamage of weapon used in this hand.

Ring of Dexterity— will add plus 1 to plus5 todexterlty

Read Magic— as MU spell -

Telekinesis* -

Invisible“Stalker Summoning— as Djinn ring, and only 1,

Spell Tumingic-

Plant Control

Ring of Eyes— as ’Robe ofEyes’ - - "

Ring of Fire— will summon a Walll of Fire, Duration:“hours.

Stone to Flesh— will automatically change person back to flesh in
one melee turn. Will have 1-10 charges; not rechargable.

Ring of Withering— as staff and will affect wea"rer”immediately,

Displacement Ring— as Displacer Cloak ] -

Acid Resistance-— gives plus 2 on saving throws and -1° bn damage.

Ring of Prismatic Walll- roll W5"; eight means the ring is empty,
1-7 indicates color. Can be used but once per day it has
1-6 charges and duration is 8 hours,

Read Languages

Ring of Monster Summoning— roll d8 to see what level iIs siammoned.

Detect Metal & Kind

Ring of Direction— as ’Arrow of Direction”, Duration: 7 turns



55
56

57
58

59
60

61
62
63
6k
65
66
67
68
69
70
71

72

7H
75

76

77
78

79

80

81
82

97
98

99
bo

Ring of Blade Barrier— as clerical spell with 1-12 charges and is
usable once per day. Is not rechargable.

Ring of Elemental Summoning— roll for type and WI|| serve as Djlnn
but once dead ring no longer functions.

Ring of Color Spray— as Illus, spell with 1-6 uses; non-reohargeable

Giant Control- roll for type,. Gives -2 on saving throw,

Detect Enemies

Legend Lore— has I- 4. uses and 7%° chance pF knowing complete infor-
,-matlon about an object™ non-reChargeable, .- .

Raise Dead— 1-6"charges; non-rechargeable; - x . ]

Dancing--as "Boots of Dancing- =" ‘ ;

Eire resistance-3J-

Detect Invisible

Animal Control- gives -2 on saV|ng “throw. -

Clalraudience & Clairvoyance— as MU spellsc

Hypnotic Pattern— as Illus, spell; 1-6 charges; non-rechargeable

Charm Monster— should be set for only 1 type; -2 pn saving throw,

Undead Control- gives -2 on saving throw.

Lighting resistance— gives plus 2 on saving throws™® -1 on damage.

Reflection— will reflect one spell completely back at caster. It
has 1-20 charges and each lasts k hours. Non-rechargeable,

Levitation--as MU spell,

Karma-— for clerics of the 1st to 5" level, it Increases theli’™
powers by 3 levels for 3-12 turns; 6th to 10th, 2 levels for
2-8 turns, and 11th level for 1 level for H). turns,

Restoration— will r,estore, H). life levels as they are stolen; “this
is only good once and then the ring will disintorgrate.

Dart Ring— has 1-20 poison darts ad™ is mo"t' rechargeable, Gan fire
any number at one time. Those hit must sawe"™ vs. poison or die;
those saving take ~ damage from 12D6"polson,

ESP— as MU spell

Defenselessness— as "Bracers Of'DefenseIessness'

Detect Alignment

Chaos— person wearing this ring can control any chaotic creature
wl.thin a 7" range. The creature gets -2 on saving throw, ,

Dispel Undead- clerics only; roll for level on ds. This will give
the cleric wearing the "ring the power of that level cleric.

Ring of Porce--as 'Cube of Force” .but with 1-20 charges.

Telepathy i = -

Cold Resistance— gives plus2 on saV|ng thrmN' -1 per die damage,

Efreet Summoning— as Djinn ring

True Sight— as Illus. spell

Ring of lce— will summon a Wall of Ice. Duration: k hours,

Absorbtion— will absorb from 10-80 .spell levels, after which the
ring will no longer function and cannot be restored. .The m
spells will be from 1st to sth level, > \

Opening— as “Chime of Opening-® , -

Curing-"-cures 3-18 points damage, pnce per day; but if person dies
vit. will not regen person, back to life, .

Giant Strength-~ roll for _type.

Mind Blank-.-ras’MJ. spell. 7- __. . - - -

Inescapable Locatlon— as ""amulet of Inescapable Location*

Disruption™~ os “Mace of Disruption® with 1-8 charges.

Aerial Servant Summoni.ng--as clerical spell”; used as DJInh rlng

Poison Resistance--glves.plus 2 on saving thhow; -1 per dice damage.

Ring of Seeing— as "Gem of Seeing™* , -

Dragon Control--roll for type; gives plus 2 on saving throw.

: Ring of Iron— will summon a Wall of. Iron, Duration; K hours,"

Ring of Missiles— as “Necklace of Missiles.”. Is non-rechargeable.
Ring of Wishes— roll D6 divided by 2 with -1. e.quals empty, ringi

X As per rings in Greyhawk.



NETHEREARTH CHRONICLES #2 by Terry R. Grain
58”18 Nagel Street
Far over the misty mountains cold La Mesa, CA 920Kl
To dmgeons deep and caverns old () 1462-268T
We must away, ere break of day.
To claim our long-forgotten gold.
" J.R.R.Tolkien
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The largest known city of NetherEarth is a walled fortress named the Black Citadel.
It sits on the shoreline of the Bay of Shadows,. Ju*t east of the point wherethe
Black River ends its long journey from the slopes of the Vulture Peaks. The ruler

of the Black Citadel is a man loiomm simply as the Black Falcon. Ten years ago, the
Black Falcon came to this strategically located city port as a lone wanderer, seeking
his fortune. Falling iIn with some shrewd characters, lgarishi and Salomaa, they
decided to try and take over the rule of the .city. A few false rumors, a stolen
knife planted in an appropriate back, and soon the popiilace was clammering for a new
leader. The Black Falcon became that leader after a brief battle in the courtyard

of the interior palace.

The Black Falcon rules the city of nearly 15,000 with an iron hand, but is considered
fair by a majority of the population. He is strictand swift iIn punishment of anyone
who would usurp his rile or authority. He pays well for information that he deems

is of importance and his informers are many, from all walks of life.

Taxes are collected from all residents and citizens within the Balck Citadel. Anyone
spending over one month in the city is considered a resident for tax purposes.
Penalty for avoidance or non-payment of taxes is usually the axeman®s*/block. Tax
rate for non-citizens is 5% of total gross income per month, tax rate for citizens

is 1% per month.

Citizenship requires continuous residence for six months and the taking of an oath of
allegiance. Advantages include the lower tax rate and certain court advantages over
non-citizens. Disadvantages include the fact that all citizens (male and female)

of the ages 15 to Uo years ape required to spend one weekend per month training in
one of the four militia companies yhich have, been formed for the defense of the city.

Each militia company practices on a different weekend of the month. They receive”
instructions in hand-to-hand combat and anti,-siege warfare. Rivalries between the
different companies are strong, but usually..of a nori-hdstile nature. At any 6ne time
there are between 1000 and 1500 fighting bodies in each compaiiy. In emergencies., or
times of attack, a signal bell is rung from the towers on the walls and all militia
members can be at their posts on the walls in less that 10 minutes.

At the moment there is no large force which threatens the security of the Black
Citadel. However, they are pestered by a tenacious band df raiding ores (the Black
Sword clan) which have harried all caravans arriving from the east. Latest reports
have located the ore village a mere 15 miles from the city. .The Merchants Guild is
clammering for action. -y " <z
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NOTE: 1 really don"t have a fixation for the word or color “"black"...it just seems
that way.
FIRE BOMBS, OIL BURNING, AD NAUSEAM

The proliferation of parties using fire bombs and flasks of oil to burn everything in
their path has come under close scrutiny here in NetherEarth. It can be a powerful
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weapon when used®correctly and wisely, but all players are hereby warned of the
consequences.

1) Most monsters have a highly developed sense of smell. The odor of burning flesh
and oil will carry fast and far, having a special significance to each dimgeon
inhabitant. It could mean a free cooked meal, a threat to the monsters® environment
or very life, or the probable location of the party of turkeys who ran rampant through

there last week. , - -
In any case, 1 double or triple the chance for wandering monsters when oil is burning

and/or flesh is cooking.

2) Burning oil, especially when combined with burning flesh, hair and body fat, will
put out billowing clouds of black smoke which will choke, blind and confuse the
party acting as a perfect cover for any monsters attracted to the barbeque.

.Tip smoke clouds will cover an area of up to Uo feet in all directions (maybe more,
depending on the amount of oil and other fuel available).

3) Burning something with oil in a closed, confined space (including rooms, or even
sections of corridors) will make i1t impossible for the party members to stay within
the space. Those who insist on staying will not only incur damage from smoke
inhalation but will have a good chance of passing out.

Any more ideas/suggestions out there?

MONSTER MAYHEFi featuring the Buuyaakis. ]

Backgromd: The Buuyaakis are an ancient and evil race. Though they arrived on earth
eons before man first came into being, they are not native earthlings. Rather, they
hail from some -unknown and forgotten world where, millenia ago, they were forced to
leave for some unknox-m or forgotten reason. _
They flew through space oh their huge, beautiful wings until they found a new and in-
viting world- Earth. Overjoyed with the beautiful new world, all its food and
comfort, they settled do-wn, to live iIn peace and comfort. Being essentially immortal
(they have a life span of several million years) they were able to watch the gro-wth
and development of what was to become the human race. In the early years the
Buuyaakis helped the struggling human creatures to survive, and the humans looked up
to the Buuyaakis, who could launch their golden furred through the air on magnificent
wings, as gods. . ,®
But suddenly, due to a close passing comet, the atmosphere of Earth overwent a slight,
almost imperceptable ghange. The change did not affect the human race, but the
Buuyaakis started dropping like flies. 75" of the pop-ulation died, including all the
females. Those males who survived underwent drastic physical changes. The large,
beautiful wings shriveled up into black stubs of mangled flesh. The golden fur
dropped out and the skin turned a pale grgen color.

Having to face the reality of their plight (no way to leave Earth or reproduce) the
collective mental stability of the remaining Buuyaakis snapped. They blamed the human
race for the tragedy, and a fierce battle developed before the Buuyaakis were driven
undergro-und. There they have remained in their own secluded burrows, scheming and
planning the total destruction of the hximan race.
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BUUYAAKIS

HD; 3+2 STR 15+(1-3) AVG. HGT;

AC: T INT  U+(1-1©) AVG. WGT: 150 Ilbs

ALIGN:  Evil WIS 1+(1-6)

# APPER; 100 DEX 1U+(i-U) H®ATTACKS DA’LICE

% IN MIR: 100" CON  15+(1-3) 2 Talons 1-8 per tsalon
TREASURE: none CHR  1+(1-L) S Bite 1-6 per bite
MOVE: 15"

DESCRIPTION; A U* tall horrible visage of muscle, bone and sinev. Théy valk on hind
legs, but in a stooped-over position often using hands and arms to move (much like a
chimp), Large, 3" long tail, tough, leathery pale green skin covered with sparse brown
hair. Large, bright eyes, wicked fangs. Massive shoulders and arms with giant

talons on hands for diggltg. Two, small and gnarled pieces of black flesh in the
middle of the back which are the remnants of the ancient wings.

The Bu\;iyaakis are highly intelligent but use no magic and have forgotten any technol-
ogy they knew. Being non-natives of earth, they are kO% magic resistant. They live
totally underground, shunning the open skies they once loved, dwelling in burrows

of their own making, not connected to any well-traveled areas.

There are only 100 Buuyaakis left and they all live in the same lair. Once these

are all Ml led off there will be no more.

Theip hated of the human race is so intent that a lone Buuyaakis will attack 100
well-armed humans without hesitation.

R R T T e e e

COMMENTS: A&E 21

TANTIVY"(Lee Gold); Love them Crottled Greeps!

AVALON (Cheryl Lloyd): 1 had started my own mythos within NetherEarth before TSR
came out with GDG&H. TSR didn’t agree with my own versions, but I did pick out

some good ideas from their descriptions and have incorporated them into my own wo:eld.
Please note, 1 run my own mix, but strangers from different lands may come into the
"known® world believing®in their own standard mythology. 1 run under the assumption
that the number of gods is endless, it"s Just that they rise and fall from power as
the waves of the sea; their very existence and power depending upon the faith of
man in them.

At the moment are 11 well known gods in NetherEarth. Nine of these have temples
within the walls of the Black Citadel. Four of these gods can be thought of as

"good® gods— willing to help man to live better and giving him "moral®™ codes to live
by. Four others can be termed “evil®™ gods— enjoying the pain and suffering of
mankind, causing wars and contentions. The last three are the neutral gods, diametri-
cally opposed to both the other groups and their methods. (% alignment system is
based on a triangle). All of the gods are apt to use mankind as puppets (in sort

of a three-way cosmic game) in order to further their own purposes and desires (which
are, at best, vague).

However, players will find distinct advantages in serving or worshipping a god. Each
god will help its own priests and worshippers in slightly different ways (adding to
abilities at crucial times, etc.), but they also demand faith, money and the following
of the commandments laid down by each. Straying from that path brings quick
retribution.
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Most of the populous finds a favorite god and sticks with him/her/it. But others
seem afraid to pick sides. A case in point; 1in the Black Citadel there is a

temple called the Temple of the Thousand Deities. Its priests and keepers, not .
wanting to slight any god, have put an image of every knovm god in the temple proper,
and they worship all equally. The well-known, the forgotten, the present-day, the
ancient, the good, the demons— all have a place within the walls and chambers of
this unique temple.

I may write a bit more of the NetherEarth mythos next time if anyone”s interested.

THE CASTLEIERE GAZETTE (Jon Pickens); Using the normal D&D values, the average

value for a gem is UlI8 GPs (which includes the 1/6th chance for a higher value with
each group) and the average value of a piece of Jewelry is a whopping 3260 GP. Using
the chart on page T of Vol. 11l (U&) this makes the average value of a 1st level
treasure 696 GP and the average value of a 13+ level treasure 2h,20h GP (not including
magic)® 1 agree! This is inflation at its worst. The only thing to do is to

revamp the random treasure determination tables to something a bit more in line.

This means cutting down drastically on the number and percent chance for gems and
Jewelry. The following is the table 1 use for deterraing randomly rolled treasure

in the NetherEarth dungeons.

DUNGEON TREASURE DETERPIINATION TABLE

Dungeon _
Level Copper Silver Gold Gems Jewelry  Ma.gic_
1 607 - 99 \O% 05% 02% 05/
D12*(100) D6*(100) D12*(10) 1-3 1 1
2 55% 90n M 05% o\% 05%
D12*(100) D8«-(100) dU*(ioo) du 1
3 “0 85" 50% 10% 05% 10%
DI™*(1000) D8*(100) D6*(100) d6 1 1
" h h5% 80" 55% ion 06% 10%
D6*(1000) D10*(100) D8*(100) d6 1t2 1
5 ko% 15% 60" 15% 06% 10%
D8*(1000) D12*(100) D10*(100) d8 1-2 1-2
6 35% 10% 65" 15% oB% 15%
D10*(1000) Di~*(1000) D12*(100) d8 1-3 1-2
T-8 30n 65% 10% 20% 08% 15%
D12*(1000) d 6*(1000) D20*(100) D10 1-3 1-2
9-10 25% 60" 15% 20% o~ 15%
Dh*(100Q0) D8*(1000) DU*(1000) D10 1-U 1-2
11-12 20" 55% 80" 25% won 15%
d6*(ioco00) DIO*(000) D6*(1000) D12 1-k 1-3
13+ 15N 50% e 25% 2~ 15N
D8*(10000) D12*(1000) D8*(1000) D12 1-6 1-3

The top number is the percent chance for that type to be in the treasure and the
bottom. niombers show the amount present.
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Under th"s system, the average value of a 1st level treasure is 1?" GP and the avterage
value of a 13+ level treasure is; .633 GP (nhot counting magic). This isn"t too bad
when you consider that almost 68" of the 13th level treasure value is made up of
bulky coins rather than neat gems and Jewelry. Also, consider the fact that any
creature®, able to hang out om;,.tte 13th level of a dungeon would consider anything

Wder 1000 GP as pocket change anyway. . )

I use the above table only after all the major treasure troves and lairs (which do
carry full lair treasure and full lair inhabitants) have been mapped out and 1 need
to Fill in the rest of the rooms on the level. 1 use it in conjunction with the
following chart to determine what"s in a random room.

1-7 Empty
8-12 Monster
13-17 Monster and Treasure

18 Treasure
19 Trick/Trap
20 Special

I also use another chart for randomly determining a rooms®" contens and description.
Unfortunately it covers,two sheets of paper, but if anyone®s interested 1711 throw
it in here when 1 find some room. ro.

THE TUESDAY MORNING REPORT (Steve Perrin); Those sword specs are mean!!! 1 really
liked, them,. 1°m can"t wait until someone finds one of those iIn NetherkEarth.

Ever since 1"ve hear™, of the “Perrin Conventions®™ 1 have wnnted to blurt okt
"Where and when are they held?, but 1 was always afraid someone would think 1 was
serious.

On your recommendatlon I read Poomfarers of Coramonde, good book. N

MSELF: One thing 1 forgot to mention about doors: . .

OHj-5 Door opens in

690 Door opens out

91-00 Door opens both ways
< - e

This is very important when trying to break in a door that will only swing out!!

Also, if I can speak coherently enough through the large appendage with five toes
that seems to be sticking oup of my mouth...

Re: comments to Howard Mahler— I have been looking a spell-point systems again
this last month. T”e more | look at them, the better your idea seems. | take
back everything | said. How about printing your magic system in A8E? 1°d like
to See it.

Re: gomments to, John Sapienza— Grain, you, idiot1!! You meant that Evil Clerics

get those bonuses’\lf they have high WISDOM not Intelligence!!! How dumb can you o
getr AU-!

Re: comments to Charlie Luce— I reread the question | asked you last issue and

I gidp™t even,undgrstand it. _Saq farget | asked....Please!! _ A
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Well, 1 still have, a couple lines of stencil left and so | ask a few unimportant

guestions: L} ] i-

1) I1%ve started playlng with a group that allows Evil Clerics to both heal and
inflict wounds. I had never done that before. VJat about you out there?

2) Don"t you think it"s about time, | stopped .this time??,?7?? n

See you next month. Come get me mother, I1"m THRRROOOOOUUUUUUGGGGHHHITIIILITINI]



Memos from Morchost T2

by Gareth Kantz, 935 Harvard St., Santa Monica, CA 901*03

(213) 828-5073, appearing here through the courtesy of Lee Gold and
her typewriter. May her fingers never falter nor Tfail!

Alas,alas, Araphor, Fulbert 11, Alfirion and a few dozen extras
that were rolled up for the occasion are no more! My experiences have
once again proven the old saying, "Serpentfang eats 10th level Lords
for lunch!"™ Now, 1in case some of you out there doubt the ferocity of

said dungeon, a list of the more Interesting encounters will suffice
toridyouofthisbelief.

D Within 240* of the door, the party ran into three wandering
cocatrices which proceeded to wreak havoc among the ranks by stoning
three out of the seven characters that went along. If that wasn’t
enough, a dwarf who was trying to hit one of the cockatrices with his
battle axe succeeded iIn chopping off Fulbert®s shield hand. Needless
to say, Fulbert was quite happy when the dwarf got stoned.

fi 2) Being chased by a silly Gelatinous Cube that didn’t mind
ire.

3) Being attacked 1iIn succession by Flame Devils, Bugbears,; and
somewhere iIn the neighborhood of 15 Ghouls. Bleuel must have been
using a six-sided die with only 6s on it.

Now, Ffrom tthis it is obvious that |1 wanted revenge, for losing
one’s top characters, even while one of them had a Vampire Regenera-
tion Ring, 1is not taken Ilightly. So I quickly rolled up 15 new char-

acters, determined to wreak havoc iIn the dungeon. There they were,

15 strong; and after the expedition, one Mage was left with one hit
point! It’s enough to make a guy cry. I lost seven Fighters, three
Mages, three Clerics, and one Thief, all iIn one room! You may say,

"God, he must be a rotten player!™ You may be right. But I 1invite

you to go into Serpentfang someday, I believe it hasn’t been fed

lately, and see for yourself. After all, how often do you meet up
with siX death Snakes, 20 large Zombies, and a Balrog all in one room,
on the First Level? ?

I must say, though, that the Mage that did get out was not with-
out reward, for the treasure included a Wand of Cold, a few very
laoge gems, and a girdle of Fire Giant strength that was presented to
him by a Great Demon when he finally managed to kill offthe last
Zombie. This shows that if you do survive Serpentfang, it will be
worth your time, but the odds are against it. (Incidentally, Verovan,
the surviving mage. Is interested in buying a set of Bracers of
Defense. He’s offering his mammoth emerald, worth 250,000 GP. He
recently discovered that he needs protection when he tries to squash
things with his Fire Giant strength.)

Recently, | was flipping through some pait A&s, and | came upon
the Anti-Magic User (AMU). Seeing as how several questions about them
arose in my mind, | decided to answer them by writing my interpreta-
tion of the Amu. The AMU has previously been exp laine,d in A&Es 4 and
10, as far as |1 know; and a list of their gadgets was in A&E W . 1
hope the previous writers will not find my 1ideas too far away from
their original intentions.

ANTI-Magic Users progress the same as Mages, but instead of using
spells, they use gadgets; and in progressing they gain more scientific



understanding and increasing proficiency with thetr gadgets. An
advantage of AMDs is that they can use gadgets of a level higher than
normally available to them according to the progression chart, but if
they do so, there is a base chance of 59f, that they will Fflub the
attempt, with a 20? increase for each level the gadget is over one
above the highest they could normally use. Thus a 1st level AMU has
a 79p chance of flubbing a 3rd level gadget.

Since the gadgets do not just come with the AMU like a Mage®s
spell, he must purchase them. I recommend 300 GP x level of the

gadget with certain exceptions. For example, a Guided Missile would
cost 300 GP for the pistol and 1 missile with extra missiles costing
100 GP each. Thiiis does limit a 1st level AMU, but that®"s the breaks.

Of course, this 1is only the cost of the equipment; if you wanted an
AMU to use, one of his gadgets for you, it would cost 1000 GP x, level
o.fvgadget squared. (You know, tightening I screw = five dollars,
knowjng which screw to tighten- one thousand dollars.) Also, otherf,
articles such as,screwdrivers (cost = 3 GP), it being the only weapon
besides gadgets an AMU can use, solder, and. batteries should be N
available for purchaslngi”® . . —

When running an AMU, one should be careful to keep, track of the
gadgets the AMU 1is carrying; some of them are cumbersome. Also the
DM should be careful to note that time Is needed to set up these
gadgets.- After all, it takes a considerably longer time to "Install:
Deadbolt”™ than to "Hold Portal.” -

The advantages of the AM.U is the unlimited use of his gadgets--
well, limited iIn terms of money to buy them. This can be very handy
ih those dungeons thati, use the spel 1I/day rule for Mgges. If you have
a rich AMU, he could conceivably be equal to two or three Mages,
providing he had mules to carry all his equipment. -

[ | Jim

And now, mistake of the month by a DM: Recently a dwarf of mige
was getting ready to enter Serp™ntfang, and Bill Bleuel wanted to know
what magic he had. When 1 said a Flaming Spear, he pounced upon the
sheet of paper, saying that it was impossible to have a Flaming Spear
because a spear is made of wood and it would burn. This sounded
logical, so 1 consented to let him re-roll the magical weapon; after
all, it only had an Intelligence of 3; so.whbt.did 1 have to lose?

He came up with a hand axe that drained Ilife levels, intelligence
of 5, and I was quite happy and just sort of casually asked,If it had
a purpose. A rollwas made and greatshouts of anger came from him--
it had a purpose. Subsequent rolls for spectal abilities yielded 3
00s and, iIn the end, the dwarf"s Flaming Spear was transformed into
a life-level draining hand-axe with four extraordinary abilities
(Clairaudience, Teleportation, ESP, and four times normal strength)
and two special abilities (Read Magic and Locate Secret Doors) with
a purpose to defeat Chaos, Need less.,to say, Bill 1is still Kkicking
himself for the results, aren*t you?..

Questions:

1) What happens if you cast Restoration at a Wraith?

2) All you people that have something to do with Physics: how do
you Jigure out the gravity of a torus-shaped planet with mass of g_79
X 10 kgwith ring thickness of 1.372 x IOm and a torus radius gof
4.116 X 10" m? 1 just figured out the gravity of a cylinder of ¢hose
dimensions and assumed it was bent round What"s your idea?



Comments:

Lee Gold: Thank you very much for the past A&Es you sent.

Bruce Saul: Blade Masters are intriguing. I like them.

Jim Bolton: Intriguing and 1interesting story.

Everyone: Dave Hargraves®" '"The Arduin Grimoire" is well worth
the price. His special abilities tables qre quite good. Already 1
have a hobbit thief who was sired by a vampire. f highly recommend it.

All you Two-Handed Sword Fans: aren®"t you forgetting one little
thing when you compare a two-handed sword with a regular sword? It
takes time, a lot more time, to bring a two-handed sword back If you
miss than it does with a regular sword. Atter all, F=ma, momentum,
and all those things do have their effect on melee. I believe that
if you miss with a two-handed sword, it should take one melee round
to bring it back iIn order to swing ggain. Thus, unless you ee fig.hting
something that"s very big and slow, you had better use a regular
sword.

Well, that®"s about it. The promised character class will have
to wait, complications arose. One of them 1isrthat time is moving
too fast and term paper due dates are creeping up with Increasing
speed. Another is that I rather tired - Pink Floyd concert the
other night. Maybe I1°M get it done by next A&E. “Till then, goodby.
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Some Thoughts by — Stephen Perrin " |
"ON RELATIVE STRENGTHS. .. ‘

In A&E 7~20, Tim Kask stated that the strongest man in the world,
a Russian weightlifter, could be considered to have 18°° strength.

As usual, the TSR grasp on statistics is faulty. One person in 21,600
has X8°° strength. In our world of three billion, are there 138,888
other people as strong as the weightlifter? I think not.-"

Even in a legitimate world population for a medieval culture of
thirty million (rsmember all those clerics with Cure Disease), there

would be 1389 people with 18°° strength. Surely, some of them are
female.

The Russian weightlifter 1is obviously a Hill Giant in disguise,

clever these Russians. :
DF{ ©

More thoughts on Weight-lifting: Barry recently realized that the
present percentage system of 18 strength is inaccurate since there 1is
as much chaihCe *CF getting 18°® as of getting 1/8®. He proposes that
m"instead you roll 20DI0s - subtract 100 and use that as the percentage
This would give a far greater chance of having a low percentile than
Mof having a high one. I notice he hasn"t”geroiled Fundin though
(Strength 18&"). --Lee Go Id ;



DANGER LURKS!
by Kevin Slimk

DA"GER LURKS creens forth from the typevrriter of Kevin Slimak and is intended for
nublicatlo&ﬂlgE % .Gdl wvillin/?. Da. GER LLRI\SI at RO Box 351™> Hdi“ards AFii,
CA 93523 211 D-i."GR LURKS! is dedicated to Glenn Blacow, in whose =
honor 1 suggest that AC'E be retitled alLARUiS A™d ASPE"RSIQNS. ...gust kidding, Glenn!

roi”E. .~.~J20

" wrgass Pork Pie/Patterson - Interestlng combat system; one of the first that I™m
even considering using. One advantage of the sling is- that one is able to use it
while also using a shield. It is also, as a nuraber of folks have observed in Ti'ii,

a weapon which can be hidden relatively easily.

