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Tread Softly

by Nicole Massey

Thoughts from the publisher

Welcome back to all returning readers, and
welcome to our new readers. I hope you find some
interesting things in this issue that will entertain,
enlighten, and give you things to think about.

Our fourth issue. That equates to a year of
production. I could fill an issue with the things I've
learned in that time, and still have a lot more left
over. Y'all have been great, for the most part, letting
us know what you think of our work and what
you'd like to see, and I can't say enough about all of
our freelancers who are contributing things to the
magazine for everyone else to enjoy. Hopefully
you've also noticed that we spend time editing,
laying out the magazine, and doing several
proofreading passes to make sure that everything
looks its best. Our goal has always been to be at

Fanzine and Magazine Publishers and
Collectors!

& is compiling an index of articles relating to
our hobby published in professional, semi-
professional, and fan created magazines,

and we would love to have your assistance in

this process.

Have you built an index of your favorite
magazine, or are you considering it?

Send us your indices of articles in a
DragonDex oriented format and we will add
them to our growing index for D&D articles

and other related material.

The & staff is working on White Dwarf and
Footprints — we welcome your help in
building a resource for fellow gamers.

Make sure you include your name and email
address so we can ensure you get credit for
your work! See our Index page for more
details and formatting guidelines.

Stay tuned for details of how we will publish
our indices!
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least semi-professional in presentation, and we do
that because we want to make digesting what we
publish as easy as possible for our readers. Nothing
yanks me out of an article or narrative faster than a
misspelled word. Part of this is a product of my
screen reader, as it sometimes doesn't know how to
pronounce a particular misspelling, but when
someone doesn't try to check their writing for
errors, a far more common occurrence in these
modern days of self-publishing to the web and e-
readers, there's nothing my screen reader can do
about it, and as an editor I can't direct it to ignore
such things and say them correctly, as you can
probably imagine.

Because this magazine isn't just a vanity project, it's
there for y'all. And with that said, I can't say enough
about how wonderful our staff is in making this all
happen. Creativity and the ability to turn that
creativity into something real is rare, and we have
several folks who do that on a regular basis, and in
a timely fashion, which allows us to get things out
when we say we're going to.

"No battle plan survives contact with the enemy."
This is one of Murphy's Military Laws, and it fits
this issue. Our original idea was to deal with multi-
classed characters as the theme of the issue. I've
been unable to locate a single article on the topic, so
besides the information in the core rulebooks and
other TSR publications, there hasn't been much said
about it. Unfortunately, reality then set in, and we
realized that it'd be very difficult to fill an issue on
this topic. We also received some good articles on
things related to character classes but not
specifically multi-classed characters, so we decided
to expand the topic. It's a huge topic, so chances are
good that we'll do other issues on the same theme in
the future. It's not the first time this has happened,
though —look at last issue for an example of that,
where we started out with Islands as the theme and
then the articles were all about nautical
adventuring.
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Classes are one of the three fundamental aspects of
AD&D. (The other two are combat and adventuring
— the game isn't the same without these three
things.) I know some may say that magic is
fundamental too, but it's actually possible to play
the game without it, and some folks have done it;
(and remember that in the early Dragonlance
modules there were no clerics.) However, for most
people, if you remove character classes you have
something besides a D&D product.

All classes aren't created equally, especially when
you start bringing in the other books that present
them — Unearthed Arcana and Oriental Adventures.
The monk class got a major re-write and also was
moved to the Oriental Adventures setting, and the
Paladin was moved into another class category in
Unearthed Arcana. (A move that garners a lot of
grumbling and derision.) The Bard class has also
received many reworkings, including one of my
own which will appear either in the future here or
in a netbook (more on that later). So we decided that
basing an issue around character classes would be a
good bet.

So, what do we have? Well, for starters there's my
Melting Pot article looking at multi-classed
characters and how they work in relation to other
single classed characters. I've also worked up a
revised assassin class more in keeping with the
Ninja class in Oriental Adventures, which opens the
doors a lot wider on who can be an assassin.

Andrew Hamilton brings us an article on different
types of groups and organizations for Magic-users
and their sub-classes. He also gives us a fine article
on mercenary companies and their uses for driving
a campaign.

One of the things I've mentioned before is children
of gamers of my generation picking up the game.
Freelancer Cyndi Premazon has a guest editorial for
us on just this topic, which many parents in her
situation might find entertaining and possibly a bit
wistful. I've known her personally for almost a
decade, and when she saw our first issue she
immediately contacted me to discuss this article.

Bryan Fazekas also gives us cure spells from the
mind of Frank Mentzer, and we have our regular
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columns to boot. Hopefully we'll provide some
things you're looking for!

You may notice that the Toybox article is all
weapons. I run a game that uses three different rule
systems, so I did weapon statistics for all three
systems. If you're trying to convert a Rolemaster
game to 1st ed AD&D , these will be of great help,
and for those of you not running anything else it'll
give you some other options. These weapon
columns will continue in future issues..

It hasn't only been our first year, but an interesting
year for old school gamers too. The premium
versions of the "Core Three" books for AD&D came
out in July, indicating a possible thaw from WotC
regarding older material. Right after that they
announced that they were going to give the 3.5
D&D books the same treatment, so a lot of the non-
old school crowd got surprised looks on their faces.
Though that release doesn't affect old school
gaming, it signals a change in corporate policy, as
there was no charitable foundation to benefit from
those releases. Then came the big news from
GenCon, that they were going to start making PDF's
of the older stuff available again. As Ian Fleming
said in Moonraker (the book, not that abomination
of a movie), "once is happenstance, twice is a
coincidence, and three times is enemy action.”
Though the details are quite different (WotC is not
our enemy, by any stretch of the imagination) the
gist is there — three times now they've indicated that
they're going to make older product available again.
It's been a very good year, as the song goes.

We welcome your creatures, spells, items,
adventure seeds, and other submissions!
Send them to:

submissions@and-mag.com.

We reserve the right to copy edit
submissions for length, grammar, and

Qontent.

%
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Passing the Baton
by Cyndi Premazon

A gquest editorial about teaching the next general of D&D players.

