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BackoBasiX

A compilation of the B/X fanzine’s first ten issues.

Created and printed between dJune, 2017 and September, 2019,
Back to BasiX is a quarterly fanzine celebrating the B/X version of
the world's most popular tabletop role-playing game. Presented in a
US Trade hardcover format for the first time ever, this compilation
brings together all 10 issues into one wolume, complete with every
piece of original gaming content, product review, and industry leg-
end interview from the original print run! Best of all, these 216
pages are housed within a brand new color cover, created by the

fanzine’s original cover artist, Matthew Ray.

Printed August, 2021—First Printing, 700 copies.
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1 Free First Issue! #1 — June 2017
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A new quarterly Fanzine dedicated to a simpler time of RPGs—
covering the Basic and Expert editions of Dungeons & Dragons.



Simpler Times — A Letter from the Fanzine Creafor

Back to BasiX has been brewing in
my busy mind for some time, trying
desperately to escape. Other work
has always taken precedence, espe-
cially ideas that help build a finan-
cial platform for fun and low-cost
products like a fanzine! With a
couple of successful Kickstarters
completed, [ have enough extra
cash to put out a free ‘zine. Well,
at least free for the first issue.

This fanzine will be dedicated to all
things B/X; the Holmes, Moldvay
and Mentzer work will all be consid-
ered when developing content, writ-
ing articles, and interviewing gamers.
[ personally love the Moldvay edition
the best, but this series will look at
all editorial wversions as equally as
possible.  To most, there is little
difference between the Basic books,
at least in spirit and general game
play. However, rule differences or
mechanics may get spotlighted occa-
sionally as a source for interesting
material.

Additionally, we may journey into
later extensions of the B/X system;
we may touch upon rules or prod-
ucts in the “CMI” portion of the
BECMI universe to break up the
content once in a while. Heck, we
may even write an adventure or two
in the Masters or Immortals systems!

Our primary focus however, will be
to produce a small fanzine dedicated
to the early B/X work. We'll al-
ways have at least one adventure, a
product spotlight or review, a new
monster and a few unique magical
items in every issue. In upcoming
issues, we’ll interview more legends
of the industry, add a Wanted/For
Sale section, and try to include
more artwork for you to enjoy.

Thanks for picking up this premiere
issue of Back to BasiX. 1 hope
you enjoy it and find it useful!

— Thom Wilson

— Issue #1 Details —
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An Ongoing Adventure...

[ssue #1 — June 2017
Printed: 2017 (3rd print)
Created by: Thom Wilson
Articles by: Thom Wilson
Matt Ray

Logo: Isa de Mendonca Silva

Cover lllustration:

Comic: Travis Hanson

Upcoming Issues:
#2 — September, 2017
#3 — December, 2017

Back to BasiX Issue #2 submission
deadline for Ads, Wanted and For

1 Sale posts is August 13th, 2017.



Publishing News

As you know, there aren’t a lot of
new products getting produced for
the B/X system. That being said,
each quarter we’ll explore all the
channels where new products may

materialize. This includes crowd
funding sites, indie publishers, and
even convention publishing. We'll

try to cover every angle of the
industry, ferreting out new material
for your B/X campaigns!

In this first issue, we’ll highlight
some of the known B/X products
that are relatively new, at least re-
leased after the original B/X prod-
ucts of the 80’s.

Labyrinth Lord by Goblinoid Games.
Published in 2007 and 2009, Laby-
rinth Lord is a fairly consistent retro
-clone of the Moldvay work, with
expanded rules up to 20th level.
Goblinoid Games has dozens of
products to support the B/X system.

B/X Companion by Running Beagle
Games. The B/X Companion ex-
pands on the Basic and Experts
sets, providing rules for levels up to

36th, with new spells, monsters,
magical items, and guidelines for
mass warfare. Hard to find in

print but for sale as a PDF on
RPGNow.

Product Spotlight

I've already “hinted” at my love for
the Moldvay Basic Rulebook, so it
seems fitting to review that product
in the first issue of Back fo BasiX.
For me, it is the benchmark for all
rulebooks; it is concise, has a clean
layout style, and is full of inspira-
tion.

The Moldvay Basic Rulebook wasn’t
the first guide; Holmes blue book,
and Gygax and Arneson’s earlier
work were the foundations of begin-
ning rule systems. But in the initial
heyday of mass published RPG ma-
terial, the Moldvay edited Basic
Rulebook was the first simplified
rulebook to reach the masses.

[ can remember being given my
copy of the red rulebook (along
with the incomplete fragments of a
tattered Otus box) back in 1981.
The rules were laid out so simply
that even my young brain could
fully comprehend how the game
was played. It was 64 pages of
greatness.

The cover illustration by Erol Otus
is one of the most inspirational
early images of role-playing.  That
single illustration tells a story of
adventure; treasure, heroes and a
terrible dragon looming in the back-
ground made all my friends and I
want to pick up dice and roll up a
character.

Moldvay’s editorial presence mani-
fests in the layout of the book.
Each section follows a carefully con-
structed path, allowing first time
players and dungeon masters the
ease of navigation from character
creation through combat resolution.
This book has set the benchmark
for other guidelines and materials,
providing a roadmap on how to
publish an instructional RPG.

Basic Rulebook, Eighth (1981)
through Eleventh (1982) printings,
with Erol Otus cover illustration
(ISBN 0-935696-48-2, #2014).



Interview with a Legendary Gamer — Merle Rasmussen

I'll try to interview one author, illus-
trator, designer or editor who had a
role and/or impact on the B/X
systems each issue. In the first
issue, I was able to get Merle Ras-
mussen to answer a few of my
questions...

[Thom] Everyone knows you were
brought into TSR for your Top
Secret RPG work, but why were
vou asked to write Basic and Expert
D&D adventures?

[Merle] I was not impressed by the
fantasy genre, but I was inspired by
role playing. Allen Hammack hired
me over the telephone. I was 25 in
June of 1982. The senior designers
had staked out the more glamorous
Advanced Dungeons & Dragons®
and TSR needed someone to write
Basic Dungeons & Dragons® mod-

ules. AD&D® sold better than
D&D®. D&D® sold better that
TOP SECRET®.

[7] You authored BSOLO (Ghost of
Lion Castle) XSOLO (Lathan’s Gold)
and X6 Quagmire!), all released in
1984. Do you remember when
vou started each of them and how
long it took to get them fto print?

[M] 1 started at TSR, Inc. in dJune
1982 and was downsized 22
months later in April 1984. My
resume lists modules in this order:
Quagmire! (X6), Lathan's Gold
(XSOLO), and Ghost of Lion Castle
(BSOLO). Quagmire! (X6) took over
a year to produce and saw print
after April 1984. 1 remember being
told, "You finished writing that one

(module) in eight weeks. Now finish
this one in seven." The Savage
Coast (X9) was published in 1985.

(7] Which of the Basic and Expert
adventures you wrote is your favor-
ite and why?

[M] I was given the title Ghost of
Lion Castle (BSOLO). TSR had
promised a product with this title
and it was listed in a book retailer's
catalog before I wrote it. 1 enjoyed
drawing a castle shaped like the
King of Beasts surrounded by a
wall. Glowing arrows shot out be-
tween its claws, molten lead
dropped from its nostrils, and huge
stones fell from the roof of its
mouth. I enjoyed the challenge of
writing the programmed text’s deci-
sion matrix.

[T] What are you working on
these days?

(M] If you look wup http://
topsecretnwo.com you will find a

digital clock counting down until the
launch of the TOP SECRET: NEW
WORLD ORDER™ to occur on
dJune 19, 2017. Together with my
original editor Allen Hammack, and
a design team including James Car-
pio, Jayson Elliot, Chad Parish, and
A.J. Davenport, we have brought
the classic game into the 21 centu-
ry, with a completely new rule sys-
tem for fast action, easy playability,
and gritty realism. 7OP SECRET:
NEW WORLD ORDER™ is a trade-
mark of TSR, Inc.


http://topsecretnwo
http://topsecretnwo

Mythicology

In the first issue of Back to BasiX,
we feature a new monster straight
from our Dungeon Crawl.  Future
issues will also feature one or more
new monsters for your B/X adven-
tures!

Winged Snakeman

The winged snakeman is an abomi-
nation of merged species, often
created from a failed wizard experi-
ment or spell gone wrong. Part
human, snake and bat, the poor
creature rarely lives more than a
few months, and is incapable of
reproducing.  Their leathery wings
give them limited flight, but are
better suited to gliding on strong
winds. They attack with short
spears or with a venomous bite
(requires a save vs. Poison to avoid

death).

Armor Class: 6

Hit Dice: 1*

Move: 120’ (40)
Attacks: See below
Damage: 1-4

No. Appearing: 1-4

Save As: Fighter: 1
Morale: 8

Treasure Type: Q (N or O)
Alignment: Chaotic

Each creature has the head, torso
and arms of a human and the low-
er half of a snake.

A group of escaped winged snake-
men are often led by one alpha
male who is capable of limited
speech. The leader of the winged
snakemen often has a few items
stolen from their former wizard mas-
ter (treasure type N and/or O).

The Magic Shop

Each issue of this fanzine will have
at least one magical item for your
B/X campaign.  Occasionally, we’ll
have a few unique artifacts for your
homebrewed adventures. In this
issue, we list three items that
might be suitable for the issue’s
Dungeon Crawl, Cavern of the
Winged Snakemen.

Magic Sword, +1 vs. Snakes

A normal sword against any other
creature, this blade gains a benefit
against snakes or snake-like creatures
(including the new monster, Winged
Snakeman, listed above). Additional-
ly, the blade adds +1 to any Poi-
son saving throws when attacked by
a snake or snake-like creature.

Value: 1,000 gp.

Belt of Flying

This wide leather belt gives the
wearer the benefit of flight, match-
ing that of a large bird. Movement
rates are 120" (40°) when flying.
No limb movement is required to fly
or steer; only gravity increases ve-
locity and speed. When the wearer
wishes to cease flying, they may do
so at anytime (even while in mid
flight!).

Value: 2,000 gp.

Ring of Poison Resistance

When worn, this thin emerald band
provides a +1 to any saving throws
vs. Poison.  This ring cannot be
used with another ring of the same

type.

Value: 1,500 gp.



Quarterly Dungeon Crawl

Each issue of Back to BasiX will
include a new, low to mid level
adventure for your B/X campaign.
Expect most adventures in upcoming
issues to focus on first through third
level groups. Please enjoy the first
adventure, Cavern of the Winged
Snakemen!

Cavern of the Winged Snakemen by
Thom Wilson. An adventure for 3-
5 characters of 1st or 2nd level.

Background:  Local townsfolk whis-
per of a strange cave system near
town where some have claimed to
see large, flying snakes. Of course,
there are no villagers with actual
proof, but the stories run rampant
at the local tavern. Surely, this is
a great adventure for brave and
eager heroes?

Detailed Background- A group of
winged snakemen have migrated to
the nearby cavern, escaping the
laboratory of a mad wizard. These
creatures were to be destroyed; after
all, they were failed experiments!
The winged snakemen had other
ideas however, and fled their impris-
onment. After taking a few valua-
ble items with them, they are cur-
rently being hunted by the wizard’s
minions who seek to return the
stolen goods.

The creatures are half man and half
snake, with usable wings for limited
flight and gliding. See the Mythi-
cology section on page 4 for more
details.

Cavern Entrance

The dark entrance to the cavern
system is littered with the bones of
forest creatures and molted snake
skin.  Zigzagging tracks in the sand
indicate that large snakes have en-
tered and exited the caves frequent-
ly.

Al: Large Cave

A large, wet cave spans several
dozen feet in width and length.
Fallen boulders and old tree logs
are found throughout the area.
Behind a pile of rubble, 2 winged
snakemen (AC 6, HD 1%, hp 5
each, #AT 1, D 14 + poison,
Save F1, MLS8) work to clear the
space. They will attack the charac-
ters on sight.

A2: Tunnels

Several tunnels traverse the under-
ground cavern system, leading to
several different caves and chambers.
There is a 25% chance that charac-
ters may encounter one winged
snakeman or an acolyte from A4.

A3: Main Chamber

An underground stream fills the
back corner of this large, open
chamber.  The ceiling is over 40’
high, allowing the winged creatures
a chance to glide downward in their
attacks (adding +1 to their to-hit
bonus).

3 winged snakemen are relaxing in
the watery pool while 2 sit upon
upper ledges, guarding the area (AC
6, HD 1*, hp 4 each, #AT 1, D
1-4 + poison, Save F1, MLS).
The two guards wil glide down to
attack as the others exit the pool,
grabbing spears.



Cavern of the Winged Snakemen
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A4: New Temple

A wayward priest, recently encoun-
tering the winged creatures, has
convinced their leader to erect a
temple to worship their kind. The
priest is nearly done with the shrine
and has recruited 2 acolytes to help
finish it.

The priest is 2nd level and wears
black leather armor +1 and a Ring
of Fire Resistance. He has but one
spell (Protection from Good) that he
will immediately cast when the char-
acters arrive. (AC 5, C2, hp 8§,
#AT 1, D 1-6, Save F1, ML10).
He carries a Potion of Neutralize
Poison for emergencies. He uses a
normal mace in combat.

The 2 acolytes are fanatical, doing
what they are told to do by the
priest (AC 7, C1, hp 3, 4, #AT 1,
D 1-6, Save F1, ML10). They
wear leather armor and carry black
maces.

entrance

Ab: Chieftain Chambers

Leading the escape, the newly elect-
ed winged snakeman leader uses
this area as his personal quarters.
A single female survived the experi-
ments, and has partnered with the
leader in hopes of successful repro-
duction.

The leader is quite tough (AC 5,
HD 2*, hp 9, #AT 2, D 1-6 or 1
-4 + poison, Save F1, ML12), at-
tacking with two spears or a single,
venomous bite. His mate will use
a shortbow, firing arrows at the
characters from afar (AC 6, HD 1%
hp 6, #AT 1, D 1-4 + poison,
Save F1, ML10).

A small wooden crate near the
pair’'s nest contains the goods stolen
from the mad wizard; along with
250 sp and 50 gp, 2 Scrolls of
Magic Missile and 3 Potions of
Healing are found inside the small
box.



Spellbound

Choosing spells for your low level
cleric, magic-user or elf can be chal-
lenging, especially since few choices
exist in the earlier B/X rulebooks.
Spellbound will be a recurring article
that highlights or compares existing
spells, or details new spell ideas.

How many GMs running B/X cam-
paigns allow their players to pick
their spells? Do you let Magic-Users
and Elves pick them but force Cler-
ics to roll for their new spell? T've
played with many GMs that do
both. Here are my thoughts on
picking and rolling for spells.

Aside from the characters discover-
ing scrolls or spell books in their
adventures, and assuming the group
hasn’t been shopping at the local
Magic Shop, how do the characters
find a new spell on level advance-
ment? T've always believed that the
character has been studying or pray-
ing throughout their adventures and
upon gaining a level (as part of
that study or prayer), have finally
made the breakthrough needed to
cast something new.

[ personally prefer the method of
allowing Magic-User and Elf charac-
ters to pick their spell, but to have
Clerics roll for theirs (however, I
may try to attune the spell choices
to the character’'s god or pantheon).
Furthermore, 1 usually have Magic-
User and Elf players tell me what
their characters are going to study
for their next spell choices upon
level advancement. What’s your
method?

Floating Disc, But Why?