Ole Shiny/lay Sha"piero - Priests of (0,7 are not required to carry 50" of rope,
but there is a legend of one great (O.fist saint who is famed for carrying a niike
of rope a: an outdoors expedition...never can tell vjhen you™ll need a little rope.
///To my knowled,ge there has never been a second, level Priest of G37, There are
people all over the place it seems (Hi, (Clemn) who refuse to run with i"Gs....the
cowardly bigots!

Babyl-On/i abler - Your comments on inter-world transfer are, for me, 7Nrell timed,
iy recent experiences have convinced me that, even for conventions, 1 will be tend-
ing toward running a far more closed world, 1y reasons follow. PRL.US: 1"m tired
of running a v:hole in the ground! HELLSGIVIE s representative of a style of DcD
that is behind me rodar; I am far more interested in the world that 1"ve put so much
xrork into Ai-D 1 Find myself enjoying the world far more than the xinderworld!
SECUIDIJS:  As a xeorld runner, 1 feel obliged to treat all xio enter, even tempo-
rarily, as part of the world. So, suppose a Paladin sox’s up xfith a Holy Sword; if
my Chaotics find out, they are going to come a-hunting to get the guy and off the
sword! There is axaf going on; | pity anyone who gets caught up in it accidentaly,
TERTIUS: "L perddiially do not like having to sit doxm xidth each character and sift
through his items before an adventure. As a result, 1 think that I"m going to go
over to the policy that characters with "special”, 'non-standard”, etc. ragic xjill
not be allowed into the world unless 1 have gone out in the world from which they
came.... by the vjay, as many will testify, | take out a first level when I go into
a new world (ie., no ragic). 1| se. this as the only xay that | can strike a balance
between my obligation to play it fair as the Dh and the obligation that I feel to
players bringing characters in from another game; 1 feel I don"t have the right to
declaxj them in the same Xiray that | XTOuld someone permanently entering my world.///
Phat hornets will this stir?

Song of Caitlin/Cheryl Llyod - Bravo on the story!

Peggy/j any "brlds - Quit trying to stir up a war between “icholai Jones and
Glenn Blacow; relations are bad enou,gh already!///Psi! ¥y comment XYyss, '‘Call me
an iICP." The meaning Xrss, and resiains, that | care little for the names-that are
applied; 1 care far more for the reasons. “hatever you do, though, DO NOT PUT H!
INTOA'T class L'ITH LXKOFHIA Ai*™™ TuvsK. ., .them"s fightin—g words!///Rich Berg should
run in your game, not in mine, thank youl!///1 also think that referring to me as
:IT-trained, DdD-x-jise at least, is a bit appropo. HELLSGATE and gOiEE date from
the same time plus or ».kas a month (which xay I remerii3er not).

SE/IRCHLIGHT/Paley - Will you say -that you will use the hypothetical revised DcD
rules sight unseen? 1 think that a good part of the problem xjith DilU is that. Un-
like most other games, the Di is really the only one x¥p has to agree xnth the rules
being used; e.g., in most boardgaraes, it is desirable (and conducive to further play)
that all sides agree to the same rules. In DF.D, the DL sets the rules and the
players play them or punt.///1 really do not believe that there will ever be a uni-
form set of D(I) rxiles, by the way.

Tuesd.ay a </Perrin - | approve of the linogon...no doubt you are thrilled! They
will be one few non-standard monsters that 1 use (Blacow"s Axebeaks and Hi.rdguexils
and SwansomM's Tentacloids, but not theUPit-OrcS, are others that come to Bdnd as |



DU*GER LulAhS on Page Two, Too!
type).//Ai letter will be forthcoming from me on many a random topic.

i“iorhingsijar iutterings/i cGregor - (Out of order, but 1 wanted to say something
mand missed you First time around.) [I"ve always assumed that the Arriiing Doublet of
which you speak comes with both Chain and Plate, but not xi.th Leather; the reason
for this being that | assmaed that one in leather would not be wearing it. at
least as | understand it, the doublet was worn S6 much to prevent irritation of
,the skin from friction with the metal as to provide padding against impact weapons.

ONCE IDRE IPTO T-E BREACH....QOI iELTS OP 121 _ _ _

m Turkey TrotThatz - In answer to your question on the assaying of rings, it of
course depends on the ring. For a lot of them, the character can just try differ
ent things to see if the rings is in the class: breathe xater, thotr a fireball,
cause rocks to fall out of the sky, control an animal or hunan, etc. The all-time
elvish thing (using elvish in’the pejorative sense popularized in the Boston area)
to do in this respect follows:

EIf: "1 wish I kedr what this ring was." .
Di: "It was a ring of three wishes."
EIf: "1 xfish 1 hadn"t said that."

DI : "OK....it was a ring of three x/ishes! "
The case that you. cite, the Protection +1 Ring requires different solutions; my
world has high level iUs xto are willing to, in some cases, help one find out what
something does....sometimes It costs more than others. Another alternative for
common magic is to allox® the first level Detect i.agic spell to discern the proper-
ties of the item. The caster holds the iterain his hand...or maybe puts it on...
and then casts the spell. There are campaigns where high level its don"t exist
unless they make i1t as players (the one that comes to mind is that run by l;es lves,
who appears off and on in AcE and T/.l); it is largely a matter of taste....you make
the decision iIn the design of your xvarld. Is magic new and are iUs difjricult to
advance? If so, there may not be consultant high level 1n,s; iIf Isn"t new or
if the path to high level iU is not arduous and hazardous, why aren®"t there’high
levels willing (for a price) to be of some service. Keep the xrorld reall!ll!!

iorningstar iutterings/i.cfregor - 1"ve alx™ays looked at a hit on the attacking
tables as an indication that damage has been done...not that a vulnerable loPale is

hit. many hits will glance from well-X"rrought armor (one of ny objections to the

EFT figures® armor is that it will catch blows rather than deflect them), but a hit
smack on say the breastplate of plate armor may not penetrate,...butwill still

cause impact dariage (bruises... .maybe broken bones). 1 see the rollof the damage
die as the judge of whether you®ve hit a vulnerable locale, high rolls hit chinks,
etc.-.. low ones didn"t.

5KFt/Banes - Tech is Hell! i“"est pas?

Notes from the Underground/i-dcholai Jones - OF* ,fith the two handed sxjord question,
ly objection is not that the two-handed sword can®t be used in less space than '‘da
roolz'" say, but that those arguing that it can maintain that one can do the same
danage that can be done with the figure eight, full-build up swing. 1 discourage
use of the two hander because those systems I°"ve tried to rerationalize things (al-
lowing the two-hander to do more damage, but allowing other weapons m.ore attacks,, .
something 1 just recently discoved?ed x1as also done independently in the ™."ARQOXK
rules) tend to make the game a bit too unwieldy. Summary: the objection 1 have
is that restricted space usage should also irean a decrease in dailiage caused, but
one seldom sees this.//Afhen"s National Dob Your Buddy Week?///Has anyone ever
accused, you of running restrained characters.,..by this 1 mean their actions, not
their equipment.

Cursed Scroll/lay - Somewho 1 have a feeling that Steve Simmons may have taken
some comments we exchanged on the trip to and from Origins Il and built up a system.
In all honesty, 1%ve coroe up X\rith so many systems in conversation (the KF system
used in Boston is partially the result of a late night conversation Lark Swanson L, 1
had over a year ago during LIT wintercon) that—"I?in.re"ally not sure xjhati.type of sys-



*PACE THREE---NIMETEE.W TORE AIND LEE KILLS 1% - -

tem I'rii sarinf™; the blame for! Yhy don"t you start adescription and I*11 chip in
what consents | have-once 1 ko<r the system beinr; discussed.///0One problem with your
critical hit system (and that Lee Gold mentioned somex"/here/sometime) iIs that auto-
crit hit on a 20 will mean that a low levels*will"be getting a larger~portion of
the .hits they make as crits....eg., If only a 20 will hit, the hit is always a
critical hit. This is not the way 1 for one believe it should be. One way of
retting around this is to sy that a 20 indicates the possibility of a crit but

it requires a confirmatory roll (this is the reasoning that led to the system Lee
mentioned seeing at Boskone). Since it makes sense that a higher level will hit
critically more often than a kXr level, one thing that can be done is that a crit
will result only if the Confirmatory roll isgreater than or exceeds the attacker"s
original to hit nut>er. Then, one can go tocritical hit charts to determine.what
the crit hit is. This type of systemi is especially necessary if you play as | do
(gnd' as Boston does still, 1 believe) that a 20 is always a hit and a 1 is alx*ays a
miss!

Tuesday kh Report/rerrin - If the two-hander is used the x1ay you suggest, xrhy
does It do more ..daege th"t a one hander svaing....l17am-by noumAans calling ivy=lf
an expert in the field, but it xrould seem that the method you suggest xrould not
be all that hot agains"t someone vdth a shield. The attempt would be to kock the
sxord aside and close. I1"m sorry | missed the Dxindracon demo. .. .tauxild have been =
interesting. 7T

larlin®s Isle/Easterbrook - One problem xrith your combat system is that some
< things which are seemingly possible cannot occur: eg., a First level can"t hit
anyone in plate and shield an3dplace but the loxder body and legs. No chance of a
head hit, even vs. another first level? An iInteresting idea, nonetheless.

Peggy"s lany Worlds - If the guy you mentioned is at Edxrards aFB, have him
get iIn touch xrith me. ,(1 figure the PF.._Peggy Factor ... could change Edxrards
AFB, CA 93Z-53 iInto Edwards, CA 93532, everyone.

EtiE OF .QOHEREOT, ORDERED COIMiTS....OM TO R/UTOIMESS

N 1."ayre Shaw and Picholai Jones* roBoth of your reincarnation charts in AcE 20
~n11 lead to large numbers of non-humanoid player characters...a much larger num-
ber than 1 would prefer. |1 know that you both rum games very different from mine,
but do you really mean to have than riany non-hurffl.noid players? One more thing that
I noticed was the absence of werebears from the lawful section of your chart, l."aye
(or at least | think it was i.ayne).///Something xihich 1 knoxF I mentioned to Nicholai
(but not toN"""ayne) xfas my uneasiness Xrith one aspect of both of their games, iow, |
am not pushing THE GTEWAY or anything, nor am I claiming vast experience In T or SG,
but AY o«n feeling is that both .ganes suffer from sorte super monster comolexes.

I1"m not claiming that | don"t have some super monsters, but they are in places well
known and not reached unintentionally; Phoenixes and Vatches don not, in’riy opinion
belong, on the charts ol wandering monsters of the....l believe,..._Ffirst level.
Black Bart and his merry band are the closest that | come to anything like this.

I enjoyed both expeditions iiimiensely, but why are these necessary (or even desir-
able) xn -tte game? Wayne, just out of curiosity, has anyone ever stepped out into
another txme or is that xvindow dressin.g?. The same question applies to the Liuardians
and the Saucers....are they something in x*hich the players can get caught up or is

it just there for effect? |1 already asked idcholai the same question about the
Altani. Then there®s the question of why? The obvious answer is that both of you
come from an SF, rather than gaming backgroun.d, and are mixing it in..._Glenn B.
does the same (so does Swanson to some extent™). <'The goal, 1 think we will all a*ree
IS a rational world for our players to expedience and, hopefully, enjoy. The question
I find nyself asking is if the introduction of such agents doesn"t lead to some-

hing quite not right. [In a good world, there xd.ll be tension; every force will
have sor« opposing, force,.a balance, a counter. Mxat are the counters in your case-
and, perhaps more important, what role can the pla.yers take in the struwule?///! do’
hope that.you both (and everyone else) realize that | am iiot so much at-tacking your



PAGE FOUR....

gaines or style as asking questions. Both of you run games which 1 consider quite
good, but 1 don"t believe that any of us have the perfect game...yet.///0h, well,
I"ve"said it. jow we see how many explosions can occur in one ASE!

Aiffi hORE OF THE STABLE.... .".I"'m still, lazy

LKSS rote - Reading 'ty last zine 1 noticed that there might be some misunder-
standing; of the way I”gave EP for LKSS. The 18KEP 1 cited was in each of the three
categories, mking-him an FL5/LUNT5.

The lan In Pu.mple - bale Lawful Cleric (1 don"t believe in the Fourfold bay)
of the Catholic (nhot True Catholic, just the Catholic) Church. [1iP, as his less
reverent friends call him, is a m.erber of the Church idlitant, so much so that he
used piety/wisdora to build strength, rather than viceyersAo , to 13 (to get the
+1 to hit!)." IdP x#s rolled 12/7/12/8/13/16 with luck of 10; he traded to 13/7/9/
8/13/16/10 and, somevjhere, raised his constitution to 10 (I do not remember where
nor hax/.) bdP has run in lots of dxAngeons: in Jloston, St, Louis, LA, you name it.
(Lee and Barry have even seen this one run.) He has THHAP and 12G):"; he also has llnb.
His magic equipment consists of one Pace +1 purchased in Goree xvith m—oney gained"
from the sale of an item picked up in Sean Cleary"s dungeormm and sold to soriiea®e in
LA (it was something like a one use fireball In a very breakable glass container...
don"t ask me why the guy wanted it!). 1iP has been more hit points and has been of
hinte];* level ,but, being a good LC, will not stay out of combat with Undead even if
he cannot hit them....that was one of the reasons that he bought a magic mece (so he
could hit the next Spectre he fights... yes, he"s fought thera already xdthout a
magic xX“eapon....tho others in the combat did have them, LiP waded in to do his duty),
MiP sees his vocation as marshallinp; the forces of Good to fight evil; he iIs a man
of great honor and conviction; he is a believer in leadership by example and tends
to be toward the front of battle unless the party prevents it. lie is somewhat of a

tactician and strategist (n.ost of my characters are) and seeks to fight in the most
advantageous way possible to his side. He is a firm believer in the convert them
or kill "“them philosophy as applies to chaotics; hoxever, In the case of agcjiactic

iU or Cleric, it is likely that conversion x;ill be impossible bjr the time he rea-
lizes that he shoxfld try;"God aids the right!" is his battlecry, but his philosophy
is that God helps those who do most to help themselves. As far as jeutrals are con-
cerned, he is a firm believer In conversion by example, not by preaching or by
threat. 'Those follow best wio are true believers."///LdP is one™of ® fTavorite
characters, but he is not one that 1 expect to last forever. He is.tctodedicated

to exercise the better part of valor when he .. .14 .///0riginated in Lake Stone"s.

Sharkie Legion - bale Hwben Chaotic Cleric....! still haven"t decided whether
he is a demonologist or a servant of rapine and slaughter. He was rolled a 9/12/
13/711/12/9 and traded to 9/10/15/11/12/9 (if anyone hasn"t guessed, these are
listed Strength, Intelligence, Lisdom, Constitution, Dexterity, Charisma). He has
5 HP, M|V EP and 200 GP with the infamous Jack the Slasher ovdng him 500 GP and a
favor. Sharkie isn"t all that different from LdP, except he"s on the other sidel
He is marshalling the forces of Chaos for the strxaggle with Good. He has no magic
but then he"s only first level and has only been run once. He is a rational, not a
random chaotic; he doesn®t believe In stabbing party members for personal gain, tho
he xd.ll run if the situation looks bad (something i"cdP probably would not do). His
insistence on rational chaotic party mates tends to keep me from running with most
chaotic parties....they seem all to xdlling to become random turkies rather than to
stick together.

Slim Lack - bale I"eutral .Fighterr. 12i/9/8/1/12/7 with luck 5> he Has 7621 EP,
2900 GP and 13 HP. He has one magic item and that is his biggest problem. You
see, Grundar oxms him. Grundar is a Flaming S</ad +1, +2 vs. Trolls, +3 vs, Undead
with Intelligence 10 and Ego 8 (Det x.etaldcKind,Det Sloping Passages, Det Evil <i/or
gold. Grundar was picked up in Rich Beier"s dxingeon in St. Louis. Le foxind almost
imruediately that Grxindar xXes in control; Rich got a bit carried away with things
and for a while gave Grxindar something like 150 foot detect undead ability. This
resulted In his second level being cleared of the beasties (mostly by the people



The View from Seadle®s See

by Jeff Pimper, 3¥? Michell St., Livermore, CA 97550, {inl5) 1+55-6333
Typed by the own personal finders of Lee Gold.

For those of you who wonder about such things , Seadie 1iIs the .
patriarch of my D&D world. He is the worldly representative of STAR,
the 7600th,level deity who runs things.

COMBAT RANK: |
As 1 promised lust issue, | plan to explain my system of assigning
ranks to the monsters iIn my universe. I use the term '"rank'™ because

I think that the word "level" is overused in the parlance of D&. The
system is still iIn a primitive state, and | hope that some of you
reading this can help me to pTug some of the holes. I am going to
give a rather detailed description of how 1 came upon my system,
pointing out the problems 1 know and looking to you readers to find
the ones 1 haven"t discovered yet, and maybe provide some of the
solutions.

In the beginning was Gygax, and He decreed that there were six levels
of monsters. This was fine as long as the player characters were
limited to low levels, but soon there were characters and monsters
which were far beyond anything Gygax and Arneson had envisioned.

Back In an early 1issue of A&E, Lee published a level table for mon-
sters. It was a vast improvement on the D&D system but didn"t, | felt
go far enough. Lee"s system was loosely based on the monster®s hit
dice and armor class, 1 think. But how would she handle Wayne Shaw"s
Silverslith which has >0 HD (Steve Henderson thinks it should have
100)? How does one compare an AC5 ~D8 monster with one which is AC2
UdU? What 1is needed is a system which takes into account all four of
a monster’s combat factors: number of hit dice, type of hit dice,
armor class, and attack strength (how much damage it does per round).

First we need to look at how the four factors are used iIn combat. The
defender®s armor class 1is cross-reference with the number of hit dice
the attacker has; this gives the probability of getting a hit. IT he
hits, then (ip effect) his attack strength is subtracted from the
defender®"s defense value. When the defense value reaches zero or

below, the defender dies. NOTE: Since the attack and defense values
are based on die rolls , for calculational purposes, | chose to use the
mean die roll value whenever dice-based numbers are needed. This

simplified thipgs and does not cause any significant errors in the
results (I think: problem §1). The formulas in FORTRAN are:

1. POT = (B + M*AHD + 5*DAC)
where POT is the Probdbility To Hit, AHD is the number of the
attacker®s Hit Dice, DAC is the defender®s armor class, and
M and B are factors depending on who the attacker is (M=U,
B=13 for monsters, 2,U for mages, k,it for fighters, and 3,3
for clerics and thieves).

2. TTK = (DHD « DAV) / (POT * ATK) 7 "
where TTK is the number of Turns to Kill the defender, DHD
is the number of the defender®s hit dice, DAV is the mean
value of one of the defender®s hit dice, and ATK 1is the
attacker"s average attack value.

Now to compare two monsters, we calculate each"s TTK with respect to

[Do you really mean B=13 for monsters?--BDG]



the other. The bigger the difference between them, the greater the
difference between their ranks.

So now we have a measure of the difference, all we need now is a unit

of measurement. Since the key word in combat rank is the word 'combat"

I chose a first level, unarmored fighting man as my base unit. All
rank iIs expressed as a comparison against this basic Ffighter. The
rank of a monster is the number of basic Tfighters it would take to® ~

meet the monster iIn combat such that both sides will completely elimi-
nate each other. For example, a Lizard Man is rank three, so if three

basic fighters attack one (or he attacks them), as the last man dies,
he will kill the Lizard Man. A vampire 1is rank 9; nine men Ffighting
it would all die, but the last one would kill him. Additionally,
exactly the same thing would happen i1f three Lizard Men attacked the
vampire; they mutually annihilate each other.

IT you care to try the system on your own, the Tfollowing FORTRAN
formulas will give you the rank of any monsters:

AC = monster®s armor class converted to the range having 0 as the
lowest Value (i.e. subtract the armor class from 9).

ADD 1s any +s or -s to the monster’s hit dice

AVGATK is the AVerage Amount of”~Damage the monster does/round,
expressed as a number of eight-sided dice.

DAVERAGE 1is a function whihh converts a number of non-D8s to their
equivalent expressed as D8s.

HITDICE 1i1s the number of hit dice the monster has

MEANDIE 1is the mean value of one of the monster®s hit dice. (For a
d8, MEANDIE = U.5.)

SLOPE and INTERCEPT depend on the monster®s type:

For Mages: Slope = .02and Intercept = .U8
For Clerics: Slppe = .03 and Intercept = .U8
For Thieves: Slope = .03 and Intercept = .U8
For Fighters: Slope = .0Uand Intercept = .h8
For Monsters: Slope = .0itand Intercept = .58

In FORTRAN, the formulas are:

ARMFAC =.51 - (0.05 * AC)
IF(ARMFAC ,LT, 0.05) ARMFAC = 0.i05
ARMOR = 1.0 / ARMFAC -

DF FENSE = DAVERAGE(HITDICE) * ARMOR

ADICE = HITDICE + (ADD/ MEANDIE)
PSUCCESS = SLOPE*ADICE + 0.01*ADD + INTERCEPT
ATTACK = AVGATK * PSUCCESS

RANK
RANK

8.0*DEFENSE*ATTACK + ATTACK**2
(SMHT(RANK) - ATTACK) * 0.5



Wow for the known problems which need resolving:

1. The attack value 1is based bn the average amount of damage
a monster does iIn one turn. How do you evaluate magical
attacks in light of saving throws? How about Charm spells.
Fear, etc.?

2. The basic fighter with a non-magic weapon always gets a 5"
chance of getting a hit, regardless of the defender®s armor
class (in my world at least), so the system breaks down for
monsters with armor class better than zero (or 2+2).

3. What about the effect of magic weapons?

h. The formula assumes that the attacking men are actually a
connected mob. IT a monster has only one attack, but it does
more than enoggh damage to kill off one basic fighter, his
excess points are soaked up py the remaining men, Killing
them off until all the points have been accounted for.

What 1 find most interesting about my system is that even with its
obvious faults, it works! Two monsters of equivalent rank will, for
the most part , take each out out mn battle. My dungeon populator
program places monsters in my computer dungeons based on their ranks,
The ranks are also used to assign experience points and to decide how
much and what kind of treasure to sprinkle about. Then, when a party
enters the dungeon, 1 figure out their rank and use the result to
decide which level they end up on. Everytime 1 have used this
system, the players have been most satisfied with how things came out,
I run a magic and treasure poor universe; they have to fight for what
they get. But the fights are fair, and the rewards commensurate with
the effort they put out .

ALL THE WORLD®"S MONSTERS

I have sent Lee some working copies of the monster catalog and asked
her to include a sample page in each copy of this issue of A&E so
that you can see how things are shaping up. As of this writing,
there are over 3Q0 different monsters in the catalogue. It looks
like the Chaosium ('White Bear & Red Moon™) will be publishing it.
There will be over 100 pages , and the price is somewhere around $10°
We will have some sort of royalty arrangement for the monsters we use;
see Steve Perrin®s .zinp for the details, as he is handling all the
business arrangements. The closing date for this year"s catalog is
coming up soon (check with Perrin), so if you want to get into Iit,
you had better hurry. -~

Steve has akked me to clarify some of the data items the computer
keeps track of. TYPE is the monster®s encounter classification;
Human, Undead, Dragon, Giant, Insect, Flyer, etc. The ALIGNMENTS are
LAW, CHAOS, GOOD, EVIL, NEUTRAL, LAWFUL-GOOD, LAWFUL-EVIL, CHAOTIC-
GOOD, CHAOTIC-EVIL, HUNGRY and NONE, or any combination of these,
FOUND IN: Dungeons (caverns). Open (wilderness). Woods (forests,
jungles). Mountains, Deserts, in and along Rivers. Swamps, in and
along Seas, Cities (ruins, temples) and in the Air. Note: non-
flyers cannot be found everywhere since they are never found in the
air. All nuinber ranges are expressed as die rolls.

[The Tanking system also makes no allowance for monsters that can
only be hit by silver (e.g. Lycanthropes), those hittable only
by magic (Gargoyles) and those hittable only by weapons of +S
or greater (certain demons)...to say nothing of mummies--bdq]



Don’t be afraid to send in a monster that someone else has sent in.
We already have two very different versions of Banshees, Furies and
Gliths. Who knows, your version Just may be the best of the lot.
Anyway i1f we Use it (and we have used everything sent to us so far)
you get your royalty, no matter how many similar ones there are.

We anly ask that you be brief iIn your desciption. Use as many lines
to describe your monsters as you feel necessary, but please get to
the point and be concise.

IT the catalog is a success (i.e. we don"t lose too much money), there
will very definitely be another volume, perhaps as an annual effort.

BUSINESS

The sale on Archive miniatures and the Arduin Grimoire lasts®"one more
month. The miniatures are 20~ off and can be purchased singly. The

Grimoire"s price is $7.25 (retail $9.50). Send an SAE for my lists.

I now handle Archive, Heritage and Guardian fantasy lines, plus most

boardgames and rule books.

A Talon-ful of Thoughts from the Griffin
--by Char lie Luce

In the original Gygax and Arneson experience system, a character
only got experience for what he personally defeated, and the experi-
ence systems (with the nr240,000 for Fighters, +300,000 for Mages, and
+100,000 for Clerics) were written with this in mind to allow all
classes to progress at the same rate. In that case, 1If your experi-
ence system gives equal experience to all members of a party, should-
n*t all classes have the same table?

Every DM knows of the reason for crock magic; but how many have
a game rationale for its existence? Is it merely due to improper
enchantment, or is it the last line of booby-trap for a treasure?

If a Fighter is supposed to have a,mental " link" with his
enchanted sword, how do you treat reactj.ons when the wielder 1is
Charmed? " 1 have seen systems where you must get both (the sword

saving as a Fighter of Level = Ego, purposed swords 13th), and ones
where you refigure chance of control, reducing the viielder"s
equivalent I1Q to 5. * n i

There are schools of thought which hold both for no effect and
half effect when save vs. paralysis is made, but just what is half-
paralysis? Slowed? Paralyzed from the waist down? One side?

I have read in A&E about different things which make a character
drunk--but has anyone stopped to consider that there are different
kinds of drunks. Some are Jolly, some sentimental, some aggressive,
some go to sleep, etc. Now, how about that as a special character-
istics table?



System Development Corporation

11 May 1977 T™-(L)-5707/501/00
NAME: Destroy Process visible O-function
Explicit: Process: Process Name

Implicit: Requestor: Process Name

Requirements: Requestor is the initiator
Process possesses no read-write pages
Process has no 1/0 devices attached.

Operation: Subtract Process. AddressSpaceSize from CurrentMaxPages, Detach

all tables. Dispatch Reguesto™'.
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Babyl-On 6.5 For A&E 22
Howard MalDer 7-16 Leggett Place, Whitestone,N.Y., 11357

Comments on A&E #21:

On 2-hanc®ed*Swords: My comments were only based on the rules in Grey-
hawk. 1 never claimed any expertise with respect to mideval weaponry.
Now any of you who know something about the real thing, perhaps you
can answer this question. When the 2-handed sword is usee for slashing
and thrusting, rather than swung fully, are the grevhawk damage figures
an acurate estimate, relative to other weapons?