The Hallowed Box of Dice

This morning, I dropped the teen boy off at his
friend's house for the weekend. He's looking
forward to the D&D game they've been planning for
a few weeks now. I'm not sure what his character is
in the game—some Ranger type, I think. As I
understand, there have been quite a few changes to
the game since I last played, when they had just
released AD&D version 3.0.

My kid had already expressed an interest in
gaming. He shares my love for dice (just because
they're "shiny"). I got him his own set a while back,
and with them I passed down my worn, Crown
Royal bag. I mean, really, what gamer doesn't have
a Crown Royal bag for their dice? Well, last night I
got out the box. Yes, I still have my collection of dice,
and I have so many they're in a box about the size of
a large crafting/bead organizer. Before doing so, I
asked my son what extra dice he might need. He
really wasn't sure. I asked what dice he rolls when
he does damage. "D6," he said. He knows I regard
my dice as my "treasure," and some are "The
Precious.”

I told him I would choose some to loan him for the
weekend, but they're just on loan. I think he was
trying to hide it, but I thought I saw a look of awe,
surprise, and excitement. Maybe I was projecting
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that, because I was excited about being able to pass
this baton.

Later that night, I took the hallowed box off the
shelf, opened it up, and looked at my precious dice
once more. I remembered the many gaming sessions
I had so many years ago—games that started on a
Friday night that went into the wee hours of
Saturday morning. We'd break for a bit, nap,
continue through Saturday, and on into the

evening —you get the picture. I'd cook a huge pot of
spaghetti for the crew, or we'd order pizza. There
was always Coke, Mountain Dew, and other soda of
choice. Our favorite was the candy. We'd use
M&M's on the board for monsters. Our DM would
lay out the "monsters" on the board in relation to
where our miniatures were in the room, and then
the battle would commence! If you killed the
monster, you got to eat it. Of course, you gained
experience and treasure. Unfortunately, using
M&Ms as monsters meant you also gained weight if
you were good enough with your "to hit" and
damage rolls

The Precious

I'looked at my favorite set of dice, and the clear D20
the DM always hated. I can understand why: The
numbers were clear, too. But it was pretty.



Basic Edition Set

I'looked at my old dice—the ones I don't think they
even make anymore—my original ones from the
Basic Edition box set. You know, those light blue
ones? Yeah, I still have those. I also have some two-
sided D10s that double as D20s. Those were from
back in the days when they sold some kind of wax
crayon you could use on the die to color one half.
These were used as D20s or percentile dice. They
were quite versatile, but I never see them in the
gaming stores or at any of the game conventions

Two-Sided D10s

anymore.

After saying hello again to my old friends and
remembering the good times we had, I selected
some of my favorite 6-siders. These were dice I used
to use to roll for damage for fireballs and lightning
bolts when I'd play a mage. I know he's not playing
a magic-user, but I'm certain they'll bring him just as
much luck as they brought me. I also chose a
backup set of dice for him to use this weekend. I
always had a full backup set in case my favored set

o

Author Bio

Cyndi Premazon is a copywriter and social
media content manager in the Houston area.

As “Social Media Maven” for The Magick

Cauldron, you'll find her writing event
announcements for classes and upcoming
festivals. You'll also see a creative persona story
she wrote for Madame Ruby Lynn’s Blended
Oils at www.madamerubylynn.com. She has a
passion for writing, and took the plunge with
&Mag!

Cyndi is a gamer from way back in the day,
remembering when AD&D first introduced
Spelljammer. She now has a teenage boy
showing gaming interest, and her dice are
calling. You may see more from Cyndi as she
catches up on just how much AD&D has
changed since she last played, when they
released version 3.0.

started rolling bad numbers on me. It's always a
good idea to have a spare. I might let him keep that
set. OK, who am I kidding? We all know I'm going
to let him keep it. But the 6-siders are still mine.

Tomorrow, he comes home, and he'll have his own
"No s***, there we were" stories to tell. I can't wait to
hear them.
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Guilds, Colleges, and Cabals

by Andrew Hamilton

The Wizard's Guild

Author’s note: This framework was partially inspired by
the various "Organization” systems in Palladium

Games. While the point/trait buy component was dropped
the framework was adopted.

When thinking of a wizard's guild it is not unusual
to think of a school of magic like Hogwart's from
the Harry Potter mythology, or a respected gathering
of accomplished magic-users like Waterdeep or
Raven's Bluff as described in some of the official
2nd Edition (2E) resources. These archetypes could
exist only in a magic-rich environment with strong
governments, large and wealthy cities, and a long
history of magical practice.

Another example of a guild or college is one run by
a crusty hedge mage who has trained dozens of
students over the decades (centuries?). Those
students, still loyal to the hedge mage, have trained
students of their own and have organically
developed a large and informal network of magic-
users with a shared heritage and philosophy. These
magic-users recognize each other and tend to be co-
operative and friendly amongst themselves. While
some students have surpassed the master, they still
respect the old man. Seemingly weak and
unorganized, this network may prove to be far more
powerful and dedicated than enemies ever realize,
as the power of friendship and loyalty should never
be underestimated.

A third example is a dark cult that worships some
demonic entity that shares magical lore with its
members. Such a cult will have a common heritage
and knowledge base, but the members are unlikely
to be overly loyal to each other as they jockey for
advancement and primacy.

This article examines various types of magical
organizations, the benefits and costs associated with
membership, and the adventuring opportunities
that membership in or association with one may
provide. A loose guide to designing a magical
organization is presented, and a companion article
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describes example organizations. The chief purpose,
however, is to fire the imaginations of dungeon
masters (DMs) and players, not provide a complex
Lego set with which to assemble random
organizations. The latter would require more time
and space than can be given.

Types of Magical Organizations

Magical organizations have been broken into three
general types: formal, informal and secret. These are
not mutually exclusive, however, and elements of
each type can be found in any of the three
organizations.

1) Formal Organizations

Possibly known as guilds or colleges, a formal
organization may protect trade and organizational
secrets, but the organization itself is not secret. A
formal organization is structured, with rules, a
leader and hierarchy, and process for screening and
accepting new members. The classic wizard's guild
or magical college with a guild hall or campus, and
the obligatory libraries and laboratories, are both
examples of formal Organizations.