Our initial spell review is for the
first level Magic-User and Elf spell,
Floating Disc. 1 can honestly say
that I can never remember ever
picking this spell. Why? First of all,
the spell lasts 6 turns, or 60
minutes. If you have but one spell
per day, and you choose Floating
Disc, you can basically carry 500
pounds of loot (or fallen comrades)
for an hour before dropping every-
thing. This makes the spell some-
what useless, especially if your first
level character has but one spell. If
you are deep within a dungeon,
Floating Disc isn't going to help.
A Bag of Holding, now that would
help more.

When one of my players chooses
Floating Disc, 1 tend to enhance the
spell to make it more worthwhile.
[ also try to remember that we're
playing B/X so I try not to compli-
cate things. I extend the duration to
6 hours instead of 60 minutes (36
turns) or until concentration is bro-
ken. That means if the caster has
to get involved in an encounter or
perform a strenuous activity, the
Floating Disc spell ends. But if the
group is exiting the dungeon and
meets with little to no resistance,
they have more time to get all that
hard fought treasure out safely.

In the next issue, we’ll review the
Cleric spell, Purify Food and Water.

Do you have a spell you'd like to
discuss? Let me know!



Crimson Abbey of the Broken God — Part 1

On page 10 of this issue, you'l
find the first installment of the Dun-
geon Delver comic series by Travis
Hanson. This series will follow the
adventures of three heroes as they
search for a fabled artifact in a
deserted abbey.  Each issue, welll
parallel their adventure by providing
a B/X representation of the comic;

you'll get maps, encounter area,
statistics, and more.

Background- Bindor Flameheart
(dwarf), Whystal (thief), and Ensa

Rassal (magic user) have embarked
on their first quest, to retrieve a
mysterious artifact from a long de-
serted abbey. It is rumored that
the monks that once lived there
watched over their most precious
gift from their strange god. A
magical hammer made from a mete-
orite was said to protect the abbey
from disease and injury. One day,
the lone bridge to the mountain
abbey was found destroyed and the
monks, vanished.

With the bridge gone, no one has
been able to find a way into the
abbey.  That is, untii Ensa Rassal
found an old map which detailed a
separate, secret entrance. Using the
map as a guide, the three heroes
have reached the cliff near the ab-
bey where a secret door is sup-
posed to be.

Crimson Abbey Exteriorr The old
monastery is falling into ruin, it’s
exterior no longer maintained by the
monks of the Broken God.  The
chasm between the mountain cliff
and the abbey is over 100’ wide,
and the remnants of a bridge are
evident.

8

The abbey was built into the cliff
face on a large ledge jutting out
from a steep mountain. Its location
was perfect for the secluded order;
the lone bridge could be recoiled,
easily defended or destroyed as a
last resort.

Opposing Cliff:

The cliff across from the Crimson
Abbey is narrow, no more than 5’
wide at its largest section. A mod-
erately difficult climb along a wind-
ing ledge from the bottom of the
mountain ends on the opposite side
of the chasm, facing the Crimson

Abbey.

A secret door can be found at the
end of the winding ledge trail. The
monks hid the entrance well, also

protecting it with a lightning trap
(deals 1d4 damage). The secret
door opens inward, revealing a long
unlit passage into the mountain be-
hind the deserted abbey...

Story Characters
Bindor Flameheart, Dwarf

Strength: 15
Intelligence: 9

Wisdom: 13

Dexterity: 11
Constitution: 14
Charisma: 7

Level: 1, AC: 4, HP: 7

Gear: Chainmail armor, shield,
hammer, short sword, backpack
(with supplies)

Bindor is a serious fellow, eagerly

seeking his place in the world of
legendary heroes. He is cautious,
but a fierce combatant. He is loyal
to his two friends, and will sacrifice
himself for their safety.



Story Characters (cont'd)
Whystal, Thief

Strength: 12

Intelligence: 12

Wisdom: 11

Dexterity: 15

Constitution: 13

Charisma: 16

Level: 1, AC: 6, HP: 4 (3%

Gear:  Leather armor, cloak, dag-
ger, short bow, quiver w/ 12 ar-
rows.

Whystal is rash young thief, prefer-
ring to think on his feet (often, not
thinking at alll. He tends to rush
into situations unprepared, forcing
his compatriots to “save” him time
and again.

* After the lightning trap and Po-
tion of Healing, Whystal is at 3 hp.

Want Ads /

Wanted:  Any condition copies of
B2 Keep on the Borderlands, and
Moldvay Basic and Expert Rule-
books. throwi@gmail.com

Do you want to advertise your B/X
product, blog, or website in Back fto
BasiX? Contact
thom@throwigames.com for require-
ments and details.

If you have an idea for a short
piece for Back to BasiX, contact
thom@throwigames.com for submis-
sion guidelines.

Special thanks to Matt Ray for the use
of his wonderful cover illustration, Isa de
Mendonca Silva for her logo work, and
Travis Hanson for making sense of my
‘Crimson Abbey of the Broken God’
story and drawing it perfectly!

Additionally, a very special thanks to
Merle Rasmussen for his candid respons-
es to my goofy questions.

Ensa Rassal, Magic User

Strength: 9

Intelligence: 16
Wisdom: 12

Dexterity: 11
Constitution: 9
Charisma: 15

Level: 1, AC: 9, HP: 2

Gear: Robe, dagger, Wand of
Magic Detection, Potion of Healing®,
map of the Crimson Abbey. Spell:
Magic Missile

Ensa is a smart, young wizard’s
apprentice who has recently acquired
the map of the Crimson Abbey.
She has taken leave of her studies
to pursue the fabled treasures of the
deserted abbey. Like Bindor, she is
fiercely loyal to her friends.

* The Potion of Healing has been
used, no longer available.

For Sale

For Sale: B/X Companion by Run-

ning Beagle Games.

‘ ; v \,: loandyu’
PRINT orders available at

bxblackrazor.blogspot.com; PDF avail-

9 able at DriveThruRPG.com
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Amazing Support — A Letter from the Fanzine Creator

I've been both surprised and hum-
bled by the interest and support of
this little, “thrown together” fanzine!
I never expected Back to BasiX to
be of huge interest or success,
mostly due to the niche following
of classic gaming systems. However,
at the time of the second issue
creation, over 150 copies of the
first issue have been delivered to
readers! [Note: There were 50 first
print copies, 50 second print cop-
ies, and over 50 PDFs delivered.)

With such interest, I can assure
readers that many more issues will
be made. I've heard from gamers,
potential contributors, and indie pub-
lishers who want to advertise. I've
been asked about subscriptions and
crate services. I think what’s im-
portant for everyone to know is
that this is still a trial period for
Back to BasiX; over the next few
issues, I'm going to try out different
ideas and topics. Many things will

work and some may not. When we
have a size and solid topic list that
are both interesting and repeatable,
we’ll start to talk about things like
subscriptions and such. Until then,
just hang on and enjoy the ride!

My goal is to get a fun little fan-
zine into the hands of people who
love Basic and Expert roleplaying.
This is not about money or recogni-
tion, but about creating something
that’s fun for both you and me.
Adding dozens of pages or changing
it to a monthly release makes it a
larger commitment than [ want. If
you want me to be excited to pro-
duce a fanzine, keeping this little
book to 12-16ish pages, released
quarterly, will do just that.

[ hope you enjoy this, the second
issue of Back to BasiX! Read on!
- Thom Wilson

— Issue #2 Details —
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Publishing News

When you dig hard enough, wheth-
er it be through dozens of internet
searches or through the beast that
is RPGNow.com, you're bound to
find new products for the B/X
world. Sometimes, however, a read-
er points you in the direction of a
new product that’s interesting. Tim-
othy Brannan (of Elf Lair Games)
has an awesome new class addition
for B/X—The Witch. 1If vyou like
expanding your system but want to
stay with the Basic and Expert feel,
this supplement might be for you.
You can find his work at RPGNow
in PDF and soft cover.

(Picture and advertisement of 7he
Witch provided by the author, Timo-
thy Brannan)

Something Wicked this Way Comes...
The Witch

A sourcebook for Basic Edition fantasy games

Print and PDF at
https://goo.gl/WPi2Es

Product Spotlight

In the first issue of Back to BasiX,
[ highlighted the Moldvay edited
Basic rules and provided my opin-
ions of the content and how it was
presented. While [ love these rules,
they were structured in a way that
felt instructional for beginning play-
ers. At the time in which this
book was sold, instruction is what
many new players needed. However,
when Frank Mentzer was tasked
with creating a new version of the
Basic ruleset, he took a slightly
different approach to layout and
structure that I feel many may have
missed as they jumped over to
AD&D. Some players may have felt

that the Moldvay edition was
“childish” and steered clear of the
Basic set in favor of AD&D.

Mentzer was able to use his recreat-
ed ruleset to pull brand new players

or existing gamers into a different
version of D&D (maybe even getting
players who were too intimidated by
the Gygaxian tomes in the advanced
version of the game).

While [ will compare the two ver-
sions of the rulebooks, I'm not go-
ing to debate which is better. Each
version has its benefits to both new
and experienced players. Instead, Tll
highlight the core differences of the
sets, focusing on interesting differ-
ences or changes that I feel are
worth checking out.

One of the main differences of both
sets is that Mentzer’'s version comes
in two books, one for the DM and
one for the player. Some of the
core rules are found in both books.
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Splitting the rules between “roles”
makes it easier for players and DMs
to use their respective books at the
same time. Previously, gamers using
the Moldvay version would either
have to have more than one rule
book or share a lone copy.

Moldvay’s version starts immediately
with character creation, spending
little time on what the game entails.
Mentzer instead chose to kick off
the player’s guide with an example
(solo) adventure, immersing the read-
er in the game and how it’s played.
The revised red box rules detail
character creation later in the book,
around page 23.

Mentzer chose to put the spell de-
scriptions within the class section of
character creation. While Moldvay
chose to have all spells together in
its own section, Mentzer put Magic
User spells in the MU class section,
and Cleric spells in their section.
The DM’s rule book in Mentzer's
version also lists higher level spells
that aren’t in the Moldvay book (but
instead, are within Zeb Cook’s Ex-
pert version). Mentzer gave the
DM 3rd level MU and 2nd level
Cleric spells to use.

A section of “additional rules” in
the revised red box DM'’s rulebook
details new concepts on missile
weapons, encumbrance and retainers,
things that were hinted at in the
Moldvay book but not covered to
the extent of the revised rules.
Additionally, portions of the addition-
al rules are covered in the player’s
book as well.

In the Mentzer edition, both the
player and DM books provide an
example of game play, each focused
on the duty of the gamer’s role in
the game; tips for running the
game are provided in the DM ad-
venture example, while the theme of
collaboration and working together is
the focus of the player’s adventure
example.

Nearly every other aspect of the
rules are the same between versions.
Each set has a monster section
(although a few are missing from
Mentzer’'s edition, specifically the
Acolyte and Insect Swarm) and a
treasure section. Mentzer's set has
many more tables for players, which
[ personally find to be more useful
during game play.

The inside back cover of the play-
er’s book in the Mentzer edition has
advertisements for other TSR prod-
ucts: the Polyhedron, Dragon and
Amazing magazines, and Star Fron-
tiers are highlighted for players.

Both wversions are extremely solid
sets for new and experienced play-
ers. While Mentzer’s version tries to
teach the new player the game with
example adventures, Moldvay’s ver-
sion walks through the steps of
roleplaying in a methodical order.
Each version works for players; it’s
more of matter of what suits your
needs and style.

Twelfth through Fourteenth Release
of the Basic Rules, 1983-1989,
edited by Frank Mentzer. From
boxed set ‘“Set 1: Basic Rules’,
ISBN: 0-88038-338-0; 1988 version
used in review, set #1011, $12.00
list price.



Interview with a Legendary Gamer — Frank Mentzer

After my product spotlight of the
Revised Basic Rules, it's only fitting
that [ interview the editor himself,
Frank Mentzer! Frank was Kkind
enough to take time out of his busy
schedule to answer a few of my
questions.

[Thom] What is the earliest roleplay-
ing game you remember playing
(not including wargaming and board
games)? Was it a published or non
-published RPG?

[Frank] It was an unpublished home-
brew finance game combined with
some roleplaying, roughly 1964-65.
Two fellow Boy Scouts named Jim
Milman and Robert Fourer created
this (self-titled) “M-F game”. We
each literally lived on our own cloud
in the sky, were entrepreneurs (in
keeping with the early 1960s), and
created & sold things to each other.

[T] What is your earliest or fondest
memory of a B/X character that
vou plaved?  Any relevant details,
including GM, adventure name (if
vou remember), other players,
efc. Im mainly looking at what
vou chose to play and why.

[F] T was introduced to the game by
Don Paterson, with whom [ played
many card, board, and war games
from 1975-1980. My first character
was a wizard named Felonious, us-
ing the Holmes Blue Book (c.
1977) D&D rules. We played one-
on-one, alternating as DM; there
were very few players (Philadelphia
PA suburbs). But I remember almost
nothing of that first year’s fumbling
adventures, because in 1978 the

AD&D Players Handbook arrived.
We converted to 1le immediately,
taking this new book of classes &
spells and the Monster Manual and
mashing it all together with OD&D
and Holmes. (The DM Guide wasn’t
out yet; we were on our own.) TSR
wasn't producing many adventures,
and although Judges’ Guild had Iots,
their quality was spotty. We ended
up creating our own by preference.

[T] Which of the BECMI rulesets
are you the proudest of, with re-
spect to the versions that you had
a hand in developing and/or edit-
ing?

[F] That was a 4-year project, writ-
ing the five boxed sets, but the
Companion set clearly stands out.
Despite a decade of play, the D&D
game had never really explained
Campaigns. At Expert character
levels (4-14) we focused on outdoor
adventuring as a step up from dun-
geons, and kept Zeb’s outstanding
X1 module (Isle of Dread) from the
previous Moldvay set. But in Com-
panion I laid out the whole realm...
dominions and resources, castle-
building, mass battles, and more.

[T] Do vyou have any memorable
highlights of early B/X plavtesting at
TSR? Perhaps a TPK or plaver
inspired action that introduced a
new rule? Something that perhaps
inspired you to get back to the
design phase?

[F] Tom Moldvay and I started work
in the same office on January 20,
1980. He was immediately tasked
to rewrite the Holmes version, but I




was a mere editor-in-training. 1 par-
ticipated in some playtests (like Al
and Q1), but none for Tom's set.
After a learning period, I won an
award as best DM, and was almost
immediately assigned to create the
RPGA, which General Manager Mike
Carr had proposed a vyear earlier.
That was really my first creative job,
and I quickly produced the “R”
series of module adventures for our
tournament use, plus several others.

[T] Lastly, are there any rules in
the BECMI rulesets that you would
go back and revise or add today if
vou could?

[F] Of course. A dozen small things,
but it ties into one fundamental
flaw. I worked on a 36-level basis,

spreading the game out over 4
boxed sets (plus the Immortals set
to put it all in multiversal context).
But we found that even core hobby-
ists generally play from levels 1-10,
sometimes reaching 15, but very
rarely beyond that. The Thief class
suffers greatly thereby, and I've al-
ready produced an alternative
(available free on the internet some-
where) that introduces a lot more
campaign-oriented skills, while boost-
ing the basic skill set to maximum
within 10 levels or so.

The chance will never come, of
course, but ['d revise the whole
thing into levels 1-5, 6-10, 11-15,
and 16-20. Level 20 maximum
seems fitting, and far more appro-
priate for actual use.