Jon Pickens: Those breakdowns of treasure types were by me.”After some
complaints by some wiseguy that my figure for gems was off | did a more
accurate computation, with fewer approximations, 1iIf anything .ok

per gem iIs an overestimate. It"s closer to -4K Per gem. The wisegriy
claimed the figure was over IK. 1 Huggest he check, his calculation.
Thanks for your fine follow-up, relating things to the dungeom.

C See. A-i-f IS Hrea , m
Ben Grossman: 1 invented the monsters that~Tihor mentioned to you. They
are called™"TiMlepathic and Teleporting Dopplegangers. They are both
explained 1n the Quick Quincy Gazette #2.

Terry Ga:atn: I1"ve sent you a copy of 0QG#4. 1 hope you"ve taken 7a ©
close look*“at my MU system. | do not think i1t is more restrained at

any level of M than "straight Gygax" (i.e. MUl gets to choose one
soell before the expedition, and then throw It once per day. MU2 gets
to choose 2 spells, and throw them each only once per day. If you want
2 sleeps tou take two sleep spells beforehand.) Under my. sytem at every
level the I™ has the choice of every spell he knows, without having

to choose which spells he i1s taking down with him. At the lower levels
the MU even gets more total spells per day than In straight Gygax .

I have made 1t restrained as you put it, but this is onlv with_reject
"o certain oth”™r spsll point systOin.s, not VvJith r6spOct to strsig"'nt

~ 1 never had anyone take me up on the option to play under the
"straight Gygax' system. Let"s take a medium level KJ, 5th level as
an example_ * " )

Under Gygax he gets 4 first level spells, 2 second level, and 1
3rd level. Thus he might for example take 2 sleeps, a cham person,

a Read Ma. 1c. Detect Invisible, Phantasmal force, and a Fireball. _

Under my system his spells cost him 3E.P. for first level, 5 E.P.
for second level,” and 8 E.P. for 3rd level speiis. Now If he hao an
intelligence of 16, he would get 16 E.P. per day. Thus he could n”
throw the spells Ifive listed under Gygax\.System all iIn one cay; they
total to 30 E.P. ) .

However, he has many more options open than under striaght Gygax.
Down in the dungeon it may turn out that what he needs is to throw a
Haste and an Invisibility 10"r. Under my sytaem he can. Or he
might find he needs to throw 3 strengths, under my sbstem he can. Ur
even two hold portals, a Locate Object, and a Levitate.

Basically the Key i1s the ability to give a flexible”™ response.!
try to set things um so that a variety of spells are necessary to

If you dislike my present sytem, 1 know you 11 just hate my n~
system which is based on sclools of MUs. 1"ve tkken the opportunity
to Remove charm person from the spell list, and move sleep up to 3r
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level, where it riahtly belongs, I1°ve course since the whole game at
low levels hinges on sleep, I1°ve had to make appropriate changes 1in
my wandering monster tables. _

To everyone 1Inbroncral: It seems that most people lean toward campaigns
where the Ms are by TH far the strongest character class. |1
do not like this one bit when 1 play. Of coufseiA arounc here there is
generally only one character per person per dungeon, and characters
are not transferable. Thus i1f you do not play a MU, you find yourself
disliking the i1dea rather guickly of the IAs being strongf r than the
other classes. Thus the only rational choice, iIs to plav Mbs, or to
play In campaigns where the other classes have a chance. 1 think the
lattEr i1s a better solution, since everyone can not play MUs if you
want to have a fun expedition.

Carv Mab”™In: You®ve won this 1issue®s prize for unrestrianed research.
Feeble mind is 5th level. Your silence spell i1s designed to prevent
a spell caster from throwina spells. (Actually In my world, no spell
caster IS affected” adversely by silence, but that"s anyother story.)
Now grnatod it is only temporary, has a shorter range, and does not
recuce saving throws by 4, as does feeblemind. However, from your
dcsciotion T suspect that i1t is intended to be useable ws.- Clerics
as well as Mbs. AlIl in all 1 can not see that your Silence is not
4th level, 9iven feebleminc® at 5th. Please notice thit 1 do not
claim that Mv comments should have any effect on what you and your
character do. Is xt any wonder why 1 run a closed worlc.

On Multiple Plows per Melee Round: As most of you should be aware, there
are two ouite different Combat systems put forth in the rules. The
Chainmail System has a fixed probability to hit, but as you co up you
get more attacks per melee round. Each hit scored does 1 point of
damage. The second system, 1is the so-called Alternative combat svstem,
which features only one attack per melee round, but increased hit
probability as you go up. Also 1t iIs with this system that damage by
weapon type and damage bonuses were iIntended to be used. _

It has come to my i1ttention that certain people use the i1dea that
a fourth level fighter should get 4 swings per melie round, each of
which has hit probability as in the alternative system, damage as
per there. To say the leax this makes fighters much stronger with
respect to monsters, than was intended in the rules. In such wotlds
the thing to worry about are encounters with humanoids.

In A&E21 vardou"s"ithave mentioned their own systems, which do not
give one blow per level, but rather one for everv three levels In the
case of fTighters. Well in one swell swoop they ve made every monster,
hs outlined iIn the rules much easier to kill. There 1s nothing wrong
with this in and of itself. However, these are the same people
who would tell me that their characters had to work hard to get up,
and thus | was doing them a diservice iIn not alllowing them to use
them In my campaign. ) ,

I believe that such efforts to increase player characters at
the expense of the monsters, are at beast useless effort. SIlI that
is accom.plikhed, could be done by reducing the level and numiper of ~
monsters®appearing on a given dungeon level, or alternately i1ncreasing
the treasure (assuming you wnat your dungeon to be easierJ.ihis seems
easier to me, than making monsters such as Owlbears, iInto a joke.



FROM THE OTHER END OP THE CIRCLE #2
a fantastical publication from William B. Herdle, 77 Carpenter Ave,
Apt 5N, Mount Kisco, NY 10579 (91™)-666-8380

Crock Magic Like many of you, | have wondered from time to time
why the TSR magic tables include so many 'crocks™.
(By this I mean trick items that are deceptive, Impostrous, or iIm-

paired into uselessness.) Finding no satisfying explanation, 1 soon
revised my tables to reduce greatly the number of such items. How-
ever, | did not eliminate them entirely because crocks serve two

useful functions: they add new dangers to the game and the¥ rein-
troduce uncertainty for those players who have read the rules care-
fully. These effects can also be achieved by dreaming up new/ or
altered magical items, but crocks still have a place, and therefore
a rationale for their existence must be found. -

Now, 1 can understand how an occasional delusion ring might
come into the world as a practical joke or trap device created by
a high-level mage, but considering the time I"equired to enchant a
ring, the number of rings from this source must be iInfinitesimal.
And crocks can®"t all be made by mistake or faulty enchantment,
because mages who make mistakes of that magnitude don"t live very
long. 1 therefore offer an alternative explanation based on the
idea (originated, as far as | know, by Skip Schiffer in 197") that
many magical i1tems are enchanted by binding to each item a demon
or other extradimensional being (EDB). This novel premise can be
used to explain a large number of D&D phenomena, such as the per-
sonalities and alignments of swords, that 1°1l1 go into more deeply
another time. In most cases it"s reasonable to assume that the EDB
doesn"t enjoy being bound to an object or having his powers tapped
g8Jid channeled to operate i1t. When given a chance, as during the
magical chaos surrounding a fireball explosion, he will break free
and return home (or maybe stick around to get even...). But sup-
pose the agent of his release i1s enough to break only part of the
enchantment. Suppose he i1s still bound to the ring, rope, or what-
ever, but that he iIs now able to exercise some control over how
his tapped power is used. Now ho can have revenge! Ho can strangle
whoever holds the rope, mislead the wearer of the ring, or do _=
whatever suits his fancy within limits fixed by his basic powers
and the extent to which he is still bound by the remaining enchant-
ments. Thus the magical i1tem becomes a Rope of Constriction, a
Ring of Delusion, a cursed sword, etc.

One attractive result of this rationale is that the GM can
now justify having fun playing crocks. V/hen the i1tem possesses -
a malevolent intelligence, the GM iIs free to use his v;its to let it
exercise 1ts powers to best advantage, without unfairly playing
"against” his players. This can provide a welcome relief from hours
of running a balanced world designed primarily to help the players
have fun. Furthermore, the list of crocks is suddenly endless.
V/hen the die-roll says '"Delusion Ring'", substitute "Ring with demon
partly free" ana create a ring that refuses to function at i1noppor-
tune moments, that tries to get i1ts wearer fireballed (to provide
further escape opportunities), or that hates mages with red beards.
Finally, normal magic items can be converted into crocks, for any
time the item must save against being destroyed by magic, there
will be a small probability that the,EDB will be only partially
liberated. -
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A word of caution is 1ii order at this point for GMs who con-
sider adopting this system: RESTRAINT! Consider how dangerous 1is
an item that behaves normally in every way until, at the worst
possible moment, i1t suddenly strikes. The player must be given
some chance to discover the true nature of his character®s i1tem.
For this reason, 1 assume that in most cases removal of part of
the binding enchantment simultaneously decreases the abilities of
the bound EDB, so that the properties of the device are alv/ays
altered. This v/ould be the case I1If iIn tbe process of channeling
the EDB"s pov;er toward a specific magical end, that power were
also amplified by further tapping“"the EDB"s reserves.

Scrolls Consider now the question of scrolls, which 1 do not

normally assume have EDBs bound to them. A scroll,
being a one-use i1tem, is relatively easy to enchant. Therefore it
IS reasonable to suppose that a '"curse'" scroll might be made spe-
cifically to discourage thieves from pav/ing through a mage®s be-
longings, But there are other possible explanations for curse
scrolls, stemming from the observation that what might be desir-
able for the mage who prepared the scroll might seem a curse to
the thief who finds it. The most obvious example is a scroll that
teleports the reader to a safe place. This line of reasoning led
to a consideration of scrolls iIn general, and to a classification
of scrolls i1nto five maj”™ types, defined as follov/s:

Type A — functions as a Spellbook. Only a magic-user (mage or™
cleric, as appropriate) can cast a spell from it, and
to do so lie must expend spell points, risk klutzing, or encounter
v/hatever other magic-limiting factor your system, uses. Type A
scrolls, unlike other types, may be used repeatedly. -

Tvpe B — reqgnires only Read Magic to release the magic spell

- stored on the scroll. Thus a high-level spell can be
triggered by a low-level mage or a fighter with a read magic
sword.

Type G — executes its spell when a keyword is spoken. These

- scrolls are "fast magic', like v/ands, staves, and spell
storing rings, and will take effect before a normally cast spell
can be completed. Type C scrolls are sometimes carried unfurled
ready for use, fastened to the back of a fighter s shield. They
are useable by all classes.

Type D — written in nonmagical language, can be read and used
by anyone v/o can read the proper tongue. Protection
scrolls are of this type.

Type E — Designed as "fast magic'” that need not be carried open
to be used quickly, these scrolls will go off iInstantly
on“being unrolled. If the person unrolling the scroll 1is unaware
of i1ts contents or is unprepared, the spell will be uncontrolled
(1.e. the wrong person — namely you — gets polymorphed into a
toad, the fireball goes off on top of you, etc.). Clearly many
-so-called ™"curse" scrolls are Type E scrolls that are misused.

Scrolls that convert from one type to another after use or
during prolonged storage arc also found occasionally, as axe
scrolls with multiple charges.

/:;bi1 H



- - THE GRIFFIN’S QUILL pens once again, this being #8 from
r- Heilborn the Griffin and his alter-ego Charlie Luce, writtable
at-V252 51st St, ##e, San Diego, CA 921155 .Phone (711+) 281-7897.

Well, since the Post Awftl delayed my triginal #8, | retype it 1n
hopes of getting the whole mess in iIn time for #22, So, to proceed

right along?.;: , .-
GRIFFIN DROPPINGS— catching up on comments? "

, ON A&E:#19\. .

PHILLIP _McGRBGOR; V/hile."! like your work on armor, shouldn’t 'cheap"

armor be one class lower than "normal”? Otherwise all magic armor has
to be refigured./@/.:-What do”you think~the buyingt.power of aP~D&DcGQId

Piece is in modern money (Austrailian or U.SV, take your pick)?,

HARTLEY PATTERSON; In your combat’™system™ how do you treat Bracers of
Defense/Rings of Protection? Also, do you have a table of Monster Rat-
ings and Armor Classes you could print or could be obtained?

JIM BOLTON; .thunderbirds are “great— with a little reworking for my
systems, they make a fantastic Neutral counterpart to Phoenix, But,
k feet long with, a three foot wingspread? Don”t you mean nine feet?

HOWARD MAHLER; 1I. play that Haste causes double speed but four times,
-fatigue, With the result that the Hasted are exausted three half-
r.otmdjs Into the battle, or after three moyes. It saves Haste for the

real; e m e r g e n ¢c 1 e s ™~ gJgx> = -~ |

CHEYRL LLOYD; If Oloryn is Lawful, why,is she becoming a White Dragon,
and 1Tt Chaotic, why is she riding a Unicorn? (If Neutral, both"ques-
tions apply). Ellen, by the way, thinks the story was beautiful.
Corwyn and Sandalf (ray dragon characters) thank you for the story of
St, Dragon (they’re Neutral, but Good), -

JAMES CERRATO; For Mastadons, .l use 8 Hit Dice, Move 9?7 AC5, 2-8 Ap-
pear, carry 9000 Gold Pieces./0©/The draining of levels does not us-
ually refer to -Experience Levels, but Energy Levels (Hit Dice). This
loss and the weakling’effects reduces you attack, defense, ahd resis-
tance (save)s5 things like Thief Ability or Spell Use would not necce-
-sarily be affected (though spell power would be). Treating Energy
Levels as the same as Experience Levels is, though, much easier,

JIK ECKMAN; On your hit system; in changing all hit dice to D6 you -
take out one of the balancing features of the original system,: VJould-
n"t 1t be better to use your constitution of the appropriate die?
Also, shouldn’t a semi-fighter class such as Thleves count as:two--
thirds rather than half actual level?

AND NON:z FOR THE M STUFF, COMMENTS ON #20... " g
MORNO/mAD SGHENCK/ART-IST-pfe"SON; Absolutely Fantasticl

LEE; Cancel is meant to fit in a progression of s._pells; Dispel Magic
(3rd), Remove Curse (“th), Disenchant (6th-described later), Cancel,
and-Limited-Wish (the most-purpose catch-all spell/7th). The once a
-month and good item saving throws were.;theant to be "equilizers"™ for
the spell level; i1f 1 was going to change, 1 to Negate I ’d either =m
have to eliminate the.saving throws or.make it an area effect. As

for purposed swords, the 1Q and Ego of 12 already runs them up against
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the minicium of 5? but™if you wanted to define the sword as an Artifact
in that case and give 1t a save of 2, you could. If you really want to
crock®"the spoll, ,you could always say that a successful cancellation
renders the mage powerless forj say, 3-18 turns, ,
BILL TAYLOR; Dick Eney had an exellent random terrain system in A&E
13, 1f you have or can get hold of a copy, - .
-IRNIE KATZ; VJelcome to the hobby (from an old-timer) I Don’t worry”~ab-
out being laughed at— we all had to learn sometime./0/ldentification
of magic i1tems depends on the type of campaign. In a closed”™campaign,
with the DM(*s) and players separate, experimentation.and trial-and- -
error, as well as long term observation, will tell you. what (or about;
what) you have. In a ™ultiverse” system™ there has to be a way~for
the player to i1dentify items. The system of writing the properties of
an item on a card, to be put in an envelope which gets read by the

DMs, but 1f your DMs are also players this peets with some problems.

IT the players are to be told what an i1tem iIs, there should be some
cost i1nvolved: either iIn the risk of doins some experimenting, oOr in
having to pay for analysis (Glenn Blacow’s system, described in A& I
(and persumably, to be included iIn his house rules) is a good example
of the latter./©/Your magic limiting system is perfectly goog; don t
be surprised 1f someone writes saying they want to play it.

PHILLIP McGRBGOiR; While your treatnent;.of a ’thuch™* attack Is logical
(except, perhapsthat you failed to consider the effect of a shield),
nost things that make that sort of attack are already pretty vicious.
Do you allow saves vs. energy drain or disease? Also, would the iInsu-
lating qualities of the fields producedvby Bracers and Rmgs utill_
count towards tho /kmor Cia.ss?/@/0n Prowlers; do you do the character-
istics of 9-27? 6D™M+3? Also, It seems to,me that first-strike would be
determined by dexterity, not always the Prowler fTirst.

Ci-IRY Mi"iRTIN; Lee published an Anti-Psi Shell in /& 1©, and that
case also 1 asked i1f the shell stops magic going out.: If not, the MJ
has a perfect defense at a minor inconvienience— a spell more powers
ful than 6th or 7th level. Shouldn®t Silence be 3rd level? Feeblemind
5-5th,/0/1 like your tracklng table very much. What types of adjust-
ments would you use for various monsters? t,
STWART LEVIN; See the Griffin? (Of course not— there aren"t any illI"'V's-
trations on this zine) The Griffin Is reading A&E #21. Tsk, Tsk— the
Iron Mask can dish* It out, but can"t take it (the Griffin iIs not nrf
pressed). Besides, I thought you were calling®™ off the feuds.

ICAY; Heilborn®s lab is iIn the basement, and ho-manages (of course, he
has developed Alchemical Airwick), . u

NICOLAI; VJhen I can scare up a copy of M;A, 1711 print up the mutation
chart for the various aliens.

JIM BOLTON; Thanks for the comments on Harrekki (see below)

FANG (finally); Don"t feel to0" bad. At LOSCON, I got a character butch-
ered and almost realigned due to failed 1Q and VJisdom rolls resulting
in some very questionable actions (this by the you-gotta-s-bay-in-char
acter champions and mas"ters of the double standard, Wayne & Nicolai),

Tou did the magical Sojiwith Camel--thanks I (It was me who wanted to
see It after you did-the magic Security Blanket),
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JEFFEIRy ‘W1 Thank you for your useful and informtive article on
P.BilVC"K.S;. 5 about one on Ridiculing Abusive Negative Dun—
geon One-trUe-way) Masteys ~.A_N,D,O0,M.”~, and their pets, the
TIAOTDM (Typical Invincible Avatar Of The DW);? ;

CHRIS PBTTUS; Ybu don®"t like nages, do you?{By ny calculations, the
last level that a 1Qt2, ©on 11 mage can expect to be atle to use each
‘of his spells once is third; after that, he can*t (by sth, he can"t
do 1t ,wi]jh a balanced spell mix with, straight 18s). If-you want, 1
can write 1t up in;detail.

JERisMY PAULSON;, If Reincarnated counts ,aa no kill, Clyvendyr®s Keep
works out to. around @ * 1/6 * 1=1GP.:per shekel). While 1 intend to
sell and buy independently (see below), I will.deal with Unibank sub-
scribers on that ljasis, if you wish, ?

PEGGT GEMIGNANI TiINICORNiI 1 have read (at Ina™t twice each)"all four
of Anne McCaffery®"s Dragon books, and the male dragons Were not ster-
ilized bK firestone, only the females (which is why Golds /no pun iIn-
tended, Lee/ didn"t flame Thread). As for the breath weapon, that is
f&r firestone .chew/ing, not like D&D dragons,/©/ Phillip McGregor was
the one who didn®"t think a person could manuver in plate*,/0/ It E
knew why there were players who weren’t honest with the DMs, 1*d tell
you, but 1 just don®"t think I understand it,/@/ "iSee Dungeoneer #3"?
V/ell, 1 never have, but 1If you are accusing me of stealing the idea,
I have to say that, my ideas, came from Che|]5Tl, Ursula L~uin, and the
work I had already done with Kay on Anne McGaffery"s fire lizards..

JOHN SUILILJVAN? Youfre welcome;; for. Demon Figh.tei%; EN was *
entertaining. On Wulth, a non-player Hoka hmaed Maxwell Smart is lur-
king for the unwary, With his spell, Cone of Silence,,,) "

BILL HERDLEj If there are two. camps, of D&, I call for the Third
Force,"-, as 1 use neither the Shapiro ultra-power nor the Blacow res-
trictions,,,/0/You are quite® fight about the benifits of the closed {
world; 1 see the redeeming virtues of the Multive.rse as threes. From a
practical standpoint, the player who only gets to play at conventions
iIs saved from thirty 1st-3rd level characters; Watching the charac»
ters adapt from world to world (like. my V/erea''gle-Poet) i1s fun; and
the game-interaction of characters from different worlds iIs facinat-
ing to run and observe ,(Right, Kafy?),

PAUL JAQUAYSs Please! Us poor folk would miss even more nice material

than we doomow i1f nobody would ever reprint,/0/You do the best job I

have ever seen on writing the Star Trek/Gheckov .psudeo-Russian. accent.
"1s there i1n Charis"ma no Beauty'" gets my vote as title of the month.

TERRY, . .GRAIN; (Besides the obvious "why ask me?') If what I have read
is tinie, the attack .speed should be about the same, With~the modifiw
cations: suggested in the® essay, both the Spell-squared and Shaw spell
systems can be .fitted to a equitable mage progression, if-that 1s F
"ybur wish, (I*m still analyzing the Ghris Pettus system),

KEN {PIG;. Best of luck to the C-people (want to trade for a VJish If
the unfortunate happens?)./0/0n Samurai:M suggest that the number;
of arts known be. limited and dependent on 1Q, thus adding a fifth
restraining characteristici The swords are indeed cheap swohds of {
sharpness; 1 might substitute a critical hit Oh any 20 (under mo’st :
D20 systems, a six-fold increase), Undermost situations, the iai" =
draw Is an advantage only i1f the opponent has not drawn®bXade before
closing, especially if the opponent knoWs about Samurai, Kiail is cute.
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«ttit, T think you overbstimate/lt (from Heilborn; "On a clear night, a
lion’s roar can be heard for ten miles. Putting that lungpower inro
an eagle’s scream i1s what a Griffin’s war cry i1s. If 1 don’t get a
bonus, I am skeptical of any human’s claim tc one”*). Finally, 1 sug-
gest a slight alteration in EP: 1st=0, 2nd=3000, Srd"GoO0", ~th and
above as Rangers, The article was well-written and well researched;
the criticizims were meant only to aid iIn bringing about play-balance,

WAYNE; Thanks for the printing of the magic system. It doesn’t make
much difference In my essay, as | was using Lightning Bolt instead of
Fireball to save points; chokeoff is still around 10th for an average
mage (hot, you understand, that I am claiming-tliis is bad. My point
through this whole thing was that, most spell point suggestions were
actually more restrictive than "straight Gygax" for high-level MGs),

CHERYL; Thank me? 1 thank you for the idea of Harrekkl Iron Rations?
surely they have b~"ter taste than that?

JIM THOMAS; Well, Purify Water thrown® on Hydrochloric Acid would ?rob—
ably separate the Hydrogen Chloride from the water (with spectacula
results when"the HGI then recombines wijsh atmospheric water vapor),

" "GOMMENTS AT LARGE; "\V " ; e

ON HARRIEKKI; L, will long remember #21 as the ego-boo issue, and Har-
rekki are a big part of that, | thank again Jim Bolton for his note
on Sleep; Let mt, be noted that I reccomend giving Harrekki normal sav-
..Ig throws against sleep; If you already do so, glVe them + saves.

At the same time, 11k® to reprint in slightly altered form my

system for determining the size of Dragon-Types;

DRAGON SIZE;
Nose-to-tail length equals hit points times a fudge factor (I use-
in Inches, not tens of feet; Dragons, 5"5 Harrekki, 2'"; Pern-Lizards,
3'". Having no Hit Dice for Pern Dragons or Werelings they are not in
my system). Other dimensions are then calculated as follows:

Length (NosB-to-tail) = HP * FF |
wWingspread (full) = Length I -
Length (normal standing) = ,83 Length

Height (to top of.shoulder) = ,30 Length
Height (top of head, normal standlng) ,35 Length
Width (wings fblded) ,33 length >

Specials for Chromatic Dragons; Wingspread = 1,2 Length
V/idth = Length

ON SPELL SELLING;"Recently, after talking with Kay Jones- and others,

I have come to the conclusion that putting non-player researched
spells on the marked is not a good idea, due to the possibility of
using this as a shortcut to having the players do theil own. As a re-
sult, except for two 9th level spells, enly the spells actually re-
searched by my player characters will be offered. The Illusionist
spells 1 have offered were created as a result of an extensive rewrite
of I1llusionists done i1n local play (Glenn: If Peter Aronson iIs int-
erested i1In what has been done, let me know and I will send a copy of
the local version), and ape therefore already available to the local
Illusionists; sale of those are not affected. As no clerical spells
have been. Ssreal.ed, by this campaign, only Magic-User spells are af-*
fected. OF those, the following spells®"which have appeared in this



PAGE FIVE
zine for sale are still being offered. All others are not. As the
only recorded sale has been last month’s sale of Self-Blanky no pre-
vious sales are affected.

FOR SALE;
From A&E 16; Recharge (MU 5 - 25,000 GP
Improve (MU 6) — 35»00<”™ GP
From A&E 1?; Teleportal (MU 5)- 25,000 GP
From A&E 18;. Magical trap I (MU = 18,000 GP
Shadow Arrow (1 2) — ~00 GP
[ Change Others (X 5 — 20,000 GP
Window (I 6) --32,000 GP
From A& 20; Cancel (MU 6) — 7,000 GP
Self-Blank (i Kl — 20.000 GP
Please notify me of purchace in A& or by letter (Heilborn, who
has done all the MU research, would appreciate i1t). All sales are
for the use of the purchaaing mage only, unless a special deal 1is
made; no resale is allowed.

ON COMBAT; Would those of you who have minimum Strength/Dexterity vs.
Weapon ‘ri:i please print or send them? I would like to do something
of the sort, but have no i1dea where to begin.

AND NOW, THE MAIN PIECE OF THIS LITTLE EFFORT — ON REINCARNATION.

I have noticed the thoeries and tables printed to deal with
the problem of Reincarnation. Rather than print my own system, |
thought that it might be more helpful to present an article on the
subject, 1 can claim, if not expertise, at least experience with the
problem; my first system predates GREYHAWK, my current system is the
result of many playtests and revisions, -

There-.gjpfe two’basics tb"h Relnearhatidn systeft:® First,, that'the c*
retainment of previous alignment iIs basic to a new iIncarnation; sec-
ond, that the occurance of unplayable types be small. The first is
reasonably straightforward; but the second calls for some expansion.

IT your campaign does not consider monsters (non-humanoids) to be
playable character types, then they should not be prominant on your
charts. If you do, then ;”u should be prepared to play them, with
at least an i1dea of the rules and conventions you will use,

Intellegentce is usually desired in a character (at least 3), The
use of non-intellegent forms is perfectly legitimate as a ™crock"
result, but don"t overdo i1t. Placing hmnan-like intellegence iIn a
normally animal (non-were) fTorm should depend on the campaign; if
such intellegent animals (a la Narnia) are common, then they would
be expected to appear iIn Reincarnations, but if not, the chances for
such should not be too large.

The forms should be restricted to "'real” creatures; that is, ez-
cluding such things as Undead, Enchanted monsters. Demons, aifi the
like, .In addition, for playability i1t is perfectly legitimate to not
include such creatures as Mermen, Snts, etc,, which would be extrem-
ly difficult for the player to run.

