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Tread Softly

by Nicole Massey

Thoughts from the publisher

Welcome back, folks, for those returning to our
pages. We appreciate all of you readers, and
we hope you found some useful stuff in our first
issue. As for those new to us, welcome, and we
hope you find a lot of good stuff here within.
We would love to hear from you, so send letters
to our letters@and-mag.com address with your
thoughts on the issue and last issue as well.

Ah, undead. They're a fixture of the game, from
the lowly skeleton of a mouse or an animated
bird to the most powerful lich, vampire, or
infernal being from the lower planes. But
someone must be stamping them out in a
factory somewhere, as none of them have
much individuality. TSR explored this some with
module I6: Ravenloft, but in general they're all
the same foe in duplicate — the only thing
varying is the hit points. Thanks to a suggestion
by one of our staff | worked up a little article on
making your undead a lot more interesting, and
this one also gives you a look at our friendly
Halfling thief, Tom Barman, (remember him last
time with his ogre friend in the pre-assembled
adventure packs article?), this time very early in
his career.

One of the big issues for players is the loss of
levels from the touch of certain undead. We
offer up other ideas on this controversial topic,
so players can better handle when their
character loses life force.

Andrew Hamilton also gives us an interesting
article on undead familiars, which continues
the tfrend of powering up familiars. These are
some creepy critters. And speaking of creepy
critters, how about hitting your players with
something that they think is undead but isn't?
Check out the Bone Guardian.

You may also notice a new column: Friend or
Foe. This is where we publish interesting NPC's to
hinder or help your players. You won't see the
ultra-powerful here, as that's been done
already, but the goal is to provide some well-
developed personalities to add color and life to
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the game. This is just the first of the new
columns, so keep an eye out, Vecnaq, because
more is coming soon.

And what is that in the center of the issue? That
would be our first adventure module, &1: The
Valley of Eternal Rest, your very own necropolis.
Use it as a single big adventure or split the
individual tombs out and use them separately
as you need them. We hope to have more
coming like it, including a big one next issue,
&2: Rage from the Waves.

I've been discussing this with a lot of folks, and
I'm going to weigh in on a controversy here. |
first got interested in this thought when | ran into
Richard Hernande's Animate Dead Animals
spell for druids. (published in The Dragon,
November 1988) Something about that set me
very wrong. | admit fo having a bias toward
druids, but it seemed off that a class so
devoted to nature would have such a spell -
since it creates unnatural creatures, and is, to
my thinking anathema to what druids stand for.
This led me to the other point. Druids can turn
undead. It is more natural for them to have this
power than clerics, as they once again are
forcing out something unnatural. (But | can also
understand how the unholy is affected by
clerics of good alignment). Furthermore, it's
been said by E. Gary Gygax that he intended
them to have this power, so | have no problem
accepting that as the way it is.

Allow me to diverge from the issue here for a bit
so | can talk about something else going on.
Excepting those of you who live in caves or
have been out adventuring for the last six
months, I'm sure just about everyone has found
out that Wizards of the Coast has announced
that they're going fo do a new version of the
game they call Dungeons & Dragons. In fact
they're doing a wide release beta playtest of it
now as you read this. | know this is a hot topic
for a lot of our readers, and many who read this
have very strong views on the versions that
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best reflect theirimage of the game. But this
new edition, often called fifth edition, has a
new aspect to it. Wizards wasn't shy about
mentioning in press that 4th edition was using
concepts from World of Warcraft. Though some
folks liked this approach, I've seen a lot more
venom about it than praise. One of the
contentions I've seen many times is that 4th
edition is too easy — character death is as
impossible as a first edition level 2 monk
defeating Tiamat with one arm tfied behind his
back. This and other factors have spurred what
is referred to as the OSR, and this is where | think
it comes into our territory. OSR stands for Old
School Renaissance or Old School Revival,
though one person on the Usenet newsgroup
rec.games.frp.dnd said it stands for "Oh, sh**,
run!" In his opinion this reflects the reality of
earlier systems where sometimes you couldn't
just stay and fight it out with a chance of
defeating every foe, and sometimes it was
appropriate to book foot out of there and live
fo breathe another day. The fact that this is
novel to some gamers speaks volumes of where
our hobby has gone down the line, as I'm sure
many of you can understand. But the
pendulum is swinging back in our direction, and
though | won't even begin to hope that we'll
see new first edition material from them, if folks
are playing things more compatible with our
version then we can hopefully have an easier
time converting things to our particular game.

Oh, wait, they are releasing something first
edition related - in fact, they already have. The
Premier editions of the first edition Monster
Manual, Player's Handbook, and Dungeon
Master's Guide came out in mid-July. These
books are the text of the original books with
new art and covers, and they're helping to fund
the E. Gary Gygax Memorial Foundation. This is
a shining opportunity to prove to the powers
that be at Wizards that we still exist.

All of this development has gotten me thinking,
though. Wizards of the Coast holds a lot of
intellectual property (IP) that they aren't getting
any benefit from. If | were running things there
I'd make all of it available through online
sources, and then run a big contest. Convert a
dungeon from one version to another and the
winners for each one will get a free copy of the

h

book of all of these conversions when it comes
out. This book would include conversions of
every module, from ones released soon for 5th
edition back to the first one ever released, and
with versions for every iteration of the game
from the original digest sized boxed set to the
current stuff. This book would have appeal for
players of every edition of the game, and
would also drive sales of the modules online,
thereby leveraging their IP in a way no game
manufacturer ever did in the past. And all it
would take is an employee who coordinated
this all and some well-respected judges for
each edition to decide which ones won the
award for that edition. This one move would
open vast resources up to anyone playing any
version of D&D and provide the "one book to
rule them all, one book to find them." It seems
prefty win/win fo me, and it would breathe new
life intfo a lot of product. And we'd be able to
buy first edition modules again, too.

Just a thought. Maybe someone at Wizards will
read this issue and sell this idea to someone
there. 1 can dream, can't 12

Adventurer's Obituary

by Jeremy Dow

Talmina, beloved dungeon engineer and explorer,
recently departed from this world during an
adventuring mishap with her companions.

After entering a dungeon she scouted ahead in a
long corridor to check for traps, but she failed to
find a trap door at her feet. She fell to the bottom
of a 20-foot pit, but as her companions proceeded
to let down a rope to get her out, some strange,
unidentified, living goo oozed out of many holes in
the walls. Talmina managed to grab the rope and
start climbing, but the living ooze struck her quite
skillfully, enveloping her. Her friends report that
her death must have been quick because they
heard no sound or scream.

Talmina leaves behind no next of kin that anyone
knows of, though her adventuring companions will
sorely miss her. There will be no burial.

Talmina was a PC in Jeremy’s campaign.
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Undead Familiars

by Andrew Hamilton

It's a truism that the

familiaris a common Is That a
accessory for magic-

user's and similar Mola’y Crow
archetypes in literature, on Yé‘I‘
although they are

admittedly a less Shoulder?

common accessory for

adventuring magic-users. The familiar can be a
useful companion for any spell caster, and | am
of the opinion that it should mirror, at least in
some ways, the magic-user with which it has
bonded. That's great for your run-of-the-mill
hedge mage, academic wizard, or court
enchanter. However, creepy necromancers
and other magic-user types who find digging
up dead bodies for disturbing purposes to be
completely fascinating? They definitely deserve
a unique familiar. An undead familiar.

Let's be clear, I'm not talking a skeleton, or a
zombie, or a ghoul. I'm talking a more "normal”
familiar — some dead cat, rat or bird, something
that can almost pass for living. This would be
the crow with tattered feathers and empty eye
sockets, the unusually gaunt black cat with
mangy fur, the rat with a herky-jerky walk.

First of all, having a humanoid skeleton, zombie
or ghoul as a familiar is pretty limiting if you ever
want to interact with polite society. Second of
all, why not just wear a sandwich board saying
"I am irredeemably evil ... kil me!". Wandering
around town with a skeleton, zombie or ghoul in
tow will have every paladin, good cleric and
probably druid on your tail, not to mention a
crowd of right-minded citizens sharpening their
swords and pitchforks preparing a pre-emptive
strike. No, having a familiar that can blend in,
or at least be concealed, is required. |diots
can't learn magic, and truly villainous magic-
users should be intelligent enough to
understand the value of stealth and subtlety.