Mythicology

Each issue of Back to BasiX will Armor Class: 4
feature one or more new monsters ﬁit Dice: éi)l’*(ZO’)
f " : B i ove:
tor youE(? u'se in your B/X adven Attacks. 1 Clow
ures. njoy: Damage: 1-4
Mrunt No. Appearing: 2-8

Save As: Fighter: 3
Shortened from their former name, Morale: 6
“Mirrored Runt”, the Mrunt is a Tr?asure Type:  Nil
small humanoid that is similar in Alignment: Neutral

size and shape of their distant
cousin, the goblin. The biggest
difference is in their skin and hair;
their hide is glasslike, reflecting light
and other elemental effects.  Their
exterior is their greatest defense—
any spell cast at the creature may
be reflected back at the caster. If
the Mrunt passes a saving throw
versus Spells, the spell automatically
reflects back to the caster. The
caster is entitled to a saving throw
as well.

Their reflective skin and hair is as
strong as thin steel, providing them
with a bonus to their Armor Class.

Mrunts are found in small groups
away from other humanoids. They
are shunned by most creatures, in-
cluding goblins. They prefer to run
from conflict (instead of fighting) but
can be extremely dangerous when
cornered.



Venezoan

This free-swimming sea creature
resembles a jellyfish except for its
glowing, green exoskeleton. The
Venezoan is extremely venomous—
even the slightest touch will cause
intense pain and suffering. Charac-
ters who come in contact with this
creature must save versus Death Ray
or Poison (at a penalty of -1) to
avoid succumbing to unconscious-
ness.

These creatures are often found in
shallow spots along the sea coast or
in underground coves.

Armor Class: 8

Hit Dice: A

Move: 60’ (20
Attacks: 1 Tentacle
Damage: 1-4

No. Appearing: 1-4

Save As: Fighter: 2
Morale: 12
Treasure Type:  Nil
Alignment: Neutral

Venezoans will often surround a
single prey, attacking until the victim
falls unconscious.  Unless they are
attacked, they will ignore other crea-
tures while they consume their vic-
tim.

The Magic Shop

Magical items come in various forms
and with different rarities. Not every
magic item will provide a benefit to
combat—some will benefit the ad-
venturers in simpler ways. In this
issue, we highlight a couple of rare
magical items that are extremely
useful in different ways.

Lantern of Living Daylight

Resembling a normal lantern, this
magical item is filled with captured
sunlight that never ceases. When
opened, the lantern shines twice the
distance of a non-magical lantern,
up to 60" in diameter. A specially
constructed hood can be wused to
focus the light as a single beam
instead, increasing the distance an-
other 30’ (90’ total).

Any creature affected by natural
sunlight is equally as affected by the
lantern’s natural rays. The sunlight
within the lantern never ceases or
expires.

Value: 5,000 gp.

The Never-hungry Bowl

What looks to be a simple wooden
bowl and spoon is actually a power-
ful magical item. When one of the
command words are spoken, the
bowl magical fills with food enough
to feed two people. Three command
words are known to exist, each
creating a different type of food;
porridge, soup and a hearty stew
can be requested with the respective
command words.

The magical bowl can be used three
times per day.

Value: 2,500 gp.

Cursed Coin

Appearing as a gold coin with a
medusa head on one side, this curs-
ed item magically transfers any oth-
er gold coins within one foot of it
to a random location (DM’s choice).
It has no effect on other types of
coins, although it is rumored that
copper, silver, electrum and platinum
versions also exist.

Value: 250 gp.




Quarterly Dungeon Crawl

Each issue of Back to BasiX will
have at least one simple dungeon
crawl for you to use in your ongo-
ing B/X campaigns. In this issue,
we give you “The Lost Cove”.

The Lost Cove

by Thom Wilson. An adventure for
3-5 characters of 1st or 2nd level.

Background:  From their sea vessel,
the characters spy a hidden cave
along the shore of a deserted isle.
It seems tidal waters enter and exit
the narrow cave mouth under the
massive cliffs. It appears that even a
small boat will not fit in through
the cave mouth; the characters will
have to swim in.

Detailed Background: Mrunts,
shunned by the other humanoids of
the island, have made their home in
the underground cave under the
cliffs. Using the sea and cave fun-
gus for food, the Mrunts are per-
fectly happy living out their lives
away from their enemies.

Unfortunately, Venezoans have be-
gun to use the lagoon as their
home, preventing the Mrunts from
fishing, and gathering crabs and
oysters from the sea. Additionally,
strange noises have begun beyond
the strange iron gates to the rear
of their caves. Unable to eat or
flee, the Mrunts are getting desper-
ate.

Note that Mrunts and Venezoans
are described in the Mythicolgy sec-
tion of this issue (pages 5-6).

Cave Entrance

Even at high tide, the lagoon en-
trance is visible from the sea. The
cave mouth is tall but narrow, pre-
venting small vessels from entering
the interior. During low tide, charac-
ters can wade into the lagoon be-
yond the entrance.

Al: Lagoon

Warm tidal waters ebb and flow,
filling the lagoon at high tide and
nearly draining it during low tide.
Three Venezoans have made the
lagoon their new home, catching
trapped fish and crabs in the salt
water (AC 9, HD 2* hp 8 each,
#AT 1, D 1-4 + poison, Save F1,
ML12). Larger prey (like Mrunts or
characters) are very appealing to the
large jellyfish.

The creatures have consumed most
of the plentiful resources in the
lagoon. It will take several days for
fish, crabs and other aquatic life in
the pool to repopulate.

A2: Mrunt Cave

Several Mrunts, hungry and scared,
are huddled in the back of this
cave. Although they would prefer
not to engage characters, if they
are attacked, they will defend them-
selves (AC 4, HD 1-1%, hp 3 each,
#AT 1, D 1-4, Save F3, ML6).

Interestingly, the Mrunts may offer
information in exchange for clearing
out the lagoon of Venezoans and
ceasing the “scary” noises in the
back of the cave system. They
know of a secret cache of treasure



beyond the iron gate (area Ab5). If
the characters initially act non-
threatening, the Mrunts will ask
them for help.

A3: Fungus Chamber

Mrunts normally supplement their
diet with fungus from this cave but
have recently turned to it as their
only food source. Most of the cave
mushrooms have been picked clean
and haven’'t grown back. Only a
handful of glowing fungus remains,
mostly in hard to reach areas.
Ingested fungus is toxic for those
unused to them (save versus Death
Ray or Poison or take 1d4 dam-
age).

There is a 50% chance that one or
two Mrunts may be here, searching
for mushrooms. (AC 4, HD 1-1%
hp 3 each, #AT 1, D 14, Save
F3, ML6)

A4: Mrunt Burial Mound

Several Mrunts have been buried
here recently as their clan slowly
dies of hunger and disease from rat
bites. Two Mrunts stand vigilant
over the burial site, protecting it
from scavenging rats from beyond
the iron gate. (AC 4, HD 1-17%
hp 3 each, #AT 1, D 1-4, Save
F3, ML6)

There is a 1 in 6 chance that the
characters may arrive to find the
Mrunts battling six Giant Rats. (AC
7, HD 1-4 hp, hp 2 each, #AT 1,
D 1-3 + disease, Save F1, MLS)
The rats carry a special disease that
saps Constitution by one point per
day until a successful save.

Note that the giant rats can also
use a small tunnel from area A7 to
get to this burial chamber.

The Lost Cove
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Ab5: Rusted Iron Gate

An ancient iron gate stands at the
rear of the Mrunt's cave system,
padlocked from the other side. The
gate is rusty from the breeze of sea
air blowing through the caves, but
is still firmly in place. The bars of
the gate are wide enough for small
characters to fit through (e.g.
Halflings). The giant rats from area
A7 easily fit between the bars as
well.

The rusty bars may be bent to al-
low entry; three consecutive and
successful Strength checks (at half
the character’s Strength score) will
bend the bars enough to allow char-
acters to fit through. Each character
may only try this feat once.

Note that the tunnel beyond the
iron gate is manmade, unlike the
rest of the cavern tunnels to this
point.

A6: Tomb of the Cursed

Several dozen vyears ago, pirates
sailing the waters near this island
found a magical pearl once belong-
ing to a powerful mermaid. When
the captain of the pirate crew,
“Rum-eye” discovered the pearl at
the mermaid’s underwater tomb, he
dove down and stole it. With his
act of theft, he unknowingly cursed
himself and all whom he befriended.
He and his crew came to this very
isle where he had a secret lair to
store his stolen loot. Within a few
days, his entire crew succumbed to
the “curse of the quick death”, a
magical affliction that disintegrates
flesh if the character does not fully
submerge themselves at least once
per hour.
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Rum-eye’s crew died in this room,
many of them in their hammocks.
Any noise in this area will reawaken
the dead pirates. Twelve pirate skel-
etons will arise and attack the char-
acters (AC 7, HD 1, hp 4 each,
#AT 1, D 1-6, Save F1, ML12).
Each skeleton carries a rusty cutlass.

Several footlockers contain the pirate
crew member’s possessions. 145 sp
and 23 gp can be found amidst the
belongings.

A7: Rum-eye’s Quarters

The pirate captain used this area as
his personal quarters while resting in
the pirate lair. Rum-eye was the last
to die, fighting the curse as hard as
possible. His bony hand still grasps
the cursed pearl to his chest. The
captain arises from his bunk when
characters enter the room. Rum-eye
is a tough skeleton warrior (AC 6,
HD 2, hp 8 each, #AT 1, D 1-
6+1, Save F2, ML12). In one
hand, he holds the pearl, but in the
other, wields a +1 cutlass (short
sword). If he drops the pearl, he
will skip his attack to regain it.

Art by Jack Badashski, © Jack Badashski, 2016



Three small chests are found amidst
the debris in the room. A key
around the skeleton’s neck will open
all of them.

Chest 1 contains 500 sp and 100
gp. Chest 2 contains 100 rubies,
sapphires and emeralds, each worth
10 gp. Chest 3 contains the cap-
tain’s journal of the pearl, including
his search, discovery and findings
about the curse.

Note that if the characters did not
encounter the rats in area A4, they
may find them here moving through
the debris and refuse piles.

A8: Pirate Lair

Several wooden chairs and three
tables are found in this large room
once used by the pirates as they
rested from their voyages. Empty
wine bottles and discarded cards are
scattered across the tables and floor.
A wooden ladder leads up to a trap
door in the ceiling. A sloping tunnel
above the trap door leads to the
surface of the island, exiting out
between a narrow crack in a huge

boulder.

From the surface, the crack in the
boulder leading down to the pirate’s
lair is well hidden, much like a
secret door.

Spellbound

There are so few spells in B/X, but
so much to talk about! In each
issue of Back to BasiX, we'll review
an existing spell or create a new
one for vyour consideration... or

both!

Purify Food and... What?

Unless the DM made you roll for
Clerical spells (not following the
rulebook, of course), did you ever
pick the Purify Food and Water
spell? Okay, first let’s talk about
your options here. As a cleric, you
don’t even get a spell until second
level. With your lone spell, do you
take this one? I mean, really. You
have eight spells to choose from
and you pick this one? I bet most
haven’t, unless they needed it during
a particular encounter, and even
then, you had to pray in advance
to get it! Who has that kind of
foresight to know what they’ll need
in the upcoming day. Every player
I've ever known has picked either
Cure Light Wounds or Protection

from Evil Oh, there’s the occasional
Detect Magic or Detect Evil, but
most take the healing spell, man.
Your fighters are getting beat up
and healing potions are hard to
come by. That healing spell can
save the group.

That being said, there are times to
take Purify Food and Water. Maybe
when the group 1is starving or
thirsty and there’s nothing but rot-
ting meat and sewer water around.
But even then, a Cure Light
Wounds spell might still be better.

More on Cleric Spells...

While we're on the topic of Clerics
and their spells, let’s talk about
optional (or standard) rules. On page
B15 of the Moldvay edition, it
states, “...the cleric has the choice
of any spells of the same level...”.
How many DMs follow that rule? I
know several that didn’t.
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This means that al/ eight of the
first level spells were available to
the second level cleric, praying to
receive one of their choice. My first
DM made me roll for my spell (I
mean, there are numbers next to
them for a reason, right? Roll that
d8!). I don’t think I “picked” Purify
Food and Water, though. [ believe I
may have received Resist Cold.
Super useful.

Another DM allowed me to gain an
additional first level spell if I had a
15 or better Wisdom, usable at first
levell An interesting variant to the
B/X rule, for certain.

One creative DM made me pick
spells that only aligned to my deity!
How’s that for roleplaying within a
campaign?

In the next issue of Back to BasiX,
we'll take a look at the more com-
plicated spells ESP and  Phantasmal
Force. Both of these spells have
less finite rules around their use,
forcing players to get creative with
their spell casting. Spells like these
require an imaginative approach to
magic, not something every starting
player can quite do.

Do you have a spell you'd like to
discuss? Let me know!

Crimson Abbey of the Broken God — Part 2

In Part 1 of the Crimson Abbey of
the Broken God, our characters
found the secret door leading into
the ruins. The group now enters
the dungeon, seeking adventure...
Check out page 14 to see how the
comic characters fare in their delve.
This section is for you, the DM or
player, to play along with the com-
ic. For background details on this
adventure, see the first issue. Enjoy!

Inside the Secret Door:

The interior of the tunnel inside the
secret exit (this was used by monks
to leave the abbey unnoticed) is
dusty and filled with cobwebs. A
quick search will reveal that no feet
have touched the dusty floor for
many years.

Sconces line the walls, alternating
between left and right sides, each
found at 20 foot intervals. Although
fairly dry, there is enough oil in
them to stay lit for a few hours.
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The hallway is one hundred feet
long before it comes to a wide,
thick wooden door at a 90 degree
turn in the passage. The door is
reinforced with bronze and steel
fittings.

Area 2: Wooden Door

A well-made, highly reinforced door
stands at the corner of this hallway.
Although it appears sturdy and
beckons to strong characters desiring
a chance to smash it down, the
door is unlocked and easily opened.
A Detect Magic spell will reveal a
strong enchantment on the door.
The door opens into the room be-
yond.

Once the door begins to open, it
accelerates, slamming against the
interior wall unless a combined
strength of 18 (one or more charac-
ters) slows down its swing. If the
door slams against the wall, the
undead occupants in the room be-
yond will awaken...
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Area 3: Corrupted Crypt

Six marble slabs are the final resting
spots for a group of corrupted
monks. Stripped of flesh, the bony
remains of the monks are covered
in small bits of crimson cloth at
their waist and wrists. On their
skulls, each wears a golden head-
band with a single small ruby at its
center. When the skeletal monks
rise (either from the noise of the
door or by a character touching the
slab or skeleton), the ruby in the
headband will slowly pulse.

Six Skeletons: (AC 7, HD 1, hp 4
each, #AT 1, D 14, Save Fl1,
ML12). Each attacks with their
bony fists.

Each uncut ruby is a shard from
the large gemstone discovered within
the old tunnels below the abbey. It
is said that the monk’s troubles
began after finding the massive un-
cut gem. The ruby is worth 500

ap.

If the headband is somehow re-
moved while the skeleton is animat-
ed, it will cease to attack, falling to
the ground wherever it is currently.
It takes only thirty seconds for the
skeleton’s bones to disintegrate, leav-
ing behind a pile of dust.

If any of the characters place the
headband on their own heads, they
must immediately save versus Rods,
Staves or Spells (and continue to do
so each time the headband is put
on or each consecutive day worn).
If they fail their saving throw, they
will immediately fall under the influ-
ence of the evil and sentient ruby
found far below the abbey. Notes
on gem and its evil effects will be
covered in a future issue, but for
game-play until then, character’s
alignments will slowly shift to Chaot-
ic and their thoughts will be of evil
deeds.