After deciding which creatures to incluse iIn the tables, the next
question iIs the form that the tables will take. 1 reccomend the two-
layer system which I use; a first roll to determine category, then a
second to determine specific species. The category roll includes such
thing as; Duplicate of old body. Same Species, Humanoid, Monster, etc.
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The species tables should be constructed to reflect the rarity of a,
species— 1T speci-se A is Tive times as common as species B, the table
should reflect 1t (and the same criterion applies within an align-
ment] 1f 90" of species C is Lawful, the chances should reflect 1t).

Having determined the species, characteristics should be found
next. As a sort of interface between species and characteristics, don’t
forget sex; 1f a Dwarf can come back as a Unicorn, there’s no guaran-
tee that a sex change won’t be involved, 1 play that, just as there 1is
a better chance of returning as a similar species to the original, t
there i1s a better chance of retaining the former sex, but this is en-
tirely up to you when designing your own charts.

For the other characteristics, the determination can take many
forms. Characteristics can remain the same or nearly so, they can be
completely re-rolled, or anywhere in between. Since | play that mind
and memory remain intact (although any afterlife is forgotten), I
play that physical characteristics (Strength, Constitution)are re-
rolled, mental ones (Intellegence, Wisdom) remain relatively intact,
and combination types (Dexterity, Charisma) somewhere iIn between.

Lastly, the problem of experience and orientation, A new body,
even 1T similar, takes time to get used to; i1f class i1s changed, the
character must start almost completely over. My system for experience
ranges from 99” for Duplicate body and 90" for Same species/Same class
to 257 for Very Different body/different class. | have no fixed sys-
tem for orientation, but I make, a reccomendation, based on the situ-
ation, of from a few weeks to several months. For example, when Wil-
lis Incarnated as a Phoenix, he-was barely able t, move, and he didn’t
adventure for months, even though being trained in his new form by a
Wereagle, ..

A final word for those in Multiversal (open) campaigns; v/hen you
are playing someone from another area, keep in mind that some species
may not be playable in the player’s "home"™ campaigns. Some flexibility

In consideration of those people is always appreciated, and helps the
reputation as well,

I hope this has been helpful to those IMs who have been having
problems with reincarnation; of course, everyone has thMr own ideas
and preferences, and will design a system utilizing them— the opinions
and reccomendations 1 make are merely that. Comments are welcome; |1
can always do with a fresh point of view, :

A CLOSING NOTE; 1I1°ve noticed iIn the past few issues a very bel-
ligerent attitude from several (mostly western) persons toward Glenn
Blac.ow, Now, 1 can understand the reasons for most of i1t, but 1 real-
ly think that 1t’s going a bit too far, Glenn isn’t the.only writer
in A&Fi_With strong prejudices, nor has he attacked anyone lately. The
man appeafs to be a good player and DM; he’s given.me some >good ideas,
arid he should be giveri a chance before war 1is declared.- (Sigh--now I
get i1t from all sides for getting involved i1t this mess) Maybe 1°m
just too forgiving— 1°m not even mad at Stu Levin for very long,

m Well, until the verbal bombs start bursting in #23, 1 take my
leave. Hellborri, Ellen, and the assorted crew join me In wishing you--

£ e u """ 7 Good Huntingl



DOOMKEEP

by Peter Becker, Walker Blaine and Jamie Matthews; 1192 Park Ave., NY,
NY, 10028. We thank Lee Gold for her efforts, and We hope that you
like the first 1issue of our zine.

MONSTERS & TREASURE

BERVES: # appearing: 4-40; Armor Class: 6; Move: 8' Lair: 10"
Type 1I; 2 attacks; 1-3/claw; 1-4 claw + Charm Venom, -4 on saving
throw. The Berv appears as a cute, Tfuzzy, teddy bear type of animal
(16+ charisma) whJdch 1is very appealing to any human, dwarf, elf or
hobbit with wisdom 3-12. IT one of the above types sees one, he will
suffer the effects of a charm spell. IfT the victim fails to save, he
will a low the Berves to follow him wherever he goes without harming a
hair on theirF little bodies. They tend to be neutral and have little
or no training In fighting. If a second group of Berves is encounter-
ed they will immediately Join the Tfirst bunch.

RATS: 8 appearing: 10-100; Armor Class; 4; Move: 6"; no treasure.
Attacks: 1/4 HP/scratch; 1-2/bite; both are -4 to hit on any moving?
target. There 1is a 107/ chance that any group of rats will have rabies.
IT a victim is bitten by an iInfected rat, there 1iIs an 85/ chance he
will contract rabies; if so, he will go mad iIn 2-12 days, unless he
gets a Cure Disease from a cleric before he goes Insane. Otherwise you
might as well start a new character. They will be found accompanying
Wererats or Ratmen 1/3 of the time. If so, they will be controlled by
the wererats or ratmen, and the chance of rabies goes up to 50/.

SINGIN”SWORDS: Type A; sings as a level 2-24 Bard (as found in
The Strategic Review). There 1is a 95/ chance a Type A Singing Sword
will be too old and fragile to be used iIn battle; if It is used in
battle, there 1is 99/ chance that i1t will break on any given strike.

SINGING SWORDS-Type B; roll on a D8 once per turn; with a roll of
6-8, the sword will sing for 1-4 full turns. When in this state, the
sword wi Il become +3 to hit and damage. Note that this sword does not
sing as a bard as Type A does, but its singing 1iIs so enchanting that
the wandering monster chance doubles.

RING OF OPENING: This 1i1tem contains [1-100 Knock spells, which
are activated by tapping your hand on the door.

MAGNETIC ARMOR: see the frustration when your heroes can"t get
it off.

THE SWORD OF THE FLASH; this sword when in battle, on a roll of
6 on a D6 rolling once per melee round will emit a great flash which
has an 85/ chance of blinding anyone except the wielder In a 5" radius

for 1-3 rounds. If the being 1is expecting the flash, there is only a
25/ chance of becoming blinded. A blinded character will defend at
a -8, -8 to hit, -3 on damage, and missile fire 1is impossible. These

swords bill be +1, +3 vs. Undead, and should not be excessive.

‘]v'_rt*** **

We have seen Tive copies of A& and we think that the col lection
of authors and work 1is excel lent. Probably the best part of your #14
issue was the section with the ringwraiths, the ring chart, and the
dragon claw and bite vs. age chart. {.This appeared in THE VOICE OF
DARIOMORE by Mark A. Kramer.--LG™ The Neutral Dragons iThis might
be a reference to VJidsley lves” zine in the same issue. ~~LG" confused
us quite a bit , because it seems that if a dragon had no real goals
or intentions, he would not really care about much.



So far none of us have ever seen any charts for e.p. on anything
other than experience for beating up people and taking their life
savings. It might be a good idea to give a base 50 experience points
for a thief pick-pocketing someone and modify that base by adding 5
e.p. Tor every level above the thief the victim is and subtracting 5
ep fTor every level below the thief the victim is. We would like your
comments on that system.

A few other comments on the 714 issue. The draft for the non-
fighter paladins (somewhere around the end of that issue) GZ' haven’t
been able to trace the authorship of this one unless it"s a reference
to Sam Konkin®s Anti-Thief.--LG-] was a good idea. But we think that
an anti-paladin goes totally against the real medieval type of pala-
dins in Europe 1iIn the days of yore.

We now present to you: The Swordsman of Ismay, our new TfTighter
sub-class. Any new ideas about i1t or comments on it would be well
appreciated. Thank you.

\Y A D& CHARACTER TYPE
THE SWORDSMAN OF ISMAY
Authors®™ note: In the time iIn which D&D is set, rapiers, muskets,
dtc. have not yet come 1iInto use. However, we have created a character
class which employs the rapier as its main weapon. The rapier, being
a very light and maneuverable sword, gives its users certain abilities
not available to the users of normal broadswords. It is impossible,

however, fTor a broadsword user to switch to a rapier. The place
which we have decided upon for our swordsman to come from is called
1smay - In our world it is an Island. The name came

TRILOGY by Ursula K. LeGu in. We hope you enjoy The

Leve 1 Name Exp. Pts. Hit Dice Fight as
1 Slasher 1* " 1 man +1
2 Sli cer 3000 2 2 Men

3 Cutter 6000 3+1 3 Men +2
4 Swordbearer 12 K 4 4Men

5 Epee Master "24 K 5+1 5 Men +1
6 G lad 1ator 50 K 7 6 Men +3
7 Swashbuckler 100 K o+1 7 Men

8 Swordsman 200 K 9 8 Men

9 Swordsman 9th = 400 K 9+2 9 Men +1
10 Swordsman 10th 800 K 9+4 ,,10 Men +1
11 Swordsman 11th 1600 K 9+6 11 Men +1
12 Swordsman 12th 2600 K 9+8 12 Men +1
13 Swordsman 13th 3600 K 9+ 10 13 Men

14 Swordsman 14th 4600 K of 12 14 Men

15 Sword sman 15th 5600 K o+ 14 15 Men

16 Swordsman 16th 6600 K 9+ 15 16 Men

* 6 HP as an original hit point roll for fighters. They must make
this requirement before they opt for the next ones

The requirements for a Swordsman of Ismay are quite hard to achieve.
They are: 17+ Dexterity, 16+ Strength. All Slashers (level 1) must
have at least 6 HP. This claps is open to humans, but they must have
been born or trained at Ismay. There 1is no alignment requirement.



Rapter Blocks I Chance of Rapier Breaking
two-handed Swdfld-.... 2: q

normal sword

larger than man size opponent * 55%

Add +2~ for every additional damage point due to strength, as per
Greyhawk. /t

Rapiers: Cost and Cleaning:

The costs of swor™ds (rapiers) are the following: but remember
If you have a normal smith make It, beware. The smifhs of that time
had no ldea what a rapier was. So theV, st™oCild bb -2' to hit.

Rapier Materials: 30 GP Rapier Todls;" WGPs.;

Time multiples: the base time for making rapiers Is ten days.
Modify this base by the fdl lowlng chart:
Swordsman»« LvL.. Time multiple Swcrdswen’s tvl Time multJole
NTgirr "

471-8 -Vg( _1.5 *** 13-15 X 1/2

- \ |><>l 1 __J1;6+ X 1/4
Disabilities: Along with the abl Ilties, there are also disabilities
of this dhariacter class.’ First, they are ndti allowed to wear any

armor whatsoever. SWbr'd's can break too. ‘' But th« greatest dlsabll Ity
that swordsmen of Ismay must face Is that’ the™ levels of experience are’
so far apart. 'They are further apart than those of any class that

I have yet to red'd of. A '

How to play them; Don’'t let more than two or thr.ee player-swordsmen
get into your Wwid, or else there wtlin>e ao significance to them.
Play these mee' as Vlou pould play & muskleteer. By' this | mean that
they should be fast, wise and gaiiant. As for' the allgnment of a non-
player swprd'sman, it shbuld ijeV 65° Lfkanu 125f, Mbutral. 10™ Chaos.

i T i f om

WE HOPE YOU ENJOY OUR NEW CHARACTER CLASS

Armor Class ,MQuc_Iification by Le_\isé) (eot Including 3(:1ie_fgnse)

Leve | AC

-3 9

4-5 8

6-8 7

9-10 6

I1-13 5

14-15 4

16 3

Armor Class will stay at 3, until level 25, when It will become
2 fore\/er;." oA i : i L . . M ~w a.dl i:



Abilities: Fighting with a rapier is a major ability for this type.
When using a rapier, there are two alternatives: slashing and lunging,
Damage 1is fTigured as fTollows: 1-6 on a slash, 1-12 on a lunge. Ir
the swordsman is an expert in the rapier, damage 1is greater: 1-8 on

a slash, 2-]6 on a lunge. Critical hits can also be scored: a chart
showing this will bppear later iIn this article.

Another advantage of the rapier is that of disarming the opponent.

A chart of this will also be shown Ilater. All swordsman may raise
their defense +1 for eveyy three levels they attain and raise their
hit probability +1 for every 4 levels. Swordsmen have all thieving
bbillties except pick-pocketting and opening locks. They are only
allowed to use spears and rapiers. They can at no time possessS more
than four magical items. They may not use any magical weapons but
spears and rapiers, and there is only a \f chance of magical rapiers

Critical Hit: Lunges only (For slashes, use sword chart)
01-50 No Critical Hit. Normal damage.
51-85 Consult Table |I.
86-00 Consult Table 2.

Table 1

01-25 Break 1-2 ribs, inability to fight I round t normal lunge damage

26-40 Hit stomach, 2-8 HP of acid damage, as well as Inabiitty to
fight 1-6 turns and normal damage.

41-55 Hit InteBtlees. INabi 11ty to fight for 1-4 turns + normal dmg

56-65 Groin Hit; inability to fight for 1-4,turns, double damage.

66-80 25p of max, HP or 6HP (whichever is greater).

81-90 50p of total HP or 6 HP (whichever Is greater)

91-95 Double damage

96-00 See Table 2

Table 2

01-35 Puncture Qlung; unconscious In 1-4 turns due to iInability to
breathe

36-50 Hit major artery; bleed to death In 3-18 turns (depending on
character®s constitution)

51-65 Hit neck; 1inability to breathe. Spit blood and die iIn 4-16
turns.

66-90: Hit Iliver; system contaminated. Die In [I-10 turns

91-96 Hit heart; die iIn 1-2 turns.

97-00 Instant death.

Remember: always add normal lunge damage along with a critical hit

Disarmament: a swordsman aan disarm his opponent depending on his
opponent™s dexterity:
Opp Dex Chance to Disarm Opp- Dex Chance to Disarm

St 14-16 TON

7-9 35n 17-18 5%
10-13 20M 19 2?
20 o;!

Every 5 levels, add 5" to all chances for disarmament.

Weapon Breakage: When the attacker®s blow 1is stopped by his "unnat-
ural” defense, the defense he gains every three levels, there 1is a
chance of the Swordsman®s sword breaking. To Tfigure this, use the
fol lowing chart: .
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TUESDAY MORNING REPORT 11, typed surreptitiousl{/} at"work by Stephen™® =
Perrin, 3901 Canon Ave., Oakland, GA 94602 > pnd,.st.en.clled by" Lee Gold,
who should’know "better *i-,. m . - “

ALL THE WORLDS®" MONSTERS 7 N m

m - DeddlIne for submission of monsters Is May 31, 1977. Projected
publication date Is sometime In September.,” 1977. Projected price |Is
$10.00. Projected cred it for contrl butorsii.lis. $0.50 a usable monster .
Projected publisher Is the Chaosium. Al L-oft_the above Is subject to
change except the deadling. Do not send money unless you see an ad. “m
We are "taklhg monsters from aM® =A&s, but credit only applies to those™"
who sudriltted monsters on the” cbdIng sheets. More ave available on
request. N om

Assuming Jeff Pimper gets his next contribution In this issu’e,
a copy of how a page of the catalog will 1look should be somewhere in
this issue. For those who are 1nterested, allJ pages are different....

NEW PERRIN CONVENTIONS

; Plans are still nebulous. The,rewrite of the old conventions
Is done, but we have more hlans which have not yet come to fruition. H
It may even turn Into a whole new game and be marketed as such.

One of the alternative plans Is for yours ,truly, Steye Henderson,
Cl Int Br~glestone, Jeff Pimper, Jerry Jacks, and Owen and HI Ilda Hannl-
fen to put together.a cong lomerat lon of rules under: The name of the*
DunPraCon Convent lons wlth® me editing, Please refer +o comments “bf
a couple of Issues agb,cortcerhing the number of high-level procrasti-
nators involved In that grroiwpii However, Lee Gold, please do not pub-u
IIsh any of my columns from previous A&Es In any™ kInd of A& anthology
without asking me Tfirst, as | may want to keep “themn out for my own. ,
book. Some of them need drastic revision anyway.

SPEAKING OF DRASTIC REVISIONS

My Striking Rank, system mentioned last issue Is still unde“rgo™l ng-
testing. One Ildea suggested by Steve Henderson; Involved rolling a D4
after determl niIng d'he basic rank, so as to find put the actua t rank;f;:
for that melee round, T.h"s suggestion came from*"Wayne Shaw"s idea” d¥
pdding 2D6 to bad“ip dexter Ity under the old hlghes"t-dexter Ity-s"tr lkes
first rule. Thainke again, Wayne. ,

1 notice thot Wayrie seems to have droppjed hls'p|]d Cc1llca l Hit
system.The more J think about 1it, the more |1 like I think that
might adopt a system of rolling 2D6 with every D20”cbmbat roll A 2
or 12 with a hit roll means a Critical Hit; a 2 or 12 with a miss
means a fumble. Ss a character goes up In ablllty ;,to hj.f, his chance
of getting a critical 1increases (1/18 of whatever p he needs) and’his
chance for fumbl Ing<goes down. Seems only reasonable, but 1 haven"t

tried It ye;t. Note:*, = \% for Veteran - 5% for 16th level for a
Critical. $ = 4.49%_,for veteran -.-2" tor 16th Level for tumble.® *

A NECESSARY COMMENT e
mK)L:
Many of the things 1 tal k about In thjs column L do not use! Some
things 1 Just come up with as I type (It"s always first draft unless
it’s a chart 1%ve already developed).



DUNDR/\CON- 111 PROGRESS, IREpORT 1 ; GN ju»

We* will once again be using Presidents Day weekend. Sorry, Lee,
but a convention across the country from here does not seem like a good
reason for changing our date, especially since everything else is
pretty much taken.

Pr ices";Wi Il ke, muchPthe* same. We are trying to set up rooms for
continual gaming. Would people be willlng to put put the extra money
to have a game room for a nlght? We are definitely going to have a
signup board for dungeonmasters and people looking for new dungeons
Possibly, we wl I'l have pVe-reg istrat lop of dungeon-masters and assign
areas to them,. If so, we"ll probably ask people to get their own ,
house-rules copied ap so that pew players can have some familiarity
with the ir systems., -

None of this 1is, deflnlte yet, but we are working on it

WHITE BEAR AND RED MOON ROLE PLAYING GAME

AfterCheryl Lloyd askad me about this, |1 contacted Greg Stafford.
He says that there is no particul ar plan for such a game, although
Hendrik Pfeiffer is doipg some, work on it in a desultory fashion. Ir

Herr Pfeif,fer is st ). reading. A&, perhaps he*d like; to comment next
Issue. 7 : - " :

Greg"s time 1is mostly absorbed-..wlth developing the new Elric of
Mel ni bone game,s Mfchael Moorcock author ized him to develop. There are
supposed to be,se.veral, and perhaps one of them may be role-playing.

Out very shortly, perhaps even as you read this, 1iIs Greg"s new
game in the Dragon Pass world, NOMAD GODS. I_helped play-test the
early stages of this game, and it is well worth the., money. Like Wh Ite
Bear and Red Moon enough so that the two can be mixed, but still very
different in basic concept and worldv.iew> Easly a, game to stand on
1ts own feet.

Also out soon should be the Miniatures rules for White Bear and
Red Moon. They"ve been developed by a friend of Greg"s and he tells
me he®s quite happy with them, ,

The D&D style descriptions of Argat h, Harreck, etc.: In Wrm-"s
Footnotes #2 were purely an attempt to describe the WB&RM charactersi
in terms of Da-ye Hargrayejs version ol P,8D as expressed, ip THE ARDUIN
GR IMO IRE. i - n [ |

More 1iIn that velnmight have come out except for the disagreement
between Greg and Dave which resul ted ,ih Greg not publishing the

GRIMOIRE. Fortunate ly, Bj11 Voorhies and Peter Savoy managed to scrape

up the money to get It,paid for. Relationships change, however, and
we may yet get Hargrave®s versions of Dragonewts, etc.

IS THE D&D WORLD READY FOR,A,LEG iT IMATE "BARD"||p = - , 1

Some, . 1ssues bac:k.. I submi tfed a r-ewritejof Mike Siemon"s Bard
character gcjiass,,,callirgy, il ,a Spe Il Singer. was attempting to make
Siemon®s concept more reasonable, not demonstrate my own Idea for how
a Bard should be played. As it was, various people teemed tojust
look at the "Spell” list and paid no attention to the limitations
(such as the f7chance for being heard). Much screami ng.,and gnash Ing of
teeth was heard from the expected cornersl suggest that eyeryon”®,
remember the name 1 gav” the class and think of them as ,Spell Singers.

Now for my ideas on what a Bard should be. The following is
First Draft. Anyone with suggestions or elaborations, please get
in touch.

>



A "REASONABLE' BARD

Category New . Mod I flers: Strength 3-1, 1 pt only
Hit Dice - Ilke Clerlc " Wilsdom: 3-1i

Experience - like Fighter Weapon Use: any one-harided®weapon ,
Fighting Abiility - like Thief " " only missile weapon is
Level Limit - same as Charisma crossbow

Prime Requisite - Charisma,
Attribute: Hide In Shadows/Move silently like Thief, Climb with
Half ability of Thief "

Lvli Affect Affect Affect Spe 1
Emot fons Mentation Physical Know ledge Use
1 05 - - - 05
2 15 05 - 10 05
3 20 10 - - 15 05
4 25 15 05 20 10
5 35 25 10 25 15
6 45 30 15 30 20
7 55 40 20 35 25
8 65 45 25 40 30
9 75 55 30 45 35
10 85 60 25 50 40
11 90 70 - 40 55 45
12 95 75 "o 45 60 50
13 100 85 50 65 55
i4 90 55 70 60
15 95 60 75 65
16 100 65 - 80 70
17 70 85 75
18 75 m 90 80

Can also read Languages and Magic at same level as a Thief, unless
IQ is 10 or below* "

DEFINITIONS: All attempts to Affect have half probabl lity If two are
trred at once, one quarter effect IFf three are tried, etc.
Affect Emotions: may inspire an emotion in a listener. Examples
Fear =
Morale: +1 to all attacks and morale rolls (like Clerical Bless)
Battle Fury: Fight as one level higher each melee roundj change = to
level of Bard taken from 20 < ~ that fighter will continue on
berserk ly, when foes are Bangtiished. n
Charm/Hold: Inspire love and high regard In target. "
For all of these, the victims must be able to feel emotions. :
Affect Mentation: control of mental processes of listeners

(who must be able to think). iv" u !
Charm/Hold: mental domination of target " ; .-
Suggest lon as in spell B ini " m

Hypnos is: as in illusionist spell but withisound

Feeblemi nd works on ".ay category e ~

Persuasion not actually a soitg but an ability with the same

probabilities. Target must make a reactibn M 1. Percentage drops

off for each persuadee more than one up to five. At that point,

mob psychology takes over, and it is no harder™ to” perduade 100 than 5.
Affect Physleal; Sonic effect bn objects. m v

Blast ing: 1lke Horn

Shattering: Ability to destroy the crystalline structure of objects

which have one. Any +s from being magit subtract 5% from probability.

Death: Target gSrts save, bt 20 - constitution on D20- Each jtairget iln

excess of one lowers probabi iity by A ANidriLtt”



Spell Use; Bards are curious people. They can learn spells, elther
Magdtal or Cler itoal, with the same capacity and levels as a Druid..”
However , they must make their percentage to be able to use a 1st™ level
spel I, and \O% must be" subtaacted from the percentage to" be made* m
before a second* level epell can be used. A Bard continues* to subtract
I0FV leve 1. Can learn either Magical or Clerical (or Druidicbl) but
not both. If the character meets the qualifications for an Illusion-
1st, he could learn those speris, but must work within illusionist
limitations otherwise.

If Bard fails probability, he must roll again. IT the reverse
probability is roll ed, spe IT blackFlres or is otherwise fouled up.
The spell must be bought from in-game mages or clerics.

Knowledge: A Bard is usually learned. Probability of knowing some-
thing generally about a place or object is raised 3% for every (joint
over a combined Intel Mgence and Wisdom score of 25. if a Bard 1is

out of his own section of the Multiraerse, his likelihood of knowledge
is reduced by as much as 9/10, depending on how alien the universe Iis.
Probability of knowledge 1is reduced by 3% for every point under a
combined Intelligence and Wisdom score of 18.

Armor Use: [limited to mail without shield, though cah®™ use two
weapons, one as a shield or not as he wills. No problems with magic
armor or weapons.

Further Song Information: Songs affecting Mentation and Physical must
be sung over a period of at least one minute. They cannot be thrown
into the middle of melee. However, a Fear song, for instance, once
started, does have a chance of affecting I"ts targets almost immediate-
ly, as does any emotional song.

If a Bard knows the "name or something significant about an
Individual, his song can be directed to one person in a crowd or
certain people.

Magic,_Use A Bard can use any" Magical item available to a Thief
(including those for genera use).

Saving Throws: Sohgs off Affecting Emotion can be saved against by

rolling 20- Wisdom or more on 020. Songsi of Affecting Mentation can
be saved against by rolITing" 20 - Intelligence or**more on D20. Songs
of Affecting Physical can be saved against by rooling 20 - Constitu-

tion or more on D20. " |
Further n

A Bard has half his probability of AffeCting Emotions as his
chance of turning away monsters 3% for“each monster."* "X

A Bard has half his Qrdmmll\nili/\ty of Afi8cting "“Mentation as
chance of turning away (as in negating) Magic and Uhdead.

A Bard has half his probabi lity of affecting Physica as" a’
chance of destroying Eiementalks.. - T *

MAGITJAL INSTRUMENTS; Any Bard gets’full effect from any mag 1€ |

mus ical Instrument. A horn of Blasting, for instance, does* 12*points
of damage. " “ont-, . . = q o-mtt -

DEXTERITY: Dexterity is,* Of course, 1iImportant to a Biard. AIT* Affect
prohab il1llles drbp 5 for each point of Dexterity below- I All
probabi 1illes increase 5% for each point of Dexterity above 1S.



And now, the Jlong-promised story of how Grindando became a god.
INTO DEEPEST ALABASTER

Vleric Blackelven, Champion and Sorcerer, looked over his motley
crew. He had some satisfaction with his own men: Kahoutec Orcbane
the Dwarf was fast and strong, and the Belt of Stone Giant Strength
he sported made him a Tierce "Opponent. Too, his natural great
strength had let him advance to the rank of a Superhero. i

His fTeiiow Superhero, Joe, was a man of some accomplishment, and
a good reputation. In Scarlet Tor, he"d liberated a most fell Instru-
ment, a Crown of Balrog power, which gave him both the strength and
magic resistance of one of those demonic creatures. On their last run
into Aiabaster Mountain, he had obtained the haiberd Boartusk,or
was 1t the-other way around? Slim, sarcastic, mean-minded Bright of
the ever-expanding Righteous Brothers, was the last member of his
persona | feliowing. As a Tenth Level Patriarch, he was one with, i
three In the second rank of the Righteous Brothers, one rank below
that of Divine Right, himself.

The three who laughingly referred to themselves as the Terrible
Trio were good companions. Nakashima Kenjl also had a belt of some
giant;strength and an excellent sword. St. Hugh was one of the best
arguments for the existence of clerics Vleric had ever run across.
Lawful as he, Vleric, was, his continued affiliation with the Righteous

Brothers was becoming burdensome. Didn"t Divine Right believe in
recruiting likable missionaries? The third member of the Trio was
another EIT, a Nelitral one at that. He was a potent Mage, though™ un
giddy at times. He rejoiced In the name of Orindandoi.