The membership rules are normally well —but not
necessarily clearly —documented, and there is a
hierarchy and certain amount of prestige or infamy
that comes with membership.

A guild or college is typically founded for a
purpose, having a central headquarters and
leadership. Membership in the guild or college may
or may not be open to any magic-user, and it
usually comes at a price.

2) Informal Organizations

Far more informal than the guild or college, the
informal "circle" or "network" is an informal group
that has likely grown organically from a friendship,
shared apprenticeship, or other friendly
relationship. Circles and networks rarely have a
formal headquarters (although they may use the
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house or tower of one or more members as informal
headquarters or gathering places), and they
certainly don't have formal membership rules. If
there is a hierarchy, it is usually based on mutual
respect and seniority.

A circle could be something as simple as a half-
dozen magic-users in neighboring towns who
correspond and occasionally drop in on one another
to share a meal, gossip, and perhaps trade books
and notes. It could also be a family of magic-users, a
group of teachers and students, or old adventuring
companions.

3) Secret Organization

Often referred to as cults or cabals, like formal
organizations, a secret organization is founded for a
purpose, typically one best served by secrecy. Cults
have some type of religious connection, which in
the case of a fantasy game could be any one of
countless deities, lower or upper planar entities,
powerful entities, or even an extremely old or
powerful non-player character (NPC). The term cult
often has negative connotations, although that is not
necessarily the case with magical organizations. A
cult may have been formed to worship a lawful
good deity of magic in an evil society or in a society
that outlaws the practice of magic. Of course,
adventurers are more likely to encounter cults based
on demon worship or cults that seek to return some
elder evil force to the world.

Cabals are a secret organization that is focused on
political or economic concerns, typically seizing or
exerting control on nations and economies. A cabal
does not necessarily have dark designs; they could
as easily be a group of merchant-mages who are the
secret guardians of a kingdom seeking to
manipulate the ebb and flow of trade for their own
enrichment.

Secret organizations are likely to be set up with
cells, and members will only know the identity of a
handful of others. They are also quite likely to have
dispersed resources, secret hideouts, agents at large,
legitimate day jobs, and all kinds of methods of
detecting (and dealing with) traitors and
interlopers.

o

Benefits and Drawbacks

A DM must be careful to ensure that membership in
a magical organization does not provide something
for nothing to a magic-user player character (PC).
This should not be taken to imply that there are no
benefits in belonging to a magical organization;
nothing could be further from the truth. It is just
that those benefits come at a price. That price might
be paid in membership dues and fees, or in service
or the slaying of enemies. In an organization in
which benefits increase with rank or seniority,
higher or additional costs may arise. At a certain
point a PC may be expected to put the interests of
the organization ahead of his or her own. Of course,
they may fail to pay the price and find themselves
ostracized and possibly pursued.

Benefits

Benefits can be minor but useful. Something like
cheap room and board in the guild hall (for a
limited period of time) would be a useful, but not
game-breaking benefit. A positive reputation that
carries over to members would also be useful ("Oh,
you're a member of The Order of Flaming Flumphs?
We can certainly clear out a room at the inn for
you!"). Or it could be dramatic (an additional spell
learned at no cost upon level advancement, access
to cheap magical items, etc.).

As adventurers know, it's nice to be part of a team
you can rely on. Belonging to a magical
organization or guild expands the size of a magic-
user's team. This doesn't mean that the magic-user
PC can use a half-dozen low-level magic-users as
monster meat while dungeoneering, but he could
hire one or two guild members for backup. They
would need to be treated with respect, of course.

A magical organization can also provide access to
trustworthy sources to cast divinations, to store an
item for a bit, to trade spells with, or even to make
arrangements to send a rescue party if the PC fails
to come back at a certain time. The value of
someone keeping the home fires burning should
never be under-estimated.
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If nothing else, being a member of a magical
organization will give the magic-user better access
to mentors, instructors, and materials. This may or
may not mean cheaper access, though. Even the
ability to purchase all needed material components
in one place could be of great value in some
campaigns.

Finally, a benefit that only adventurers will truly
appreciate: A magical organization is an excellent
starting point for adventure. This is discussed in
detail later.

Drawbacks

While membership has its benefits, it will also have
drawbacks. Some obvious drawbacks include
having to pay membership fees. There may be other
obligations as well, including mandatory training at
a college, service for a certain period each year,
sharing any new spells with the guild (or a patron
within the guild), or taking oaths of service (geas,
anyone?). Membership in a magical organization
may come complete with an enemy guild or cult
that is intent on wiping out the PC's organization.

Organizations have rules and politics, and to remain
a member in good standing the magic-user will
have to follow (or at least appear to follow) these
rules and remain aware of politics. For most
adventurers, staying out of power politics is
probably the best course of action, but adventurers
make good (if somewhat unpredictable) pawns and
dupes, so they may find themselves sucked into
various machinations regardless.

DMs should ensure that the pros and cons of
membership in an organization make sense. Some
benefits should have a con tied directly to them. For
example, guild members may receive level training
at a steep discount, but the PC is required to train
one junior member each time the PC receives
training. In essence, the guild is ensuring that the
benefits are funded through member sweat equity,
not through the guild's coffers. When one adds in
the high fees of membership, the total cost is almost
(but not quite) the same as the amount of
undiscounted level training.

&4
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An excellent example of a magic-users’ guild can
be found in the AD&D 2nd Edition resource The
City of Raven's Bluff. Another magical
organization (for a high -magic society) is
described in City of Splendors (another 2E
resource).

The article "The Mystic College: Magical academies
for AD&D game sorcerers" in Dragon #123 by James
A. Yates (page 16) provides rules for DMs
interested in running a magical school.

Describing The Magical Organization

Some might think that the first step in describing a
magical organization is coming up with a name.
However, that isn't always easy, and some people
(like this author) find that they need to really work
at it and leave a trail of rejected names behind
before coming up with something that works. A
better first step in describing a magical organization
is deciding on the role that it is going to play in the
campaign. An organization that is a shadowy villain
will be much different than a soulless, bureaucratic
monolith that every magic-user is expected to
belong to, let alone a small secret organization of
magic-users that recruit a likely apprentice (the PC
magic-user of course!).