Area 4: Floor Trap

After turning the corner in the hall-
way, characters may discover a pit
trap in the floor. The trap is acti-
vated with less than 5 pounds of
pressure, but due to its age is twice
as easy to spot by Thieves (double
% on Thief Abilities chart, page B8
[Moldvay] and Dwarves (1-4 on a
d6). The ten foot wide trap drops
characters into a 20’ deep pit onto
a pile of discarded straw and old
clothing. Characters rolling under
their Dexterity take no damage,
otherwise take 1d4. A small door is
found at the bottom... to be contin-

ued in the next issue!
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Want Ads / For Sale

Wanted:  Any condition copies of
B2 Keep on the Borderlands, and
Moldvay Basic and Expert Rule-
books. throwi@gmail.com

B/X Blog: Check out Ancient
Vaults & Eldritch Secrets at https://
ancientvaults.wordpress.com

Coming Soon: DerbyMouse Games,
for hand-crafted character and mon-
ster miniatures. Made from simple
materials, either pre-painted or un-
painted! Check out the back cover
for sample minis!

For Sale:
Games.

The Witch by Elf Lair

Something Wicked this Way Comes...

The Witch
A sourcebook for Basic Edition fant:

For Sale: B/X Companion by Run-

ning Beagle Games.

PRINT orders avallable at

Print and PDF at
https://goo.gl/WPi2Es

Back Issues of Back to BasiX:
Contact Thom Wilson at ThrowiG-
ames to request back issues:
thom@throwigames.com
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bxblackrazor.blogspot.com; PDF avail-
able at DriveThruRPG.com

Future Issues of Back to BasiX:
Head to throwigames.com/
purchase_b2bx.html

Do you want to advertise your B/X
product, blog, or website in Back to
BasiX? Contact
thom@throwigames.com for require-
ments and details.

If you have an idea for a short
piece for Back to BasiX, contact
thom@throwigames.com for submis-
sion guidelines.

Special thanks to Matt Ray for the use
of his wonderful cover illustration, Isa de
Mendonca Silva for her logo work, and
Travis Hanson for continuing to draw
my Dungeon Delvers story!

Additionally, a very special thanks to
Frank Mentzer for his interview question
answers!



DUNGEON DELVERS co. »  FOLLOWING THE ADVENTURES OF BINDOR THE STURDY DWARF,
THE CRIMSON ASBEY WHYSTAL THE CUNNING THIEF, AND ENSA THE MAGIC USER

THE MAP DOESN‘T LEAVING IT
SHOW THIS ROOM. UNEXPLORED

MIGHT BE A
MAYBE WE SHOULD PROBLEM.

7

WELL, LET’S
BE CAREFUL.
I’LL GO FIRST.

HERE

WE GO...
URRRGHH. !

N

TO BE CONTINUED... |

14




Third Issue!

#3 — December 2017

F’I'ITH >
| H
| v(l”||‘.lln\,‘l’.":fw‘(l| \;\‘I"l

.

-
Z

N
(2
J .o

V7

.......

- et
A new quarterly Fanzine dedicated to a simpler time of RPGs—
covering the Basic and Expert editions of Dungeons & Dragons.



Edition Overlap? — A Leftter from the Fanzine Creator

I knew at some point that a simple
fanzine, created to celebrate a 30
year-old roleplaying system, would
get under someone’s skin. Could
this fanzine bother someone in
some way? Well, I recently had a
discussion with an admin of a
BECMI group about the B/X inclu-
sion or exclusion within the BECMI
universe. So, the obvious is this:
B/X, edited by Moldvay and Cook
is not the same as Mentzer’s
BECMI, but can we agree that they
both were Gygaxian, mainly differing
in their presentation styles and
scope? I mean, they both started in
the Basic and Expert levels of a
non-AD&D system. Sure, the
BECMI version expanded the system
to allow for higher-level characters,
war-gaming, planar travel, and godly
actions, but both are rooted in the
same core principles and system
designs. So what’s the problem
then? Who takes issue with the
comparison?

It seems that certain extremists of
BECMI don't want anything to do
with B/X material. Facebook and
other forum groups dedicated to the
BECMI version desperately try to
keep the two groups from crossing
over, maintaining that the systems
are different. There’s a fine line
between preservationist and extremist
and I found out firsthand how the
latter feel about B/X.

I'm not going to waste too much
space in this fanzine about the dis-
cussion or its ridiculousness. 1 will
say however, that this little quarterly
‘zine will celebrate both B/X and
BECMI. We'll probably keep much
of the material in the lower levels
of the systems, where most of us
tend to play. As for differences, I
see nothing that prevents using ref-
erences from both versions. If this
upsets you, I apologize. We're going
to overlap the editions for simplicity.
Thom Wilson
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Publishing News

In late 2015, I backed a Kickstarter
project for a tremendously useful
product for B/X game play; the B/
X Monster Reference Index by Peter
Regan of Squarehex.
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If you haven’t seen this product and
you regularly play Basic or Expert,
you’re missing out on a great item

for the table. The spiral-bound flip-
book has over 500 Basic and Ex-
pert monsters listed, in alphabetical
order, each displayed with their
critical statistics for easy reference.
The number of creatures in this
book for B/X came not only from
the Basic and Expert rulebooks, but
from other compatible rule sets (e.g.
1E). Ever wonder what the stats for

In addition to the flipbook, 1 also
received several handy charts includ-
ing to-hit tables, a damage-by-
weapon list, and the experience-by-
HD reference. Everything you need
to run combat against countless
foes!

You can purchase the PDF version
of B/X Monster Reference Index on
RPGNow.com (publisher: Gold Piece

Publications) or a print copy directly
from Squarehex’s website
squarehex.myshopify.com).

(https://

Product Spotlight

an Ogrillon would be in B/X?
Look no further! This index has
them!

Continuing in the spirit of TSR-

produced B/X product spotlights —
having already looked at the
Moldvay and Mentzer versions of
the Basic Rulebook — it makes
sense to now look at the Expert
rulebook, edited by David “Zeb”
Cook with Steve Marsh.

First let me say, whoever decided to
embed part of the Basic cover in

2

the Expert cover was an absolute
genius. I have often wondered if
itwas Erol Otus himself, the illustra-
tor of both covers. I will try to find
out who made this call in one of
the upcoming Artist spotlights (note:
a section fto alfernate with the Leg-
endary Gamer Interview in upcoming
issues). This artwork may have been
responsible for many spontaneous
purchases of one or both boxed
sets. Personally, the Basic cover art
pulled me into the contents.



Alright, so let’s get into the con-
tents of the Expert rulebook. First,
the book is set up in a nearly iden-
tical fashion to the Moldvay Basic
rulebook. The ordering of chapters
matches its predecessor, giving the
reader an immediate cohesive feel to
the work. However, the book pays
attention to where the reader may
have come from; if they played the
Holmes edition before moving on to
Expert, there are several notes in
the first few pages that detail rule
conversions and changes. 1 feel like
this was great idea, clearly covering
both Basic entry points into the
next set of levels. Additionally, the
first couple of pages highlight slight
changes to Basic rules, noting that
the Expert rules should take prece-
dence.

This book adds more depth to wil-
derness travel, detailing how and
what to do when the characters get
lost. It also adds a sample wilder-
ness map and encounter, expanding
the range of characters’ exploration.
With this, also comes a Special
Adventures section, covering water-
borne travel and combat. TSR add-
ed AC, hit point, and movement
ratings to wvarious ship structures,
making ocean travel and combat a
real thing.

A section introduces specialists and
mercenaries to the game, adding
additional flavor and roles for the
GM to use in their campaign de-
sign. Ever wonder what it costs to
retain an Alchemist or Sage on
staff? Well, the Expert rulebook has
that information, including their skills
and other considerations. Pages X21
to X22 list all eight NPC types.

One of the more useful hirable skills
is the mercenary, found on page

X22. Costs are broken down by
class, race and equipment. Addition-
ally, morale ratings are provided for
mass combat rules.

Of course, my favorite section of
the book is found on page X51:
the “Saving wvs. Abilities” optional
rule. I can't tell you how many
times [ struggled to resolve character
actions before [ found this! (Note:
this is also found in the Basic rule-
book, but I didn’t discover it until I
read it in the Expert rules) It is a
wonderful ruling that instantly helped
my game-mastering. This book was
as perfect a second piece to the
Basic rules as anything could have
ever been.

First through Third printings of the
Expert Set, 1981-19582, edited by
David “Zeb” Cook with Steve
Marsh.  From the boxed set “Set
2: Expert Rules”, ISBN: 0-935696-
29-6;, 1981 version used in review,
set #1012, no list price on boxed
set.

The Original Fantasy
Role Playing Game
For 3 or More Adults,
Ages 10 and Up

My beat-up copy of the Expert Rulebook!




Interview with a Legendary Gamer — David “Zeb” Cook

If you're following along, you'll no-
tice the theme of this issue—the
Expert ruless Who other than Da-
vid “Zeb” Cook could we interview
for this issue?

[Thom] What was the first tabletop
role-playing game you remember
playing? Do you remember the first
character you had in that game?

[Zeb] That's easy. Original D&D box
set, no supplements. | started play-
ing about 1974, so there weren't
really any other options. [ was in a
game club in college, doing war
games when [ heard some of the
members were playing this not-a-
board-game thing. Wrangled a
chance to play and was hooked.
As for character, I went through a
series of dwarves, all named Fred.
Fred 9802 (or 3?) was the one I
remember, named so because the
9,801 other Freds had all met quick
and unpleasant deaths.

[T] Can you tell us a little about
how and why you were hired at
TSR, ie. where you hired mainly as
an editor or were you hired for a
different role?

[Z] T was hired at TSR in the
spring of '79. I'm not sure why
they hired me, but [ applied be-
cause at the time I was a teacher
in the middle of nowhere in Nebras-
ka and Dragon magazine ran an ad
looking for designers. I didn't know
what that involved but 1 liked
games, fantasy, and science fiction,
so with the encouragement of my
wife, [ applied. 1 had to create a
sample adventure and answer a
bunch of "designer test" questions —

things like 'ldentify a Bohemian
earspoon” or "how would you re-
solve this rules conflict" sort of
thing. Apparently, 1 did well enough
to get the interview and finally the
job. I was the 2nd designer they
hired because they were creating a
Design Department, something that
was a very new and untested idea.

While officially a designer, early on
we were all expected to do a bit of
everything. 1 developed and edited
the first box version of Awful Green
Things, developed (i.e. tested and
polished) other people's modules and
games, reviewed Judge's Guild mate-
rial for approval, and anything else
that needed to be done. We had
official editors (such as Steve Winter)
but even they got called on for
other tasks.

[T] How did you get asked to edit
or get involved with the Expert
Rulebook at TSR?

[Z] Luck and a bit of lobbying, I
think. The decision was to make
D&D its own line that would hope-
fully appeal to a more mass market.
That meant, of course, getting the
Basic rules updated in look and feel
and then it meant expanding the
range of the game to include more
levels and overland stuff. The plan
was to make this two progressive
products, hence Basic and Expert
Sets. So there was a lot of discus-
sion and planning amongst all of us
about this -- and then passing eve-
rything through Gary for his approv-
al. The design staff wasn't very big
at the time (4 of us I think) and
there were other projects to do, so



Tom Moldvay and [ got the task in
some part because we weren't
scheduled for anything else. While
we worked as a team to lay out
the overall design changes we need-
ed from the earlier editions, when it
came time to write we broke it
down with Tom writing the Basic
set while I wrote the Expert.

[T] Were vou part of the early play-
tests of the B/X Expert rules and if
so, do you remember who you
worked/plaved with, in those days?

[Z] Oh vyes, we were part of play-
testing. At the time we didn't have
any formal out-of-house testing, so it
was done by us running games of
our own. We also did a lot of
"thought" testing, where we would
describe a rule or situation to others
and then beat it up with all the
what-ifs and what-abouts we could
think of. And, as I noted, every-
thing had to go through others for
review and comment, including Law-
rence Schick and Gary.

[T] Any memorable changes, addi-
tions, or events during your work
on the Expert rulebook, e.g. rules
removed, last minute changes, dead-
line snafus, etc.?

[Z] In my fuzzy memory of today,
of course everything went smoothly
back then! I'm sure that wasn't the
case though. The biggest thing I
remember was that we had to meet
the deadline. Space was another
issue too -- there were only so
many pages in the rules, so a lot
of extraneous systems went by the
way. That helped to keep things
simple and clear.

[ do remember that we spent a lot
of time working out character crea-
tion, particularly the question of
whether there should be races and
classes or just classes. Ultimately we
went with the dwarf/elf/half-elf as
class and not race because we
thought it kept the flow simpler for
new players and reduced complica-
tions for other rules. At the same
time a lot of the basic decisions
were already defined by the earlier
Holmes blue box of the game.

(T] Lastly, what are you working on
these days?

[Z] These days I'm a senior content
lead at Zenimax Online working on
the Elder Scrolls Online game. Basi-
cally I'm responsible for wvarious
chunks of the game world, leading
a team to create content. I lay out
the big story of an area, define the
places, what the general tone will
be, etc. and then lead a of team of
content designers, writers, and en-
counter designers who take those
ideas and create the quest content
for the game. There's a lot of
meetings with world builders, fixture
artists, animators, concept artists,
audio guys, and, of course, produc-
ers. My job is to manage the pro-
cess, make sure the content is good
(or ideally great), and also give eve-
ryone the opportunity to flex their
creative talent. Most recently 1 was
the lead for the Morrowind expan-
sion we released and before that
the Orsinium DLC. Now I'm work-
ing on yet more that [ can't say
anything about. Such is the life of
a game designer!




Mythicology

This issue of Back to BasiX brings
you two new monsters for your
encounters; the first is for Expert,
the second for Basic.

Mastodon of Calamity

This large automaton is filled with
and operated by 5 men or 8 small-
er creatures (kobolds/goblins). It ap-
pears as a large elephant and near-
ly indiscernible from the real thing.
It can spit a glob of poison 50’ in
a 10’ diameter 3 times before need-
ing reloading (takes one combat
round). Anyone struck with the poi-
son must save versus Dragon Breath
or die. The poison’s effect dissipates
after one round. There is a 50%
chance that the spitting mechanism
becomes clogged after use, requir-
ing 1d4 rounds to clear before re-
use.

The Mastodon of Calamity will at-
tack four times per combat round,
preferring to engage melee charac-
ters with its tusks and tail while
targeting ranged foes and spell cast-
ers with its spitting attack. Submit-
ted by lan McGarty

Weredog

A smaller race of lycanthropes, ca-
nine in origin, exist alongside the
larger and more fearsome were-
wolves. Unbeknownst to many, the
weredog is actually more common,
and is often confused with their
larger cousins. Weredogs take the
form of any canine breed; a pack
of weredogs can vary in size and
shape.

Humans, elves, and dwarves gain a
special resistance to the weredog
lycanthropy strain and are rare-

6 |lv affected by the disease.

Halflings
affected by this

Armor Class: 3
Hit Dice: g**
Move: 120’ (40))
Attacks: 2 Tusks
1 Spike Tail
1 Spit
Damage: Tusks 2-8/2-8
Tail 1-10
Spit Save or die
No. Appearing: 1
Save As: Fighter: 9
Morale: 12
Treasure Type:  Nil
Alignment: Neutral

Artwork by Je Shields © Used with permissiol

and gnomes are highly
strain and often

make up the majority of a pack of
weredogs.  Although often intermin-
gled with werewolves, they are con-
sidered lesser breeds and treated as
such.