The other three of the band were more of a problem. Twillow was
a reasonable mage, though perhaps a bit hasty. -Tootsweet (of all the

names possible for humans to choose anyway) was young and brash, but
he would probably turn Into a very competent fighter if he wasn™t
killed by an 1irate husband first. On the other hand. Bodworthy made
Bright 1look like a paragon of clerical virtue. Vleric kept expecting
to find him Bleaving a slime trail.... . iH, N

Vleric left off musing on his companlons to give attention to
their current plight. They"d entered Alabaster with the Intention of
staying on the Tirst® lev&l of the sprawling Necropolis. This they had
managed to do, but were In as bad a spot as any part hundreds of lieet

down the stairways of Stormgate. So far they had been, victorious,
but the enemy was between them and the exits, and they were deeper
into Alabaster than any Outside party 1iIn centuries. i -

Looking at his additions to the map bought from Golden Dragon i
Merchandising®, Vleric traced a possible course around their foes. ® 2
"Follow me,”™ he" said to his team, as- he led them down the long" eastr)
ward corridor. Somewhere there had to be a door to the South.”™ .. c-v

Aha! Vleric listened at the door. Nothing. "Cover me,f" h'e
whispered to the others as he took the Crystal Ball from his pouch and
used it to probe the room beyond. Empty, with a mural of some sorti-
on the far wall, and before the mural a ulock of stone with someth ling
on it. Anxious to get his party out of the dungeon hallway, Vleric
led the way."Inside.* EE ‘ L " v to-y-



The room was med lum-s ized, perhaps ten p.aces on a side. The

mural was that of a manlike head crowned in Fflame. Before 1t on a

block of stoneylay a long broadsword, the blue metal of the blade

rad iat inq roo Id . . I, "
"Check for secret doors," commanded Vleric. The ,[Daty split "

towards the east and west walls except for Or Indandqg” ,He walked

toward.the sword, his eyes glazed. , n

- AMBUSH - - o ,

/it . -

Suddenly, secret doors slammed open on both slde walls. From the

West came a giant, grey-sklnned Ilike stone. A flood of Gnolls poured”
from the other. , Or Indando”grabbed up the sword, using It with two
hands, necessary for one.Qf his size. Vleric yanked out h|s Rod of
Lordly Might and Worded, It*to spearform. Their foes did not seem
impressed .

Bodworthy was at the fore of the group surprised by the Giant.
Out smashed the giant®"s club, and the cleric reeled. The potion held
taken so long ago began to work, and he grew, growing to become 1"
taller than his enemy. Vleric and Orindando struck at the Giant. Two
mighty blows, ,and the creature staggered back, the two Elves Tfollowing.

On the other side of the room, Joe, KenJdi and the others turned
to meet the Gnolds. A mighty bipw from Boartusk and one was smashed,
but the others closed and steel Tflashed. The front rank of Vleric"s
band gave way. These gnolls struck as if they had the strength of the
Giant. |]j

+ T . . , L
, Bright’,was watching the mural. He Was perhaps the Tirst to real-
ize that a mist., had formed around the area of the now barten stone
and that the roof of the room seemed’to have faded away.. Taking form™
in,nj;frontoiF,.fhe mural was an Immense mpn like Tfigure, then Bright knew
no more. Two gnolls, breaking through® the rest of the party, hit’him
from behind. Two smashing blows, and Bright died. .n.m e

1 As,; theL gnoj Is attacked, St. Hugh had used his Robe of Blending to
merge wjth,,the horde. .Work Ing his way to the back of the crush, he
Sjuddenjy realiize™J t.hi>t ope the Gnol Is knew he was®"not one of them.
Before hel cput™"'""dotought about®™ it, the Gnoll had called a name and
stabjDed hims~df. That was when the mist formed 1in the other room.

While the Demi-God coalesced, Vleric finished off the Sto"ne Giant,
Kahagtec,, knocked back from the Gnoll attack, turned to see the Deml-
God. Boidworthy,, still recover ing from the Giant"s. blow, was the first

to d>e seen by the new .arrival. Even as he surveyed the rest of the
scene, the,,giant, godj i.g. .breathed , wrppping Bodwprthy in fire. There
was a shriek anc( Bodworthy was gone. . \%

,,yleric mivVse® h,Istrike with, his spear, as" dgid Kahoutoc from
whe+re he .pr-ouche"d ,am"on.gs"t, Gao Il bod ies already p1lled around.”the
p.a.fty., 6r i/i.dandh, however Kn'ew now that his® new sword was a Sword of
ChId .mjeanf fp,r .the™ s.lay ing of Giants . Me stepped in and swung, hit-
ting the Fire-born." “The "gigantic avatar roared wfth pain. He was™ not
exactly a giant, and his godlike power was not destroyed®" by; the s"worh,
but he was hurt and badly. To the party®s surprise, the mist formed
once more, the roof Ilowered, and the attacker was gone!



Their de.lty, fled, the gnolls flung away their weapons and,fell to
their knees. Here was a god the equal of their old one! ""'Spare us,
master,"" they pleaded. The TFfighters halted as their foes stopped
fighting. What did this mean?

Orindando knew. Stepping "forward, he spread his hands above ,
their heads. "On your knees, for 1 have come amongst you,' the EIF
pronounced iIn the best pulpit tones he’d learned from St. Hugh.

"Ave, Master,'" answered the Gnolls. "Where did they Ilearn Latin?"
wondered Vlerlc.

The Gnolls had become Instant converts, as ESP clearly showed.
"They’re mine," said Orindando, and the Gnolls agreed.

The party picked up Bright’s body and stuffed it Into a Bag of
Holding. But where were the remains of Bodworthy? "You’d think there
would be at Ileast a grease spot," said Tootsweet.

"Wait a breath,” said Twillow. "Remember those strange confain-
ers?” Twillow rapidly explained that Bodwortlihy carried upon him
strange artifacts which would 7”spray" Oil of Etherealness or Potion
of Gaseous Form on him. He had said that the liquid was compressed
under great pressure, TfTorming the spray. If the container was de-
stroyed....The keen minds of the mages quickly surmised what must have
happened. The substances ignited under the breath of the Demi-God,
and the mixture converted Bodworthy’s body to Ethereal Gas!

"Do you think there was an Ethereal Wind blowing?" asked Twillow.

"Do you think we”ll ever know," returned Vleric. “1’m afraid
we”ll never findabodyto Raise.”

"Small loss,” said Tootsweet. It’s all the obituary he ever
rece ived . }
: A MATTER OF ALIGNMENT "
Orindando proposed that he take an honor guard of the super-strong
Gnolls to act as vanguard and rearguard for the party. "Typical
Neutral," snorted St. Hugh. "We can’t order these unarmored sou lIs

to go before us just because they think you are some kind of tin god."
"On the contrary," said Vleric, "I like the 1idea. We”ll do it."
"If you order this,"” said St. Hugh, feeling the burden of being

the sole remaining cleric, you’ll never be able to call yourself a

Lawful EIf again."

So even St. Hugh would take any opportunity to be sanctimonious,

"So be it,"™* said Vleric. The wakasash i at his sidle gPowed, and the
mental thought came to him, 71 repudiate you. Neutral." Vleric was
amused Dragonciaw had been of little use to him since he.found it
on his last *to +bis dungeon.

"KenjI,"he beckeiied to the Qrienta l, .""take this wakasash i from

my belt. It is yours." Nakash ima Kenj bad admired the short sword
since he saw it. He moved quickly to take it y] and stick it in his
belt. "So | must protect the rights of Lawful, Dragons, eh?, A goodly

task." i



Orindando then stepped forward., "With my own good sword, 1_have

-no use fTor this poor thing. take 1it, :good Viepic.”" Vlerig accepted
the broadsword: Ghosts ihger, wh ichseoftied happy in its new home. *
Aiready the sword had felt left 6ut on Orin,dando"s beft. ~ , N AN

“"IT everyone is fTinished playing gift giver,” said Joe, ™"how
about we get out of here?" 7
CORRIDOR CONFLICT

Through a secret door in the room inhabited by the Gnolls went

the intrepid band. Soon they were 1in another East-West corridor,
facing a door in the South wall. As they began to check it, another
door down the hall opened, and Ores poured out. The pursuers had

caught them”

Early 1in his career, Orindando read a scroll which might have

changed him into a moth. He resisted the potent magic and, instead,
gained the power to polymorph up to six foes into moths once a day.
The EIT gestured and six ores became moths. "Oh wow,' said the
Gnolls of the vanguard. More Ores attacked.

With the Ores was an Immense mole with rock-hard skin. Vletic
took out his Wand of Paralysis and fired it. To his amazement, the
Mole stopped and settled to the ground. "Who needs Law,"™ he thought.
“"Luck 1is all I heed.”

The Ores slammed into the ground, and the Tfight became genera I.
The Ores were a.rmored- the Gnolls were not, so even with their great
strength they began to die. Joe, kahoutec and Tootsweet "had better
luck, ;3S did Kenjl as he left the other gnolls guarding the rear and
moved into the press. ]

Twillow bound up some of the attackers with a Web, Orindando
Summoned a Wraith and sent it to the attack. V1 or Ic Dimension-Doored
amongs-t them and sent several fTleeing with the Rod of Lordly Might.

IN an amazingly short time the battle was over. Several lower class
Ores had fTled, the better ones had died. So had the three Gnolls of
the vanguard.

"We’ve got to 8et rid of these bodies,”™ said Vleric. "Otherw ise
they" Il give our opponenis a direct trail for -where we"ve gone n

"Have no fear, Orindando is here, " said the EIf and whipped out a
Portable Hole. Seeing that the Gnolls were puzzled. he 1nstructed the
others to dump the Ore bodies into the Hole. The Gnoles stood by
amazed, "Oh, woM!I™ 7

"How about your dead fTollowers here,”™ asked Vleric.

Kenjl , whispered the god llhg-elect, "give me the biggest
Miss ile on your Neck lace." FPi"zled,,- the Oriental complied. "

"1 shall give my followers a proper sending,”™ intoned “Or indando
as he led the way 1into the large, empty room beyond the southern door,
Standing in the center of the room, his fTollowers piled around him,
he surreptitiously dropped the "Wissile. As the Wizard-s ized Flrebail
engu Tfed. the pile, Vler ic remdttibered the ring Orindando had picked up
earlier in the adventure. It was supposed i give->Dru 1d-1 ike protect-
ion from Fire, IT tha—t: ithad been a delusion, Orindando was 1in serious”
trouble.



The Gnolls burned, and Orindando stepped from the flames. ""Oh,
wow!"™ aald the surviving Gnolls.

"Go back to your brethren," spoke the EIT. “"And tell: all my
children of the miracles you have seen. I shall always be with you."
Vleric shook his head in amazement. This character was the
greatest con-man he"d ever seen. What a racket.

> i ; THE SCEPTER

The next room was unremarkable save for a strange rod which stoOd
by Iltself in the CBiliter of the room. The head of the rod was a round
ball of unknown substance which seemed to float” Tfinger®s width above
its socket.

Not Inclined to trust it himself but curious, Vleric asked if
anyone wanted to try 1it. To his surprise, Kahoutec volunteered. From
a hopefully safe distance they watched as the valiant and usually
much wiser dwarf took up the scepter. Suddenly his expression
mirrored, intense pain. Frantically he took off his plate armor and
to the amazement of all found that his male pride had grown to the
lengthofacubit.

For a three and one-half cubit tall Dwarf, this 1is a very remark-

able length. His eye traveled over the grpup stopping for a moment
each on the fair Vleri’ and Orindando. Then he rewound, his loin-
cloth and restrapped his armor, loosely. "Let"s get back to town,"
he growled. "I need a woman."i He held tight to the Scepter.

The rest of the trip proved uneventful. r

AFTERWARD -

In Plgstye, the nearest town, St. Hugh attempted to raise Bri“ght
but to no avail. The sarcastic, mean-tempered Righteous Brother was
gone. The name would be given to another worthy Acolyn.

That evening Orindando was quite happy over his role in the ,
adventure. He joked and made much of the credulity of the Gnolls. He
tottered off to bed with a smile on his lips. But that night, he
dreamed.

Orindando dreamed he was 1in a great hall. As he wa iked-.down” the
hall he realized that all the murals were of the lives of gods”™ with
far more detail than he®"d ever seen. Then he found himself 1in a

great council hall.

Seating all about the hall were strange shapes, usual ly anthro-
pomorphic and one chair was empty. He walked up to It and sat down
without thinking about it. “

"Welcome to the Council of the Gods,"™ said his neighbor.

"Gods? Wait a minute, I°m no real god.""

"The Gnolls believe in you, Orindando. You are their Lord of

Fire and Death. We all sit here because our worshippers believe in
us, and now you have Joined us. Welcome to our brave company."



> "Orindando stayed long Yn that drea,ithen awoke In knowledge,
He was a god. If the Gnolls wished to call on hirp, the High Priest
would sacrifice himself and Orindando would have to, answer, iThis"
would®"require some thought.

Orindando had a Manual ;OF lron Golem Construction he had not
used as yet. He used it to create a Golem in the shape of a Gnol F
and sent it Into Alabaster, Teleporting amongst his followers, he
gave the Golem to the High Priest in hopes that the Golem would offset
the need to summon him.

To further cover himself, he used a W,i;$h that,, Jt he were” "ca led
by the Gnodls, he would appear among them with all the attr ibutes
and powers the Gnolls expecthim to have.

The Gnol Is are now engaged in jihad throughout the Tfirst floor
of Alabaster,

The Scepter Kahoutec picked up had originally belonged to a
person known as Lingo the Mad, who is rumored to be still alive.
Besides thfe obvious physical change, it gives the user invisibility
at will, a Para lysis‘beam three times a day, and total iIimmunity to
disease. As it also compels him to attempt to have sex with anyone
of the opposite sex of any race he meets, he needs the iImmun ity. It
also took a brightp cheerful and be lievable; little lad of Chari sma 14
and reduced him to asurly lecher of Charisma 1.

Kahoutec has"slnce deve loped a,taste for Centauresses . _His
first love, Sappho Sorrel, died before she got past second level mage,

He currently iravels with three dwarf cousins and four centaurs,
three of whom are female.
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TUESDAY AFTERNOON THOUGHTS N
, by StTeve Perrtn " "

EXPERIENCE POINTS FOR A GOLDEN DRAGON ,

There aren’t any." Golden Dragons should only be played in cam-
paigns with aldefihiteJdtime scale. When the Golden Dragon reaches
the right age, he goes up a level. Of course, one starts as a Young
Goldon Dragon, rolling to see if one is large, small or medium-sized
and rolling to see just how far along the 6-15 years one is,/".

At this first"l"evel, Young, the-Golden Dragon has no,spell use
and fights as either a third level fighter in human form (based on
his having 20-24 hit points) or a three dice monster 1in ,dragon form.
As he goes up, the player determines hls attack “capabi Ifty by divid-
ing eight iInto the number of hit points arid royndfng up to get the
leve I/h it dice. "

This 1is based on the concept of having Ariel"ent (7 points per die)
and Very Ancient (8 points per die) levels for Dragon age. For each
level above '"Young,"™ the Goldeh Dragon gets a level of spell use,
gaining one spell a game year up to the number of dice he has ((10"12)
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by Margaret Gemignanl., 3200 NE 3th St., #907, Ft. Lauderdale, FL 33308
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I have received a note from Dave HargFave, 3411 Carl Ave.> <
RIcnmorid, CA 94804, Informing me that"Ifis Ardu jh Gr Imo Ire Is now $9150
plus 50® postage, total $i0. He told me to get everyone to order them
since our old pal TSR Is trying to Suppress It because It Is so good.
**Whl,te Bear, Red Moon**" fans wM HFf I'nd themselves On Tfamt llar"terr lItory
with.the GrImolre. Of"cOurse Jeff PlImper sells It at a discount.

Steve Perrin; | got my version of those songs from the HOFSA
HYMNAL~T hot from **"0bBOxlous Songs to KI' M your Enemies by,*™ that
delightful Songbook edited and Tfilled with delightfully Insulting songs
by:8teve Henderson (Sir Stevler Mac Earwrlgh) and Bill Jourls (Sir
Wlijlam the Lubky). The Hofsa Hmnal credits the D&D version of My
Favorite Things to Paul Dlefz._~tVnfortunately” the Hofea Hymnal has
also acquired a reputation foip printing oonge without authors* per-~ ;,
miaeion, printing incorrect Versions "of eongc, and miscrediting
authorship of songs.-~LG~] T would not be discourteous to your Tfriends”?
and mine, 1 want to give full crddlt to all of them. > —rt

LA . > e , . [

Let us clean up thh Holy Halberd once and for all Tfor the benefit
of lovely Kay Jones and good old boy Nicolai Shapero® and the resti, |1
do not have a dungeon yet becausel don’t have enough experience to v
make a ,gpod one. But 1 know what 1 like and what 1l don"t like. 1
know whom 1 believe when 4hey tell me a tale, andwhom 1 don’t. ~ 1
could spend days working up a 60 room first level dungeon and®aever emr
be able to play It live here. And the first 3rd level who got Into It
would take It apart. (This happened to Scott”™ Jones. Scott wtll" bel ~
good when he gets some live experience; he has beautiful Ildeals and
real killer Instinct. His friend, Jim SundInls, on the other hnad,vc;."
hejS: never read the rulebook.) IfT I were exposed to more live D&, 1
would have a, dungeon. "But, not having a dungeon does not mean 1 do
not have & world. I have enough material In my fantasy world to outfit
50 dungeons (and so do many other people). N

I worked out the Holy Halbard and the White Malden as Ildeas for
the dungeon, 1 eventually hope to build. In the meantime they are ut."
usable In anyone®"s dungeon who wants them. “Robert Sacks said that ‘the
Holy Halberd had to be used once In someone®"s dungeon to be justified,
and.,It has .been used In Bill Paley"s. Bill may not be the most y
restrained DM,, but Sacks didn’t say the DM had to be restrained. , "

In |Ordef for the Holy Halberd to be used ((until | get my own
dungeon), the DM must app"otnt a;Patrlarch or Holy Man to ass Igntnisomeone

to the Halbard. It must be a low level. It must be done olitstde the

dungeon. It’s a safe way for a low level to go Into a dangerous part

of the dungeon and get experience. It’s an answer to permanent Kkill.
I don’t like Permanent Kill. When | “Flesh out a character, 1

-don "t Just call ,him Fred the FlIghter and that ’s "11. 1 don’t roll up
ten characters, llne thOm up one at a time, and proceed to go downcthe
list as they are kilted off. That makes for a dull game. My icharacter
has a life of his own: a life history, characteristics, and physical
appearance based gn Bl acOw ’s .ldeas and EPT’s percentile dlce chartii i He
has rolls fpr eg<? and luck and;som6tlmes even height and weight. 1
also pronfeOt some of me Into my character”™ because |1 be long itov the”
school of D&D that”~dges that sort of thing. Most of you betong to It
too,,,-My character®™ llyes; he’s rtOt just a stat Istlc, a”cOupl € of *

p lastic"dice, ahd +3 to""bore.i" - M Gazei-" ; doin -
4 £



At SunCon, Joanne Burger will probably let people use the N3F !
room for D&D as she likes D&D. Several people shouldI be d?wn tl?et;el ,
\j . 1 ij i, i 1>m.'1 1/,;? y.i
Nicolai, 1 don"t take a player"s word that he®"s a Superman. Ii -
make him prove it.- Do you think 1 would try to pass "off my"-"characters
as Supermen or I know that you™\e|"ig'gt to pro*vb "i,t7.,"bhd *
thaf it the DM dbdsVi"t like your exp lanat ion", you",d "“better park Tt af!
the door or he"M I"kn I you off every time you shoW"“up. Bill Paley
fai'aF "nicO guy “but If he®s looking for grossness, he"s got the wrong

Halberd. You have to pay the patriarch or Holy Man his price for the
Hebly Halber®s use. And he won "t allow it out of his area. You can "t
take It into ahbt*her dungeon. A _if

The Wh itd'sfAa“iden Is a device to keep down demon swords |Ilke
Mourhblade and Stbrmbringer. Otherwise, every neut™ral in town would
have one and not g"iyy a darn where he used It. Remember that those
swords could moVe oh their own and drop out® o.f dimens ions (Telekinesis)
to get a victim. They".a lso screamed like bbh"sheeS®*. Can you Imagine
the fun of having to "Stay up all night watching Vhe dark sword, and”
the amount of wandering monsters who"d roam in when the sword ob~jbbtPd
to getting back in Its scabbard before 1t got its 30,DDO EP  __ .....
the day. "

The White Malden blocks such swords and controls them, That"s*
it. "That"s Si’l she does, folks. It can*t be used for® a it~ e lther
Why youb avetage plus sword with half a braln can do bettev®,™ bt|f+
can"t stop a" demon sword.

LOST MasK: Korver Is"a“double dealing rat who abused""’eVe)""yb6g"y *
that trusted®"™ him. Whlle hb VP out making deals to go oh"a quest, tb
keep hTis ftia"sked head on hls”’6"vbVmusCu lar shoulders, he was" double-
dea lihg* right up to the wir e He seelly should have shown u- for the
Quest”.-" Vb had this nice Titan who; touldn®"t be surprised, and he had

many things in store forold Iron®"’Mask, but Korvack missed him. Too
bad. “ ,
I"m sure the producers of Wizards ” loved®"yotir zong. Hard to tell
you really liked the picture. ~AyatP"r" nbver hung®"but in bars. L
The "tale of Ice andWh Ipc law as pretty good.” | hope Ice ralsed

Paul so he could frustrate Whipclaw even In hell, lean see a great
future fTor Whi pc law™s children as helpers of evil i"They wouldn®t have
anything to’worry about from the geaS. After all pi f you are bad, ©
you"re badi; h"Obody haS got to encourage you to do wrong. IT not.
maybe some "Patti arch or high”~l6vel Wizard can _remove the geas and |1
then you"ll’have a re lat N fight Ihg’oh the side of %ood To deter-
mine 1f-th’ere are Py male thildren at hore and availeble; you rotnt
siX times. _ I the’proper*~dice show W, they“re homeV You ro 11

reaction dice;-if 11ke’your chaotTc"or evil rson, " "Il be
employedlyhlw MmerkbammﬁWmmm __-f -

“KAY JONESI™ WhPt 1ndfdh™t (lib_abpbt “Len Lal@ﬂa"’Was that he ,
restricted WWomen and-then called ;thSm"irSi lifng names/ espec lally *
Witfdhes andPThIeveS' How about"some "cute rairfies*6r males Ilke’Gruesomb
QLdWi zards™, Pi Lbye U fes, MIPS? * )  pr
m |"bl’be %I 'to meet W!\’bnd—NICblal ;and 1"m’gtad?ou "kedr;;t_.he

p i

rain. ‘Nixle*firp bid somethlng ‘rightd”
Anylm ng, inc lbdi Chiraiters, Ts sPB'ect™"to the QI\/I'pjlowery'
Nobody would just wt ite? the"Ho Iy'Hal_blrd"mto hiS' 'charaster T

Ny T i+ Prs- rr;a g

I loved your story
ITf Wisdom is a paladin®s trifti why does a palad ihPi“e"to roll
a high charisma roll? It would seem logical-that he roll both, but" *q
that charisma Includes Leadersh ip and Wisdom. That would make an
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ant 1-pa ladl h\ souihd more logical. t\fter all, when 1t comes to looks,
a chaot 1c*br™®v 1J person would not be"’\attracted o' a. Good or Neutral

or Lawful. 15 ° ‘m " iNnN\\i =

: lawilLl Wr Ite you soon about sorking out some ruies to use half-
breed™tie In lboneans, since | have an elf with nearly! the right roll
except for his charisma. - - = ‘

AaIERIC BRAI.NS:® "Your world -Is e=t; up so: 1t Isysee no evl I, do no
evil, have no fun. Which publisher 1is accepting orders tor The or
Sl Imarl Illon? ’\Houghton Mi, FFtin—-LG"™]

S [ ] ..o s RS -

CHERYL LLOYD: My relatives Ilne In Portsmouth, half an hour away
I"I1 wriite you.//You have a nice type of campaign. I like.myths and
legends.//How long will it take for a dragon to regal n’rthle ability to
reproduce afteriihe or she has leaten firestone? Does it mean lifelong
sterlTity? Don"t; ignore the most important part about the Perns;
they have the abi lity: to teleport* at wl Il and to travel to any time
when they know when or where® they®reMgolng.'™ They also read minds.

Peres are not massive. They are: slender with big heads and
properl.y proportioned bodies. Most artists incb"rrectly depict them
as having a head .toe Small for the .rest and massi ve but fragi le
wings. Remember that the baby dragon®s head Is as large as the torso
of the ten-year-old: boy who iImpresses®™ him.or her.f

m STEVE PERRIN"; ~iYour experi e¥fice system is good. “I" can"t blame
someone for nDt wanting to kill 2100 ores.; |1 want to coipgratu late you
on respecting other peoples®™ dungeon rules!.! Most characters retire
before they hit 0. You need 15 strength for a Greatsword or take a
penatty ~-IFf yoP fget tetTilnd’an opponent,, you*"can do beaut™i fully. My

fighter di™d. ;" e 1d T J Vv .V Jt,:
I' e ] n e W W [ ]
* - JIM BOLTON I don *t belleve Me Iniboneans.” a're all necessari iy

Chaot ics Jim, what®"s so bad about a need ti increase your hit
points? The higher you go, the harder your opponents are to hit.
They always take the extra hit points, so why shouldn®"t you? You"ll
hear no complains about keeping weaklings o*ut ,Gf armor they can*"t

handle. Your deathbr ingers need tonii ng 1down If eyou don"t let -
peop le ..increase their hit points, nebiddy wil around long "enough
to meet any deathbringers. Good stcry.

LEE (Tantivy): Where 1is Greg Howard in Arizona? h.l know some
people who play D& there who might know him or want to know him.

HHe says he "s currently got a group he plays with. --LG] I heatid that
Mark Ch ilenskas is semi-retired a'S"a DM iIn Boston. He- doesn”®t.make
TWH that much either. [ ~ ,

Doesn"t it depend on the dragon whether his claws are used like
hands? » The "Pern dragons picked up thlngs*

What became of "the random "Lawfuls™ who ki Iled the Tflrst Lawful
party that ended up as ghosts and were*Treed by the good prayers?
“ 1*Good ssongs’. Lee and Company. [

BIUL TAYLOR; Solo playing is funrif you .-Work small. I have-:_Ni(;
soloed In D& or gone out with a few hirelings. You"d be surprised; F;
how fast you start picking up hirelings and other players after you
kill yo"ud fiTst bgre. .*You have excel"lent background and weapons. |
love®yobr device 'and motto.: WwW? r - p- - R o M

i+ ar wr-



Bruce Saul: How 1long would the Wino hang around chas 1ing the
drunken party member until It gave up?//Your resurrection has one
thing going 1iIn its favor: it, is.-_better than none at all.//If a
player carries pieces of fema Ig™ underwe"ar, would the Frascerlty”
eat It and leave?//The Blademaster |Is excel lent.//The Priests of
Apollo are Itkelyitodhave an even better friend than the Blademaster
the Sun God they worship. "There,"s tbe”pre ist-wi th the golden armour
Let"s get him. Watch out for the Sunbeam,

Ben Grossman Why ddn"t you Just qgive EVil Clerics Cure Speils
on their own kind and be done with it- the NY "AFPA lo"0Oks good.* "

e. PHILLIP MC GREGOR: Plate I'n"t Joust Ing Armor. Nobody jumps jOn
a horse 1in Jousting armor or goes down into a dungeon in it., |
think many people are confusing the two. Ca'inmait’ beaut™i fully
balanced and light. =mm ] | " be

You are right aboutrmedieva l men * They “often fought all day Ln
chair or plate iIn the sun“and never stopped to rest except for a fetw
minutes at a time. Children®s armor has been found 1in which young j
boys began to bull*d up the! r strength "" wi thstand such rigors. ia
was worn at the rfpe old age bfi"eTgh"t or ten. — i

Phillip, you say there are ijawf"U ImSatan Ists? So If the Tfightej
fights the wraith stripped of netidjl wihe wins and Ibse"s no life ener-gy

levels? First, we"oe got nude magef> to cast spells; now we"Ve got *
nude Tfighters to fight wraiths, ~The dungeon®s getting to be quite
a sight. No wonder 1it"s so’(fAak

Matrix Crystal 1is a good idea, My main objection to psi powerj
has been that if you try to find but I'ff you have any you are open to
psi attacks®, even if you vroil®™ IOWi

. . TV .