Regardless of the name or starting concept, when
creating a magic-users' guild, a magical college or
similar organization, answering the following
questions will help the DM create a unique magical
organization.

1) Type

What type of organization is the DM trying to
create? Does he envision a formal, stuffy guild or
college: an informal circle of minor hedge mages
and magic-users that lives in the rural regions of a
kingdom? Perhaps the DM needs opposition for the
PCs, such as a cult of demon worshippers, intent on
seizing control of a barony or destroying a certain
goodly church?

hy



As always, there is the option of creating a layered
organization. Perhaps a cult or cabal has been
established within the wizard's guild; an informal
network of graduates and teachers (a circle) has
developed within a magical college; or both a cult
and a circle exist in the wizard's guild, and the
resulting intrigue will keep the PC guild members
on their toes and looking over their shoulders.

2) Founder

Who founded the organization? An organization
that was founded by a kindly arch-mage dedicated
to the protection of a kingdom or empire is going to
be much different from one founded by a demon-
prince. A founder that is still alive and active may
still be running the organization, or perhaps has
retired, was ousted, etc. Alternately the founder
may be dead or disappeared. Of course, the
"Founder's Legend" might be so much hogwash,
nothing more than a story fabricated to provide a
little more gravitas to the organization.

3) Purpose

Why does the guild exist? Is it meant to control the
use of magic (a guild with mandatory membership
sponsored by the government)? Was it created as a
means of self-protection (a small guild created by a
band of low-level practitioners) or to train junior
magic-users? Is it a secret organization that seeks to
influence kings and emperors? Is the cult dedicated
to bringing the Great Devourer back into the world
to consume all the light?

4) Sponsorship

The guild or college may be sponsored by a
government (e.g., a college that produces war
wizards), a church (likely one faithful to a deity of
magic), a wealthy party (like a depraved noble
sponsoring a cult, or a merchant house that
encourages networking amongst its magic-using
members). The entity may be independent (such as
a school founded by a powerful magic-user or a
guild created by a group of like-minded magic-
users). A magical organization that is sponsored by
some outside party is likely to have access to more
resources than an independent organization;
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however, a sponsored organization is also beholden
to its sponsor and may be forced to act in a certain
manner.

5) Organizational Structure

The structure will likely be derived from the type of
organization. A formal organization will have
leadership roles, various service and support roles
and branches, and will look much like a modern
bureaucracy or enterprise. Informal organizations
are likely to be far more fluid, some even lacking a
clear leader. Secret organizations may have a
structure and defined roles, although those roles
and that structure might be very dynamic if there is
a high level of ambition and backstabbing in the
organization.

When describing the leadership roles, decide how
one obtains a senior role or office. Are the
leadership roles elected offices, appointed offices,
hereditary positions or won through contests? Some
of this will be influenced by whether or not the
organization is loyal to a founder or single leader, or
if the membership is loyal to the organization or a
greater purpose (nation, kingdom, deity, etc.).

The organizational structure includes the
membership rules and ranks. Are there different
types of memberships, and how are they earned?

6) Membership Size and Power

How big is the magical organization, both in terms
of members and support staff? A huge magical
college will have many magic-using members, but it
may also have members or staff such as alchemists,
sages, and guards. In addition to the number of
members, what are their levels? A college that is
dedicated to training apprentices is likely to have
mostly zero-level or low-level members, with a few
mid- to high-level instructors. A large and
prestigious guild will have more high-level
members than a guild in a rural region.

How does the organization flex its power? Do they
take a direct role in government, expecting the
guild-master to sit on a ruling council or act as one
of the King's advisors? Do they manipulate things
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from behind the scenes? Or are they strictly hands-
off, tending to their own affairs?

How about associates? Does the organization have a
permanent guard or military force? Cults are likely
to have some guardians, either human worshippers
lacking magical ability or monsters (summoned,
compelled, or created). Rich organizations may have
golems, elementals, or similar guardian creatures.
Less savory or ethical organizations may use
undead or charmed guardians.

7) Exclusivity

How exclusive is the organization? Does it allow
only magic-users, or can magic-users and
illusionists join? What about NPC classes that can
cast spells (e.g., the sage as presented in the
Dungeon Masters Guide, and the alchemist as
presented in Best of Dragon Vol. III) as likely
candidates. What about clergy of the deity of magic?

Membership might be exclusive for other reasons.
Perhaps only good or neutrally aligned members
are allowed, or only a certain nationality or faith.
Perhaps potential members are approached, as
membership can only be offered, not asked after.

8) Resources (Library and Laboratory)

Each organization is likely to have some resources,
be they very limited or quite prolific. Large formal
organizations likely have a guild hall or campus
complete with a library, a laboratory, lecture halls,
etc. Informal organizations might rely on the
resources of their members, and unless a few
members are wealthy and generous, these resources
might be limited to a spare cot in a cottage and a
few notebooks. Secret organizations probably have
hideouts, caches of emergency supplies, and similar
dispersed resources.

Once the DM has decided what resources the
magical organization has, the next step is deciding
whether or not all members have access to those
resources, and the cost of access. Can any member
merely walk into the library and take any book off
the shelves, or are privileges awarded with rank or
seniority? Is there a fee for service?
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Do the members of a network share their libraries
openly with each other, or at least demonstrate
reciprocity? Or are members on their own when it
comes to magical research, libraries and
laboratories?

9) Outfits or Insignia (Distinctive Features)

Do the members advertise their membership
through a wardrobe selection, display of an
insignia, etc. or are they free to dress as they wish?
Certainly fantasy literature is full of magical
organizations that have distinctive dress or other
features. There are pros and cons to a distinctive
look. If your group is feared, it might help keep the
peasants in line, or it might bring the paladins
running. Sponsored organizations are likely to wear
some insignia or uniform as a display of loyalty
(such as a military uniform worn by war wizards).

10) Signature Spells or Weapons

Does the group have signature spells (The Fire
Wizards who use fire spells, or the Wizards of Al-
La-Ka-Blam who use various blasting spells), or a
unique look to their spells (such as Magic Missiles
that look like glowing hornets)? Some spells may be
proscribed, e.g., the aforementioned Fire Wizards
may never use water spells, for example.