Armor Class: 7

Hit Dice: 1+1*
Move: 60’ (20
Attacks: 1 Bite
Damage: 1-4 + spec
No. Appearing: 2-8

Save As: Fighter: 1
Morale: 10
Treasure Type:  Nil
Alignment: Neutral



The Magic Shop

Many treasures can be found in
adventures beyond the lists within
the Basic and Expert rulebooks.
Here are two unique items for your
players to find.  Submitted by lan
McGarty

Map of Moht Nai

This thick vellum map displays a 50
-mile area where the holder is cur-
rently located. Once per week the
player may activate the map to cast
a spell with the effects of commune
although this spell may only be
used to ask questions regarding the
location of a place, object, or per-
son. The marked spots will appear
on the map if the player is within
50 miles of them. They will remain
for one week.

Value: 60,000 GP

Artwork by William McAusland © Used with permission

Buckle of Barnabus Berdow

This plain-looking brass buckle has
very little ornamentation to differenti-
ate it from non-magical varieties.
However, on the back side, a series
of runes are scratched into the met-
al. This buckle was once the prop-
erty of a thief who notoriously
could not be contained when cap-
tured, and he was captured often.
After his last and final incarceration,
all that was found in his cell after
his escape were his clothes. The
guards stated seeing a naked man
wearing a belt sprinting away from
the prison.

This buckle can cast gaseous form
on the character once per day. All
his or her equipment, except the
buckle and attached belt, fall to
the ground leaving the character
naked. The character cannot attack,
has an AC of -2, and cannot be
hit by non-magical weapons.

Value: 15,000 GP

Spellbound

Most spells in B/X are straightfor-
ward, with short, easy descriptions
and clear results. However, a few
spells are tricky, especially those at
higher levels. In this issue, we’ll
take a look at the 2nd level Magic
User (and Elf) spells, ESP and
Phantasmal Force.

First, let’s review Phantasmal Force.
What is this spell, and what does it
do? The rulebook says that the
caster “creates or changes appear-
ances within the area of the spell
effect.”  So, what exactly can be
changed?

Since the spell is based on the
illusion of something new or

changed, then anything within the
area of effect can be altered in
some way. The rulebook references
creating a monster or using Phan-
tasmal Force in an attack, but
there’s so much more that can be
done with this spell. Casters can
create imaginary pits or doorways in
walls, or they could produce fake
treasures or false henchmen to fool
foes. The effects of the spell do
not have to cause damage in com-
bat, but could deter enemies from
even engaging the group in the first
place! This spell begins the caster’s




foray into illusionary spell casting.
We know that AD&D introduced the
Illusionist subclass; its roots are in
the simple illusion spells that began

in B/X!

A sticking point between DM and
player was often found in what the
character had seen or not seen; the
rulebook states that the opponent
gains a bonus to saving throws with
Phantasmal Force illusions created by
the caster if the thing he or she
creates is unknown to them. This
makes sense... some of the time.
Obviously, D&D is played in a fan-
tasy world and no one person or
creature can know every detail about
every thing in it. So, maybe goblins
are blue in color. Who can say
that they don’t exist that way? I
say, let the saving throw battle be
between caster and target Intelli-
gence scores! Perhaps the caster
can create one heck of an illusion,
regardless of facts.

Instead of battling out the illusion
successes through facts, let’s reward
players for ingenuity and creativity!

Where Phantasmal Force puts the
challenge on the player to describe
their character’'s spell, ESP makes
the DM’s job a bit more difficult.
The spell “allows the caster to
‘hear’ thoughts” in a direction within
range. Assuming there are only a
few targets or even none, the DM’s
job isn’t too challenging. What are
those creature doing right now?
Are they awake or sleeping? Is
there a conversation or fight be-
tween creatures? This is different
than resolving an encounter when
characters burst in a room to face
its inhabitants.

The DM has to come up with po-
tential situations before they occur,
with creatures in various locations.
What if there are more than a few,
like a dozen or more? Each crea-
ture, except the undead, has inde-
pendent thoughts and trying to pro-
vide snippets of mental processes to
the caster become nightmarish.

The rulebook says that the caster
may take an extra turn to focus on
one creature in a single direction,
to gain a clearer understanding of
the thoughts he or she was
“hearing”. Sometimes, [ (as the DM)
will only allow for a single crea-
ture’s thoughts to make their way
through the jumbled mess of words
the caster may “hear”. This simpli-
fies my job and gives the character
useful information. Often, [ use this
spell’s effect to steer a group in the
direction I want them to go in. I
know, this is railroading, but you
DMs out there know what 1 mean.
Getting your group going in the
right direction is helpful for every-
one involved.

Both ESP and Phantasmal Force are
challenging spells, but with a little
bit of creativity on both sides of the
table, they can be extremely useful.

Next time, we’ll take a look at a
few spells that can often seem too
powerful for their level. Do you
have a spell you'd like to discuss?
Let me know!

Artwork by William McAusland © Used with permission



Quarterly Dungeon Crawl

Each issue of Back to BasiX will
have at least one simple dungeon
crawl for you to add to your B/X
campaigns. The first of two adven-
tures this issue is “Calamity Comes
to Town”.

Calamity Comes to Town

by Thom Wilson. An adventure for
3-5 characters of 4th to 5th level.

Background:  After stealing a unique
automaton from a group of sleeping
gnomes, a band of pesky kobolds
has used the device to threaten
local villages into paying a tribute to
avoid violence. Settlements that have
ignored the threats have been re-
duced to ruin. With each village, the
kobolds have become greedier and
increasingly murderous. Their latest
target happens to be the village
where the characters are currently
staying.

Detailed Background: Early one
morning, the gatekeeper alerts the
town officials to trouble at the en-
trance. A giant, mechanical masto-
don has arrived, and with it, a de-
mand of 1000 gp. If the town re-
fuses to pay within 24 hours, the
massive creature will destroy the
entire village and slay its residents.
The town will find it difficult to
gather that much money in such a
short period of time. They will likely
turn to the characters for help.
Knowing that the mastodon has
been through the region, collecting
dozens of ransom payments from
wealthier hamlets, the characters
should realize that there is treasure
to be gained by destroying the me-
chanical device.

Five kobolds control the automaton,
each with a specific set of controls;
leg movement, head direction (sight
and tusk attacks), tail, poison spit-
ting attack and the creature’s
“voice”. Each kobold coordinates
their controls to move the creature
in combat.

Mastodon of Calamity: (AC 3, HD
9", hp 50, #AT 4, D 2-8/2-8/1-
10/Save vs. Poison, Save F9,
ML12) See page 6.

If the automaton reaches single-digit
hit points the magic animating the
unit will fail, disabling the device.
If their machine ceases to function,
the kobolds will exit the device
through a hatch in its underbelly,
and flee on foot. Any kobold caught
while attempting to flee will gladly
trade information about their lair if
freed. All ransom payments are held
by the clan chieftain, residing in a
small cave system nearby.

Five Kobolds: (AC 7, HD %, HP:
3 each, #AT 1 - dagger, D 14,
Save Normal Man, ML 6 or 10
within automaton)

If the automaton is reduced to zero
or less hit points, it will explode
dealing 4d6 damage to all within
50’. If the unit is captured or aban-
doned, the characters may be able
to operate it after “recharging” the
device by placing a magical item
within its engine, a small compart-
ment under the head of the device.
Each magical item will recharge the
automaton for 7 days; the magical
item will be drained of its power,
reducing it to a normal item.




Kobold Caves

The kobold footpath can be easily
spotted along a main trail between
villages. Dozens of broken tree limbs
and trampled shrubs clearly show
where a large creature has moved
between the trail and the wilderness
beyond. Large footprints lead directly
to the foothills of a mountain
range, and to the kobold lair within.

Lair Entrance

Behind a boulder and small shrubs,
a lone kobold guard watches the
approach to the cave. He will
immediately rush inside to warn of
attackers.

Kobold: (AC 7, HD %, HP: 2,
#AT 1 - dagger, D 1-4, Save Nor-
mal Man, ML 6)

Main Chamber

A dozen kobolds use this large
room as their temporary home
while away from their clan. They

are a part of a war party organized
by the kobold chieftain to raid the
area with the automaton.

Kobold Cave
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Twelve Kobolds: (AC 7, HD %,
HP: 2 each, #AT 1 - dagger, D 1-
4, Save Normal Man, ML 6)
Chieftain’s Lair

Chieftain Thrik-nik-bap has set up a
small throne room in the temporary
lair of the kobold war party. He
has brought his two favorite ward-
dogs with him, who never leave his
side. ~ When Thrik-nik-bap is not
meeting with his kobold warriors,
he’s recounting the gold coins and
other tributes from a dozen or more
villages. He wears modified chain-
mail armor and uses a shortsword
+1 with two hands.

Thrik-nik-bap: (AC 5, HD 1, HP:
6, #AT 1 — magical short sword, D
1-6+2, Save F1, ML 9 or 11 with
war-dogs nearby)

Two War-dogs, “Yip” and “Yap”:
(AC 7, HD 1+1, HP: 5 each, #AT
1 - bite, D 1-6, Save F1, ML 10)

Six chests hold a total of 5500 gp
and six potions (2 Healing, 2 Levi-
tation, 1 ESP, 1 Gaseous Form).
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Night Dogs

by Thom Wilson. An adventure for
3-5 characters of 2nd to 4th level.

Background: Dozens of livestock
have been slaughtered in the recent
weeks, and all clues lead to a pack
of small, wild dogs... except these
dogs seem to walk on hind legs!
While the tracks leading to the
farm’s pens and barns indicate four-
legged creatures, the tracks nearest
the remains of slain cattle show
larger pawprints in pairs. How are
dogs walking about on their hind
legs?

Detailed Background- Settlements in
the region are seeing an increase in
attacks, losing chickens, goats, pigs,
and cows to what appears to be a
roaming pack of vicious dogs. The
farmers are half-right; the offending
creatures are weredogs. Similar to
werewolves, the weredog maintains a
normal appearance by day but is
unable to control their canine in-
stincts at night. The rare strain of
the lycanthropic disease affects small-
er humanoids such as halflings and
gnomes.

A group of traveling halfling gypsies
are behind the attacks. Although
they mean no intentional harm, the
halfling jugglers and merchants are
urged to transform into weredogs
each night by their leader, Gorsef
Jokal, a werewolf. Each attack on
livestock only stokes their need to
feed; it won't be long before the
weredogs begin attacking human
settlers.

Local officials and settlers will seek
help for the recent attacks on live-

stock. Characters are offered a
bounty of 500 gp to determine the
cause of the attacks. There are
many theories among the villagers,
most of which are wildly untrue and
border on hysterical nonsense.

Characters are encouraged to exam-
ine the latest attack at a farm on
the outskirts of town. Intelligent
adventurers will discover two im-
portant bits of information; the
tracks around the slaughtered live-
stock are dog-like, and they look to
come from a forest nearby. It
should be obvious that the charac-
ters should check the wooded area
for the culprits.

Wooded Trail

The tracks soon turn into a simple
trail that looks to be used for wag-
on and cart travel. Following the
trail soon leads to a clearing where
four gypsy wagons encircle a fire
pit. Small humanoid figures are busy
around the camp, preparing meals,
playing instruments, singing and
dancing.

Gypsy Camp

Gorsef Jokal and his band of
halfling jugglers are wrapping up
their camp soon, preparing to move
on to the next targeted village.
The leader of the band fears getting
caught and knows his weredogs
aren’t ready yet for a full fight with
seasoned guards or hunters.

Gorsef’s next reaction depends on
how the characters approach; if
they act threateningly, he will
change into a werewolf and attack.
If they look harmless, he
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will stay in human form and try to
dismiss the group as soon as possi-
ble.

Gorsef, werewolf: (AC 5, HD 4%
HP: 17, #AT 1 bite, D 2-8, Save
F4, ML 8)

In human form, Gorsef has an AC
9. He never fights in human form—
he always changes into a werewolf
when battling enemies.

If the halflings see Gorsef change
into his were-form, they will be
compelled to do the same. The ten
small figures will turn into terriers,
dachshunds, and poodles, and attack
the characters. They will try to cir-
cle around a character, using pack
tactics to take them down.

Ten weredogs: (AC 7, HD 1+17%
HP: 4 each, #AT 1 bite, D 1-4,
Save F1, ML 10)

If more than half the weredogs fall
or Gorsef is captured or killed, the
remaining weredogs will change back
to halfling form, surrendering. They
will plead that they were forced to
serve Gorsef and would rather have
their disease removed than to con-
tinue to live with it.

The traveling gypsies are rather
poor, living off the meager tips for
juggling and odd jobs. Gorsef has
17 sp and 3 gp hidden in his trail-
er under his cot. A small chest
holding 4 Potions of Healing can
be found under the Gorsef’s trailer.

Crimson Abbey of the Broken God — Part 3

In Part 2 of the Crimson Abbey of
the Broken God, Bindor the dwarf,
Whystal the thief and Ensa the
Magic User entered the hallway
beyond the secret door (Ilssue #1—
Ed). After lighting old sconces and
entering the dusty hallway, they
found a mysterious door at a corner
in the tunnel. Bindor the dwarf
opened the door to find six skeletal
remains on stone slabs, and the
group entered the room. Each skele-
ton wears a strange headpiece with
an uncut ruby set at its center.

As you can see from the comic on
the last page, the group gets into
combat with the skeletons after Bin-
dor removes one of the headpieces
from a skeletal monk. This causes
the other five to rise up and attack
the group! In the last panel, our
fearless trio flees the room, avoiding
the wrath of the animated creatures.
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Poor Ensa takes a painful strike
from one of the skeletons, reducing
her hit points by 1 (dropping her
to a remaining one hit point).
She’s also used her only Magic
Missile spell as she flees the room.

In the last issue, we referenced the
mysterious headpiece and ruby; far
below the abbey, a large ruby has
an evil being trapped within it.
From this place, the evil creature
controls all who wear headpieces or
handle any of the rubies found
throughout the abbey. Eventually,
the story will reach this area, reveal-
ing more about the sentient ruby
and the evil being.

The RPG portion of this story con-
tinues next issue, allowing the comic
to catch up with the adventure de-
tails from issue #2.



Want Ads / For Sale

Coming Soon: DerbyMouse Games,
for hand-crafted character and mon-
ster miniatures. Made from simple
materials, either pre-painted or un-
painted! Check out the back cover
for sample minis!

Something Wicked this Way Comes...
The Witch

A sourcebook for Basic Edition fantasy games

15N Q ~
PRINT orders available at

bxblackrazor.blogspot.com; PDF avail-
able at DriveThruRPG.com

Back Issues of Back to BasiX
Contact Thom Wilson at ThrowiG-
ames to request back issues:
thom@throwigames.com

Print and PDF at

ial thanks to Matt R fi th
https://goo.ql/WPi2Es Special thanks to Ma ay for the use

of his wonderful cover illustration, Isa de
Mendonca Silva for her logo work, and
Travis Hanson for continuing to draw
Wanted:  Any condition copies of my Dungeon Delvers story!

B2 Keep on the Borderlands, and Additionally, a very special thanks to our

Moldvay Basi.c an(.:l Expert  Rule- interviewee, David “Zeb” Cook for taking
books.  throwi@gmail.com time to answer questions!

Core Rules, Classes & Equipment
SSENTIA[IS — Print and PDF at RPGNow
Spells, Monsters & Treasures,

Complete Rules Compendium
— Coming in 2018

Streamlined B/X rules reference
optimized for use at the table.