STEVE DAVIES: good story. Your jCharacters are a bit much but
good. Plenty of action. You"ll get lots of hirelings next time.
The thiiet go''f a Holy Sword and used it and®™ used* scrolls! Oh well, j

14 armor cl asiS needs about that to 11 1iIn. How come the FI re, E lementa l
helped, your party? Why did the Kyrolps’become wary of walking undejr

ladders"Pv  \Vk v

—

v..,nT -

] .

HOOF AND"MOUTH : Dru ildic g®e.Li,S, lobb lawfFul Mag ieVUsers? Your
tables are good. You fe HOiIWS‘may have been lawful when you iced thjat
lawful leader for his bag of "hb Idlpg, but you know, darn we Il you are
Chaotic now. Have fun. The DM wanted to save you from your fate, ,
but he shoii ld have.ieft you aione™ Think on the bright side; your ,

chaotic 9th level lord-has two new.assistants. J
The Andre Br iten .say ing was wbjiderfui . M5 _yhm® I
HOWARD MAHLER: I"m glad your" gbb tbreajQ,u.i: gepb. t*Your Magni-

ficent Seven must haVe been really good . 1 Ho],e |?pi>bezrt Cl11fford wi 1l

contribute to one of the Apas. -i " -

i IT you vhide"everythi ng”about the monster, you!“vejgot to give |
good descriptions. Otherwise the players had better Start taki ngM"j-’
ESP quick. I can picture some thief 1iIn a NY dungeon going down witih
the Hula Hoop and Yo Yo and using it all the time and having the b*"®
of his life. I bet Greg Cost ikyan has 1a dozen alteady. Nobody evetr
objects to firebal Is doing rm damage on a saving throw for the ir
character.-, = nu ‘p,- s> WV =

JEFF PIMPER:-"What is a Castle Dungeon? Why did Fl reiy take out
her problems with losing that Flaming Sword on poor Arni? I thought
her own sword kept her from picking up the sword or getting iIt?



Your a“rgum for & closed won Id 1s good , ,pr,ovidlng you neve?, "1
have to leave -the area and there are effective players to .keep thi

going. Some open worlds are made safe for any kind of t,ra"nsfer "
becasue the DM has a customs office and takes away anything that w.ou Lj
disturb his world."™ If"yo"ur DM doesn"t want something transferred

he can™ wrVte a letter t'o the"new DM and it won"t be transferred.

" Hi, PAUL" JAQDAYS . You can publisvVi the White Maid..en and the Holy
Halberd, 1if you wouldn®"t mind, because theee are so many pepp le cot™
plaining that 1| have nb righ*t to have~them.

How many of you have Jesters or Lakofka Women o,r Vi ”-age ad iot‘.i
in your world?//1 agree with you on angels? > T «

Terry R. Gain: The Twins did well; console Melvin. But. if
MeTvin 1Is disappointed™, he can look up Jafek the Slasher for fbh and
games ~ Jack 1is the" favor ite plInup boy of the Lady"s Bpngeon Appreci
ation Society. It"s"a shame” they use real pins,//

Netherearth was featured recently on IMNizards. Sure you don"t
have a Time DObr there?//Dpesn®"t someone who tel Is the future claim,
tb have th'e wl sdom”of"-the™ ages? - ,

Bl LL- RALEY; Tbneit"downa bit. VYburfolks have good creden-
tiais, but they sound unrestrained.//No peed to sacrifice any char-
acters iIn Stormgate. Nicolair wi Il do it" for you. o -

Are you suggesting that the Priests of Priapis turn to rape? No
wonder they die off so soon. Glenn, Jack may die off soon for the.

same reason as these guys. A ;

LEE BURWASSER: I like your artifacts for non-humans, but why., ©
penalize someone who has done his best.by raising him without hJs
split level? An EIf can never match a man for strength. That!s why
Elves need men they "re btgger "and stronger.and take more risks, -
being a race of heroes. ~ * "

Bob Lipton shoujd have giten H to that turkey who kiiled his "
employers and ~lipped®out of character. “The other hireling was out
of placemaking off with all the money. Some nice people are getting

ugly’reputations for unrestraint and mi]handling. it"s”a shame.
Lawful Elves usually arenl1l wifltng "t? use,their Dbp,d]es."" Nel-
trals may be. Now if the charmer took,advantagb of the EIf, he was*
out of place, not the EIf.//Good Dwarf-"story .//If Iron Dragons are -
Lawful or Neutral, then Stone or Rock Dragons should be Chpotics
or Neutral/Evil. Can they"be subdued?,” How®"dbes a :Chaot Ic™"*Pear I
Dragon differ* from .1ts" 1aWFQ"1”Cous In?""“1 don"t thi hk, Ppra Is cah".be
subdued; because bf"al ignment ""rablems. You say there are Permaneht(y
IDS bf*them? “Whaf"ls the oth™"r ;Ekt3rs ior |11 for Mithr i? Dragonets?
You have good®*d"dagbft ftbter iaT . T -
Y6u eoiil d "have "added the Achfomatic Dragon has "an att$nda?it
named kask®Who" is "i"hvIsiBl b; ™*fle refuse™ to acknowledge tbejStatps
of women sd he'rema inS 1hvisifble rather’than have to call her m
Chaotic”Majesty the’QuedriV//Gbbd hobbit tap le

Not all "MIT"dun8e6hs out law Samural. Goth Isles,alioWed dhe In
at Boskone. Martin Favorite®s character, Hemgot kfiled®ahd resur-
rected "as ah 01d Orthgdok; ind preferred~tg stay ddad ,”beIng™a Shin- ,
toi"t. P"d gyggest-ahyohe ruhning Sariiurai set them up*with their own
clerics and their own shrine to visit-for resurrection and.heali ng



Priestly ski Il bt" 3rd level. Also they roll., to s«e if they lose atiy
iskllls or galh theW.y/The Frii:k class Is good IHow about a Dispel” =
Prick or Prr&kkTl I siel I now?" 41 r, L-
lu , A Samurai has fThbghlflcoht Ileather armor.y One Tfellow iIn the SCAf
Lord TetsiiOi; made "such®; armor and used the padd |ng -that goes with It. *
He has dIfflculty feeling blows of any Kkind, and it was hot.//If
you go down with a high level turkey, be sure and warn the others;
they*d probably l1lket6run,but the turkeyrprobablywoul d kill them
as the plans ,to feed """them to’\the local monsterjs.,., VvV m ‘- -
No, Slavus, please donft give the turkeyyback his mouth. * Slavus
must have had a good day when he was visiting yout He didn"t eVeri
try a lust spell.//1 like your Rudyard.
Is Melvin Kogninofsky running a prick? It looks like It.

Kevin Again:’; I "wasn"t there but you made it sound so rule that .

It seemed |1 was"™ there. 1 have heard your side of the tale ot the®
dragon, Wes Ilves; and Glenn Bla<tow and | talked with your old pals
at Boskone. They say hi. , y  mmeen iDhr-

CHRIS PETTUS: Whbt"s new about magical or high mana worlds T
being low iIn technology or nuclear power? Do you want the magic users
to starve?//Your speed formula 1is good. Godd monsters. ,iHowar.d"*®
Mahler seems to feel ttbt if the.DM doesn®"t show the dlce,,rthe.
characterrplayermnever guesses the monster. Not always sot//M d 1
to see 13+ Charisma and .fO+*WI sdom, for avpaladin.: , i

MARTIN EASTERBROOk: Prof. Barker plays Anglents.; He has-been
a student of wargames and warfare and well as a language enthusiast
and expert since the ripe old age of ten. He has one jof thie finest

collections of weapons. . He Is also a Hajl, having made hlm pl Igrfmage
to Mecca, ‘ m" " t ?' A k"

. With the Ring of Incohcveri lence, 1 can ,see why those people have
those nicknames such as Gob Fin, Nevek and Fanglork (snicker). I like
plastic hex sheets very much, especially, usigg a grase pencil to
show the wvdrlo“us rooms”of the, dungeon. If _,you wish, you may dress [it
up with -a few drungeon extras, I like your T Ighitl ngr iru lesd

JOHN SULLIVANONe canhpt blame you for creating Demon Flghte”rs
because! so many "OMs consider |t necessary to create demons.//Dl d ydu
read™ STAR PRINCE CHARI IE?, You, mlght get some Ideas for Hokas from |
that. But VIcOdous needs no*he Ip In getting in trouble. |

WILLIAM HERDLE: How Is Gary Gehrkl doing these days? I used j
to commun ICatb regu lar ly with him in Tom Drakg |siMIldgard . He ran
Dfaagekreil”™ and i1t was brilliant. He.was, one of the first persons*
to Introduce me to D&. HERAN A" DUNGEON BACKTHE Ghlcago Dip lo-
macy con. (It was Castle Gerne.) Can"t you transfercharacters out
of non-transfifrablediingeonsif i1t"sllkelyypu’Mnever seeAthat ,
dungeon aga In? And of course ,IT the chargeter is accepted®by the"™ew <
DM? You might*"have to str Ip the character .dom to the basicrOills d
but you will save your character *from never being seen again. Why
don"t you write the DM and let him tel I ,you about the Ring or “find j
some, Way fOr hFn"to FlInd"o about;the ,RIng? SlInee you are nof going
to return, yoV might bs well know, ... B} n s, t - e i

- The DM is honorbound #f he is a pla.yer In -your fr lendi"s wor Id jto
make sure hls characters act as If _they, know no-thing of the magical
equpment or not to transfer the equipment. the new DM gets a sealed
envelope with the information on it, and you get It when the old DM

says 11 Is due. , " -6



“WAy"NE S5HAW: He"s iInte""®sting.-ly mad and),has a very invenrUve
mnidi. _."_"No.-wonder Temporal ana Is so:-weird. ie = /, - - -
r e TAtEXMIELN ICK: Why wou Id the party bel ieve the Cenaus to jbe ,
themselves.: "~They can see they are still there.//If AC -8;, j¥ys impene-
trable, what;. 1s F14. Armor? n N

, ip.w -im [ ] m: ] (|
O'Hc.ii GARETH. KANIZ,.: You, need percentile dice for EPT. Then you can
see what your: character 1looks like. Remember that the higher the
rol*h,: the better the, looks and the bebter the figure.//Get 1iIn contact
with the SCA 1in; your area; they cap help you get the equipment you
;heed”.//1°d 1magine every mutant woui.d )y to be a leader, but few
hufnaPs would trust them.//Great make-sup of your galaxy.

I think we see why; Ethitrilist Is F3. He"d better take It easy—,,
with the®* laser or you won"t have to worry about the dungeon anymore.
Remember that caution and carefulnerss will save you. Never trust the
DM and thiink twice before, you do things; never go over your levijiif
you can, avod d 1it. 1 hope you have good Hluck with that dungeon .//The
Power Cat rules are good. IT the cat survives, he gets to be something
else. . , .

I like match:. =, might be interested- In buying it.//Send your
comments about iQardner! _.Eox to The""Dra.gpn, and they <t pass.them o'~
I"m sure he "11 "appreciate d t;.//1 like Witchworld too.

Hi, FANG. Nice to see you back.//No wonder that DunDraCon DM
had no name for his campaign:. I -could™ give It a name, but Lee

wouidn®t print it. Nor the one for Sweatpea.//Love your Sopwith
Camel, and the Hobbit Thief*Sy Lament,- :

"N o=
Good monster, Glenn, -it i
, ' [ #8;t ~ Fi - - e
Michael McCaaaland: Jeeves and the White Knight is wonderful
“|e

Jon Pickens: Oh, you"ve got Flesh too. Did Lew Wolkoff get it
from you? Do you play anyone us.Fng Dragon"s Breath must u;se .,mouth-

wash or afterwards he will lose charima? ,r ,v:* -
1 prefer that when the charm-caster dies, the-DM, rohlrS 4jo see if
the Charm 1is released. |f-not, iYe charmee goes fTor.help.: -This Is

more useful than rolling to seevif the Charmee is a Zombie, since

the Charmee wM 1 fight in beha IT of. sthe charmer without orders because
he loves him. This 1is far more useful to the Caster than a Zombie
spell that sbps when the caster no longer gives orders.

Hi, Slimemold. Anyone who loves missile weapons is smart.
Thank the Gho4, yoe «<dndt;ienbore pthe ru le Zamout. -it you aren=t 1like
that, you can"t play it. where would Glenn be with a problem like
that? Without Ariel and other twit elves? YO_H j’slrn't an MCP aftel;->
all. i

Yo.ur LKSS, Is a smart old bird. Why did the party offer to carry
Fido out; if, LESS let the FM be carr™®@M""Jt, on the mule? DJd the ~
party make him go back after the fighter or send an assassih after
him? He 1is, quite an iInterest ing character®. ; n [

JEFF. MAY: A pries can"t have _a_mag ician "s"bonus it EFT, but the

mag ic ian" doesh"t get the Priest"s" fight ing bonus elther;7/ReviVify Iis

a real bear. I"d like to see your charts, I can give you some of-
the changes Joanne Burger used for her EPt game. She beefed up the
magician. They can now fight with a spear Priests may use a sling

at 2nd levi, Bolas at 5th. Warriors get an opportunity to pick up a



Ronin were nof always outcasts Séme “Were fea@ries’s mn Whose
lord had died. A ronin might be hired by"a new lord; some were fine*
fighteris.4. 1°d suggeist enyon”™ setting up g ronin set up the whole *
scenario. Ngn player characters ,or mobsters "‘mikie tafie "a *flke iy ro"nin
and hire him to put down Ninja“or project people froni band Its &6r 8Ven
fight spirits from Japanese mythology. Ron Ins fought gfahie-"and ~
spirits. Of course,, thTrelSi little reason for samurai to travel to
other,,worldsmost feudal Japanese didn"t travel anywhere, btit fheVe"s
lofs, of D&D,material |n Japa,nese mythology. The Martial Artist can -
go on the touch systcni, butunless he"s fTighting, "He usually pullg hls
blows. Most teachers pr Ide *themse lves On their ability t5 pull théir
punches/b lows ... .or have people wear ful]i @Qaddfng . The first part of
Karate Isjthe closed fTIst hlddefi under “"the hand , symbo lizi hg that (te
artis.t does not wish to flght but*will jf he Is forced .

:Sarpura lL,can fight with one short sWprd and one, long.sWord, no
shield, no arpior. They should get a dextetity bonus. Ronin prefer
to fight the same way...wlth hlgh dexter!ty. You"may say", he can "t
miss.with the extra damage ppintsj well, with his armor class he"H
better not mlss

- Rull Japanese armor had a ritual, for dressing. It consisted of
silk, padding and [leather armor made 11lke" supet scale leather armor
Z.with bars of steel laced bn® ft.--LG" No" samurai wou"ld*raw his SWord
unless his meant to shed blood, <“the best samurai swords®had S of
steel so fine it was .invisible.. Some Japanese flghters used rope ,or
chain to try to res/Mrain the; _sWo'rd arm- *

Zen, arch,ers should have®™ an extra po iht*. becallse theiir Obhcentna-
tion gave them legendary accuracy, J

Monks could be made to look"s id< by Samura N MartTal artist
but not without weapons. Monks who fight Japanese sty le wou ldn "t go
Into battle empty handed . Let us give the monks a hit of "martlal
artsS and he wpappn pT the raaptial artist to even things up

e "o I

;  WAYNJE SHAW:~ you, did a good job exp lalnlng hi- system.

Jim Thomas: good story. ThO twO-ha,nd;ed sword was carried on e
your back.., 1 Way,- two,—;.hen,de:d s*wpfds had scebbards desigrted *to fall j
away wheldi, the sword was pul k™ out. Most d'ld not give® the® full
swing over the, shou lder agd, back to the ground :ijh a wide arch, because
that was too hard .tp recQ,ypf from. With, th]s kind of swing, you had

one chance to g lgave him, .but with the m'cpl'lfled ,SwIngs, you had ai
iew more chances. - , n m

End of zl-ne 1

7
Natters from Steve Marsh ;n(

eti ss™"Conkling (who did. the an imation™i scripts for the. Fo.tR and -
the Two Towers;) got the job for®the REturntof the King fT,rofp;" -2 aentz
Fantasy Films. The contract! was handled, through Un Itedr AYtlIsts®. -1;
The star of Pumping Iron landed the job for Conan 1h the Conan,*®

mov-i e .nbw In prcduct lon (Tl r i

" VHas* anyonei heard anything: from; ther ._.GPGPN? nWhat is-the averagp.-,

sutvivai; rate of" magaz lires."fc * \Y, VAR I sap |
au !1 +rl

i p-0:m



I WQULIl UA"Vii A QaGXj: Piaa™IXvMn 1IJAAIFUIM @7
By Bill Seligman

- AS you will instantly notice”™ tjais-»sine IS not typed
in Lee"s, lovely ten-pitcLed oelectric type, out my u”ly ICKpitched
Sears Royale type. IT these stencils, vvopa out for aoca, how- "
ever, you will not see tnem in Jtoyaie anymore but in 12-pitched
Selectric, via a few borrowed leystrones at my father®s celectric.

I will be e,ainin™ access xo0 tne ailormentioned belectric
by returning home from colieg,e.” So -nere me all and sundry; ray
address as of may I16th, 1977 i1s bb7 -uusby Kd. nrooiclyn, n.Y.
11230. Direct all correspondence, aeatn threats, ana obscene
[imericks to that address. .
Oomraents on #2;

Ben drossman; 1ideleportin®™ and I"elepathic uoppel”™angersY
You mean there are any other Kinav

. Arnie natz; It appears tnat we two are the only acSA
contributors from nrooKlyn, ni, nei™nDor; According to that
great and unicnomn philosopher victor u-olacere,, playing your .
first game of DdcD is lime somewhere between losing your virginity
and being skinned alive and rubbed witn salt, .. for identify-
ing monsters and magic: Tfor the standard mel monster, 1 usually
assume that though®the players are unexperienced, they have
heard enough tall tavern tales from nard-core adventurers to , .
identify anything that they are lixely to meet; tnat is, they"ll
know the name of the creature, but wnat Kind of,abilities they .
have (the creatures, not the playersj the players will nave to .

find out the hard way. ITf you are iIn tne nabit of creating your
own creatures —- bravo! Describe tne creature, and let the
players give a name convenient to tnem. i1nis can really add .

life to a campaign. ) ) ) | o )

AS Tor magic items:intelligent magic items, assuming
the players can communicate witn tnem, will normally,give the .
player the run-down on i1t"s abilities, unless It has both a
high ego and a reason not t© tell tne player of them._lor the
rest let the players experiment, normally my players p0|nt
whatever-it-is at something”one) ana,say, Do your thing,’
This will not work If the i1tem is a Detect wnatever and there rs
no Whatever around. And a mage can do tne conjure bit oyer any
xion—weapon to see i1f anything comes out. Armor+ls, -ghields-7] -~
and so on cannot reasonably be determined by tne players_ m.

- You can also allow the players to go to a professional
magic-i-tem analyser. The cost and reliability of such a personage
IS up to you. A technique my players aeveloped iIs. to use a
locate Object Wand and successively try to Detect a bword+1l,
Sword+2, Bword+3, etc., but 1 eventually disallowed this.

Dxample time; Just yesterday, wnen my players finally
offed a Beholder, they discovered tnat i1t"s treasure was not .
as easy as usual to aquire, as tnere was sometning else guarding
the treasure aside from the Beholder. 1 privately called them
Gulpers, but one of my players saw tne Vincent Brice special on
plant Death Traps and christened them nladderwort Boxes. And
SO they stay. , ,

BLaDDdRWORT BOadO: a0O:-«, dd ;10 VB20sj move;none
Damage done; only to the player®s ego. Treasure; whatever the



treasure would otherwise be considering, tne other occupants of
the room/iair where they are founa. xslaaaerwort boxes are, from
the outsideindistinguishable from ordinairy boxes, i.e. they

look like wooden treasure chests with metal reinforcement. I"re
high armor class and hit dice usually means that if the player
says "I hack the box open”™ he will usually cnip his sword

before h.e chips the jbladderwort box,

Thi®yes, assassins, etc, may try to use their prowess
to open the box. [I*hey will find no traps and no locKs on the
box, but no even 18(00) strengtn ~paladins with noly awords+10
can’lift the "lid" of the an. when anyone atxempts to open
or examine the bn there iIs a 150 cnance that the nb will "gulp"” ,
i.e. it"s strong lips will spring out from what looxs lixe the
lIid, enclosing whatever individual is nearest the box. [I"he lips
are highly flexible, and can enclose anything whose longest
dimension does not exceed twenty ,fe®t or so. xfter about a
twentieth of a second, the lips will withdraw, leaving the person
totally unharmed, but having drawn,every single magical item or
anything that a betect magic would register, “this will occur
no matter how tightly the player is holding any of the items,
even if he has Cloud Giant strengtn.

The-lips will move so q,uicxly that no person with any

kind of haste or otherwise can reach in and grab anything from

the box, not even the one who is being *‘gulped™. if via teleport,

passwall, etc. someone should enter tne nb, iIf he stays any longer

than 1.5 seconds the inside walls of the nb shall close in on him,

poison gas emitted, and thousands of little tiny needles inject
_oching noi“ve poi,son. in him that will result in death in about

2 more seconds. bven if the creature is innately hnmune to such

attacks, such as an Iron Golen which would have been gulped by

the BB in any case, it will: eventually be xilled by a slower-acting

Death Spell which the bb constantly emits internally. It takes about

two minutes to have it"s final effect, caving throws are applicable

here, but they must be made every two minutes.

Well then, how the hell do you get the treasure out of the darned
thin™??"? Surely 1 haven®t exhausted every possiDility with ray
description here; either the player®s or the cm®"s careful thought
should come up with something, bor example, my players teleported

t r p bndless water iInside ?2 of them]I_Afterl?bOUt gn hour,

&~ Exploded, killing itse ana spilling gallons of water

X%E gﬁ?Ee a fe@ magical items. most of them from my players, on the
Hsor. > - - . .
A When a BB has" 15 magic items Within it, it will explode, alter
having changed the magic items_into seeds, which look lixe spheres
of Annihilation, They will drift until they come to some suitable
spot, where they will plant themselves ana sent powerful roots
) the ground, even if it be solid dungeon flooring. in two days
they will become the mature box form. ithe roots are so strong
that not even kunta xinte could move the boxes from where they

plant them selves. n [ |

Complicated Deasties, aren"t they."” nut then, the best beasties
are.

And if you"re wondering about all tne raised and lowered letters,
I told you how bad the Sears boyale Iis.;

Cary Martin; and everybody else, for that matter; if you thinx
thai everybody who wants your spells is going to tell you about
it and pay you, you are sorely mistaxen. none of my players read



AGE, bat if they did, they v™uld jast see year spelis, alter them
slightly, convince me they were at least a level or two lower than
the ones you reasearche.cL, then resea”™cn tnem themselves. iJiis
wouldn®t work, since 1 read AxJi, hut it coula go on elsewhere.

I don"t hold with inter-universal spell selling myself, hut if
you must dp.it, how ahout;just saying i have a spell for sale
for "Sill Bend*me a note ..that your sending .me. the ui, and 1711 =
"send*-you a letter with._te., spell. . if.you apn“t lime it, or feel
that It was not worth your money,, and can give me what seems to
he a reasonahle reason for it, 11l give you your ur haem, ana you
throw away the spell.” it sounds no more silly to me than the

way you“re“doing It now. , - =N

, Stewart Levin:, Your typing.is ..atrocious. it was so had iIn your
CommerLt to urian Lane that . .really feel tnat i must re-type it
here sol that there will he, .. confusion;

LRIAN LALL: " ...You"re right,-in douDting .tnat 1 could wipe out
Sukestro, since it could not succeed when he already Anew about
"the® sea iInvasion due to a Letect c.ast oy his nirea mage, and all
the sorcerers incapable of taking a snot at tne well-mnown
omnipotent 7th level sorcerer, I heleb m"._aarma.

Seriously, , . . Lrad stocm, are, you readin tnisv Your postal
game is so good that nine months after you cancelled it people are
still talking, about 1t 1" 1 mnow that- college is rough-, hut is
there any chance of restarting, the. game? i1 WAIMNm Saiml mY IhVISTLLL
SIALhER AFILR; rnORyACm OR IRL IROL 1 , 7

Kay. Jones;

RAVAIMWWAZ WtV VWA W WW w AR www wwssife vy VI3V VWA w vy VIV W
TT.TT.TTTTTITTTITRET T I I T TYT IFLERRRRunnnnnnnrunnnnnnnnnnnnnnnl
Jhhhnthgh Juhtlug iyl ke atning

2 LL1dil)

(thanks for the request)

Alex Melnick: ho need to thinm up more titles. wnat was a need
for titles was really a case of writers Dlocm. as you can tell
from my description of the nladderwort Dames., 1°m oyer it now.
I"11"try for "Trouble with Gliches” out i1 tninm. ,i"ll just use the
titles and write another satire under i1t. inanms anyway, Yyour name

will be mentioned.

Jeffery May: You mean that you don t read my “zine Tfirst every
issue? Loo hoo hoo., -Actually, 1 must confess tnat wnile 1
read my “zine Ffirst t. see how it reproea, i1 read Glenn"s “zine
second also. Now, Glenn, will ,you &na me my issue of TWR 7Ff15?