The group may also have a signature weapon, often
associated with the founder or some patron. This
could be something as simple as an oak staff, or
something magical, like a wand of lightning (an
item that each member will seek to find and
possess, perhaps leading members to undertake
dangerous quests to obtain one).

11) Communications

Magic-users have many means of communication
available to them, and magical organizations may
develop or utilize very specific communications for
a variety of reasons, including secrecy, tradition, or
utility. For example, an old, well-established college
may require that all of its students learn and use an
ancient language while on the campus grounds.
This could be based on tradition (perhaps a quirk of
the founder several centuries ago), but over time
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developed into a means of helping students and
graduates recognize each other and protect their
communications in the broader world. A secret
organization may have a series of hand signals or
phrases that members use to identify each other and
communicate.

Of course, magic-users are likely to utilize, adapt or
develop new spells to communicate with each other.
Consider the possibilities of a first-level spell that
makes the caster's speech sound like gibberish
unless the counter-party in the conversation has cast
the same first-level spell on herself. While such a
spell would be of limited utility on a day-to-day
basis, it would also be extremely useful in certain
situations.

Illusionists have their own secret, semi-magical
language; druids also have their own language.
There is nothing to prevent a group of magic-users
from creating their own version of a magical
language (perhaps rendering the standard Read
Magic spell useless), introducing a code or cipher
into their written communications or creating a
unique spoken language.

12) Budget/Wealth

How wealthy is the organization? One must be
careful to separate the organization from its
members. While each member of a circle of
merchant mages may have considerable personal
wealth, the organization itself may have nothing. A
long-established and prestigious guild may have
accumulated great wealth over the centuries. Much
of the wealth is likely to be tied up in the form of
libraries, laboratories, spell books, scrolls, potions,
and buildings and land.

13) Rules and Alignment

Is the organization a lawful, formal one with
codified rules, or a loose organization with
unwritten rules? Are there alignment restrictions, or
merely behavioral restrictions? Guilds and colleges
will have formal rules; some will have enough rules
to make the most petty bureaucrat's heart beat fast
with excitement and jealousy. Others may have only
a few rules ("The Six Part Code of Thiosteles"). Cults
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will also have rules, many of which will involve
some act of loyalty or fealty to superiors within the
hierarchy. Not all of the rules need to be detailed,
but certain key ones should be ("There shall be no
violence between members" or "Violent disputes
shall be conducted in a duel overseen by the
Council according to the Code of Ibraxis").
However, the ability of a rival member of an
organization to pull a dusty, little used rule from the
time of King Robert II, The Cowardly out of the air
to drive PCs and players insane, should not be
overlooked.

When thinking of the alignment of the organization,
the DM needs to separate the organization from that
of the members, and think about how the
organization itself interacts with the greater world.
A large guild that was created to police the practice
of magic-users in a kingdom with a series of laws,
oaths and some ability to self-police and very
focused on that mission, will be something like a
lawful neutral organization, even though members
will be of all alighments. A group of academic
magic-users interested in exchanging
correspondence and ideas, but strictly apolitical,
will be something like a neutral organization. An
organization of magic-users interested in protecting
the Borderlands from the orc hordes, and willing to
work with nobles, adventurers, and just about
anyone for the sake of the common good, but
fiercely independent and free to act as they see fit,
will be neutral good or chaotic good, although such
a group likely has neutral and lawful good
members.

If members must swear oaths of loyalty or service to
the organization, the oath may be backed up with a
geas (voluntarily accepted of course), or is perhaps
sworn on some artifact that will curse any oath-
breaker. Some organizations take the loyalty of their
members and the secrets of the organization
extremely seriously.

14) Internal Security

An informal circle of friends and colleagues has
little need for formal security, as they have no guild
hall of library to defend, and know each other by
sight (and presumably well enough to detect an
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infiltrator or shape changer). However, larger
organizations, particularly secret organizations,
may have complex security, such as wards, magical
passes, guard animals or human sentries to protect
their base of operations and their possessions.
Looting a magic-users' guild hall is no small
undertaking and would be an adventure to
remember.

Secret organizations, particularly evil cults with
dark designs, will be paranoid and have extremely
high levels of security, both physical and magical.
Their headquarters and safe houses will be well
hidden and well defended, and most assuredly will
have a number of escape routes.

Infiltrating an organization should not be easy
(particularly by impersonating an existing member),
as the members of a magical organization will have
access to spells like Detect Evil, Detect Magic, ESP,
and others.

15) Rivals and Enemies

An important consideration for a magical
organization in long-term play is whether or not the
organization has rivals or enemies. Another
question to ask is: How fierce is the rivalry? Two
guilds in friendly competition for recognition, fame
and new recruits is a much different type of rivalry
(and leads to much different adventures) from one
in which two opposing colleges are locked in an
attempt to wipe each other out.

An openly hostile and violent rivalry has the
potential to overshadow a campaign, so careful
consideration should be given before including this.

16) Recognition and Acceptance

Is the organization secret, or is it famous? Are
members respected or feared, loved or hated? Of
course, today's heroes can be tomorrow's villains:
The popularity of a magical organization can
change quickly.

17) Membership Fees

What does it cost to be a member of this
organization? An informal circle of sages and
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studious magic-users probably has no membership
fees (other than buying a round or two at the local
tavern, hosting a fellow member, etc.), while a large
wizard's guild with elaborate guild halls, libraries
and laboratories probably has stiff membership fees
and a registration fee as well. In addition to fees
charged in hard currency, there may be an
expectation of services rendered, tithes, sharing of
magical lore or discoveries, and a commitment to
teach junior members (or an expectation that the
members will pay for future training at the guild).

Organizations prestigious enough that membership
is sought after (or mandatory) may also have the
ability to level fines or sanctions against members.
These fines are another type of fee, and vary in how
often they are levied (and how the PCs behave).

Certainly, membership fees are one way to drain
monetary resources from magic-user PCs (not that a
lot of additional money drains are needed when one
considers the costs of expanding spell books,
maintaining duplicate spell books, buying material
components, brewing potions and scribing scrolls).
However, the PC (and player) should feel like they
are getting value for their gold to prevent hard
feelings.