The acquisition and creation of an undead
familiar is a two part process, and can be
undertaken only by a magic-user of 5th level or
greater. The creepy magic-user needs to
summon a familiar (as per the 1st level Find
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Familiar spell), and then ritually kill the poor
creature and animate it (through the 3rd level
spell Animate Familiar, described below). The
spell absolutely will not work on special familiars
(quasits, imps, pseudo-dragons, etc.) and
casting the Animate Familiar spell is absolutely
an evil act. Good and neutral magic users
cannot use this spell without suffering an
alignment change.

Animate Familiar

Necromancy

Level: Magic-User 3
Range: O

Duration: Permanent
Components: V, S, M
Casting Time: 1 day
Saving Throw: none

Area of Effect: one familiar

This spellis an evil spell which can be cast only
by a magic-user on a familiar that has already
been bonded with him (as per the 1st level Find
Familiar spell). The familiar is ritually slain, and
then animated. The magic of the ritual
prevents the magic-user from suffering the
consequences of a familiar being killed; but this
profection is in force only for the duration of the
ritual. The animation process allows the
undead familiar to retains its mental capacity,
as well as its personality. Over time it will gain in
mental capacity (adding +1 Intelligence after
10 years of unlife, and another +1 Intelligence
point after an additional 40 years of unlife).

The undead familiar will begin to abandon
many of the mannerisms and habits they had
while alive. For example, after a few years an
undead cat will give up grooming, and a raven
or crow will stop preening.

The process of decay is dramatically slowed, so
that the familiar will not lose its fur or feathers
and become a skeleton with rotten bits of meat
and skin hanging off of it. Instead it will
become an emaciated creature, with dull,
lifeless eyes. They often carry a faint odor of
decay or rot with them, and their presence
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unnerves normal animals, which will not attack
an undead familiar unless they have no other
choice. The undead familiar is unsanitary
however, and any wound that they cause has
a 10% chance of becoming infected (as per
the disease caused by a giant rat).

The undead familiar gains many of the benefits
that are shared by most undead, including
immunity to Sleep, Charm, cold (magical or
otherwise), and poison. They are also immune
to the special attacks of other undead (e.g.
paralysis, level draining, stench, aging, fear),
although they are certainly vulnerable to
physical attacks. Being undead, they have no
body heat, and thus are effectively invisible to
infravision. The link to the Negative Material
Plane that animates and preserves the undead
familiar also makes it resistant to normal
weapons; silver or magical weapons are
required to harm the undead familiar. As well,
undead familiars suffer only 1/2 damage from
piercing weapons, as they no longer has
vulnerable, functioning internal organs.

Undead familiars are vulnerable to turning
however, although they are furned as an
undead creature with a number of hit dice
equal fo their master's level. While they can be

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
Qmore details and formatting guideliry
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turned, undead familiars are not subject to the
dispelling/destruction ("D") result. Any such
result should be freated as turning. Undead
familiars also have the same saving throws as
their masters.

The undead familiar gains hit point bonuses; +1
hp/3 caster levels. Thus the undead familiar of
a 3rd level magic user gains +1 hp. The undead
familiar of an éth level necromancer gains +2
hp, +3 hp with a 9th level caster, etc., with no
practical limit fo the hit point bonus. The
magic-user also gains bonus hit points, as per
the Find Familiar spell, but these bonus hit points
are calculated from the base hit points (i.e. 2 to
4 hit points) of the familiar, not the adjusted hit
points. Similarly, if the undead familiar is
destroyed, the magic-user suffers only damage
based on the base hit points of the familiar, not
the augmented hit poinfs.

It should be noted that an undead familiar will
survive the transformation of its master from a
living being into a lich.

The undead familiar generally retains the senses
that it had in life, with a few exceptions. They
become far more sensitive to the smell of blood
and carrion, able to detect it at twice the
distance that they would have in life. The
undead familiar also becomes less sensifive to
heat and cold, more sensitive to bright light,
and loses its sense of taste.

The material components for this spell are an
altar consecrated to an evil deity (of the spell
caster's faith), an obsidian knife, a ceremonial
bowl, and a black silk sheet to wrap the familiar
in. The material components are not
consumed in the casting, but they are tainted
(and will have a slight evil aura afterwards),
and cannot be reused for a second Animate
Familiar ritual. The material components will
cost a minimum of 250 gp.

DM's note — there are many spells designed to
augment familiars, attract more powerful
familiars, etc. that have been published in
various resources (Dragon Magazine comes to
mind). If these are included in the campaign, it
is recommended that the Animate Familiar
spell not be effective on augmented or more
powerful familiars.
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Death is Personal: Individualizing Undead
By Nicole Massey

Tom followed Kara, Jod, and Morvin into the
cemetery. He wasn't sure about the three of
them yet, but at least it would give him some
strength to deal with what they were facing.

It was Kara, the human woman, that talked him
into joining the group. He had a hard time
hearing her words with all her jewelry, her odd
haircut, (a0 Mohawk that extended down to her
waist and had all kinds of bells and other stuff
woven into it) and those intense eyes of hers.
"Look, we need someone with the skill to get in
and out of places and open a few doors for us.
Rumor has it that you have those skills, and
unless my eyes deceive me you've got a tattoo
on your wrist to prove it." Tom pulled the sleeve
of his shirt down over it and thought that before
long he needed to get some leather bracers to
keep that hidden from prying eyes.

Soon after he'd met Jod and Morvin, the typical
dumb warrior and the typical wandering zealot.
It was the typical adventuring group spoken of
in all of the tales and fables — a warrior who was
big and dumb, an obsessive priest, a distracted
wizard with her head in the books all the time,
and a Halfling thief. Welcome to an eight-
legged cliché. Still, he didn't like going into
cemeteries at night. He knew too many people
buried there, and he'd also heard from the
guild that some things he wasn't interested in
went on here, like hits and rollings.

Morvin said in his reedy countertenor, "The spirits
are moving here this night." Tom rolled his eyes —
Morvin always spoke like something from an old
book. Tom guessed he'd spent too much time
reading them in his youth. Maybe he could find
a prayer or chant to clear up his pimply skin.

"Tom." It was a whisper, something faint and
soft, but clear.

Tom said, "Someone just said my name.
Someone's here that knows me." Kara looked
back at him, her long mane whipping around
and jingling the bells woven in it. She spoke
words that made no sense and left no memory,
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and stared around them. Then she said,
"Something is radiating power that way."

She pointed to the Miller crypt. Tom's heart
sank, but he didn't know why.

Jod said, "Sword is hungry, wants to taste flesh."
Jod always sounded like he read too many
adventure scrolls, the cheap low grade paper
kind. Or like he never read anything, not even
his own three letter name.

Morvin said, "The spirits are moving that way.
Foul denizens of vileness cavort in the night."

Tom sighed. He was a character in a cheap
adventure scroll.

"Tom." It was closer. He could almost place the
voice. But there was something odd about it.
Which one of his friends was stupid enough to
wander around here in the cemeterye One as
stupid as he was, he realized. But at least he
was getting paid for it, because the mayor was
concerned that people were disappearing
around the graveyard. Still, maybe there were
other teams out here.

Jod turned and headed for the Miller crypt, his
armor clattering like flatware in a wash basin.
This was the noisiest bunch of people Tom ever
met. He followed, moving from shadow to
shadow behind them. At least he wasn't Mister
Obvious.

"Tom!"

Tom turned to find where the sound was
coming from and came face to face with
Bobalindian Miller, his best friend unfil a year
ago when Bob got bit by an adder in his sleep.

Tom, in shock, said, "Bob?e"

Bob said, "Yeah, it's me. Tomasell Barman, What
are you doing here? This is a bad place to be
tonight."

Tom looked at him. His skin was pale white, and
his eyes were a sickly pink instead of the blue
Tom remembered. Even Bob's hair was white,
and his breath stank as if something died in his
mouth.
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Then tom saw the teeth, jagged and sharp.