Meticulously researched. 100%
accurate. Carefully clarified.

Available as a series of beautifully ~ NECROTIC GNOME
illustrated booklets. PropucTrions
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DELVERS co. 3  FOLLOWING THE ADVENTURES OF BINDOR THE STURDY DWARF,
THE CRIMSON ABBEY WHYSTAL THE CUNNING THIEF, AND ENSA THE MAGIC USER
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What System? Who Cares? — A Note from the Fanzine Creator

For all the social media banter
about old and new systems, and
which version ranks as the best or
truest, our entire community sup-
ports the same thing: tabletop
roleplaying games. Although the
chatter can be both amusing and
irritating at times, we all want the
same thing—to sit down with friends
and family and play a few good
hours of a roleplaying game. I've
seen even the most die-hard
grognards relent to the pressure to
play a different game just to get
some long-sought-after time at the
table. It gets harder and harder to
find time to play these days, so
why should we bicker about the
system?

Although [ love B/X the best and
always return to it after short forays
into other systems, I play the games
my friends play because I want to
spend time at the table with them.
Memories are made not from the
systems we play, but those people
we play with. So what if the sys-
tem has ascending armor class?

Let’s sling the dice! Can you recall
your favorite RPG memory? It
probably wasn’'t about a gap in a
rule or how you were able to max-
imize your character’s abilities. 1 bet
it probably included all your friends
and how vyou all survived an en-
counter or worked together to out-
wit your foes. And did it matter
what system you were playing?
Hell, I can’t even remember what
system we were playing with some
of my favorite memories of all time!
But I can remember who was there
and how I felt when we accom-
plished our goals.

We all love to play and we all have
favorite systems. B/X is mine.
That’s why 1 write this fanzine - to
put energy into something that has
given me so much enjoyment over
the years. It's the least 1 can do for
something 1 love. But if your favor-
ite system is something other than
B/X, no worries. [ can totally re-
spect that. Just get out there, gath-
er up your best friends, and have
some fun! -Thom Wilson
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Publishing News

Although we’re a small group, there
are a few of us out there putting
together new material for an old
game. Gavin Norman over at Ne-
crotic Gnome Productions has creat-
ed two B/X books for our enjoy-
ment and plans on having the en-
tire system in several volumes. I've
purchased his first print on demand
books, B/X Essentials: Core Rules,
and Classes and Equipment.

First, let me say the dimensions of
the books are great. They are US
Trade paperback-sized, perfect-bound
books with a bright, glossy cover.
Each book has a manageable num-
ber of pages and is easily used at
the gaming table. The separation of
each book makes it simple for play-
ers to use them: core rules are in
one volume, class and equipment
information in another. I personally
like this feature and can see how a
several- book volume, split up by
material, will make it easier for
players and GMs during game play.

Players familiar with the Moldvay
and Cook editions of Basic and
Expert D&D will find these books
very similar. The material is organ-

ized neatly and is true to the origi-
nal rulebooks. A few sections have
been reorganized and split between
volumes. But this is what makes
these books great — the rules are
split between topics and not levels.
For example, you get all the Cleric
abilities for Basic and Expert, and
won't need to thumb through two
books to check leveling and abilities.

I wasn't able to find anything that
differed from the original books
besides the obvious - prose and
artwork. Some of the important
charts are found in both books (e.g.
Ability Score Adjustments), which
makes things easier when more than
one player is looking for the same
thing. Additionally, there is a lot of
cross-referencing between books, i.e.
book and page numbers are both
listed when a topic is found in a
different volume.

The material is presented with a
retro font and in a very clean for-
mat. The pages are easy-to- read
and the art is great. The Core
Rules come in at 34 pages and the
Classes and Equipment book is
slightly larger at 44 pages. I've al-
ready started to use these in game
prep and wil have them at the
table at the next gaming session.

Necrotic Gnome’s website reveals
that work on the third volume has
concluded. B/X Essentials: Cleric
and Magic-user Spells is also ready
for purchase! PDF and print on
demand copies of all three volumes
of the B/X essentials are available
at RPGNow. I'm looking forward to
what comes next!




Product Spotlight

Having looked at the Basic and
Expert rulebooks already, 1 felt like
it was time to review an early B/X
adventure. Where better than to
start with the king of them all, the
one we've all played... The Keep
on the Borderlands!

This adventure was the first [ ever
plaved and the first 1 ever ran as a
new GM. T've run countless new
players through the keep, the caves,
and the wilderness surrounding the
small castle. I've added the Keep to
new campaign worlds and adapted it
to different game systems. I've just
started a new campaign at a public
library and guess where we started?
That’s right, using the Keep as a
base of operations in a wild, lawless
land. This short but packed book
has been within arm’s reach of the
game table since [ started slinging
dice in the early 1980’s. It’s a
wondrous beauty by Gary Gygax.

As most of us know, this is an
introductory  adventure, highlighting
rules for new GMs. The father of
roleplaying guides GMs and players
through an avalanche of material,
providing just enough back story
and rumors to whet the appetite of
first to third level characters and
new players. There are dozens of
well-designed encounters, but Gygax
leaves plenty of room for new GMs
to flex their imaginative powers;
several of the wilderness scenarios
are bare-bones, perfect for GMs
itching to put their own stamp on
the classic.

4 Dungeon Module B2
/{&' The Keep on the Borderiands

by Gary Gygax
INTRODUCTORY MODULE FOR CHARACTER LEVELS 13

A well-used first printing of the famous adventure!

Keep on the Borderlands was de-
signed with three sections in mind:
the keep, the Caves of Chaos, and
the wilderness. While many of us
scoured the caves in search of
treasure and experience, many play-
ers got most of their enjoyment by
interacting with the detailed cast
within the Keep. I've had groups try
to rob the bank and others try to
take the castle from the Castellan! I
can’t count how many times the
gem merchant was robbed! Gygax
gave us a great home base and so
much more. The keep was a thriv-
ing, bustling place that players grew
fond of and returned to it often.

Each encounter in the Caves of
Chaos introduced new players to the
varying races of the D&D fantasy
setting. They met their first kobolds,
orcs, stirges, bugbears, undead, owl-
bears... the list goes on! Gygax did
a wonderful job of exposing players
to all the creatures of this game, in
one massive labyrinth of intercon-
nected caves and tribes. Gygax also
loaded the tunnels with tons of



treasure for the characters to discov-
er. Coins, magic devices, and non-
traditional items are found in plenty.
Every turn the group takes uncovers
another new creature and more
fabulous treasure!

Gygax shows the new GM how to
challenge players with an assortment
of difficult creatures. The adventure
is listed as “Levels 1-3”, but several
encounters are deadly for the lowest
levels of characters. Namely, a min-
otaur, an undead army, and a me-
dusa make any group’s life expec-
tancy a little shorter. However, new
GMs will learn how to tailor adven-
tures and encounters for their
groups by seeing what is deadly and
what is not.

Finally, the wilderness has several
encounters for characters looking to
explore above ground. They'll face
bandits and spiders, a hermit and
some lizardmen. Most of these en-
counters, especially the lizardman
mound, are presented as a basic
framework without story and depth.
It's apparent that Gygax left these
this way to let GMs flesh them out
further. T've used these areas many
times to expand adventuring and for
my own personal campaign story
lines.

Of course, the big empty slate fea-
ture of the book is the Cave of the
Unknown, an intentionally missing
adventure area. Gygax points to the
location within the nearby forest and
hints to what may be there (linkage
to the Caves of Chaos, perhaps)
but leaves it undeveloped to encour-
age GMs to fully create their own
work. Much like the other wilder-
ness areas, I've created several sim-
ple and large tunnel complexes for
players in this hidden location.

This adventure was an instant classic
the day it was printed. It showcased
Gygax’s talent for developing mas-
sive adventure material books in a
small number of pages. It also
demonstrated his tendency to have a
couple of deadly encounters just in
case the characters pushed too far
or went the wrong way. Absolute
brilliance contained in less than 28
pages.

If I had to recommend a starting
adventure for new players, I'd sug-
gest the Keep on the Borderlands,
regardless of edition or rule system.
Obviously, I'm biased to B/X, espe-
cially for this gem of an adventure.

First through Seventh Printings 1979
-1983 with an Eighth Printing in
1999 (anniversary edition), written
by Gary Gygax. ISBN: 0-935696-
19-9: #9034, 1979 version (first
printing) used in review, no price
listed on the booklet. The Wizard
logo was used on 1st and Znd
printings; the four line first para-
graph on the cover identifies it as a
first  printing. DEX scores in the

interior also identify the booklet as
a first printing.

The detachable cover map, created by none other than
Diesel LaForce (spotlighted in this issue on page 5). One
of the most recognizable dungeon maps of all time.




Interview with a Legendary Artist — Diesel LaForce

When I think of Keep on the Bor-
derlands, I immediately think about
the inside cover map. Everything
about it is wonderful: its color, sim-
plicity, and detail. Our interview this
issue is with Diesel LaForce, the
creator of the map and a few other
pieces inside that legendary module.

[Thom] When did you get hired at
TSR and was it solely as an artist
or did you have other responsibili-
ties?

[Diesel] 1 was originally hired in
shipping. Ernie Gygax had recom-
mended me for the job, he knew
me from high school and my best
friend, Ken Reek, ran the depart-
ment. In fact he was the ONLY
shipping employee. TSR was small,
just 35 or so people working there,
but was growing rapidly. I was hired
just when the operation had moved
from a small 2-story house to a
hotel/bar/bowling alley which TSR
had purchased downtown. That was
1979 1 think.

After my first year, the art director
Dave Sutherland found out I liked
to draw. He asked to see some
samples and [ did 3 pieces over the
weekend at home. Dave bought 2
of them for publication in the DMG
for $35 each and offered me a
position as a staff artist. How could
[ refuse?!

[T] Can you recall your first piece
that made it into a TSR publica-
tion?

[D] Even though my first two illus-
trations had been purchased for the
DMG, its initial printing was delayed

by quite a bit. So my first published
pieces were not the first pieces I
produced. The first printed art piec-
es were for the module C1 - HID-
DEN SHRINE OF TOMOACHAN by
Harold Johnson & Jeff Leason. The
first piece I actually drew as a staff
artist was the centaur with a spear.

[T] Do vou recall any of the pieces
in the early Basic D&D rulebooks
or adventures, and any that you are
especially proud of?

[D] The art I drew for those books
were rather small, but I liked them
for the most part. 1 was quite
proud of all my work at the time,
now most of it looks amateurish to
me but still holds some kind of
magic. | loved the Carrion Crawler
monster so [ took that opportuni-
ty to do one. It is a rather simple
looking piece. The lined background
was inspired by the art on the
blank Maxell cassette tapes I used.

The Carrion Crawler from the Basic Rulebook (B32)

[ did an illustration in the Basic Set
of a guy (the DM) controlling the
strings of a D&D character puppet
(NPC). That was supposed to be
me in the drawing.

There was a piece in Bl - KEEP
ON THE BORDERLANDS that I
was really kinda proud of the ini-
tial concept, but it bothered me in
how it was handled in later reprints.



The illustration is of a fighter on
horseback seen from behind in front
of some castle gates. He is looking
up. The drawing is supposed to be
placed at the bottom right of the
page and the character is looking

up to the top left of the page.
There, I placed a drawing of some
castle guards on a turret shouting
down to the rider. Kind of a story
illo. They got it right for the first
printing, but on newer copies the
module had some text revisions
which changed the location of the
pictures. Now, they were just indi-
vidual pictures that made no sense
when out of placement. Even later
printings removed the art of the
castle turret guards altogether, which
makes the illo of the rider looking
up at nothing — and rather a head
scratcher as to what he is doing.

Another of my Basic Set faves was
a piece that depicted the different
character classes. The halfling was
my character. A couple of the oth-
ers were player characters in our
game as well. [ since re-imagined
this piece for Goodman Games a
number of years ago.

[T] What were the time lines like
for you and other artists at
TSR?  Was the work a grind at
times with difficult schedules or was
it more creative with artists develop-
ing an 'art library'?

[D] When 1 first started I couldn't
wait to get to work. I was 19 at
the time. My desk was on the 2nd
floor and the fire escape was just
outside my window. I would leave it
unlocked so I could get in (I had
no keys). I had to jump on the
trash bin to reach the ladder and
up I would go. On a few occa-
sions the police drove by but they
never stopped to ask what [ was
doing up there. [ always thought
that was odd.

We were all pretty free to choose
what we wanted to work on and
what we wanted to put on a page.
We received some direction from
whomever was editing, but by and
large it was up to the artist to do
what he thought was appropriate on
the page. We would be given a
space to fill, we read the text, and
created. Deadlines never seemed
overly burdensome. As time went
on, the product lines increased,




deadlines shortened, workload was
heavier. We started working more
closely with an editor or writer as
products got more specialized and
the narratives got tighter on the
adventures. After a time it became
pretty common to pull late nights
or sometimes all-nighters to make
deadlines. Still, there was a lot of
creative enthusiasm even then.

[T] What sort of things did you do
to 'recharge the batteries” or to
spark artistic inspiration after a
lengthy project or heawy workload?

[D] 1 always had to get up from my
desk about once an hour and walk
around, eye strain, stretch, relax the
fingers. This also gave me the great
opportunity to look at what the
other artist were doing. Looking at
other great art can be a fantastic
way to jumpstart the desire to im-
prove and maybe think outside the
box sometimes.

[T] Are there any personal projects
that youd love fto work on and
haven't vet had the time to do?

[D] I have for a long time wanted
to do my own rendition of Tolkien's
maps. | am not sure what I could
do with that because of copyrights.
[ would love to do some elaborate
border art with it, like I did for
some of the Dragonlance maps.

[T] Is there a client that youd love
to work for, if they called you to-
morrow?

[D] It really doesn't matter who I
am doing the work for. As long as

Character Classes, from the Basic Rulebook, page B10

it is something I would be interested
in working on. [ recently completed
a commission for a personal book-
plate. It will probably never see
print but was a piece that turned
out to be extremely satisfying. So
you never know...

[T] What are you working on these
days?

[D] I am currently working on sculp-
tures for NTRPG Con in Texas. I
have been commissioned to do first,
second, and third place trophies for
their Circus Maximus chariot racing
games they hold every year. I made
a trophy for their gladiator games 2
years ago and they were quite
pleased. This is a much more ambi-
tious project.

One of Diesel’s illustrations from the DM Guide



Mythicology

The two new monsters in this is-
sue’s Mythicology section are also
found in the Dungeon Crawl on
page 11.

Stone Gorilla

A magical union between a primate
and a wingless gargoyle, the rare
Stone Gorilla displays aspects  of
both creatures. They are often
found in an unmoving, frozen state
until they are activated, usually by
touch or being in close proximity to
the creature. Their skin is made of
hardened stone, making them less
susceptible to edged weapons (half
damage) and fire or cold spells
(immunity). Their nature makes them
fearless foes, not to be taken lightly.

Armor Class: 4

Hit Dice: 4+1*

Move: 60’ (20°)

Attacks: 2 Fists
1 Bite

Damage: Fists 1-3/1-3

Bite 1-6
Immune to fire/
cold; edged weap-
ons deal half

Special:

damage
No. Appearing: 1-2
Save As: Fighter: 4
Morale: 10
Treasure Type:  Nil
Alignment: Chaotic

Chimpanzee Trickster

Vastly more intelligent than its lesser
cousin, the Chimpanzee Trickster is
the most evolved primate known to
exist. Most are able to speak bro-
ken Common and can learn new
languages as quickly as an average
human. A small percentage of their
kind are also able to cast basic (1st

\ ,,W,far"”
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level) Magic-User spells. The more
advanced Trickster can also learn to
use magical devices such as wands,
rods, staves or scrolls.