18) What Else

This list is far from exhaustive, and by this point in
describing the magical organization the DM
probably has such a clear picture of it that all kinds
of other facts and details will be emerging from the
creative process as the organization takes on a life of
its own.

Campaign Play

A campaign could be centered around a magical
organization, whether the organization merely acts
as a back-drop for the campaign (as was the case in
the popular Harry Potter series of novels), or it
could be based on the political machinations of PCs
and rivals as they seek to gain prestige and seniority
within a guild or college.

Including magical organizations in the campaign
and encouraging the PCs to join create wonderful
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opportunities to introduce adventures. Some
adventuring examples include the following.

The adventurers are hired to collect material
components, which might be as simple as collecting
spiders or bat guano or as exciting as harvesting
hair from a bear.

The adventurers may be hired to deliver or pick up
an item. This could be as simple as taking a package
across town or as complex as journeying to a magic-
users' guild in a neighboring kingdom, or visiting a
remote monastery on a lonely mountaintop. Of
course, if thieves, evil wizards or other scoundrels
want the item for themselves, the job of delivery boy
will be much tougher.

Friendly rival organizations might want the
adventurers to pull a prank (like painting a status in
front of a rival guild hall) or spy on rivals to help
one guild (or guild member) get a leg up on another
in some contest, or even just set up a rival for a bit
of public humiliation. Murderously hostile rival
organizations are more likely to hire adventurers for
their skill at violence, breaking and entering,
looting, and murdering. Similar opportunities —
though less likely to be violent— exist with respect
to intra-guild or intra-organizational rivalries.

Guild members may need bodyguards, either for a
long journey, at a speaking event, or while out
collecting material components, conducting
research, etc.

Adventurers may represent a neutral third party to
investigate crimes within the organization (like an
internal affairs group), and such organizations will
want discretion.

Just hanging around a magical organization will
allow adventurers to pick up rumors of all kinds
(from members, libraries, etc.). These rumors may
be about lost treasures, magical lore, or the activities
of other wizards (good and evil).

An experienced magic-user with adventuring
companions may be asked to rescue other guild
members who got in over their heads while
exploring or adventuring. Closely related
adventuring opportunities include being sent to
watch out for trainees (maybe shadowing them
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(think of the fun sneaking around in a low-level
dungeon and saving an NPC party without getting
noticed!), or getting hired as "red shirts" by a senior
member who wants to go adventuring "one more
time," perhaps to deal with some unfinished
business.

PCs being PCs, and players being players, if the DM
introduces the right mix of NPCs, there is bound to
be some intra-organization competition with rival
members of the same organization.

Remember that the organization can be used as a
plot device. Players just can't figure out a clue? A
guild member helps out (for a price, or a future
favor). If the party insists on going off the map or
into the wrong dungeon, the magic-user PC receives
a magical summons from his organization or patron
that might help keep a campaign on the right
playing field.

If the PCs manage to develop a patron or two
within the organization, this will also create a
gateway to adventure. Having a grizzled, old,
retired adventurer mage as a patron can point the
party towards all kinds of dungeons, cave
complexes, ruins, and other adventuring
opportunities ("Well, we cleaned out the first level,
but when trolls came up the stairs from the second
level and ate our cleric and dwarf, we hightailed it
outta there. Might still be something worth finding
in that second level. Lemme see if [ can dig up my
map of that first level. Now mind, it was 30 years
ago we were poking around in there, so things will
have changed").
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Guilds, Colleges, and Cabals: Case Study I

Iddrin the Hedge-Mage
by Andrew Hamilton

This companion to the article "Guilds, Colleges, and
Cabals” offers the first of two case studies of different
types of organizations.

This kindly old magic-user loves to teach, always
has time for children and townsfolk, and spends
much of his time teaching children to read, write
and do basic math, as well as helping farmers with
agricultural problems. Iddrin is even happy to
answer questions for adventurers and other magic-
users (although the old man is a shrewd judge of
character and will have nothing to do with people
of evil intentions), and he is a prodigious letter-
writer, maintaining ongoing, weekly
correspondence with over a score of sages or
academically inclined magic-users.

Shockingly, Iddrin rarely charges those he takes on
as apprentices (although he may ask a wealthy
family for a stipend of some money if he takes on
one of their children as a student), and when his
students return for future training he charges a
pittance, often asking his senior students to help
with teaching less experienced students.

Iddrin has personally taught over two score
apprentices, turning youngsters into magic-users
(he normally has one to two apprentices at any
given time), as well as another two score magic-
users who have petitioned him for training to
advance in mastery ("level"). At least half of Iddrin's
students have taken on students of their own,
following the example set by Iddrin. Thus, Iddrin's
network and influence have expanded to over 100
magic-users, all of whom hold Iddrin in the highest
regard.

Several of Iddrin's old students have far surpassed
the hedge mage in magical skill and power; at least
two have become accomplished arch-mages! A few
of Iddrin's students also are experienced rangers
who have learned to cast magic-user spells, and
these warriors consider it a badge of honor to have
been trained by Iddrin.
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Iddrin's school is nothing more than the ground
floor of his modest tower, although weather
permitting he prefers to be in his gardens or
wandering about the community, engaging his
students in long rambling conversations. Compared
to other magic-users, Iddrin has a large personal
library (it takes up an entire floor in his tower),
although it pales in comparison to the libraries
maintained by formal colleges and guilds. A small
laboratory can also be found in the cellar of Iddrin's
tower; it is largely unused as Iddrin almost never
dabbles in spell research or the crafting of magical
items.

Although he owns his tower and library (worth a
considerable amount), Iddrin has few magical items
and is by no means wealthy. Granted, he has the
gold coin to live comfortably and enjoys good stews
and mulled wines at the local taverns, but he could
not afford to live extravagantly.

As expected with such a loose and diverse group of
magic-users, there is no simple means of
recognizing one of Iddrin's students. Each dresses
based on his or her personal preference, wearing no
insignia or badge, and having no signature magical
spells.