Tom said, "Bob, you're dead, and you've
become something."

He replied, "Yeah, but it isn't so bad once you
get used to eating your friends and folk you
know."

Bob reached out and grabbed Tom. Tom felt
the burn of something vile as Bob circled his
wrist with his fingers. He fought off a fear that
would freeze his limbs and jerked his hand
loose. As Tom took a couple of steps back Bob
said, "Sorry, Tom, and I'm going to hate having
to do this to such a good guy as you."

Tom then noticed that Bob's tongue was
forked, like a snake - like that adder Bob's pop
killed with the hoe in Bob's room.

Tom slid his dagger out of his wrist sheath and
slashed at Bob. Oozing white ichor seeped from
a wound on Bob's left hand as he said, "Tom?2
What'd you do that fore We're friends!"

Tom said, "Not anymore, Bob, you're dead.
You're some sort of undead. And I'm not your
bedtime snack."

Behind him Tom heard Morvin say, "Leave and
never return, vile denizen of the stygian
darkness! In the name of Enki | command you
to leavel"

Bob shrank back, then smiled. "Stupid human. |
don't fear your god. My, you look tasty." Bob
stepped away from Tom.

As Bob lunged for Morvin Tom dropped to his
knees. He felt a burning in his veins, the poison
going to work on him.

A clatter of chain mail preceded the whoosh of
a sword blade, and then the brawny warrior
was on Bob like Tom's little sister going after
second breakfast. Bob shrieked as his head was
cut from its shoulders, and then Kara said, "We
got to get out of here, there's a whole pack of
them."

Morvin said, "Ghouls. Vile eaters of the dead.”

Tom dropped to the ground, gasping out, "He
poisoned me. Help." Then everything went
black.

Tom awoke to Kara leaning over him and
mopping his brow in his own bedroom. His
throat dry he asked, "What happened?"

"It was a whole pod of ghouls. Morvin called in
his order and they went in and cleaned them
out. But since we found them first we got paid.
I'm afraid your share is a bit light, since we had
to pay the healers to cast a spell on you to save
your life, but | guess being a little poorer is
better than being dead."

"| feel like someone ran the pigs over me for a
couple of hours."

"Yeah, adder poison is bad. The Clerics say that
sometimes the undead keep aspects of what
kiled them. We got you to a healer in time."

Tom leaned up, still dizzy, and said, "Thanks for
saving me."

Kara smiled and shook her head. "Jod says
you're light. Of course he'd say that, he likes to
show off. But we had to save you, you're a part
of our adventuring group."

Number 2



Tom suppressed a chuckle at a woman with six
earrings in each ear, a long Mohawk with bells
woven in it, six necklaces, and more bracelets
and rings than the pawnbroker was holding
loans on commenting that someone else was a
showoff. But at least he did feel like he was a
part of their group now.

Tom said, "Bob?2"

"Jod killed him. He wasn't your friend anymore,
Tom."

"I know. Still, it sucked to see him like that."

"| bet. But it could be worse, you could have my
brother."

"Ohe"

"I'll tell you sometime, some time when you're
well and strong again. Now, your sister is here
with some food for you, along with a double
helping of reproach."

Tom nodded. "That would be Hy. Yeah, she
does reproach even better than her cooking.
Thanks, Kara."
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"Don't mention it. I'm sure you'll save me
sometime too." She had no idea how frue that
Was ...

You've seen it so many times, the line in the log,
"killed twelve ghouls in the graveyard." or "Cleric
turned five zombies and eight skeletons."
They're standard undead, generic and
interchangeable, nothing to distinguish them.
But those undead, every one of them, from
skeleton to lich, used to be a person. Someone
died or didn't die to make them exist. If course
you couldn't tell that by reading the Monster
Manual, Fiend Folio, or Monster Manual Il.
Players know that — after all, they've read the
books too, and many of them can recite the
statistics and abilities of any undead they meet.

Why should it be this way? It makes perfect
sense in terms of game mechanics, but fantasy
role-playing games are supposed to be a bit
more complex than most games. So how about
a little variety in your undead?

Profession and Skill Considerations

For those of you who read The Dresden Files,
the most recent book at the time of this
publication, Ghost Story, has an interesting
ghost who retains all of his knowledge and skills
from his life (maybe more than one, I'll let you
read it if you're interested and not spail it.).

The official party line is that ghosts are the spirits
of evil people who stick around because they
want to harry the living or fear the afterlife. This
is a rather limited view of ghosts, and it reduces
them to pale echoes of what they could be. If
you open up the possibilities, that a ghost is the
spirit of someone who hasn't left yet because
something is holding them back, then you
provide much wider possibilities for them. How
about the ghost of a paladin who guards a holy
font from desecration? Give him all his abilities
and level capabilities and he becomes a far
more powerful foe. Ditto for the spirit of a druid
who lost her grove and her life to despoilers.

This goes all up and down the spectrum for
undead who have retained their mental
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capabilities. After all, liches have their spell
capabilities and other skills, why shouldn't
vampires, ghosts, ghouls, and skeletons?
Everyone knows zombies have cognitive issues,
so we can't expect them to do much besides
shamble and occasionally cry out.

Modern vampire literature gives us a good
approach o this dynamic. Undead tend fo lose
abilities from life if they're not used regularly, just
like most skills. For each 100 years of unlife
during which their skills are not used, remove
one level of ability, including all benefits of that
level. A ghost of a druid who started out at 9th
level and spent 300 years at rest before facing
a challenge would drop to éth level, losing
spells, skills, weapon proficiencies, and the
ability to shapechange into animal forms. Also
remember that abilities and skills that require
fouch may be a problem for non-corporeal
beings. Beings without voice boxes can't utter
command words, either.

This will dramatically change an encounter with
a group of skeletons if they're skeletons of a
berserker band, for example. Ghosts of spell
casters can become nastier, too, and just take
a moment to think of a ghoul who used to be a
12th level thief working his or her way into
locked homes for dinner.

It's reasonable to think that enhanced undead
are more difficult to turn, and this takes more
calculation. Compare the ego score of the
turning cleric or druid to that of the undead
being furned, and use any difference in the
undead's favor as a modifier to resist the
turning. If this modifier moves the undead to a
point higher on the table then it is turned as
that higher type instead, again with a modifier
if present to that roll. This does take some of the
abilities from the cleric or druid, but also reflects
the enhanced nature of the undead.

Some DM's treat the attempt to turn a group of
undead as a single attempt to turn the leader.
This can become nasty for a party if they're
fighting a leader who has skills in motivating
others in combat or other leadership situations.
In addition it takes some of the variability out of
undead encounters.
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Remember to adjust experience point totals for
these enhanced undead.

Cause of Death

It's also interesting if elements of the person's
death can come through in rare cases. Assume
that only 5% of all who die have this ability,
though things might raise that chance, like
curses and magical forms of death.

For example, imagine the party is fighting a
group of zombies and then suddenly one of
them bursts into flames because he or she died
by fire. Bob's poison touch due to his death by
adder bite is another good example. A
decapitated undead can leave its head
somewhere to spy on things, like the roof of a
house, and direct the body anywhere within his
or her field of vision. Severed hands can crawl
through partially opened windows as long as
the hand is within sight of its host body. The
victim of a crushing death might be able to
shapechange to any creature roughly his or her
size. And don't forget burning or freezing touch
when a monster grabs a party member.

One more thing: don't forget these things when
creating a revenant to go after a party
member. A revenant using its own method of
destruction on the one who killed them has
poetic and karmic justice written all over it.

Better the Devil You Know?