Chimpanzee Tricksters normally
come from two parents that are
both Tricksters; a Trickster mating
with a common chimpanzee produc-
es normal offspring. It is possible
for a common chimpanzee to be
transformed into a Trickster through
magic.

Armor Class: 6

Hit Dice: 3*

Move: 60" (207
Attacks: 1 Bite
Damage: 1-4

No. Appearing: 2-8

Save As: Fighter: 1
Morale: 8
Treasure Type: I
Alignment: Chaotic




The Magic Shop

Not every treasure can be found in
a shop or store. Many are found in
strange locales, created by hermit
wizards and tinkerers.

Medallion of Tongues

Set on a heawy chain of silver, this
large medallion is worn around the
neck. It is imprinted with the word,
“knowledge”, in hundreds of differ-
ent languages on both sides. When
worn, the Medallion of Tongues
allows the character to expertly
read, write and communicate in any

Firedart Spell—1st level spell

Unlike other Magic-User spells, the
Firedart incantation can be cast over
several combat rounds, continuing
the effects after the spell has been
completed. Once cast, the Firedart
spell automatically hits a chosen
target for 1d4 damage. For two
more combat rounds, the spell con-
tinues to create Firedarts, automati-
cally striking a chosen target for the
same 1d4 damage, even if the cast-
er has moved on to another spell
or activity. The caster may cancel

existing language, both currently
used or long forgotten. the spell at any time after the first
Firedart.
Value: 20,000 GP
Value: n/a
Spellbound

We all know that spellcasters in B/
X are limited in the number of the
spells they can cast per day. But
are any of those spells just too
powerful? Let’s examine a few first
and second level magic-user spells
that seem to tip the scales quickly
in the favor of the player charac-
ters.

Before we look at each spell in
detail, remember that the “rule”
with spells and saving throws in B/
X is “The victim of a spell may
only ‘save’ (make a saving throw) if
the spell description permits a sav-
ing throw to be made.” (pg B15,
Moldvay) This ruling helps categorize
many of the spells that follow as
powerful; victims are not permitted
a saving throw in some cases.

A low-level spell that I've always felt
was extremely powerful was Charm
Person. A failed saving throw
charms a creature for days, weeks
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or even a month, depending on
their Intelligence score. What? A
first level spell makes a highly intel-
ligent creature your servant for a
whole day? Creatures that lack intel-
ligence can serve the magic-user for
days or weeks before getting anoth-
er chance to break free from their
charmed state. Considering a second
or third level magic-user can cast
this spell a few times a day and
several times per week, they can
amass an army of servants! Granted,
they can’t charm “larger” creatures,
i.e. bigger than an Ogre, but they
can charm an intelligent foe as long
as the targeted creature fails their
initial saving throw. Charm Person
is extremely powerful, at least until
several of the charmed creatures
make their saving throw at the
same time.

Another spell that takes care of
business in B/X is Sleep. Oh vyes,
does it ever; 2-16 hit dice (2d8) of



creatures fall to sleep for 4-16
turns. They must have HD less than
4+1, but in the Basic D&D world,
that's more than half the monsters
in the book. Of course, at higher
levels, Sleep is less powerful but
early on the magic-user or elf has a
powerful group spell. The fact that
victims of the spell aren’t allowed a
saving throw makes Sleep a neces-
sary and most often chosen spell at
early levels. Additionally the B/X
Sleep spell is target based, not area
of effect based, so “friendlies” aren’t
subject to the effects of the spell.

Although it's not overly powerful in
combat, the Invisibility spell has one
very ridiculous effect; the caster can
remain invisible permanently! Now,
that’s not entirely true. If the caster
attacks or casts a spell, he or she
becomes visible again and the spell
ends. But if the target does not
attack or cast a spell, they can
sneak around invisibly for days! At
the very least, they can sneak about
unseen until they have to engage in
combat, perhaps hours after the
spell was cast. Depending on how
you interpret the words of the spell
description, /Invisibility can make one
object invisible forever. Do you want
to hide that item so it will never be
found? There you go.

You could argue that any spell that
automatically works with no chance
of failure is overly powerful, espe-
cially when compared to modern
games where checks and saves are
permitted often, and effect durations
are much shorter. With many B/X
spells, the “automatic” effect makes
up for the limited number of spells
the caster gets per day. There are
other first or second level spells that
could have been added to this list
for their automatic effect; Magic
Missile, Locate Object and Knock
(especially if you interpret the de-
scription to mean “all” locked devic-
es within the 60’ range) all fit in
this category. They are powerful
because they cannot fail to work.

Next time, we’ll look at spells that
are often overlooked. As always, if
you have a spell you want me to
discuss or cover here, just let me
know.
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Quarterly Dungeon Crawl

“It is hard for the ape to believe
he descended from man” - H.L.
Mencken, early 20th century Ameri-
can satirical author and journalist.

Ascent of the Apes
by Thom Wilson. An adventure for
4-6 characters of 3rd to 4th level.

Background:  After years of cruel
imprisonment, Grumnax, an intelli-
gent ape, escaped his master and
fled to a remote area of the region.
Climbing the cliffs at the edge of
civilization, the ape found a hidden
sanctuary behind a rotted wooden
door. Inside, he found dozens of
lesser apes using the tunnels as
their home. Their joyous reaction to
his sudden appearance was at first
bewildering, until the ape found
statues within the sanctuary that
bore a close resemblance to his
own features. Was he a descendent
of the ancient race of men idolized
within the sanctuary or the other
way around? Nevertheless, the man-
eating ape took the mantle of lead-
ership, organized the apes into a
community and began teaching the
most intelligent chimpanzees and
baboons to speak and use sophisti-
cated tools.

The apes have made several raids
into nearby jungle villages to kidnap
humans for their new leader. His
appetite for human flesh is never-
ending, and the apes have grown
fearless in their battle prowess. Vil-
lage leaders seek to stop the raids
and end the apes’ vicious attacks on
settlers.

Al. Sanctuary Entrance

A narrow path winds dangerously
upward along the cliff, until it
reaches an old wooden door hidden
in the shadows. Clumsy characters
may fall from the ledge in several
places during their climb if they
aren’t careful. The door angle
makes it hard to see it from the
ledge (found with a result of 1-3 on
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a d6, or 1-4 on a d6 by an Elf or
Dwarf). The apes have barred the
door from the inside, requiring a
forceful open door attempt (Moldvay,
B21) to break through. There is a
slight chance that an intelligent or
dexterous character may be able to
wiggle the handle and door latch to
unbar the door from the outside.

Searching the area may reveal ape
feces along the ledge and in the
door alcove. Curiously, the word
“ape” is roughly scrawled into the
mountain wall near the door.

A2. Visitor’s Hall

The long chamber beyond the sanc-
tuary entrance was once used for
visitors to pay their respects to the
ancient men of the valley nearby.
Six statues of once-great men line
the two walls and an alcove with a
mural epitaph at the northern end
was used as an area to educate and
collect donations from guests. The
apes have broken the heads off the
stone statues, replacing them with
the skulls of dead primates. Fecal
matter, rotted fruit and bamboo
shoots are found in plenty through-
out the hallway.

There is a 50% chance that 1d6+1
Baboons are found here, lounging
amidst the statues and rubble. They
will attack trespassers instantly, but
will retreat to area 5 (through the
secret door) if half or more of their
number are Kkilled.

Baboons: (AC 7, HD 1+1, HP: 5
ea, #AT 1 bite, D 1-4, Save F1,
ML 7, XP 15 ea)

The stone platform at the northern
end of the hallway is heavily dam-
aged, with several cracks spreading
across its entire length. A well-
placed strike should break it apart,
revealing the forgotten donation
reservoir within. 26 gp and 145 sp
will spill out of the broken platform.
A crudely made secret door in the
southeastern part of the hallway
leads to the rest of the area.



Abandoned Sanctuary

A104

A3. Acolyte Chamber

Once a sleeping chamber for guardi-
ans of the sanctuary, this square
room is now home to many of the
stronger Baboons of the complex.
The Baboons frequently chosen to
raid the surrounding jungles are
given the semi-private room away
from the masses that crowd together
in area 7. Most of the area is de-
stroyed; any furniture that was once
here has been broken and scattered
about the room.

There are 1d6+1 Baboons in the
room waiting for the next command
by Grumnax, the new leader of
their faction. If Area 2 was clear of
Baboons, add another 1d6+1 Ba-
boons to the total.

Additionally, there is a 1 in 10
chance that one of the Chimpanzee
Tricksters from Area 4 may be here
communicating new orders.

Baboons: (AC 7, HD 1+1, HP: 5
ea, #AT 1 bite, D 1-4, Save FI,
ML 7, XP 15 ea)

A thorough search of the rubble
should reveal a bag of gold coins
(25 gp).

A4d. Guest Quarters

When visitors made the long trek to
the sanctuary, the guardians would
sometimes invite them to stay over-
night. This room was used to house
temporary guests when the complex
was active. Chimpanzee Tricksters
(more details in the Muythicology
section of this issue) now use the
area as their private quarters. The
room is currently empty while the
Tricksters are in the main sanctuary
(area 5) and serving their new lead-
er (area 6).

Dozens of books, scrolls and empty
potion bottles are strewn about the
area. Four of the Tricksters are able
to read, write, and speak, using the
special medallions found by
Grumnax in the glass case of area
6. The rest of the Chimpanzees
mimic their smarter brethren and
are able to use the magical devices
they’'ve accumulated with limited
ability.

A large spellbook at the bottom of
a book pile contains an ancient
spell, Firedart. The spell is similar
to Magic Missile except that it deals
only 1d4 hp damage three
times (more details within the 12




Magic Shop section of the issue).
One of the scrolls found in the pile
of paper is a Scroll of Invisibility.
The rest of the books and scrolls
have ancient writings detailing the
great men that were once honored
here. The language used in the
writing is archaic and forgotten, but
the medallions worn by the Trick-
sters can be used to magically deci-
pher their content.

4 Ab. Main Sanctuary

A large, eight-sided room opens up
after the narrow hallway from the
main entrance ends. The floor has
two tiers, with the inner portion
sinking three feet below the upper
tier. A great hole in the middle of
the room drops to area 7 below.
The domed ceiling once had several
glass windows that revealed the sky,
but are now broken and damaged
after a terrific lightning storm struck
the sanctuary. Three alcoves on the
north, south, and west sides of the
large room each contain a short
pedestal with a shadowy figure. A
great statue of a bent man with an
ape’s face stands before the empty
eastern alcove.

The three shadowy figures in the
alcoves are Stone Gorillas, a rare
form of gargoyle-like apes that have
come to assist the growing primate
faction. The Stone Gorillas (more
details in the Mythicology section of
this issue) will remain unmoving and
inanimate untii a non-ape moves
within 5 feet of the large statue.
They are immune to cold and fire
damage and take only half damage
from edged weapons.

Stone Gorillas: (AC 4, HD 4+1%
HP: 21 ea, #AT 3 - 2 fists/bite, D
1-3/1-3/1-6, Save F4, ML 10, im-
mune to cold/fire, edged weapons
deal half damage, XP 215 ea)

In addition to the Stone Gorillas,
1d4 Chimpanzee Tricksters are also
here, practicing their limited magical
abilities. They will try to hide from
adventurers by climbing to the top
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of the dome or into the hole in
the floor until the Stone Gorillas
awaken. Once the larger apes attack
the group, the Tricksters will join
the fray. The Tricksters have learned
an old spell from the tome in area
4 called Firedart. Each Trickster can
cast Firedart once each day.

Chimpanzee Tricksters: (AC 6, HD
3*, HP: 12 ea, #AT 1 bite or 1
“spell”’, D 1-4 or Firedart, Save F1,
ML 8, XP 65 ea)

Each Trickster wears a medallion
around its neck that allows it to
speak and read multiple languages.
Four magical Medallions of Tongues
were found in the secret treasure
chamber to the east and were given
to the chimpanzees to help bridge
the communication gap between the
broad range of intellect amongst the
primates in the faction. The Chim-
panzee Tricksters are the leader’s
translators and order-givers.

A close inspection of the large stat-
ue will reveal that each dirty tooth
within the grinning man’s mouth is
made of platinum. The twenty grimy
teeth are each worth 5 pp. A se-
cret door in the dark eastern alcove
leads to Grumnax’s chamber (area

6).

A6. Treasure Room

Muystical treasures left behind by the
ancient men honored in the sanctu-
ary were once stored in this small
room behind its western secret door.
A single pedestal in the center of
the room at one time held an or-
nate glass case that protected won-
drous magic items. When the room
was found by Grumnax, he quickly
smashed the case and removed the
valuable items.

The room is now used by
“Grumnax”, a Man-eating Ape and
new leader of the primate faction
within the sanctuary. He commands
the growing group from a stone
seat in his private lair, using the
Chimpanzee Tricksters to communi-
cate most of his orders. The man-



eating ape speaks broken Common
but can communicate fluently with
the rest of the apes, especially the
Tricksters who are wearing the mag-
ical medallions (see area 5 for de-
tails). Grumnax prefers to communi-
cate in Common.

Grumnax’s arrogance shows through
his physical attitude and how he
grunts out orders to his minions.
The large ape despises both humans
and demi-humans and will immedi-
ately attack either on sight.

Grumnax, Man-Eating Ape: (AC 3,
HD b5+1*, HP: 30, #AT 2 - 1
slam/bite, D 2-8/1-4, Save F4, ML
11, XP 460)

Two especially fierce Gorillas stand
near the secret door entrance, ready
to protect Grumnax from unwanted
guests. They attack any non-ape
and prevent any ape other than the
Chimpanzee Tricksters from entering
the room.

Gorillas: (AC 6, HD 4+1, HP: 21
ea, #AT 3 - 2 fists/bite, D 1-3/1-
3/1-6, Save F4, ML 9, XP 140
ea)

Up to four Chimpanzee Tricksters
may be here assisting their leader
with plans. The number of Chim-
panzees will be four minus the
number found in area 5. The Trick-
sters will hang back, attacking with
their Firedart spells until they need
to join the fray physically. To in-
crease the challenge of the encoun-
ter, you may choose to have one
or more of the Tricksters using the
two magical wands found behind
Grumnax’s stone seat.

Chimpanzee Tricksters: (AC 6, HD
3%, HP: 12 ea, #AT 1 bite or 1
“spell”, D 1-4 or Firedart, Save F1,
ML 8, XP 65 ea)

Grumnax keeps all the stored treas-
ure captured from village raids and
wayward merchants in a large chest
behind his stone seat. The chest is
filled with many non-valuable items
but also holds 421 gp, 1376 sp, a
Wand of Webs, a Wand of Magic

Missiles, and a Potion of Healing.
Although intelligent, Grumnax is as
equally fond of the non-valuable
trinkets as he is of the magical

items.

A7. Large Cavern

The hole in the floor of area 5
drops down into a subterranean

cavern where many Baboons rest,
eat, and groom each other while
waiting for new instructions. The
floor of the cavern is littered with
human bones from the remains of
Grumnax’s meals.

2d4+2 Baboons will be found as
soon as characters enter the cavern.
They prefer to swarm one or two
characters, attempting to inflict the
most damage in the shortest amount
of time.