This should not be interpreted to mean that Iddrin's
students cannot recognize each other, as they can
and do. Students recognize each other by the use of
the ancient Khorian language (a language that
Iddrin learned and developed quite a love for as a
student), as well as through the many letters of
introduction that Iddrin sends to his students.

Despite not being a formal organization and bound
only by loose ties, Iddrin's students will often
support or aid each other (within reason), and some
of the more successful one will often offer
employment to other members of Iddrin's circle of
students. Given the diversity of the students and
this loose sense of brotherhood, a surprising
amount of magical power and other resources may
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be brought to bear on a problem; or a low-level

Questions and Answers for Iddrin

magic-user might be on his own.

1) Type — Inf 1
A shrewd judge of character, Iddrin only accepts ) Type - Informa

good-aligned students. He has strong expectations 2) Founder — Iddrin the Hedge Mage (NG
for student behavior, believing that the power human MU L10)

magic-users wield comes with an obligation to use it 3) Purpose - teaching
wisely —for the protection of society and
communities and to battle tyranny and oppression.
He also believes, however, that magic-users must 5) Organizational structure — flat, teachers and
not interfere in the day-to-day life of a community, students, no hierarchy or formal roles

as people must be free to make their own choices

and live their own lives.

4) Sponsorship — none, independent

6) Membership size and power — about 100,
ranging from level 0 (apprentices) to over level
In practice, his students tend to be honest, honor 20; as a group Iddrin's students do not have any
their freely given word, and challenge tyranny and power.

evil. No shortage of heroes have been trained by
Iddrin. That said, the old magic-user has no
expectation that his students act the hero, and he
constantly preaches the wisdom of teamwork, the 8) Resources — Iddrin’s personal library
strength of numbers, and the importance of
planning. In Iddrin's eyes, sending for assistance or
helping someone run from danger is as heroic as
coming to the rescue in a flash of spell-fury. 11) Communications — Iddrin has a fondness for
the long-dead Khorian tongue

7) Exclusivity — only students of Iddrin or of his
students

9) Outfits or insignia — none

10) Signature spells or weapons - none

As a result of his generally peaceful demeanor, as
well as his longevity, Iddrin has made few enemies, 12) Budget/Wealth — none
and he has outlived all of those. Certainly, many of
his students have made enemies and have rivals,
but to date none of those have turned their attention
to all of Iddrin's students. As some of the most 14) Internal security - none
current generation of Iddrin's students are heroes of

13) Rules and alignment — Iddrin accepts only
students of good alignment and character.

15) Rivals and enemies — no declared enemies
the meddling type, however, this may change in the
16) Recognition and acceptance —well

recognized and respected in the region

future.

Iddrin is well-known and respected in the region by
magic-user, priest, noble and commoner alike.

Those who are known to be his students are 18) What else — none
generally accorded a similar, if somewhat muted,

17) Membership fees - none

respect (although many students have developed call upon (and in some ways would be expected to

call upon when visiting a town or village) to get a
lay of the land, find out about reputable local
merchants, and possibly lend a hand (possibly as
simple as carrying some letters to the next village).
Simple information would be shared for free, or for
the cost of a meal and tankard of ale, while other

reputations of their own). This recognition
diminishes quickly as one leaves the region, and
claiming to have been trained by Iddrin in one of
the Free Cities, the Old Kingdoms, or the Imperial
Reaches will gain nothing other than a blank stare
from all but the most knowledgeable of magic-

users. . o e
services would be at a fair price. Membership in this

In game play, Iddrin's students represent a wide, group would also make further training easy to find

sprawling network of magic-users that a PC could (although the PC might get saddled with a student

‘& 18 &4



as well, from time to time). Adventure beckons as
members go missing, run into various kinds of
trouble, need a younger magic-user to collect
something important, etc. Most importantly, the
organization does not provide game-breaking
benefits and does not overly constrain a good-
aligned magic-user PC.

Iddrin; NG human MU L10; AC 8; Hp 22; 58,117,
W16,D10,C9, Ch15.

Carried magical items: Wand of Frost (47 charges),
Ring of Protection +2, Eyeglasses of Lohrik,
Amulet of Know Alignment, Potion of Extra-
Healing.

Commonly memorized spells (4/4/3/2/2): are Sleep,
Detect Magic, Erase, Magic Missile; Knock, Web,
ESP, Detect Evil; Dispel Magic, Lightning Bolt,
Invisibility 10' Radius; Remove Curse, Polymorph
Self; Cone of Cold, Passwall.

Spell books and other magical items — Iddrin has
fairly complete spell books, and he normally has
1d3 scrolls with a total of five to eight utility spells
and 1d4+1 random potions.

Library — Iddrin has a library that includes about 80
magical texts, worth more than 50,000 gp, in
addition to another 23 notebooks and workbooks
that he has authored himself (each of which would
be worth 200 to 700 gp). This library would be
adequate to allow a magical user to research spells
of the 7th level or lower.

An elderly man (appearing to be in his late 60s, but
actually a few decades older), Iddrin is not as spry
or strong as he used to be, but his mind and wit
remain razor sharp, and he is as charming as any
young rake. Not one to let age slow him down, he is
often seen wandering about the village, stopping to
talk with anyone and everyone, taking tea on a
porch, or sitting under a shade tree telling children
a story or explaining how something works. A
teacher by nature, and curious in the extreme,
Iddrin is constantly sharing and collecting
information. He is as likely to have a student or
three in tow as he is to be wandering on his own.

An adventurer in his younger days, as he matured
Iddrin was happy to take the spoils of his various
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exploits and settle down. He built a comfortable

little tower, began accumulating a library, and took
on a pair of apprentices. As he spent those first few
years teaching, Iddrin realized that he had found his
calling.

Despite being an important member of the
community and very well respected, Iddrin has
steadfastly avoided getting involved in politics.
When the role of mayor was offered to him, he
stormed out of a meeting in a fury. Iddrin is not
interested in being in charge, although he is happy
to provide advice and counsel. He is conservative,
measured, and honest in his counsel, while also
willing to support the final decision of the masses.

Visitors to Iddrin's village are likely to find the
insatiably curious old man inviting himself to their
table and asking them all kinds of questions about
where they have been and what they have seen.