Using recently dead NPCs as undead can have
an interesting effect. The PC will be surprised to
find someone they thought dead up and
around and talking. (Bob's conversation with
Tom above illustrates this) This is a great way to
get information to party members and run your
players' characters through the emotional
wringer. After all, this person they know was
someone they liked, and now they're going to
have to kill them. This is a really good way to
put a Paladin into an interesting dilemma, too,
as they have to decide to kill someone who
served their god in life and was an upstanding
member of the community.
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Table 1: Types of Deaths and Their Potential Benefits

Death
Method Benefits Physical Clues
Annihilation: Undead can assume any shape with the Appeorcr\ce like the person is in SOf.T foc;gs n
Complete same mass of his or her original body o.plc’rure, undead has difficulty maintaining
’ his or her shape.
Undead can assume any shape with the Appearance like the person is in soft focus in
Annihilation: same mass of his or her original body. Any d p'CTL,Jre' except for any body pqr’(s that
. . weren't destroyed; undead has difficulty
Partial body parts not annihilated may not be intaining hi her sh )
transformed mom‘rmryng is or her shape; a body part
’ doesn't fit the undead's current appearance
Undead has a fiery touch, equivalent in
dqmoge fo a Shockmg‘ Grasp spell. and is Smoke rising from the undead person;
. resistant to fire attacks like other cold based . .
Burning creatures. Undead also may immolate like severely tanned skin; body hair burned off
. . - Y and clothing singed
some demons, doing fire damage and
igniting flammable objects.
Undead may envelop their target like a
Crushing melee net on a successful hit attempt. The undead looks somehow malformed or

Normal methods of getting out of the
entanglement apply, as do normal penalties

damaged somehow; two-dimensionality

Decapitation

Undead may place his or her head in a safe
place or good observation point and move
his or her body around under the head's
command within the head's field of vision.
Spells with verbal components cannot be
cast by the body, but any other actions that
don't require speech are possible.

A ragged scar or wound around the neck of
the undead; a slight empty space in the
neck where flesh should be but was ripped
away, so the head hovers slightly above the
body

Drowning

Undead's touch infroduces water into the
lungs of the target unless a save is made; The
undead can hit with a water based attack
doing the same damage as a Burning Hands
spell that puts out fires, waterlogs anything,
and possibly damaging paper materials and
causing ink to run.

Bloated appearance; the undead leaves a
trail of water behind as he or she passes
through an area

Falling

Undead can float above the ground to a
height no greater than the distance fallen
when the person fell to his or her death; The
undead may fall upon a person from a
height, delivering the same damage he or
she suffered in his or her death fall.

The undead looks damaged; legs or torso
look shorter than normal

Freezing

Undead has a frigid touch, equivalent in
damage to a Shocking Grasp spell, and is
resistant to fire attacks like other cold based
creatures. The undead also radiates frigid
cold and may freeze liquids and liquefy low
freezing point gasses. Damage is as per
immolation to creatures in the area of effect.

Hair looks frozen; frozen tears on the cheeks;
look of rigidity, with jerky or stiff movements
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Death
Method

Benefits

Physical Clues

Hanging Or
Strangulation

Undead's touch make the target unable to
catch his or her breath unless a save is
made.

Bruises around the neck; head moves more
freely on the undead's shoulders, indicating
a broken neck

Once per day the undead may steal a level
from a target. A saving throw applies, of

The undead has a lifeless dead eyed look;

Life Stealing course, and the level may only be recovered | speaks of being so hungry all the time, or
if the undead is destroyed and the body feeling empty
burned or otherwise annihilated.
Undead may cast the spell 3/day. No verbal,
somatic, or material components required,
as the magic is infused in their body. For
spells over 4th level the number of times cast
Magic is reduced to 1/day for 5th and 6th level The undead looks like the victim of the spell.
spells, 1/month for 7th level spells, 1/year for
8th level spells, and 1/century for ?th level
spells. Certain spells like Wish, Limited Wish, or
Alter Reality are not usable like this.
Foul chemical odors emanate from the
Poison: Undead has a poisonous bite or fouch undead; it seeks out sources of the
e inflicting the same damage the poison that chemicals used to make the poison to
Artificial . ) . . L
killed him or her. replenish the supply of the poison in his or her
metabolism.
The undead looks sickly, green, or otherwise
N Undead has a poisonous bite or fouch unhealthy; has features of the venomous
Poison: e s - . : .
Natural inflicting the same damage the poison that creature, like multifaceted eyes for insect

killed him or her.

and bug poisons, a forked tongue, slitted
eyes, or viper fangs for snake venom, etc.

Severed Limb

The limb may move around independently
within sight of the body as the undead
requires if, acting as if it were sfill attached.

Ugly wound or scar at the severing point;
slight disconnect between the body and the
limb as the limb hovers almost in place by
the body; blows don't transmit force from the
area hit to the other part

Some undead don't show their colors right off.

cause of local problems and provide some

The listless stare and the cry of "Brains!" (or for
vegetarian ones, "Grains!") from a zombie
hoard, the pale skin and bad breath coming
out of jagged and rotting teeth of ghouls, and
the lack of any fashion sense most skeletons
have are clear indications, but others can be a
bit more subtle. This leads to some interesting
situations. Goody Edna might be bereft since
her husband Jake died, so when she starts
talking about her conversations with Jake each
evening people might think she's losing her
mind, not realize Jake is a ghost or vampire. This
can delay the proper identification of the
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detective work before the characters figure out
what's going on.

In game terms give any character a save
against charm to shake off the influence of
seeing a friend or family member trying to
beguile them. See table 2 for modifiers to this
roll. For this particular case elves have a 30%
chance, not a 90% chance, to resist this charm
attempt, as they are facing a completely
different type of charming attempt than those
done by magic. Half elves have no resistance
to this kind of charm above their save.
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Table 2: Modifiers to charm by the undead

Situation Modifier

Saw the body of the undead burned

or otherwise utterly destroyed +3

Attended the funeral of the
deceased or was present when the +2
deceased was killed

Was told conclusively by more than
one person the deceased was dead
and witnessed others disposing of the +1
deceased's possessions; Didn't know
the deceased

Was told that the person died by
tfrusted people; no close relationship 0
with the deceased

Close friend of the deceased; heard a
rumor or received written or
secondhand data the person was
deceased

Very close friend or family member of
the deceased; heard a rumor the -2
deceased was dead

Best friend of the deceased or very
close family member; had no
indication the deceased was no
longer living

Spouse of the deceased; target of
charm is mentally unbalanced or -4
otherwise out of contact with reality

Use whatever modifiers apply to the situation,
but the modification shouldn't go below -4 or
above +3, so round off at those points. Charm is
a one-time attempt — either it works or it
doesn't.

What if You CAN Take it With You?

Remember too that any person not quite
completely deceased might know all kinds of
things others don't. Spirits are, according to
some sources, a chatty bunch. (If they aren't
then why would they answer every call a
medium makes? ) Spirits may know things no
one else knows about the local areq, like who is
buried where, where the secret hiding places
are, and where things of great power and
usefulness to them lay undiscovered and what
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they're capable of. Also remember that a spirit
or other undead might also know where gold
pieces are hidden, and there are people who
will do anything for enough gold no matter who
is paying. It's possible for even lower powered
undead to have a lot of influence with the local
underworld. If they're a type that maintains
memories they might have a few scores to
seftle too.

One more thing — some undead create their
own followers. It's reasonable to suppose that
these followers would tell their master or mistress
all kinds of things they know, again expanding
the undead's knowledge and power.

Conclusions

With these changes the undead become far
more interesting and far less easy to destroy.
Too often undead, especially the weaker types,
quickly become self-propelled caltrops,
something to slow a party down while the big
nasties prepare for the party's arrival. The
changes described above turn them into
something far more dangerous, and with a lot
more possible menace. Have fun working out
these changes to your undead, and watch the
look on your players' faces as a skeleton grabs
a shield and says, "Milord, | hereby challenge
you to single combat."

/ We welcome your letters! \

Send your letters to:
letters@and-mag.com.

Some letters received will be
published in our lefters column
each issue. We regret that we
cannot print or answer all letters.
We reserve the right to copyedit
any published letters for length or
content. The letters address is for

\edi’roriol correspondence only. /
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Undead are Done to Death?

by Andrew Hamilton

I'm not just saying this because | can't stand all
the glittery, emo vampires (necrophilia, makes
my skin crawl) and current pop culture
fascination with zombie apocalypses. | was sick
of them before that, when there seemed to be
a lich or three behind every plot, some liches
were good, and there were all kinds of
misunderstood undead, etfc. (I had many 2E
Forgotten Realms resources back in the day).