To Gary Gygax via Martin nasterhroom: 1if you really are worming
on a revised Led, 1 have three .pieces of advice. Rirst, make~
sure the thing costs, a good amount l.ess than five cents per page.
Otherwise you will continue to have the proDiemmvith xeroxed m
copies, Lon"tmthinm*for a second tnat including dice will make
up for the price; i1t takes me only of computer time to |
generate 25,000 numbers, that simulate die rolls. while not n
everybody has access to a computer, mail order distribution of
random numbers will eventually mame dlce obsolete except for old
~7-year-old fogeys like. je.. ]

- -Second:, .if you"re going to box the tnine,, mame the ‘box about
two to three t.imes the .size necessary to. noid the booms. sure, you
say that you will not be putting out any: more supplemnts after this?



but t woula®™ be very, very nice i1 one coula Keep®one®S iseues
of “Drb DRAGOM and “Hm yfKAi"AblU in tbe saine box as the rules.
AS a matter of fact, it"s alreauy reacnea tne iImpossihility stage
with the present box. 1#axe one of your vccu boxes, and place
in 1t CHAINmAIL, SY®RD),<x bRnJjLh, uUiMUKUnb a nUAbUiIMb {no cheating,
all three books now), CRAYRAViik, biiAUAITIUA, a JIRITiUi VIZIZIARKRF,
GODS DEMI_GODS, ADD HbROES, and Raul Jaquays nJuGnOhnnk, which one
"of my players has jJust noticed is just tne ri™ht size to fit in
the D&D box. (thanks, Paul. In exchang,e -for tbe plug,, could
you make the adutess change for my suD to mn JjUubjiUIMSR without
my having to send you a separate letter about iItp)

The box will not fit very well, will, ia* it wauld-. mnake me-very
happy i1If you would market just the box separately, but enlarged
to ""hold all the extra rules.: To thinx 1 once Kept my dice in
the same box®™ By the by, the xeroxing problemwitn.iacl sets, IS

vampint at Cornell. (Those of you wnose-dictionary doesn”"t include
the definition of vampint snoulu asKk for tneir money backK. ) jj-ully
70% of the D&D sets come from the xerox coTparation. I*m not

loaning my set to anyone,, but that doesn®"t prevent anybody .else
from doing so. Any ideas on what to uo about ig* bee my first
plece of advice. 7 an
Thirdly, could you maxe the neWi..rules nave a fewer set of
cross-references. “For example, first i1 read in nlacKmoor that
Assassins have the same™ saving throv... as thieves. Then 1 have to
go to Greyhawk to see® that Thieves save as magic-users. Then 1
have to go to Men isc.Magic to see what ,the saving, throws are. The
same thi for "the "Orj Hinsl mab<=rial; first 1 read the des-
cripbion of a Wight, then I have to go bacK to where it"s armor
class and hit dice are given in the -first two pages of Volume II,
then 1 have "to go to Gxeyhawk 0".ses "wnat"Ctamage it does, and then
T hav-e-to go to "Mfin"& Magic ..te sea- hew- tnany “expereince points the
p-gya has left"." By "this time both myself ana the players have
gone to sleep. , . - . =

Peggy Gbrnignani:The current line-up as btewart nevin and | have
worked out is: Lee Gold - General cartwrig,ht

[ | Glenn Blacow - Lieutenant nrannig,an

- Leiw wolkoff - Benny bouthstreet .. .

| - Adelaide - nay Jones . - .
-.Nathan Letroit - btewart nevin T oo ...
Sarah Brown - margaret. (iemig,nanl ]

Bill beligman - Sky masterson
Charlie Luce - Big Jule (nig nuce)

Since no one else has asked for them, stew and 1 have g,iven
ourselves the lead male parts. If anyooay does not like their
part, or thinks that somebody is miscast, by all means write a
letter to Stew or me. It should be pointed out that iIf this play
is any good at all, one day.someone is going to say, "“will, all
the -oeople iIn GMs and DMs are here at bencon xx. Let"s put on the
play with the real people starring In their own parts.so if
you can"t sing, ™If you see a quy, -with that glint iIn his eye,
you can bet he®s becoming a GiII" with a straight face, let me
know. (For those who care, I: can. sing about as well as marlon
Brando -- with cotton stuffed in his cneeks.—- whether btew can
sing like Sinatra remains to be seen.,) "un, ana iIn case you hadn"t
heard., Stewart Levin is collaborating with me on this.

IT.you «.,. t want the “lead, part Peggy, let me Know.



Paul Jayuaytd; Propped her plate i1.a her lap, eh? wny not give
me her full name, and when she sees it iIn the next satire, who
knows what will happen? watch out for flying meat loaf. You
will mentioned extensively iIn my two-part -satire in AW F22-23.
In fact, almost all the major contrihutors will. 11l get a
chance to sharpen my sword on Glenn again, ry the way, Glenn,
don™’t roast me out about the satire this issue until you see.
this two-parter. ihen, i1f you send me tne .money, 1“1l send you
8 X 10, glossies of myself <for-you o v~ar.up and/or throw darts
at ? P P - R . N\ N\ N\

Alternatively, 1if you®re going to ;onrGrna .77 , you can'run”in
my dungeon and then give™an expedition report that they"ll never 7
forget,. Or 1 can visit ndwyr and see if i1 can last.five sedonds.
Viiasnt this, supposed to "be a comment to Paul jaquays? 7

Bill Paley: a Comfy Chair. ™ I"ve just noticed somtning. In
A&E we have Bill iaylor. Bill herdle, Bill paley, and Bill beligman.
In iwH they have Mark Norton.., maik gwanson, marx neller, and
Mark Kramer. I"he funny thing is, my hrotner®s name as marc. In

TWH they can do nothing, but for aocb, bow about Billy laylor,
V/illaim_Jtierdle, will Paley, and Bill oelig,man? mat way we don"t
get confused. :Or even better, bow about Bruce ITaylor, Bruce
Herdle, Bruce Paley, and Bruce aeligman. mat would totally
eliminate any confusion. -

Jim _Thomas; O.K., if Charlie puce comments on Comfy Chairs,
111 respond. Get to it Luce, mustn"t dissapoint the marxs.

V/ARNING to ALL: Bo not, repeat do not, buy tbb dwORB op CbaNwapa.
The book is not bad; Terry Brooks put together a nice jJddcl-type .
adventure, heavily based on 10TK. I"m sure mat Terry Broooks 1is
a D&Der; any book that has hives, nalf-elves, Thieves, Trolls,

Cave Trolls, Lwarves, Gnomes, L,ra.i.ds, bbps, pang,ers, Pighters,

and finally Men could have been conceivea of inaependently of

D&, but 1 doubt it. "However, tbe boox is not worth

There are two main reasobs for the high cost of the book; it is
printed in very large type (and then they try to appeal to the 10TR
fans, most of whom are more literate tnan six-year-olds whom

the large print would be suited for) wnicn probably doubles if

not more the number of pages. Also tbe boox has very nice nildebrant

illustrations, all but one iIn blacx a white. The color one is

a fold-out in the center of the boox, ana iIs as well done as the
centerfold of the 76 Tolkien calendar, do get your library to
buy the book and then borrow it, but do not shell out seven bucks

like I did. It is not worth, it. * * v = o
(Don"tmexpect more originality than you see in a jjB expedition
write-up. In one scene, Allanon, tbe great Druid, batiles a

winged creature of evil on a bridge over a.fiery chasm, dound
familiar? While they both fall, allanon rescues himself by a
more realistic means, he grabs onto a metal bar projecting from
the side of the chasm.. .No, lhaven "t spoiled tbe book for you,
merely deprived you out of 40 of the 72b pages of suspense,)

Please excuse the large paragraphs; 1 got so used to 12-pitch
spacing iIn typing my contribution for pee to type that 1 have
become long fingered, (as opposed .to long-winded, which 1 al.so am.
Since Glenn will be- aced this issue, a ;an not going to max-e the
second satire conh.rev.ersial, hut merely funny, 1 hope. do fasten



ynur seat, belts, say good-bye to®"your*wi-le ana Jtias, and pray
the pseudo-monolith doesn®t come before you finish -

Another-exciting episode of b TAUA TN
) / m N i"dh JalUa Vim ,

="Space. fhe Tfinal ;frontib.r. ITe" wilxy way-Galacy is 25 hilo-
parsecs by 4 kiloparsecs, which is 5)0,-000 light-years by U,400

%t— years, which is 530,000,000,000,000,000 milles™.

GO, 000v00Q. ,--.000,000 miles, which is 33,000,000,000,000,000,000,000

mches by 5 ,500,000,000,000,000,000 000, wnich makes a grand
total of 5,000,000,000,000,000,000,000,000,000,000,000,000,000,000, .
co0o0,000,000,000,000,000,000,000,000,000,000 cubic inches. That"s
a lot of space — Ffive million decillion aecillion cubic inches.
For those of you in. England, that"s only- 5 aecillion depillion.
It's still a lot of cubic inches. ® somebody has got to watch

all those cubic inches. That"s my 1 carry a baage.
Dum de dum. dum. |
Dum de dum dum EUm. -

ITf you believe the story you®"re about to read .is true, then 1%ye
got some swampland in Florida, Spanish irisoners, and a nice
bridge in my hgme town that you might be interested Iin.

It was Stardate 5693.4. |1, 714, and my partner, 213, got a
5 2-and-eYen from .sec f.or 2001. Agents 99 ana 86 contacted us

on their tel ep PPhories, cleverly® disguised as pedal extremity
coverings. ,86 told us of the 6-2-and-even in. 2001 to myself and
213. .We told, him 10-4. poor 86. nittle did he know his days
were numbered. , ‘ | .

We rushed to 2001 to find the perpetrator, number 1 inter-
rupt bhis .satire to bring,you an important ommlssion. neither Iin
THE. STAR TREK COHCORHaEQe nor TEE STae T Himl TnunniOAE mAEJAE d:.es
it give the serial number ,far the jjefiant. somebody should do

something-,; i1t ruined the rustic mood of my satirel!), was being,
defiant. Agent 86 wasn"t very smart; tney dropped down a telepho,ne
booth. It was too late. We read tne-defiant ones their rights..
They responded with their, lefts. Ve had no choice b A& to set , ~

up a ."warp space iInterphase to ’cause them to go insane and kill
each other, and returned to base, thinxing tne case was wrapped
up-

"Captain®s log, Stardate 5693.4.,., .I'me X"SR InuokPAKATjiJj has been
ordered to search for the Tl -This®, whicn was lost last Friday.
Supplemental note, and aplogies because 1 xnow there aren™t
going to be any more supplements; ,i nishly resent being forced

into a show being directed by a stoic excuse for a sp.ider®s home.
Give me chromosomal constituents any time.”" -~

r

Scrubj( interrupted Cast"s introspection. ‘‘captain, tne Armor
+ 3 vs. Vacuum 1is ready. we can board tne This whenever you desire,

"Always board-games. when will the Aiilipersand g,aes. come bacx?"
“"Eamian Thorne,”™ muttered solo, "maybetna®t sort of thing was

funny the first satire, but iIt"s beginning, to wear thin. This
interphase 1is beginning to warp Cast"s brain.”



"Say, Scruby,” saia Uast, "you unow wnat I"a ao if } i1aaa 40

"Wo, what?'" ™
"Bay a forty gold piece canay bar.™

Solo grumbled, “I"hornme! I hope tbat’s tbe last. You can"t
get rauch worse than that.™ . > = .

Portuneately for solo®"s sanity, ne aian"t hear Oast"s "Just
wait and see.*" Cherenwov caue,ht"it, however. -

Dressed snugly and stunningly in their Armor + 3 vs. Vacuum,
Cast, ScrubiicBwan, and cherenicov xeleported. aooara the ITilS.
There they found all the crew pummellea to ueatn. nven the
Captain of the THIS lay beaten i1n his green overstuffea chair,
still clutching his latest Aocon. "Boor man,- said scruby, "he
never got to this satire. ¢

Suddenly mcBwan®s Tlairvoyance beepea to the captain, "Jaclt,
my-hand just went through two of the walls ana a water cooler.
I suspect the Captain®s "ship” doesn®"t stana up "to the Michigan

building code, aeab here, 1 suggest we leave at once."
They all rendezvoused at the briag,0. -ijaptain,”™ saib ninchy
over the Clairaudience, "I"ve only got three teleports handy.
One of you has got to wait until 1 recharge my spell points.
Viihbever remains, well, 1 thini aeli&man-s gomg to really tawe
care of him. - :
Scrubs said, "Captain, 1 thing 1°d Detter stay. 1 have the
feeling that Seligman has a sort of ego image in me, and he might
not hurt me as much as he would hurt you." ]

Cast quipped, "Vjell, you®"re not the "hurt of his hurt" but the

"Heart of His heart"." . . . - - .
"Hinchy, beam us aboard, the Captain has agreea to wait!"

screamed Scruby. lor® after that- bad one, Bcrubj haa glanced

out of the _THIS'S", viewscreen. After the aien had Deamed aboard, -

Cast also looked at the viewscreen, for nothing better to do.

He muttered, "If I"ve nothing better to ao, then I"ve got nothing
bitter to do, which means I"m a nice &uy, althout,h 11l never be
on LOST IN SPACB." He stopped when he saw the triangular prism

almost triple it"s speed toward him as he punned his last.

"No, 1 haven®t, shouted Cast at the last moment, "for aren"t
you going to pun-ish me?" The monoli"ch quicmly absorbed- the entire
THIS to make sure he got Cast.

Back aboard ship, Hinchy was indi&ant. "why®a you jossle my
elbow, Scruby, you made me miscalculate, how the capta.i.n may be
lost forever." n [ |

"Vifet a calamity. perhaps 1“1l report this to the uamesmaster
in a few years, if I can find the time. nut now, the ship 1is
mine, mine, mine,-"i«iINB MINB alLliw INa POrLCiVBK AND aVah Ahh m ¥R ANd
__.BVER AN© nVER and ..AVER- unercifully, oeli™mah stopped typing his

aon hence.



We thought the case was over, hut we were wrong,. Wwe recieved
information that w had called g while reading, a booii by d that
Dr. A had seen hUC-1701 at the scene of tne 6-2-and-even in
sector 2001 which led them to*call 714 and 21b to mind their
Ps anb ys. Quickly we went bacK to tne center of the action.
We saw "a .UjO do the nO to the sister snip of h(JO-1701 1in 2001
by 5693.5, and then 86ed. We made liKe o0 to N\I"'u-1701 before
they could give us a 10-4 and 86 themselves.

AhD EVIIK JAND YVeA"AIMJ hVEKm . . continuea bcruby as he sat
in"the Captain®s chair. ouddenly the viewscreen clicmed on.
A huge shield shaped device with a;larg,e "714" accross the bottom
of it. ,''1400-1701, 1 am the founder of a foundation dedcated to
Friday ~d the fair state of it"s foioles which are fancy. 1"hus
I am the Fancy Friday Foible Foundation®s mounding, Father, or
FFFFFF. -Gain you do better?" _

Scruby mused, Let"s see, 1"m speculative, my last name is scruby,
I don"t have a sword, because 1 am a sorcerer, 1 am unassuming and
simple, and of bourse I"'m serious. so I"m the simple, serious.
Speculative Swofdless Sorcerer surnamed scruby, which Is sssssss,
so | did one better than you. What do you want with us?"

m "'You are tresspassing on the cubic inches of the Dili*, If you
do not leave immediately.” * . ~ 7

"I"m sorry, but we have to stay here to mame sure the pseudo-
monolith really did tame care of our uaptain uast. Live us about
45678 seconds to make sure, then we*ll leave."

"Very well, but you know, there are a lot of seconds that; I"ve
got to put into this job,” I worm for nine galactic revolutions.
3%s 18,000,000 years, which is 6,570,000,000 days, which 1is
157 ,680,000,000 hours, vjhich is y ,4b0,d00,000,000 minutes, which
is 567,648,000,000,000 seconds, which is 587,"648,000,000,000,000

microseconds, which is .. " dolo cut the viewscreen off,
"What*"s next on the soript,” dolo inquired. heplied (herenmov,
"I think 1™m z,supposed to go mad. I"eli me a jome, will you?"
"Why," asked Solo. - -
"How can 1 be mad when 1*m laug,hing,?"" -
Scruby quickly used his. Vulcan neath u-rippe. *ithat jome

proved him mad®~ for sure.”™ 1ihey locked him up and nad nis “ey

for lunch. - .
Noticing howv. nauseated the reader was aecided that if he didn"t

take quick action, he wauld’gbt no comments redoing, "nest satire

yet®. 1lhus Seligman - i tdiought and thought ana thought. D"inally

he coulci come to only one conclusion, that he had written himself

into a corner. Recalling hLaUOw ai~v uihUbdEd, he realized that

he would have to end the satire as .quickly as :possible.

45678 seconds passed, but nothing happened. I1%hen the FFd"RF
came back on the screen. “*Your time is y.”™ If you don"t surrendur
now we will cause all of you to become violently insane.™



"ImpfjssiDle. \je are brave ana ”ooa ana sane ana true, *
Since we are the ~ij\uygtbvihid crew, ]

| We"ve" been out deyona Uranus,
Nothing exists that can contain us, :
im m But without Beligman we®"a _“now not what we®"a do.™
"A rotten limericlc. ifa that, you g,et tnis!"™ refore each ember
of the crew stood ah -image of captain uast. 'nnocx, xnocK,” said®
the image. "Who"s there?" responded the crew, ™ram and Janet.”
"Sam and Janet who?" "'Sam® and Janet evening,, you will meet a -

stranger in the night, exchanging glances. . ..

"lI"orget it, BEFBI'A. we"ve been exposea to cast"s rotten johes
before.™ “

"Then we- 11 have to get nasty, KeaaNj 213?" -
"O0.A. 714) set to do the 576 on ncc-1701 to ac and dfo “em.™

"Mr. Scruby, what in palain®s Seven nells are they doing?"

"They"re placing some sort of energy web about us ... 1 thinx
it is a — a — a- DKAGNrT!II™

-hum de dum dum. ,
hum de dum dum hUM. e

"hook,™ 1In the viewscreen, 1It"s Jacx! They"ve brought him bacx
to torment us!"

"Quick, warp factor 3.1415726536. Try to escape the JjKaGIMIT
and. ram Cast to bits!"™ The IBCOKPAKATrij"s engines howled. The
nacelles growled. The shields Yowled. The computer went, 0."eow

meow meow meow meow . . ."* The IncunhAKATT/T) broxe free. And
Captain Cast® stood on the briage. ‘''Captain, now did you get
back?" .

"Seligman needs me for the next issue, wnen he®"ll be giving
a satirical discourse on free will and .. _."

As we mm , - - -
CUT TO
a shot of the INCORPAhRATnh going into hyperarive
As we
PAhiT OUT n , - .
. - . determinism. In actuality it will be an interesting look

on how we contributors to Acka comment to one another. Tt should
be much, much funnier than the above, nut you nave a much better
one this Issue, so | shan®t pity you. This satire was not as -~

good because I wasn*t® really insulting anybody, nut next
week, i-f. anybody makes it unscatned , . .non"t worry, I"m not out
to offend you all, I merely try to maxe tnis “zine so iInteresting

that you®"ll read all the otner tnings 1 nave to say.

Until you meet a platinum nragon,

nill aeligman ’



SHADOWS OVER DARKHOLD ”-
Scribe: oc dj ,;_'aﬂﬁ", T.nTi p;ndo i-i' -m- u ]S/ 3“Tel"t0n, Ccan

May has descended .upon me here out on the moorsj bringing some-
what sunny weathen> and a desire for a resto 1 have decided to
wait until next month to finish up the adventures of that furry felon
Hoka of mine, Viscious. The sequel will be entxtled, You Think
Your Thor?” That is, if 1 get good response from the~first part.
Granted this column is a 1ot of ego boo (sorry Ken), but I don t want
to spend hours composing something that no one will, read, so if*you
like anything, please let me know, even .if .you don t like anything.

" Now that that is temporarily out of the way, and since 1 have
basiciallv no comments (printable ones anyway), | will get on to the
bnSnesi at hand, a new CHARACTER®CLASS. |1 have within the last
month finished reading SALEMS LOT, and I keep thinking how different
things might have been i1If they had had a swift thinking person, who
was trained in the art of fighting Vampires. A person who has dedi-
cated his (or her) ii fe,,to fighting undead, wherever they may be
xrbnh, find so here | present, the Character Class....

m THE"DHAMPTKE (or VAMPIRE HUNTER)

In an earlier "issue of AR, the Dhampire as a mons“her was
presented, going basie.olly along the lines of the creature repiesented
in Vampi I"eil a niimbex® 22, °Cry of The Dhampire.®” And though given as
an admirable monster, it lacked a lot in becoming a player character
so | dug into my Vampire source books (a little under a shelf full)

and found out what Vampire history has to say about Dhampires,
Here it is; ] -

[
A Dhampire was the child of either a Vampire and a mortal, or
the child of a woman who during her pregnancy with that child, was _
tormented by a Vampire.- Basically, that is it» In terms of using
a Dhampire as a player character, 1 reccomend the following.
A Dhampire can never be Evil, (in terms of determining align- n

ment). They have abilities gained from both their human and Vampire
heritage. They do NOT lose life levelsbecause they do not really
possess them per se; they do however drain lifelevels from undead,

and they regenerate one hit of damage every turn. This does not apply
to fire or acid damage, it does regenerate poison.

Dhampires do not fear the sun, nor the host, nor the cross, or
for that matter, any holy symbol, for they are not proper undead.
In daylight they fight at a -3J hut they can see iIn the dark, and
they have slightly heightened senses, so for listening, refer to the
equivalent level thief, in discovering their listenning ability.

They turn and dispell like a -Cleric +1, (a 1lst level Dhampire
turns and dispells like/™a 2nd level Cleric.) However, should_they
be killed, and they are; not raised iIn .three days, the incubation
period which was activated with their birth, finalizes, and they
rise up as Vampires (see end of column). They are then Evil, and have
all they traits of Vampirismo n

Dhampires can wear only leather armor, and they do not use
shields. They can use Clerical scrolls and staves, they can not use
potions. They get a D8 "ocer level, up until 10th level, then they
get a +2 per level. They go up in groups of four, in terms or melee.
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9. Remove curse, and Cure Disease, each once a day.

10. Energy, like the Healer spell, once a day, but the-Dhampire must
have already drained at least one Undead life level, i1n order
to impart the life level that day. It also incapicates the
Dhampire~for 1-6 days.

11. They gain the ability to Control Weather.

12. Symbol Of Light: .The Dhampire becomes a blazing pillar of light,
which turns all Undead, and any Evil within the 10” range.
Once a day, for one turn. - "

13. Wall of Light: Any.Evil creature, or any Undead, save Vs.
Death, or die. |If they save, they take 10 D-10 in damage.
V/all lasts for 6 turns, and the Dhampire can summon it once a
day.

. I believe that is about it, but knowing myself as I do, | am sure
something else wv;ill pop up later on. Feel free to add anything you
like, or take away anything you don®"t like. To get further infor-
mation on Dhampires, see the above reccomended VAIIPIRELLA magazine-,
or try to get a copy of THE NATURAL HISTORY OF THE VAIIPIRE, .by
Anthony Masters, or A DREAJ4 OF DRACULA, by Leonard Wolf.

And now for something to fight the Dhampire, here are some of *
my Undead, Handle with loving care, - -

GHOULOIDS; Alignment: Chaotic. Armor Class: 6. Hit Dice: 4.
Move: 10, % in Lair: 4-0%0. Type: E. Number Appearing: 2-16."
Number of attacks: 2 Clavw/s/l1 Bite, 1-6 per claw, 1-10 per

bite. Dexterity: 12 n D6 ."
Description: These are treated Ghouls, a meaner and faster
version ol the standard. Anyone Kkilled by these creatures, needs
a Remove Curse thrown upon them, or they too become GHOULOIDS,
P.S. Save vs. Paralyzation at a -2 on saving throw. Even Elves
can be effected by these,

KING VAMPIRES: Alignment: Chaotic. Armor Class: O, Hit Dice: 10,
Move: 14/20, % in Lair: 10%, Type: F, Number Appearing: 2-8.
Number of attacks: Two Claws or hands/1 Bite, 5-30 per claw,

2-20 per bite, plus energy drain.

Dexterity: 14 + D4. -
Description: These Vampires have all the powers and attributes
granted their weaker cousins, they have Fire Giant strength, -
as well as the ability to control weather, and cast a 10 foot
radius Darkness about themselves, adding +4 to their armor class.
They drain 4 life levels (/o if save vs. Magic), and they are
smart, and highly intelligent. They do not necessarrily rest <
in coffins during the day, but they must stay out of sunlight. =
During the day, the have no abilities other than mere human, they
gain their powers; during night. In their lair, they alvw/ays
mhave a magic weapon in theilr treasure. Theilr charm is 4
rather than 42 They can be hit v/ith silver, or weapons of 3
or better. If lowered to O hits, they usually waft out through
a crack, or escape, reforming somewhere relatively safe. They
usually command from 3-18 GHOULOIDS (60% chance).

That 1s about all for now, hopefully I will have the rest of my
tale for you, and address all responses to me, care of your friendly
neighborhood carrier bat. May All father be with you.
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like a Cleric, They can use any weapon they desire, but they gain a
special against undead, when fighting with their hands. Knowing
Undead phisiology like they do, they can deliver a hand blow that
does I“b points iIn damage, and drains lifelevels from undead; one
level per every two of the Dhampire®s (a fourth level Dhampire drains
/0 lifelevels, and i1If you play giving a saving throw against life
level “drain, they save vs. Magic). Also, by fighting undead this
way, Undead that normally regenerate, do not regenerate damage given
this way. And a Dhampire does not need silver or magic to hit undead
types that normally need silver or magic, this includes when using
weapons, though the life level drain and the non-regeneration does
not apply.

To be a Dhampire, one must have a Wisdom of 15+ (this is their
prime requsite), Strength of 15 or better. Dexterity of 13 or better,
and a constitution of 13 or better, Dhampires are only human, not
even half-elves can be Dhampires, the blood mixtures do not hold
correctly.

Please note however, Dhampires are not DEMON FIGHTERS, they are
not fanatical like their more tempermental counterpart, though they
often work In teams, a Dhampire being able to somewhat see In a Demon
Darkness. A final note, Dhampires will not usually use their hand
damage against non-undead (or non-Demonic) entities.

Level Hit Dice Experience Point Special Abi!
1 1 0 - 1
2 2 *3000 2,3
3 3 . 6000 ‘ 4-
k 4 12000 5,6
5 5 24000 | 7,8
6 6 Z¥8000 9
7 7 100000 10
8 8 200000 11
9 9 350000 12
10 10 m 700000 rV 13
11 +2 . +100000 ‘

SPECIAL ABILITIES.

1, Dhampires get a +3 in TfTighting Vampires, +2 other undead, and
+1 when fighting Demons and Lycanthropes, _

2, They become immune to the rotting or paralyzation effects of
some undead, such as Ghouls and Mummies.

3, Immune to Undead Charm and Suggestion,
Detect and track undead, 6”7, "+2' per level,

5, Can Shapechange (no Constitution roll needed) once a day into
a Falcon, AC H®, (three attacks, claws 1-3, and bite 1-6.) For
five turns. And Shapechange into Leopard once a day, AC 4,
(three attacks, two claws 1-3, one bite 1-8). For five turns.
Add either five turns or one time more, for each succeeding
level attaiBed.

6, Can turn animals surving Undead (same dice rolled as particular
Undead Commander),

7, Protection Evil, 10° radius, once a day, +1 more per level
attained. N

8, Continual light (Clerical). Once a day, one more per every two

levels attained (Dhampires do not fight at -3-in Continual Light
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T -~THE TRANS SPATIATL ANARCHY WRITHES AGAIN-

Translated by the Society for Creative Anachy (located
at 119267, North Hollywood, Ca., 9160?) from the collated
notes of Cary Martin. This zine intended for Alarums and
Excursions #22, . X

- ] Spells for sale

ELECTRO-JAVELIN; This spell conjures a glowing javelin Ihat’
only the caster may handle. The javelin may be throw up to

10” , and it hits; at +1. Upon impact (or touch bu someone "m
other than the caster) the javelin converts to energv (with-
out doing any iImpact/penetration damage) and does 4-40 points
of damage (electrical; save for half). If i1t has not been

thrown by the end of the tenth mellee round after conjuring

1it, the javelin vanishes harmlessly. The javelin appears in
the hand of the caster, and can never harm the caster. Non-
permenizable. 60k Au. Researched by Esselar, neutral MUI3 .