Magic-users petitioning for training will find
themselves subjected to an intensive interview,
which allows Iddrin to assess their knowledge and
discern their alignment using his magical amulet.

New Spells

With a large network of correspondents and
students wandering the world at large, Iddrin has
had the opportunity to add a number of unique or
rare spells to his spell books. He is as likely, if not
more likely, to be intrigued by non-violent utility
spells than he is to add a combat spell to his spell
books.

Examples of these spells include:

Stretch

Level: Magic-User 1

Type: Alteration

Range: 0"

Duration: 1d6 rounds + 1 round/level
Area of effect: caster

Components: V,5 M

Casting Time: 1 segment

Saving Throw:  N/A



The stretch spell allows the spell caster to elongate
their limbs, allowing them to stretch out their hand,
fingers & arms to touch or grab something. The
stretch spell allows the caster to reach through bars,
across thresholds, or over a weight activated trap
trigger plate. The reach may be increased by 1' +
6"/level (up to a maximum of a 10" increase) without
a loss of strength.

If the stretch spell is used to stretch the entire body
(such as reaching up to a ledge, or up out of a pit),

the effective height and reach may be increased by
2'+1'/level (to a maximum of 22" increase).

The effects of the stretch spell do not add any
rubbery characteristics, or add any durability or
damage resistance (i.e. it does not allow the caster to
mimic Mr. Fantastic'sTM abilities), although they
become "double jointed" and have more range of
motion in their joints allowing for contortion to
reach out of the way spots. The material component
of this spell is a ball of natural rubber, which must
be consumed by the caster.

Tangled Tongue

Level: Magic-User 2

Type: Enchantment/Charm
Range: 6"

Duration: 1d4 rounds/level
Area of effect: one person
Components: V,5, M

Casting Time: 2 segments

Saving Throw:  negates

This spell is a form of charm that prevents a target
from speaking properly, getting tongue-tied, and
essentially spouting gibberish. The tangled tongue
spell was initially intended as a combat spell,
effectively prevent speech and spell casting. Since
that time it has also found popularity amongst
magic-users who want to humiliate and embarrass
individuals.

Individuals under the effect of the spell are only
limited in their ability to speak. They are still able to
hear normally, and they may read and write
normally. A successful saving throw vs. spells will
negate the effects of the tangled tongue spell. The
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material component of the spell is a short piece of
cord (3" long) tied in a knot.

Fire Bottle

Level: Magic-User 3

Type: Abjuration, Enchantment
Range: 0"

Duration: 1 hour/level

Area of effect: see below

Components: V,5 M

Casting Time: 3 segments

Saving Throw:  see below

The fire bottle spell is a very useful and potentially
dangerous spell, as its enchantment allow a bottle to
siphon off and "hold" fire. The fire can then be
released at a later time, when the bottle is opened or
broken. The fire bottle may hold 2 hp/level of fire.
The magic-user casting the fire bottle spell has two
options for "filling" the bottle. The first option is to
use a controlled fire, such as a torch, campfire or
bonfire and draw off that fire into the bottle. The
second is to soak up some of a larger fire, like a
fireball, wall of fire, or red dragon breath. The caster
must be adjacent to or in the fire to be siphoned. The
bottle must be filled within 1 turn of the spell being
cast, and the bottle will hold fire for 1 hour/level of
the caster.

When using a controlled fire to fill the fire bottle, the
magic-user typically selects a fire of a smaller size
than the bottle capacity and draws the entire fire
into the bottle, extinguishing the source fire.
(Consider a torch to be 6 hp, a fireplace or campfire
to be 12 hp, and a bonfire to be 18 hp of damage.)
As long as the amount of fire filling the bottle is less
than the 2 hp/level capacity, there is no need for a
saving throw, and the fire is drawn into the bottle. If
the damage capacity of the fire exceeds the fire
bottle's capacity, a saving throw (as per the caster,
but without benefit from any fire resistance or
protection from fire bonuses) is required. If the
saving throw is successful, then the bottle draws off
some of the fire, leaving the remainder available to
harm the magic-user (i.e. a 10th level magic-user
may draw of 20 hp of a 30 hp fireball, leaving the
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magic-user facing the remaining 10 hp of damage,
saving to reduce that damage by half.

If the fire bottle fails it's save, then it explodes, and
the magic-user takes damage equal to the fire being
siphoned off, +1d6 hp (from the bottle fragments).

The fire in the fire bottle can be released by opening
the bottle, breaking the bottle or allowing the spell
duration to run out. Opening the bottle creates a
burst of fire (5 + caster level) feet in radius, saving
for half damage. Breaking the bottle has the same
effect, +1d6 hp of damage from the bottle fragments.
Finally, allowing the spell duration to run out
causes the bottle to explode, releasing the fire and
shooting fragments (causing the same damage as
breaking the bottle).

The fire bottle can be used as a defence or a weapon,
left as a trap, or used as a time delay device by
magic-users intent on arson. The material
component of the spell is a fine crystal bottle worth
at least 100 gp, which is destroyed.

Reinforce Magic

Level: Magic-User 3
Type: Alteration
Range: 12"

Duration: permanent
Area of effect: 3" cube
Components: V,5 M
Casting Time: 3 segments
Saving Throw:  see below

This spell augments another spell cast by the same
caster, making it more difficult to dispel. It adds Y2
of the caster's level to the base level of the spell
being reinforced for purposes of resisting dispelling
efforts only (not for spell effects). A common
application of this spell is to reinforce wizard lock
spells, charm person or monster spells, or various
protective spells (walls, protection from evil, etc.).
The successful application of the reinforce magic
spell requires a saving throw verse spell on the part
of the caster. Spells cast by another magic-user or
spell caster cannot be augmented by the Reinforce
Magic spell. The material component is a silver
chain (worth no less than 50 gp) which symbolizes
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binding the two spells together. The chain is
consumed in casting.

New Magic ltems

Eyeglasses of Lohrik

These plain-looking eyeglasses are a pair of
carefully polished lenses in a brass frame. While
they work as regular eyeglasses —itself a wonderful
ability in the typical AD&D