It's not that | don't use undead in my games. |
do and | believe they have a place at all levels
of play. Heck, | even like using undead in my
games. Let's face it, undead make a great
enemy — there are no moral quandaries about
putting down mindless zombies or corpse-
chewing ghouls, or sending a wraith to its final
rest. | just believe that there's a real danger in
relying too much or unthinkingly on undead.
They have built in weaknesses and killer powers.
This was probably intended for balance, but in
my experience it means that each encounter
has a tendency to skew one way or the other.

Weaknesses

Standard by-the-book (BTB) undead have
various weaknesses. If players know a particular
weaknesses (and old-time gamers know the
weaknesses), the undead fold like a cheap
lawn chair when hostilities start. How scary can
something be when running water, sunlight or
garlic takes it oute How about anti-undead
items like holy water or the Mace of Disruption?

Along the same line consider the cleric's ability
to turn undead. One mid-level cleric with a hot
d20 and "poof" - that cunningly crafted ghoul
encounter just went down the crapper. Yes,
the DM can increase the numbers of undead to
render turning useless — | admit | do, and |
suspect that's why the number of ghouls
appearing is 2 to 24. That nerfs the cleric
though, whom | believe deserves the chance
fo lay a holy smack down on undead after
patching up the party repeatedly. There's
always a danger that a hot roll can completely
ruin an encounter by making what looked
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challenging a cakewalk. "You rolled a 20, and
you have a luckstone? | guess the lich runs
away screaming like a little girl.".

Conversely, a lousy roll puts the party in hand to
hand combat with undead that drain levels, or
more dangerously paralyze or age their victims.
This is especially ugly if the DM designed the
encounter with the assumption that some of
the undead would be turned.

Without throwing in some "extra protection" like
anti-turning magic or unholy places (as per the
DMG), only by placing higher level undead
(relative to the PCs) can the DM be certain that
the undead will be able to stand and fight.

As a quick aside, the turning undead tables
need to be revisited by someone with more
patience and attention to detail than me. If
the wight is a éth level monster and the ghast is
a 4th level (based on the DMG xp values),
shouldn't the ghast come before the wight on
the turning tables¢ And should a dretch really
be harder to turn than a lich?

PC Killing Powers

Undead have formidable offensive powers.

The number one baddy is level draining. There
isno save. None. At all. What's worse, unless
the campaign is awash in cash and the local
cleric is 16th level and will cast Restoration
when you cruise by the McChurch drive-thru
and drop off a bag of gold, level draining is
permanent. Let's face it, being dead is easier
to fix in the game (Raise Dead is a level 5 spell,
available at 9th level). | believe that level
draining is bad karma to infroduce into the
game, especially at low levels, which means
that the level drainers need to be placed very,
very carefully. That also means that by the fime
level draining isn't "insta-kill" (like level 6 or 7)
that wight encounter isn't a threat as a éth level
cleric will turn it 80% of the fime.

I've also heard the complaint that "level
draining" is meta-gaming, and that it is more
harmful to low level PCs than high level (or vice
versa, depending on whether one is
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considering survivability or xp loss). | understand
those complaints, and they have validity. Any
way you slice it, level loss is a steep, steep price
to pay, although it beats being dead.

Paralyzation (ghouls and ghasts), despite being
a temporary effect, can be near insta-kill,
particularly when the ghouls outnumber the
party. If everyone is tied up in melee, one of
two things happens when a victim is paralyzed.
First, the ghouls who were scratching and biting
at the paralyzed PC now divert their attention
to someone who is still up and fighting,
worsening the odds for those still on their feet.
Second, a paralyzed victim is dead in the next
round as the ghouls eviscerate him and then
proceed to the first option in round 2.

Now, | can get on board with strength drain
(shadows), as the party can still cut and run,
despite suffering some consequences that will
haunt them for a while. Mummy rot is pretty
nasty too, as is ghost aging.

Unbalanced Outcomes

My experience has been that when the party
has the right counter-ability they roll over the
undead like a lawnmower through daffodils.
When they lack that ability the tables are
completely furned. I'm the first fo admit one of
the attractions of old school play is the fact that
"game balance" is not the Holy Grail, and there
are (and should be) encounters that players
should avoid. Sometimes it's fun to mow
through mooks, and sometimes it's fun to run
like a little girl from a Big Bad. However (shades
of Tucker's Kobolds here) with the right terrain
and preparation those mooks should be able to
reasonably challenge a higher level party. To
do so with undead requires some meta-gaming
on the part of the DM. Theoretically gnolls and
zombies (both level Il monsters) should be
equally challenging, but that theory erodes at
level 4 and up — possibly sooner, given the high
chance of success a 2nd or 3rd level cleric has
in turning the zombies.

To keep low level undead useful as mooks in
high level play without having 100 skeletons
swarm the party (because overbearing is
always, always, always a threat no matter how
high your level is), the TSR designers came up
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with a neat rule, described in CM2, Death's
Ride. This rule (yes, it's BECMI, but it's an
example of the struggle) allows more powerful,
inteligent undead to command lesser undead,
and the lesser undead are turned as if they
were the commanding undead. Of course,
introducing this rule at the 15th level of play
leaves one wondering why it wasn't used at low
levels, making those skeletons commanded by
a ghast a lot fougher to turne

Ecology

Being self-reproducing, intelligent undead
should be everywhere, and nearly
undefeatable. Forget zombie hordes, a few
ghasts could easily wipe out a rural vilage, eat
their fill and triple or quadruple their numbers,
then head to the next village. A pack of level
drainers will overcome most non-clerical
opponents. While | find the thought of a
dragon-wight conceptually interesting, a level
draining breath weapon which has no saving
throw smacks of being a tactic of one of "those
DMs" [you know the type, the ones who revel in
the Total Party Kill (TPK)].

My Point

Undead encounters should be carefully
designed, taking into account the fact that
undead encounters tend to be unpredictable,
and most likely at one end of the encounter
difficulty bell curve (e.g., a grind or a cake
walk). Averages work when designing a
combat that will last for numerous rounds, as
the random outcomes in each individual round
will "average out" over the course of the
encounter. It doesn't work with undead
encounters as there is only one shot at turning;
no catching up "next round".

Decent DMs can address any or all of these
problems by structuring encounters intelligently,
and by understanding the consequences of
their decisions. We all have our particular
house rules, our playing style, and will find
something that works for us. | find the nature of
the undead foe a challenge. It doesn't help
that | find the current climate of
zombie/vampire fascination just a little
annoying. But, don't get me started on
werewolves, or drow ...



Level Draining Is Metagaming
by Bryan Fazekas

This is certainly an inflammatory title for an
arficle. Next to alignment, level draining is
possibly the most argued and divisive topic in
Dungeons and Dragons. Many players express
a horror of level draining that franscends
character death — they'd rather have their
character killed than level drained.

What is level draining? In Advanced Dungeons
& Dragons (AD&D) level draining is an attack
form used by some undead, plus an effect
connected to a few magic items and one spell.
The effect upon a player character (PC) is to
remove one or more levels of experience,
including loss of hit points and skills gained at
those level(s), plus the loss of the experience
points (xp) used to attain those level(s).
According to the AD&D Dungeon Masters
Guide (DMG) on page 119, a PC's xp total is
reduced to the mid-point of the next lower
level.

The problem is with the last part — experience
points. For illustration, we have a pair of 2nd
level fighters, one has 4,001 xp and the other
has 7,801 xp. Each faces a wight. If both are
drained of one level each now has 3,001 xp.
Fighter #1 lost 1,000 xp while #2 lost 4,801 xp.
For further illustration fighter #3 is 10th level with
740,001 xp — having one level drained reduces
her to 375,001 xp, a total loss of 365,000 xp!

Let's contrast that. Instead of a wight, the foe is
a fighter armed with a long sword. A successful
hit on any of the above fighters inflicts 1-8 points
of damage regardless of their level or amount
of xp.

Hence the contention that level draining is a
form of metagaming, which is using out of
game knowledge to dramatically affect the
game.