PILMR OP FIRE: This spell is dependant, on the prevailing
weat)ier. If" the sun is visible to the unaided eye, the

druid can call down a fireball of 8-dice + the level of the
druid in dice, with a radius of 2.5"/ This spell is xx usable
outdoors only, and only once every ten minutes. The fire-
ball'*descends in a perpendicular path tc the ground and can
strike airborne targets as well as those on the grounds.f
fiange:36"". 16k Au. Researched bu Ethannan of hte Green
Silences, neutral D7.

SNORT; This spell conjured Up one teaspoons® worht of 90"
pure cocaine.,. The coke will appear whexeyer the caster
desigpates within .2p fe,et. mDurations LVL *f 06 turns "o~
until snotted. Q4k Au. Researched by Ellessia, .neutral
W7.-% :m  _ e il .= Y A "

5802 *EXPRESS 8~This"Spell will conjure a moving wall of ,
force that impacts“upon its target for 1D6 per level the
caster has attained. |In addition, a ghostlike iImage of a
mffocomotive and coal car (with wistle blowing) appears on a
ghostlike mb*t pf tracks 10-50 feet (casters choice) frolm™
the target-(on any angle dr altitude desired). The image
is 1mmaterial and will appSar regardless of what may already
be there, The area of impact is 10 feet wide by H (where H
= the height of the ceiling minus 06 real iInches to a max.
of 15 feet), and the train is always 01 foot shorter than
the ceiling.,. The train will rush toward the target and
vanish after impact. If the target iIs not secured strongly
to the “ifloor 1t will be moved back 2-20 feet. The iImpact
of the” train and the wall of force iIs simultaneous. Range
(to front of train)8 15", 45k Au. Reseached by Erramos,
neutbal MU-11. . - - -
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SaulV 1 like the blademaster class. But could you provide
information as to thier smithing abilities? The H.D. you
give them are a bit excessive? I.would,”u”gest using standard
Ranger H.D". The sebond strikecolumn®h”eds, .clarification.
Vlhat are®™ the neccessary requisites?

ng-ip;,  =mm - °© i [
Fangt Surgarpie was not female. *

May: Any DM that allows someone to shoot a missle and get

a strike in the same melee round de-servesonly turkeys and
cheats. Just because virtually anything is let into the
Gastle Anthrax does not mean that 1t*will ever get out. —
Characters like that tend to be brash, loud, and careless?
and thier: players are usually fools or worse. Such carryiing-
on.are/.not survival factors in my dungeon/overland.

Paley: Hooray for the Priests of PriapusJ!Ii!!

gullivan; Someone should hail that hoka into his cask and
-drop him overboard.® Better yet, tie him up with Kask and
.drop them both nvehboahd™

Pick; Yoiir samurai class is somewhat overpowered (and over
complicated). The way | designed ninja and samurai was to
fit in with the already existing monk class..

Lloyd: k 350 chance ofmbreaking a; two-handed sword, eh?
Sounds like yoiir world id filled with Horsemen trying to
get to Valhalla early. Sow long have the*legions been
gonei anyway? =T m

. a C’rltter Corral h@ : [ '\/"]li'J""'
HELL HORSE; .Chaotic/ivil.-,IAQ- O™ modified by dexterity. -~
This is a coal black horse with glowing.green eyes. It
moves at 20" and is extremely agile. It fires an eye ray
(save vs wands) that hits as AC 09 modified by dexterity

and does 1-6/H.D. - Str, 12+D6,Int; 3D6, D.ex,.;!l4+D6, 6o0n. -
10+D8. Hooves:.1-6, b 1 t e : 2-5 appear:. Treasure type

D- N E " m ;
R': Chaotic/”vil (Demonic). AOJ; 02"anodified by - T

dext™ity. This large (77,b50 1bs.) rather ape-like

beast has a peculiar hatred toward elvesy and will always

attempt to turn ar”™ and all nearby elves- into large -

slippery puddleq. as soon as possible. They are iImmune*

to charms and, holds., from elves and half elves, and are; |

70" resistant tp ali other forms of;magic (swords, spells,

etc.). They strike for a basic +1 vs. elves, with an

additibnal +1 for .every class the elf operates in (half

elves that are single-class are cosidered hdman, multi-class

half elves®are xonsidered full elves), ;:1t usually Uses

a stond club (1-10, basic enchantment +0, chaotic)"but has

been known to favor two handed great axes, Str. Hill

Giant, Int. 3Db, Con. 14+d4, Dex. Ib+De. 10 H.D. 1-b

appear. Treasure type 1.



A PAGE FROM THE VERDIGRIS TESTAMENT by Steve Marsh
12 May 77 7488 Hamilton,
Edwards , CAT 93523

r 1 am starting a POM ~-ampaign for up to ten entrartts. All 11
requ ires nis that the part Icipants send me a SASE or a stamp wllh the ir

moves. it return, they get copies of the Ver”~Tgris Testament with
thgir moves o, backi Slnee the repro is free (and thequality
-poor), 1 don’t have the-,gall to charge anyone for It, but then copies

go only to players. ., - -

Anything can be entered (any class, any level, any artifacts) gs

long as it’s clear ly descr ibed at the door.- Meaning, 1if 1 haven’t
heard of it, you have to tel I me iIn advance how it works (which is
only fair). If you don’t have any characters you>d like to enter,

can provide you with one of mine, roll one u. or give you a clone off
a dead player.

I"ve been In gaming since 1974, generally let players figure
their own experient points, and am very willing to let a 900th Ilevel
MU on my Tirst level. What he,would find worth his time |1 have yet
to 1Imagine. IN other people®s dungeons, 1 like to s4t on the Ilow
levels and shoot it out with the things that come after me, It"s more
of a challenge and.when you’vq decided you"ve had enough, you can
leave quicker. ,

Unusual features 1include the opportunity to,be a member of a
technic society, Philosophers, mystlcs and lightwalkers 1included as
classes (with the fjnai version of the Mycenean Thought Grafters
coming along soon) and ,a willingness to allow players to trade infor-
mation without getting hyper about Iit. In the dungeons, the treasure
comes from the D&D tab,les; outdoors 1it"s from the GH, and for maps
it. iIs drawn from the Cupric Syllabus. There are two categories of
dungeons, polite (for, the newcomers) and gory.,old messes (for the bid
hands) that you have to request to get in. Some of the
treasure is what some have called ~.gross', but then my 7th-9th level
monsters are a touch fearsome too. The kill rate runs between 1M and
%H;J depending where you go. Unless you ask otherwise, you are started
in the 5™ areas and need to, work your way into danger (if you desire—
of course, ,thjat’s wb.ere the money is).

The Qu ick; puincy Gazette 1is recommended (high jy) especially the

back issues, and since subscriptions are cheap.. The dragon won *t ki Il
you, but it may not he lp much either. And of course a plug for A&E
which was a pleasant surprise. T, ,V

You may have as many characters as you want, but each player is
limited to.one party (except™for small exceptions). The reason is
that Lim desirous of onJdy running 16 parties (including my own & FTF).
You and a friend, however, can enter players in "each other’s expedi-
tions. You can even enter several of your own 1iIn one expedition.

When enter ing, piease ipc iude whether, you prefer to use a crit-
ical hit or a straight d&D combat, whether you plan to progress on the
generous SFBOY charts vs. Balrogs with 10 att acks per m-p or the
GHawk charts where a hero can, often trash a Balrog (I°ve seen it
dore..,. Balrog hits every other m—p,; the hero hits abOut twice per
m-p) - (Balrog gets 1 swing/m-p; hero 4; tel T me who wins.)



Each Verdigr is Testament will include three xerox sheets, one
handdrawn cover of poor quality (but very original) and an editorial
(also unique)~.. 1 Will accept cQVQrs, (as each facing sheet 1is Hand-
drawn) but 1°’m not able to pay for them. Issues istart with a#1 as
soon as a ,playe™r begins playing and go pnly to peopie In t™e campaign
Comp lainis and disagreements are liste;ned to and sometimes (well,
usual 1y) agreed with. Letterbombs wiU be returned to sender-c .o.d.
(unless a piayer has been acting up--then they are forwarded) and
phone calls are welcomed (GFf 1 am home).

EVZVZVEVZVZVIVEVE?LVJIyZVE7EVEVEVISVEVEVE7 VEVIV VE7ZVEVZVE7HVEVEVZ7E7

HOPELESS CASE #1

by Doug Wagner, U813 Hersmeier La. , Madison, Wil (608) 222-1+TIt
graciously typed by Lee of the golden fingers
- . . Vf n:
Siznge 1*m not a briljliant master min,d;,- besides the fact that L"m
16 year:e, old, I won"t spring a new table foJ?’critical hits on you. *
Instead ,.-1"d like tp stiart out With one comment-, i L :

CHERYL P. LLOYD: You did inquire: about a musical instrument tor a
dragon in 8§19, didn"t you? (I hope | got your name right, as my copy
of 819 1is being surveyed by my Ancient History teacher). Well, it
seems that 1°ve got just; the-; ticket for you. The Churches of the
Sands, the ordersi of Seth and Rir-Aton ,(yes, | know it is Ra-"Aton i but
you know hpw c.a,reless: these translator s are) sell” all” sorts; of Instru-
ments. You should tell mei whether the dragon wants a harp or lyre )’
the harp being much larger. And; if It is to be magipal (anywhere ~
from empathy or purifyingiwater to controlling’elementals)* If it is,
specify whether it sh-ould. be easy tp! Plhy extremelymdifficult.
One minor detail I forgot to mention ..actually two.1l:First the: music
be very fine (because the notes are telepathically transmitted)

and secondly.;, the costiz, non-maglcal : 10K GP, low. ma;gic: m 100K OP,
and highlyimaglpal 2T5K ;. : ;oo - "\ -

. The harp 1is indest®™¥vVctable, (well, at least sturdy) and has
solid mithrii bars matched r™ pairs (=@ double stringed instrument:
12 on a guitar, 6 pairs) and when sprummed or even plucked, (by a
dragon) the sound is emitted like a regular stringed instrument. The
soundiemission may be changed from;telepathic tp audible by Ffiddling
around with a catch ; just don "t; push mthe wrong onei (MOst ric”of the
instruments:that exist In my campaign now, are highly illegal. ~.l
wonder if it could have anything to do with the strange religious j
practices of the Churches of the Sands? More on this some other time. )

Others: not muchiroom, but I think A&E is super, each one of
yqu has made my-eanity stretch a little further (especially with the

stuff _..about turkeys).-. "

Question: what"is a VATCH? Is i1t like a morf? (many different
versions). [See the book version of THE WITCHES OF KARRES by James
H. Schmitz.--LG] , .

lalso, you people are fussing about alignment; have you seen
SR Vol 11 81 or Empire of the Petal Thone (they use Good Or Evil)?



THE CASTLEMERE GAZETTE
Jon Pickens , 16M35 Valie®
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LEE GOLET .=
 Thanks for puttlng in "Crottled Greeps" last issie. "1 got a big klck out of iti

M/-RGARE.T GEMIGNANI (Many. Worlds, A&E #21) -
Thank you for the compliment on the Bard. IncidentTy, I"m experimenting with

allowing non-magical, chain armor, since the AC 7 has not been faring too well.
Your second comment shows your skill as an Alchemist, You turned my trial

balloon into lead (*sigh*).

MICHAEL MeCAUSLAND (Ten Leagues. n
Neat dialogue. Will we be seeing more of Jeeves? —

KAY JONES (Kirel®s Mirror): , ;

Excellent convention report and “m anxiously awaiting a folldw-up. Your
recipe inspired the following doggeral (hope you don®"t mind):

"From the zenith of the sun, "

Swirl thrice, and simmer well “til done .

When light is strangled by the peaks "’

And Darkness from the mountain sneaks.'™ (cackle, cackle)

TERRY GRAIN, (Neatherearth Chronicles #1):
r Liked your treatment of doors and adopted it. immediately. You may be interested
in the following local modifications: »rs ,
Demolishing time required (door Ffigures*assume proper tools picks, mauls, etc)

Lock turns Door Turns
High Quality 1% Wood Door 3
Medium Grade 1 Reinf Door 5
Cheapolocks ~ Stone/lron 10

Also, 1 ~llow wooden doors a chance,of burning. This requires at least four
flasks of oil, and the attempt takes one turn. A roll of 16 or better on a D20
indicates success and does 3 turns of damage on the door.

I have increased the chance for unlocked doors to 30% on the upper levels
to favor those weak, dumb monsters that can"t get through a locked door.

LEE BURWASSER (Write It Up #3): TOPPING OUT ,

I treat non-humans just like humans as far as topping out goes, 1 treat the
level restriction primarily as ae.- of hit dice (with ..incremental increases for
each additional level earned, as per Greyhawk). The exception is magical spells
(and Bard abilities). An elf will never have more spells than a L8 MU under "most
conditions (or 6th level Bard abilities). One local variant restricts elves to L4
spells with continuing increases per level P the number of spells available, but 1
don"t really agree with that. |If an elf earns enough experience to hit L12, he is
allowed to do magical production.

I1"m not sure giving extra abilities fbr levels is fair or practical, but 1711
wait and see what develops.

KEN PICK (Ken"s Character Corner #13): ;

Nice work on the Samuri. Normally 1 wouldn®"t even consider letting one into my
campaign (which is decidely western), but you make them sound very attractive.

On Conan of Aquilonia: This is the final book published in the celebrated Conan
series. . As. the book in which Thoth. Amon gets his well-deserved comeuppance,

it is no doubt the worst book of the entire sline. To say the writing is uninspired

(it reads like a poor rough draft) is generosity incarnate. Only fanatics addicted

to filling out their collections (like,me) would be interested. (To become a fanatic

read the First four books...)



TREASURE, ETC.

Looking over the last issue, | noticed an error that ought to get me stomped on
this issue. | mean the statement: "In a random dungeon set up, the average haul for
parties over 307, of the time will be a measely 50GP." 1 was referring to the average
LEVEL ONE haul. So (*sigh*), stomp away.

(For those of you who figured it out--Gee you"re intelligent. For those who

Anyhow... | have done some more thinking on the matter and have come up
-new tables - So bear with, and AWAAAYYY we go!

REVISED DUNGEON TREASURE TABLE

LEVEL Silver* Gold* Gems**  Jewels*’ Magic
LI 50 25 1, 10 1, 50 57,
L2 100 50 1, 25 s 50 57. *Multiply
U 200 100 1, 50 1, 100 5%
L4-5 500 100 1-2, 100 1-2, 250 10%  **Multiply
LF-7 1000 250 1-2, 100 1-2, 500 107.
L8-9 1000 500 1-3. 500 1-3, 500 157.
LI0O-12 2000 1000 1-3, 1000 1-3, 1000 157.
LI3-up 5000 2500 1-4, 1000 1-4 , 2000 27

Silver is found in half the treasures
Gold is always uresent
Gems or Jewels are present if the Ffirst number is rolled on a D6. The
second number is the value in GP. Base value is determined from BI.II
and enough pieces are iresent to equal the GP value.
((Increasing gem base value by die roll, if used, should be done only
for the largest assigned value, or to one group of gems.))

Certain things are immediately obvious: ad r u

1) More Treasure. On level one, instead of a 1.7K average with 50 GP 80/. of the
time, players will get about 90 GP 70% of the time, with an average of 0.135 K CP,

2) Non-Gross Gems and Jewels. Value now more closely linked to level. With
the emphasis on total value rather than "X number of pieces'"™, DMs are freed to be
more creative with their troves.

3) Reduction of "junk"™ silver.

4) L2 treasure increase. Treasure table now matches the njnster encounter
tables, eliminating the layer tactic of skulking around on LI until until enough
experience is gained to go for the goodies on L3.

OPTIONAL DUNGEON TABLE
A var iation on the above using the -outdoor letter keys to

DG."i Silver Gold _iGem Jewel __Jfg“ic

A1&A2 hes 0l ~Too% ) 857X
A3 100% -2 iz —5%
B -1 507, 50% Normal Normal -5%
c 100% : Normal Normal 57,
D 50% LOO7, Normal Normal Normal
E 100% 50% -1 -1 N5Y%
F 50% 100% Normal -1 -10%
G . 100% Normal Normal i10%

H 1007. 1007, 2 Normal “

| - - - Always Always Normal

For Gold and silver , the percentages are the chance

in a given treasure.
For CGeras and Jewels, the modification is to the D6 roll,
The Magic percentages are adjustments to the given base,



REVISED OUTDOOR TREASURE

TYPE I00us Silver 1000s Gold Gem/Je;W 1(1000s) Magic
Al i1 ~30%7" - .35%: 2-12 . "50%7M2-12, 407, Any 3
A2 " 29 I4d - 30%: 1-6 , 50%: 2-16 .."3, 60% 3 Magic ,
A _ _m  —Nilw ;3-h3_ . A 2-16 AN T7TH7, IMep _ _ e
3 " 30%: 1-6 0 - 3J%7 §-3 " "o3,00, LO7, Weaj."on,
Arm™r , or
Miss Wea on
'c 4070: 1M1 0/ m ™ Nil /"’ "25%7 1.:6 " /J 20% Any 2
— 7 T _ 4ByT 1-12~ " 60%: 1-6 m "t30%7 T 20% Ay 2 T~
1 Pjtion
~e T T T e m30%7 BTl < "oT2B%T 1-3 ~ = tijwz 1207 - - - - 30% Any 3-
1 Scroll
F " 10%: 2-20 45%; 1-10 20%: 2-20 3H7, No We3i.ons
- 1% 1-10 Any other 3;
1 Potion and
1 Scroll
~ " 7"~ " il - tSX: 5-lo” 25%7 1-4 . 407, Ay 4 plus
(©6-;4 for GE) 25%: 1-6 1 Scroll
H 50%: 10-60 75%: 10-40r 50%: 2-24 27, Any 4
- 1 Potion and
1 Scroll
| laid T'r ™ NilI*:" = * %7 50%: 2-8 27, Any 1

509N 2 -12

Notes:

1D \11 the "junk'™ copper has been eliminated, and Gem/Jewels work the same as
for the dungeon tabl§. , j , ,

2) The treasures maintain their same ranking, sxce,.t H is now better than A3
The lowest treasure is Type C with., an average of 2K GE, The highest is H at about
31K GE. Actually thejJA treasures, areaboyt, IpK with most of the rest falling in
the 4-3K bracket. Type H can be reduced to a more managable 20K by Halving the -~
GE value (4 like dragons). If someone wants“it. 1711 put in tha“complet4 stats Ne
The most notfcable .effect of the yew system is"a slight _reduction®of most treasures.”
and massive deflation pf,those particularly heavy iIn gems®and jewles.

. . ON COMB".T SYSTEMS [ -

For what it"s worth, 1 rather like the Alternate Combat System. L is good
from a gaming standpoint. The excitement generated in melee by allowing "the , layers
todie by inches™ is far more satisfying than. M*"hing dice until someone; lands &
killing blow.: i 1 :

((DIGRESSION;!;:My brother®Jim, currently down by UCt\, rep<)rted gooi results”
with the following system: He used, the, same To Hit table for all creatures (it was
similar to the.i; !"Men" column, 1 think), but a hit scored damage dice ""Hual tihre
attacker®s dice.-. For exam, la, a*Iroll. wjull do 6= 31 . Magic weapons ha-1 no hit
bonus, but adde*d 1 pip per plus to each damage die. A L4 with a llaming sword
Ffighting the troll above woul 1 do 4-;12. The system simulated reality in that you
either survived unhurt, suffered bad damage, or wound. UYo> dead in a very short time.))

. The realism p.f-the Alternate, Combat Sys.tem, pointed out iIn" a’st issues of A&E,
lie.s: not in whigh area of the bodsy .takes “the/put, but in the” more general result that
a man in i>late with a sword is likely to do“better than one running around iIn a
loincloth Faving, a dagger. The most important consideration, then, is the hit point
exchange! ratio. But how much damage Gnurr the Ore can expect to lay on. Bwalih the
Dwarf pefr.roynd, compared, with the damage, he can expect to take is only*half the ~
picture ._;,.pJen, if, Gnurr can outpoint Dwalin twp-to"-one, an .a"ttack wduri be a poor
risk if, DiWfalin;,has more..than twice as many .hit Moints as Gnurr.™ " .

So the system breaks down into the attack factors of Magic/Strength/Dexterity
bonuses :eed; weapon/creature type against the defensive factors of AC and hit"p“dirits.

™ A | ., . . ) I |
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Each factor has an upper limit. [If, for example, Magic Weapon Bonuses are increased
past a certain point (1 like a conservative id), the other parameters must be altered
to compensate. (I think TSR"s choice to increase armor class to compensate was a
poor one, since both these factors are now very close to exceeding maximum reasonable
values,but the increase in the hit die size was an improvement.)
Consequently, 1 tend to reject such combat system modifications as reduced
capabilities as hit points are lost, "tactical™ ap™.roaches to individual blows,
and unrestrained pluses and minuses to the combat system (like the FM dexterity
option that adds more armor to the most heavily armored characters in the game).
I still read such ideas with interest, though.
I am least enchanted with two aspects of the Alternate Combat System: the
ease of hitting ACO (I think a '"6",757, chance, should be the absolute minimum),
and treatment of shield as a mere 5/, bonus.
Therefore, the direction of my own testing;is: -
1. LI hit vs plate is 16, with a 107, difference between Ilate, chain, and leather.
AC4 and 6 become combinations or armur, and AC8 re laces AC9 as the lowest class.
2.Shields are i2 and may only be used against one opponent in melee (using the Bk 11
1/3 chance of hit a magic shield gave 12 for AC3& and i3 f>r AC 7&9j 1 chose
the former in deference to the upper end of the scale) .
3. Critical hits are used to simulate special hits on body areas and incidental
destruction of equipment ('He missed you, but ripped open your pack, ha-ha. ~).
4. Weapon vs Armor class used basically to lower ACs above 8.
5. Magical weapons adding or subtracting only to damage, not hit chances. This is
extremely experimental. n
We"ll see how it comes out.

GENCON 11X TOURNAMENT;
The tournament is now nearing completion, with only minor work on the final

scenario required. It looks like we"ve lost the party vs party combat, as the
twon scenario has strict ordinances against brawling (*sigh*). Could someone out
there with experience generate a little chit-chat on multi-party flghtlng and the
principles for running such a donnybrook?

<Anyhow, DM volunteers are needed. Those interested should be avallable for
Thursday night briefing. DMs will gat into; the con free and (1 think) keep the
copies of the rounds they ref. For further de_tails contact Bob Blake: ;

NEW ADDRESS: Blak 13{‘_1313 baTrsd 6383

DM QUESTIONAIRE ) i o o ) i
The questionaire is finished, but it is so close to my A6k deadline that 1 . .

will delay it until A&E #23. 1 thought I would try a 1007, grassroots approach, but
now it seems contacting convention heads is the best route. Conventions on my list:
Flying Buffalo V Gencon X Michicon VI * Philcon 77
Gahanna X GLASC 11 Origins 77 - ,
IT anybody knows of any more-, please send me the details. AlsOj it looks like
the questionaire will be in ID #8, thanks to the interest and support of Tim Kask.

SCATTERED NOTES: . , .

-T) Class 5 Armor. According to Chainmajl, banded, studdedij splint,,; end scale
armor lis treated as Chainmail (AC5 in DéeD) . Personally, 1 rate quilted or padded
armor as AC7 and assume the arming doublet is included with chain and plate mail.

2) The iErrol Flynn Option; Useable iby FM, Thieves, or Bards and similar.
Opponents ~subtract one from their attack rolls against thoses using this option
for each dexterity point over 10 the/character:has. A natural. 20 will always
hit a character using this option. The user musthave Light Foot encumbrance orless
and limit himself to one attack during the round with no dexterity bonus In the
attack. . - | n N W "

;{0 don"t know |f I put this in before or not, but it is kind of fun, to run

and gives the players an alternative to clunking around in plate all the time)



This 1s, typewriter willing, somewhere around the 6th issue of:

LABYRINTHINE LINES
A Nick Smith Production, from 55 N. Michigan Ave., Pasadena CA 91106.

Upon reading the Tim Kask article a couple of issues back, an amazing thought
struck me: few, 1f any, of the people who write things for A& seem to really
understand the numbers and die-rolling they deal with on an everyday basis.
Take, for example, the concept of 18(00) strength. Tim Kask referred to
this as being equivalent to the strength of the strongest man in the world.

IT you go so far as to actually calculate such things, you will see the
problem. When rolling three 6-sided dice, the chance of rolling an 18 is one
out of each 216 times. In other words, one out of every 216 people has a basii

strength of 18. Further, we roll a percHntile die to refine the level of
strength. The chance of rolling (00) 1is exactly 1 out of 100, ignoring the
apparent telekinetic abilities of D& players on the whole. In any case, the
resulting numbers iIndicate that one out of every 21,600 persons (216 x 100)
has a strength of 18 (00). In other words, there should be at least 5 such
persons 1In the city of Pasadena alone. The problem is very much a matter of
precision (or lack thereof) in the die-rolling system. Even leaving out about
1/3 of the earth.s current population (children not yet of measurable strengt-”
it actually turns out that THE strongest person in_the world would have to be
defined as hayin? 18 (0000000) strength. While it is pnobable that this perso:
is male (th5|ca structure and training), this in no way precludes a quite
respectable number of females having merely 18 (00) strength, since that is
really only the top several thousand iIn strength. Now, here Is the cute part:

A strength roll on a fighter in D& 1is not, and cannot be considered, a
direct measure of brute strength. Why? Because brute strength is not the only
consideration when measuring a fighter. ’Strength® should be considered a
mixture of brute strength and basic aptitudes for the combat arts, just as
intelligence®™ 1s both smarts and magical leanings, and “wisdom®™ the faith,
piety, and calling of a cleric in addition to common sense. In other words,
although using “"strength" as a measurement of brute strength is a fairly good
and necessary simplification, it iIs neither precise nor accurate. Skill does
play a major part iIn the activities needed to be a D&D adventurer.

When this HEfe 1deas taken into account, we see that a”fighting abilitv
of 18 on a 3-18 scale i1s not quite so mmprobable as all that. In fact, one of
our local female players pointed out to me that in a patriarchal medieval
society, for a woman to be an adventurer of any class, she would have to be
reasonably good in her field to gain acceptance from her male peers. In terms
of player-characters, this means that, the higher the characteristics of the
character, the greater chance that i1t should or could be female.(While Lee.s
idea of checking strength vs constitution to determine sex iIs not bad, what
happens in case of a tie?) OF course, if any of you play iIn a matriarchal
world, there"s no telling what that does to things.

CAVEAT EMPTOR TIME:

First, there 1is the matter of TK Graphics, mentioned in Issue 21 as a
source of various fantasy and mythf~ogy books. They are indeed a source, but
they aren."t much on delivering. There are books listed iIn their newest
catalogue that haven®"t been getting shipped to people who order them, and no
explanations have been forthcoming. Local orders made last November still
haven’t arrived, at least in part. 1 strongly recommend against ordering from
them, unless you have money to burn.

Second, the Arduin Grimoire, while very good in spots, may not be worth
the current price for most of you. It is part 1 of at least a two-part book
for referees, and much of it is useless without the second part. Also, while
there are dozens of tables which work individually, they do not always work
in combination. Overall good quality, just maybe not worth the price(S9 and u]
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