Replacing Level Draining

Whether players like level draining or not, level
draining undead scare the bejeebers out of
everyone. Any replacement mechanism must
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inspire a similar sense of dread. Hence Mind
and Body Draining, which is just as nasty,
maybe more so:

Some undead - notably wights, wraiths,
spectres, and vampires — have the ability to
drain the mind and/or body when striking a
victim. These horrible undead are difficult for
even the bravest to approach, and being
within fouching distance invites long lasting
harm.

Draining undead possess a fear aura — all non-
supernatural creatures coming within 30" of
such an undead must save vs. Wand or flee as
per the Fear spell, e.g., flee for one round per
hit die of the undead. Note that characters
making their saving throw will have to save
again if that same undead is met during a
separate encounter, and characters failing
their saving throw must save again when
coming within 30' of that undead.

The physical attack of these monsters is
vampiric in nature, e.g., the number of points
inflicted is added to the monster's hit point total,
up to a maximum of double the monster's
normal maximum. Hit points above the normal
maximum begin draining away after é turns at
a rate of one hp/round.

Far worse, however, is the chilling touch of
these monsters which drains the mind and/or
body of the victim in addition fo inflicting bodily
damage. Draining undead leech 1d3 points of
strength, intelligence, wisdom, dexterity,
constitution, or charisma from their victims on a
successful hitl There is equal chance for which
attribute a given undead drains —roll 1dé to
determine which. A group of similar undead,
e.g., wights, may all drain different attributes.

Some rare draining undead will drain multiple
attributes with a single strike. Roll on the

Attributes Drained Table on the next page to
determine how many attributes are affected.

If the undead drains more than one attribute,
roll randomly for which afttributes are affected
(as above). Note that it is possible for a draining
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undead to drain an attribute doubly or triply.
Roll 2d3 or 3d3 for points drained in this case.
The most potent draining undead, spectres and
vampires, always drain two attributes and may
possibly drain three, four, or even six! [Roll twice
on the table.]

Attributes Drained Table

d100 # Aftributes Affected
01-90 | any one attribute affected
91-99 | any two attributes affected

00 any three aftributes affected

The attribute drains are permanent unless the
draining undead is slain by the following dawn.
Should that happy event occur the victim may
make a saving throw vs. Death Magic for each
point lost, with success indicating that a week
of bed rest will restore the point. Alternately, a
Lesser Restoration, Restoration, Alter Reality,
Limited Wish, or Wish will restore the lost
attributes, although all but Alter Reality and
Wish will require one week of bed rest for each
point regained. Restoration, Alter Reality, and
Wish will restore the lost attributes even if the
undead is not slain within the fime limit; Lesser
Restoration and Limited Wish will not.

The worst effect, however, is the Curse of the
Damned. Each hit on a victim inflicts a
cumulative -1 penalty per die on all "to hit",
damage, saving throw, and other rolls,
although all die rolls will be a minimum of 1 per
die. Also, any spells or spell-like effects cast by
the victim are cast as if the victim were that
many levels lower with respect to range, area
of effect, and damage. For example a 5th level
magic user struck twice by a wraith would have
a -2 on all die rolls and cast spells as if 3rd level.
This does not prevent spells from being cast,
e.g., this character can still cast a Fireball, but
the effects are determined as if the character
were 3rd level and each die of damage is at -2
with a minimum of one point per die. Note that
the more powerful draining undead (spectres
and vampires) inflict a cumulative -2 penalty.
Each application of Remove Curse, cast at a
level equal to or higher than the hit dice of the
attacking undead, willremove a "-1" of the
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What is Metagaming?
Taken from Wikipedia:

Metagaming is a broad term usually used
to define any strategy, action or method
used in a game which transcends a
prescribed ruleset, uses external factors to
affect the game, or goes beyond the
supposed limits or environment set by the
game. Another definition refers to the
game universe outside of the game itself.

In simple terms, it is the use of out-of-game
information or resources to affect one's in-

game decisions.

In role-playing games, a player is
metagaming when they use knowledge
that is not available to their character in
order to change the way they play their
character (usually fo give them an
advantage within the game), such as
knowledge of the mathematical nature of
character statistics, or the statistics of a
creature that the player is familiar with but
the character has never encountered. In
general, it refers to any gaps between
player knowledge and character
knowledge which the player acts upon.

curse, e.g., the above magic user will require
two applications of Remove Curse.

Note that the effects occur only with the
monster's natural attacks. Should the undead
use a weapon there is no draining or curse
inflicted, nor do effect occur simply by
touching the undead.

If the character dies while suffering the Curse of
the Damned, she will rise again in three days as
the type of undead that afflicted her. Should
the character be unlucky enough to be cursed
by more than one type of draining undead, roll
randomly for which she will rise as. Note: If the
character is raised from the dead before rising
as undead the fransformation will still take
place. Remove Curse cast upon a dead or
newly raised character will prevent her from
rising, although it must be cast at a level twice
the hit dice of the attacking undead to prevent
the transformation.
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Fixing Level Draining

Many DMs like level draining but think it's foo
hard to fix — one of the problems of level
draining is that a cleric of 16th level must be
available to cast Restoration. In confrast a
dead character only needs a cleric of 9th level
to cast Raise Dead. The following spell offers a
correction for this oddity, a lower level version
of Restoration.

Lesser Restoration

Necromantic

Level: Cleric 5
Components: V, S, M
Range: touch

Casting time: 2 rounds
Duration: Perm

Saving Throw: none
Area of Effect: 1 Person

This is a lesser form of Restoration which has a
fime limit: it must be cast on the recipient within
1 hour per level of the caster, from the time of
the victim's LAST energy drain. As part of the
material components, the recipient must
sacrifice a gem worth at least 5,000 GP gem to
the god(ess) granting the spell.

After the preparations are made, which
requires a prayer by both the caster and
recipient, the recipient makes a saving throw
vs. Spells. If the save is successful the most
recent level draining is now only temporary,
and the lost level(s) will return after 24 hours. If
failed, then the level(s) can only be restored
with the 7th level Restoration spell, or gaining
more experience.

If the drain was a single level, the save versus
deathis at -1. Each casting of the spell allows

the regaining of one draining from most recent,

to first gained. If being used on a dual drain,
the above spell can be used, but the victim
makes the save at a -4 penalty.

Example: Jurgen the paladin was drained four
fimes from 11th level down to 5th level, by two
wraiths (2 levels each) and two wights (1 level
each). The 2 wights were last in the combat to
hit him. Phillius the cleric accepts the sacrifice
of a valuable gem for his god and casts Lesser
Restoration within 10 hours of the last draining.
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Jurgen's first save is a 19, and so will gain that
level back (from 5th to éth) after 24 hrs. The
second save (for é6th to 7th) unfortunately is a 3
and fails. The third and fourth are both natural
20's (now why could he not have had those in
combat!), and will regain those four levels. At
the end of the day he is back to 10th level, but
has to wait until Sir Hecktric the High Priest
shows up, for a chance at the regular
Restoration.

NOTE: The level draining for the above spell,
refers only to levels lost to undead or other
creatures who remove life levels, NOT to age,
ability stat reductions, nor to spells/magic items
that remove levels.

Source: David Stairs

Co-Joined Coins
by Bryan Fazekas

This matched pair of ancient looking copper
pieces radiate faint magic when detected
for. If one coin is held and the bearer
concenftrates, they will know in which
direction the matching coin is located. An
intensity of feeling will indicate distance. This
functions as long as both coins are on the
same plane, and neither is in an anti-magic
area or contfainer.

The original coins were produced by a wizard
whose Chalice of Potions was stolen and
later recovered. A Co-Joined Coin was
affixed to the bottom of the chalice so that it
could be easily located. For centuries the
chalice was believed protected by strong
magics as those who managed to steal it
died quickly and messily.
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Undead Unlimited!
by Bryan Fazekas

Most adults have seen at least one of the
plethora of zombie movies that have spawned
like blowflies on a corpse since Night of the
Living Dead premiered in 1968. In most of the
movies the undead multiply as the people who
are wounded - or killed but not eaten — all rise
as zombies. They multiply without bounds,
threatening to overrun the world, and wiping
out all uninfected humans. One version of The
Apocalypse.

Now consider undead in AD&D. Undead such
as skeletons and zombies don't multiply, they
have to be created. Liches and mummies are
also constructed, so they don't multiply either.
But ghouls, ghasts, and level draining undead
reproduce by killing or draining mortals. The
following excerpts are from the AD&D Monster
Manual:

Ghoul, page 43: Any human killed by a
ghoulish attack will become a ghoul unless
blessed (or blessed and then resurrected).

Spectre, page 89: Any human totally
drained of life energy by a spectre
becomes a half-strength spectre under the
control of the spectre which drained him.

Vampire, page 99: Any human or
humanoid drained of all life energy by a
vampire becomes an appropriately
strengthened vampire under control of ifs
slayer.

Wight, page 100: Any human totally
drained of life energy by a wight will
become a half-strength wight under control
of its slayer.

What stops these undead from proliferating like
the heavies in a George Romero movie,
eventually obliterating the campaign world?2
Practically speaking, nothing. The average
zero level human, or one HD dwarf or elf, has
little chance in dealing with the least of these
monsters and absolutely no chance of survival
against the most powerful.

If a vampire kills one person per week, that
adds up to 52 people at the end of a year,
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5,200 at the end of a century. If each Kkills rises
as a vampire?2 Vampire Apocalypse. Now add
in the spectres, wights, and the like. The living
don't have a chance.

Why Does Anyone Care?

Is this a real problem?2 The Dungeon Master
(DM) can hand wave (e.g., ignore it) and the
problem doesn't even exist. So why worry
about it if it's a non-issue?

Some people want realism in their game, they
want things to make sense. For those that don't
care about realism and things making logical
sense¢ This ruling on how undead spawn is a
gold mine of ideas for the DM to use. Following
are ideas for limiting the spawning of level
draining and carnivorous undead, and how the
DM can use the rules to manufacture
interesting role playing scenarios.

Level Draining Undead

Spectre and wight victims become a half
strength undead of the appropriate type under
the conftrol of their killer. Vampire victims
become an appropriately strengthened
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vampire under the conftrol of their killer. [Note:
the vampire reference indicates that the victim
retains their original class, augmented by
vampire powers, but this isn't explained.]

One way to limit undead proliferation is to limit
the number of undead which can be created.
One choice is to set the limit equal fo each
monster's hit dice, which means a vampire can
create and control eight thralls, a spectre can
control seven, and a wight can control four. If
that's too much for the campaign, cut the
numbers in half to 4, 3, and 2 for vampires,
spectres, and wights (respectively).

What is the rationale for this limit¢ Undead
have a connection to the Negative Material
Plane (NMP). The connection is through the
master and there is a limit to the amount of
energy that can be channeled to the thralls.

Ghouvuls and Ghasts

While the description of ghasts does not
indicate they reproduce as do ghouls, the
author treats ghasts as "super" ghouls and uses
the same rules for both.

What is the limiting factor for ghouls?

While hit dice could be easily used the same
way as described for level draining undead, it
doesn't "feel" like a good fit. Some other
mechanism should be used.

Time can be used as a limiting factor. What if
ghouls have a limited un-life span?g They last for
a finite period of time, a week, a month, a
yeare At the end they collapse and molder.
Alternately that time limit could start from their
last meal of humans, especially if the time span
is short, say one week.

Ghouls could completely destroy the humans in
an areq, run out of food, and all molder. Or the
DM can choose that when ghouls make a Kill
they immediately begin feasting, which will
strictly limit the number of kills made.

Role Playing Ideas

Wights are of average intelligence and lawful
evil. They are smart enough to understand how
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Old School Undead

Tim Kask — TSR employee #1, editor of the The
Dragon magazine, and editor/author for several
OD&D supplements and AD&D — has a Q&A
thread on the Dragonsfoot forums where he
answers a lot of inane questions, including mine.
http://www.dragonsfoot.org/forums/viewtopic.php
?2f=11&t=23223) | posed the following question
which he kindly answered.

BF: I'd like you to make another trip in the
Wayback Machine! In reading the descriptions of
level draining undead, the MM descriptions
typically indicate that victims become half
strength monsters under the control of their killer.
| always assumed this to mean that they were
half hit dice, e.g., a wight's victim became a 2HD
wight. Is this what was intended, or am |
interpreting it incorrectly?

TK: As | recall, and the memories from back
then are very dusty, we (contemporary DM's)
made them half their original HP, or a 2HD wight,
whichever was greater. It was more about turning
on their former fellows than any other
consideration. As an example, from my old
campaign: a ftr-type with 35 HP gets totally
drained; he becomes an 18HP, 2HD monster (an
oxymoron of sorts). HD were used on one
combat table and had to do with ST back then. In
the example above, if the afflicted survives, (the
players flee or drive it off), then the next time
encountered, if there is a next time, the former
PC-turned-wight is now a 4HD wight with max
HP. But that is just the way | handled it.

| also ruled that a fresh wight could not
immediately know how to drain a full level per
touch; during the melee in which they were
"created" they can only drain half a level per
touch. If, as happened above, it survives to
encounter another day, it has full powers.

Very early on, | seem to recall that an entire low-
level party was "wighted"; the original drained a
2nd Ivl, which then drained a 1st Ivl, and so on
until the entire party were wights. What fun!

Last year Tim — along with Frank Mentzer, James
Ward, and Chris Clark — formed Eldritch
Enterprises, a new company to make products
for old School games. Their web site is
http://eldritchent.com/
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to cooperate ... and intelligent enough to
resent and envy their master.

Scenario #1:

A wight has plagued a town, killing all caught
outside after dark. The party arrives to deal
with the problem, and finds easy clues to track
the wight back to its lair, where they dispatch it.
Unknown to the party, the thralls of the master
wight have been making indiscriminate kills and
leaving trails back to the master's lair. The first
night after the party destroys the master, the
former thralls go on a killing spree, each
producing 4 thralls of its own. The number of
wights goes from 5 to 20 in one night!

Scenario #2:

Rooting around in an old tomb while looking for
valuables, a young adventurer-wannabe was
"infected" by the moldering remains of an
ancient ghoul. It appeared that a cut got
infected and the infection rapidly spread and
killed him within a day. Three nights later he
rose as a ghoul, broke into the home of his
closest friend, and slaughtered him and his
family. The ghoul devoured the father but left
the bodies of the friend, friend's mother, and
two younger siblings. Three nights later they all
arose and raided a friend's home, slaughtering
and devouring all within. The ghouls Kill
everyone they find, each devour a person, and
any others rise three nights later. Within a few
weeks the terrified survivors of a once thriving
town are badly outhnumbered by ravenous
ghouls. The party wanders into town and find
themselves badly outhumbered.

Campaign Choices

In the author's campaign, when any player
character killed by an undead (of any type)
the chance of that character rising as undead
is 100% unless measures are taken. Do the
players know this2 Of course not!

For new players this will cause consternation
and horror. More experienced players should
expect something bad to happen and take
appropriate measures to avoid problems.
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A parting thought — why would anyone in a
D&D world use any freatment for their dead
that did not include burning or some other
method to ensure the dead will not rise?

Not Enough Undead?

What if it's not enough?¢ What if the DM needs
more undead of a given type?¢

The classic method is the strongest undead
rules the others. Numerous types of undead
could be welded together by a strong vampire,
mummy, or lich. Or the DM could use multiple
levels of thralls of a single undead type.

One choice is for each thrall have its own
thralls, say each can create half as many as its
master, e.g., a vampire thrall can create four
sub-thralls. Or the DM can produce something
like a family tree, where each thrall can have
half the number of thralls its master has. Thus a
master vampire can have 8 thralls which we
can refer to as "children". Each "child" can
have 4 "grandchildren", each "grandchild" can
have of 2 "great grandchildren”, and each
"great grandchild" can have 1 "great great
grandchild". Any people killed beyond these
numbers are simply dead.

That's a lot of vampires!

Another choice is that when a master vampire
is killed its thralls all become master vampires,
and each sub-thrall level is bumped up. The
party kills the master vampire only to discover
they just made things worse, now they have 8
master vampires to deal with. And people
previously kiled may now rise as vampires now
that there are openings in the ranks.

Another thought is that a group of vampires
may not all have the same master. Killing one
vampire may have no effect upon the others.
Ideas are limifless, bounded only by a DM's
inventiveness.

Too complicated? Stick with the original idea
of one level of thralls ...

Author's Note: This article was spawned by a
discussion in the August 2010 thread "alternative
le undead (no energy drain)" started by
GengisDon on the Dragonsfoot forums.
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The House of Ponce,
Bank and Moneylender
by Nicole Massey

Editor's Note: We received a number of
requests for bank maps. The inside front cover
provides a bank map and this article provides
optional stocking for the map.

Owner: Leon De Ponce is a rotund man, quite
the opposite of his brother Bejold, who runs this
insfitution of Phaten. The Ponce family has
provided banking and moneylending to the
residents of Phaten for well over two millennia.
Leon takes his banking responsibilities seriously,
and has excellent relations with the banking
houses of Hofstra and Rand in Haven, Livre in
Phaten, Yen Ten in Montberg, and even
Suntreader and Watermark in Atlantis. (he's
fond of saying that "Money knows no borders
and has no politics.") Leon is brown haired and
eyed, and when not in his banking house he
spends his time doting on his wife and ten
children.

Hours Of Operation: 10 am tfo 3 pm

Exterior Description: This two story building is
made of huge stone blocks engraved with the
coat of arms of house ponce. (eight coinsin a
circle on a typical heater shield — these stone
cuttings have no color to them) Windows are
long and narrow and are made up of square
panes with no roundels, but they are obviously
very thick. The panes are set in metal crossbars
and iron bars further cover the windows. The
door is a single door, painted burgundy, under
an awning, also painted red. The awning also
sports a sign that says "Ponce" and has the coat
of arms, this time with the background red and
the coins gold. The second story looks the same
as the first, but without the door. The roof is of
ceramic tiles. There are two chimneys, both
capped. Looking through the windows gives a
slightly distorted view, as if something doesn't
exactly tfrack right but the viewer can't place
what isn't quite right about the view. (Most folks
get used to it very quickly and think nothing of
if)
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Interior Description: Upon entering the building
the first thing that the visitor realizes is that the
interior space is much smaller than the outside.
The reason for this becomes apparent when
one looks at the windows — the walls are two
feet thick. Another interesting sensation is the
feeling of entering the bank. The bank interior is
always an even temperature, and there's a
slight feeling of disorientation upon crossing the
threshold into the space. This passes quickly
and most patrons (and all employees) get used
to it. Some people report strange visions as they
enter the bank, though, of things like
ephemeral spirits, traveling vast distances, or
like they were whisked through several places
almost instantly to get to where they currently
are.

A third of the first floor is taken up with a
massive safe, kept closed at all times. Careful
inspection of the enfrance will also reveal three
sets of portcullis and matching grooves in the
floor. The interior space is open to the ceiling for
the center third of the building. On the western
half is the vault, and on top of it sits Leon's desk
in his personal office. The front of the vault is
behind a long row of teller windows, with a long
wooden bar and barred windows in front of
each teller. This runs the entire length of the
front of the vault and turns at the end where
additional tellers stand up to the staircase.
There is a passageway underneath the
staircase to access the similar windows on the
other side of the staircase where the money
changers are stationed, which runs to the
counter for the assayer's section where coins
and raw precious metals are weighed and
fested for purity and value. On the opposite
end of the second floor is another loft space
with safe deposit boxes. A vault door protects
these when the bank isn't open. At the end of
that loft sits an archer. A walkway runs along
the back of the bank, and four more archers
are stationed on it at regular intervals. There is
also an archer outside Leon's office door. The
rest of the first floor consists of desks for the
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tellers and bank officers. Potted plants are all
over the place, (Leon's wife Hyacinth likes
plants) and fully a dozen armed guards sit in
chairs and in protective boxes scattered
around the room. There is a chimney at either
end of the main floor with a hearth. Inspection
of this hearth reveals that the flue is lined with
spikes glistening with some sort of sticky
substance that doesn't look like soot.

Price Range: HIGH! Money change rates are
tough, while interest is not that high. Loans are
also high interest.

Quality Range: EXCELLENT. If you bank here
your money is as safe as it can reasonably be,
while loans from here are done with
compassion.

Outstanding Items (if any): Nothing is obvious,
but there are magical protections on the vault
doors and the windows are made of glassteel.
Light is exclusively from light globes, and the
chimneys are for heating and atmosphere
during the winter. Spikes in the chimney are
poisoned, save vs. poison at -2 or die in agony
in 2 rounds. The magical protections are
provided by the Wizard's Guild, who bank here
and want their property and funds kept safe.

Cash Box: The vault and Safety deposit boxes
aren't enough?

Occupants: Though banks don't have
occupants, the guard is maintained around the
clock. Guards are checked out thoroughly and
it takes years to get a guard job here, including
a full scan by a member of the psionics guild.

Staff: There are ten tellers, four loan officers,
and four money counters, along with an assay
clerk and two moneychangers. All of them are
long term employees who went through years
of scrutiny (and psionic scan) to get their jobs.
Leon also has a secretary, the son of his head
teller, and his two sons Arneau and Jarl work
learning how the bank operates.

Customers: 2dé customers will be transacting
business during normal hours, with 8d4
customers in the first and last hour of business.

Loiterers: d4 loiterers have just arrived to be
shoo'd off as soon as a guard notices him or
her.
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NPC Encounters: Anyone who has money to
deposit or the need of a loan might be here.

Special Options: (if any): The bank building in
Seakeep is a shell, heavily magicked, that
serves as a front for the bank's actual building,
which is located on a pocket plane created
especially for the bank through powerful
magics. Anyone who drills through the walls will
find themselves in an empty unfinished building
the same size as the bank but with nothing
inside. This is the reason for the perfect
temperature inside, slightly odd view through
the windows, (permanent scrying portals) and
the strange effects upon entering the building.
This is never discussed. But the only ways into
this bank are through the front door or by
finding the pocket plane and driling through
the walls there, which is difficult as the plane is
sized to fit the bank exactly. Creative players
may find a way to break in, and this can
provide a thrilling adventure, but it's not going
to be easy. They have to getin through the
doors, stop all the guards, then get through the
vault door, where they'll find unseen servants of
a special type that can and do cause damage
to physical beings, along with a wide selection
of nasty traps. This goes the same for the safety
deposit boxes. So any party that manages to
sack this bank will be able to boast about it for
a very long time while they're fleeing from the
hunters, both mundane and magical, that are
after them.

Amulet of Borrowed Years

by Andrew Hamilton

This magical item was developed as a defense
against magical aging. The amulet has a "life" of
101 years, and when its wearer would be subject
to magical aging, the amulet will age instead of
the wearer. This magical aging includes attacks
by entities such as ghosts, or the effects of
magical spells or effects including haste, potions
of speed, or wish. As the amulet ages, rather
than the wearer, the wearer is not subject to any
system shock rolls that would normally be
associated with magical aging. The amulet
cannot be recharged, and when it has “aged”
101 years, it crumbles into dust.

2,000 xp value, 15,000 gp value




Review: The AD&D Core Books Reprint

by Andrew Hamilton

Editor's Note: Early this year Wizards of the
Coast announced they were reprinting the
Advanced Dungeons and Dragons core
books: the Dungeon Masters Guide, the
Players Handbook, and the Monster
Manual. A limited run, available only in the
USA through local gaming stores would be
released in April 2012.

As April approached Wizards announced
the release would be delayed until July. It
also turned out the books were not
released through game stores — they would A
be sold through other venues and outside ?‘ "
of the USA.

The reasons for these changes are debated
around the world and are not addressed
here.
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Reviewer's Note —1 am not a book or
binding expert, so my review is that of a
layman. I'm also not reviewing the content,
since the guts of these books have been
analyzed in excruciating detail by hundreds
of aficionados.

It's just after lunch on Sunday, July 15, 2012
and | have all three books in my possession.
| got the call on Friday, but life prevented
me from picking them up sooner
(apparently my local game store was part
of an early release program). To date, I've
only taken the Monster Manual and Players
Handbook out of the shrink wrap, but | am
impresse