Baboons: (AC 7, HD 1+1, HP: 4
ea, #AT 1 bite, D 1-4, Save FI,
ML 7, XP 15 ea)

Some of the Baboons have vet to
learn that the fungus in the next
chamber (area 8) is hallucinogenic,
causing them to act erratically after
eating the glowing mushrooms.

A8. Fungus Chamber

A strange, glowing light pulses from
hundreds of flat, wide mushrooms
that grow along the base of the
wall and floor in this area. Although
the fungi generally pulses slowly,
any warm bodied creature that gets
within a foot of them causes the
pulsing to speed up until they have
a strobe-like effect.

Eating the mushrooms causes halluci-
nations, typically ranging from seeing
things that aren’t there to extreme
fear. Failing to pass a Death Ray
or Poison saving throw causes the
consuming character to suffer the ill
effects of the mushroom’s hallucina-
tions for 1d4 hours. During this
time, they will be unable to speak
clearly, fight, or cast spells. Passing
the saving throw has a 50% chance
of healing 1 hit point of damage.
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A9. Solitary Guard

A grizzled old Gorilla maintains
watch over the prisoners in the
area to the west. He only takes
orders from a Chimpanzee Trickster
or Grumnax himself. He often beats
prisoners who make too much
noise, being careful not to Kkill them;
the ape leader prefers his meals
alive.

Old Gorilla: (AC 6, HD 4+1, HP:
21, #AT 3 - 2 fists/bite, D 1-3/1-
3/1-6, Save F4, ML 10, XP 140)

A10. Prisoners

A dozen captured villagers, mer-
chants, and defeated adventurers are
found within this dead-end cavern.
Each day, Grumnax sends for one
prisoner at random to be selected
for his midday meal. The kidnapped
victims know that any that are drag-

ged away are never seen again.
Only one prisoner is capable of
fighting after their prolonged stay in
captivity. A young guard who was
accompanying a merchant when
they were caught by the apes still
has enough strength to fight if
asked.

Borgal, the guard: (AC 8, F1, HP:
2, #AT 1 fists or weapon, D 1-2
or weapon, Save F1, ML 6)

Adventure Conclusion

Unless the characters defeat
Grumnax and all the Chimpanzee
Tricksters, the ape faction will con-
tinue to grow. They will range out
farther and farther, capturing more
human victims and recruiting more
jungle primates to their cause. If the
man-eating ape and chimpanzees are
killed, the remaining primates will
return to the jungle and resume
their previous way of life.

Crimson Abbey of the Broken God — Part 4

In Part 3 of the Crimson Abbey of
the Broken God, the intrepid heroes
find themselves locked in a life and
death battle with six undead monks.
Luckily (as seen in this issue’s comic
by Travis Hanson), Whystal helps
get the injured Magic-User out of
trouble by taking down the skeletons
with his bow and closing the door
behind his exiting friends.

Ensa managed to grab one of the
monk’s headbands, a likely valuable
and potentially magical item from
the previous encounter area. Little
does the group know how powerful
the ruby fragment in the headpiece
is and how wvaluable it wil be to
their survival later in the adventure.

Meanwhile, Whystal gets himself into
trouble again, this time finding a pit
trap in the hallway...
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Ensa Rassal, Magic User

Strength: 9
Intelligence: 16
Wisdom: 12
Dexterity: 11
Constitution: 9
Charisma: 15

Level: 1, AC: 9, HP: 2 (1%

Gear: Robe, dagger, Wand of
Magic Detection, map of the Crim-
son Abbey. Spell: Magic Missile
(used)

Ensa is a smart, young wizard’s
apprentice who has recently acquired
the map of the Crimson Abbey.
She has taken leave of her studies
to pursue the fabled treasures of the
deserted abbey. Like Bindor, she is
fiercely loyal to her friends.

*after the battle with the undead
monks, poor Ensa has but a single
hit point left.
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Area 4: Floor Trap

After turning the corner in the hall-
way, characters may discover a pit
trap in the floor. The trap is acti-
vated with less than 5 pounds of
pressure, but due to its age is twice
as easy to spot by Thieves (double
% on Thief Abilities chart, page B8
[Moldvay] and Dwarves (1-4 on a
d6). The ten-foot-wide trap drops
characters into a 20’ deep pit onto
a pile of discarded straw and old
clothing. Characters rolling under
their Dexterity take no damage,
otherwise take 1d4. A small, con-
cealed door is found at the bottom
of the pit on the northern wall.

The hidden door is not quite as
hard to find as a secret door (in
this case, 2 in 6 chance, 3 in 6
for an elf). It opens into a dark
tunnel sloping downward in a nor-
therly direction. It is possible that a
character may roll into and through
the hidden door after their fall.

Sloping Tunnel

A damp, dark tunnel winds down-

ward for over one hundred feet
before it levels off. The tunnel
opens into a large room, nearly

forty-foot square. Three other tun-
nels (on the other three walls) lead
away into darkness.

1 £ Sloping passage
¢ 'from bottom of pit trap

The room is filled with hundreds of
casks, crates, and wooden boxes,
each covered with an inch of dust.
A single set of footprints are found
entering from the northern tunnel
and exiting the room into the west-
ern tunnel. Otherwise, it looks like
the room has not been used for a
very long time. Only fossilized food,
evaporated wine, and empty boxes
are found in this area.

Whuystal, Thief

Strength: 12
Intelligence: 12
Wisdom: 11
Dexterity: 15
Constitution: 13
Charisma: 16

Level: 1, AC: 6, HP: 4 (2%

Gear:  Leather armor, cloak, dag-
ger, short bow, quiver w/ 10 ar-
rows (used two in area 3).

Whystal is a rash young thief, pre-
ferring to think on his feet (often
not thinking at all. He tends to
rush into situations unprepared, forc-
ing his compatriots to “save” him
time and again.

*After his fall into the trap (luckily
only taking 1 point of damage),
Whystal has but two hit points left.
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Advertisements / For Sale / Wanted

A Classic Dungeons & Drugﬂrhs Podcast
saveordie. info

wial Edition

Coming Soon: DerbyMouse Games,
for hand-crafted character and mon-
ster miniatures. Made from simple

materials, either pre-painted or un-
painted! Check out the back cover
for sample minis!

Wanted:  Any condition copies of
B2 Keep on the Borderlands, and
Moldvay Basic and Expert Rule-

books. throwi@gmail.com
Future Issues of Back fto BasiX:
Head to throwigames.com/

purchase_b2bx.html

If you have an idea for a short
piece for Back to BasiX, contact
thom@throwigames.com for submis-
sion guidelines.

A lavish fairytale setting for B/X.

Dare you meddle in the affairs of the
mysterious Drune, wardens of the
standing stones? Would you uncover
the secret of the forest’s exiled fairy
lord, the Cold Prince? Do you have
a taste for fungi, witch-brews, and

17 elixirs of crushed sprites?

Back Issues of Back to BasiX
Contact Thom Wilson at ThrowiG-
ames to request back issues:
thom@throwigames.com

Do you want to advertise your B/X
product, blog, or website in Back to
BasiX? Contact
thom@throwigames.com for require-
ments and details.

Visit RPGNow.com for my latest prod-
ucts for sale, including B/X and S&W
adventures!

Special thanks to Matt Ray for the use of his
wonderful cover illustration, Isa de Mendonca
Silva for her logo work, and Travis Hanson
for continuing to draw my Dungeon Delvers
story!

Additionally, a very special thanks to our artist,
Diesel LaForce, for taking time to answer
questions and sharing his work!

Player’s Intro, Referee’s Map
— Free download at RPGNow

Wormskin Setting Zine
— Print and PDF at RPGNow

Campaign Book
— Coming in 2018

NECROTIC

NEecrotic GNOME
ProbucTtIioNs




DIINGEON DELVERS c-. . FOLLOWING THE ADVENTURES OF BINDOR TME STURDY DWARF,
THE. CRIMBON ASBEY WHYSTAL THE CUNNING THIEF, AND ENSA THE MAGIC USER

L GUESS
YOU WERE RIGHT,
ENSA. WE SHOULD
HAVE LEFT THOSE
SKELETONS

——~licE WORK.

THIS SHOULD
OME OF THESE FETCH US A

TO BE CONTINUED...
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Adding Homebrew Rules — A Nofe from the Fanzine Creator

Every game master—at one time or
another—has likely had to modify
an existing rule or create a rule for
a unique situation. Perhaps the rules
as written (RAW) were too strict for
the encounter or the player's ideas
were not covered in the rules. What
did they do? Did they create or
modify a rule to better handle this
particular situation or did they just
go with the best RAW option?

For most GMs, changing rules on
the fly is a matter of preference,
experience, and need. There are
some that prefer to run RAW ses-
sions to give the players a taste of
how the original game creators
wanted encounters to be handled or
effects to be resolved. Others bend
rules to better fit their campaign,
style of play, or their player's expe-
rience. But if we look to the fore-
word of the basic rules (Moldvay
Edition), we can read how the TSR
staff viewed their own game. In the
5% paragraph, Tom Moldvay states,
“In a sense, the D&D game has no

rules, only rule suggestions.” He
continues, “No rule is inviolate, par-
ticularly if a new or altered rule will
encourage creativity and imagina-
tion.”(1) Well said, Mr. Moldvay!

Whether you are running RAW, a
fully homebrewed system or some-
thing in between, you're still playing
in the spirit of the game - to pro-
vide vyour players a setting and
framework that allows them to have
fun, exercise their ideas, and create
wonderful memories!

In this and future issues, I'll include
some of my own homebrew rules
that I've used throughout the years.
[ don’t claim that they are uniquely
somewhere may
have published the same idea—but I
can say that I've used them in my
games often enough.

Thom Wilson

(1) Tom Moldvay, December 3, 1980,
D&D Basic Rules, TSR, page B2
(Foreword Section), 5th paragraph.
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Publishing News

As a lifelong fan of B/X, I'm al-
ways curious about products that
inject new interest into our niche
hobby. When | saw the BX Fantasy
Roleplay (BIXRFP) book on the
internet, 1 wanted to look it over.
I'm a fan of print so I purchased a
paper copy on Lulu for $14.95.

If you're looking for a set of rules
that combines Basic and Expert
(Moldvay, Cook) into a single book,
the BIXFRP book may be for you.
It is laid out just like the original
books with nearly identical section
headings, similar section order, and
a retro font that is reminiscent of
the TSR fonts used in the original
B/X products. Flipping through the
book, [ was eerily reminded of
those early days...the BIXFRP book
definitely sparked some nostalgia as
I turned the pages.

BIXG

| ™
Fantasy | Roleplay

FANTASY ADVENTURE GAME
RULEBOOK

AFantasy Roleplaying Game
For 3 or More Players
Ages10and Up

However, its similarity to the origi-
nals may be its downfall too. It’s
too close to the first rulebooks. If
you like using the B/X books you

have, this may not be the purchase
for you.

But, if you've always wanted both
the Basic and Expert rulebooks in
one book, it's as good an option as
any.

What are things I liked? I definitely
liked the single-book feel with all
the rules of B/X content blended
together. Finding first- through sixth-
level spells for clerics and magic-
users (and elves) combined in their
own sections was useful. Maybe
putting both spell lists in a single
section organized alphabetically would
have been a better option. At least
it may have differentiated itself from
the originals that way. 1 did like
that the BIXFRP book was less
total pages than the two original
books—84 pages instead of 128.
There was no redundancy of experi-
ence point and class tables, attack
and saving throw charts, or equip-
ment and gear lists, either.

Although the BIXFRP book tries to
faithfully capture the original rules
without major modifications, it still
has a few changes that purchasers
may not like. The low d6 rules for
finding secret doors and hearing
noises were switched to high-roll
preference. A few wording changes
are also found throughout the
book—speed is used instead of
move and “Dragon Master” replaces
Dungeon Master (for obvious rea-
sons). The rule text is often reword-
ed or rephrased to avoid being too
close a resemblance to the original
work.

The layout is clean and organized,
making it easy to find what you're
looking for. The art is mostly of



the stock or shadowed picture
(silhouette) variety with a few origi-
nals thrown in. The trim of the
book is a bit tight, with page num-
bers and the back cover close to
losing some of their text.

Overall, the book is a good table
reference for players and game mas-
ters alike.

Product Spotlight

Most of the early Basic adventures
kept characters underground, explor-
ing vast labyrinths and large cave
systems. Wilderness travel was insert-
ed into a session only as an after-
thought, to get adventuring parties
from dungeon to dungeon or from
their adventure to town. The first
real wilderness adventure book by
TSR was released in the Expert
rules boxed set, The Isle of Dread.
This is what players had been look-
ing for in D&D—a hex crawl!

[ fell in love with that island map
the moment 1 saw it—all those dif-
ferent locations set within jungles,
mountains, swamps, and villages
made it feel like the book had doz-
ens of different adventures! My play-
ers’ characters could spend months
exploring hundreds of square miles
of the island. Sure, there were
some areas that needed additional
fleshing out, but the framework for
awesome adventures was there.

Labeled as a “special introduction
wilderness module”, TSR gave us a
book that starts our journey into
outdoor travel and exploration. With
islands to explore and a continent
to use as a campaign world, B/X
gamemasters finally had their first
resource for broader-scale adventur-
ing.

Many of the principalities and re-
gions listed on page 3 were fleshed
out in their own detailed Gazetteer
books later produced by TSR (see
the GAZ1-14 series).

Dungeon Module X1
The Isle of Dread

by David Cook and Tom Moldvay \

A WILDERNESS ADVENTURE FOR CHARACTER LEVELS 87

I've run this adventure countless times—can you tell?

The adventure booklet is 32 pages
in length, made up of 9 pages of
maps, 3 pages of new monsters, a
2-page handout, a couple of pages
of novice DM help, and about 13
pages of actual adventure material.
Additionally, there are three wilder-
ness encounter tables, several op-
tional plot hooks, and a good mix
of outdoor and dungeon adventures.
Many of the encounter locations are
only a few paragraphs with just
enough detail to get the GM’s imag-
inative juices flowing. Other areas,
like the temple on Taboo Island,
have detailed encounter areas that
can be run as is.

Reading the art credits is like seeing
the who’s who of early TSR artists:
Dee, Diesel, Otus, Sutherland and
Willingham all draw art for this




I loved that map!

fantastic book. I'm not sure who
made the island and continent
maps, but they should get an award
for that work!

Let’s not forget the book was de-
signed by Moldvay and Cook, the
editors of both Basic and Expert
rules—a collaborative masterpiece!

X1, The Isle of Dread, written by
David Cook and Tom Moldvay.
ISBN: 0-935696-30-X; #9043,
1980-1982 (blue cover) 1983 (red
cover); First printing lists 1981 date
and incorrect product code; some
early copies list a $5.50 price; for
6-10 characters of 3rd to 7th level.

Interview with a Legendary
Author—Stephen Marsh

Rounding out our B/X rulebook
interviews, this issue we talk to Ste-
phen Marsh, author of and contribu-
tor to the Expert Rules.

[Thom] What role were you initially
hired to fill at TSR and what other
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things did you get fto do there dur-
ing your tenure?

[Stephen] Gary hired me to just
come on board between my first
and second year of law school and
help out in the design depart-
ment. They set me to work for the
summer. I had a job offer to come
back after law school that was re-
scinded by Brian Blume. Lots of
things were worked on by me as
an outsider: nothing ever quite com-
pleted, a good deal was lost when
Gary was locked out of his office,
and then all the papers in it were
burned as detritus including the
completed Star Strands project.

The last drafts of the Planes of
Reality went up in a house fire that
took out Mike Gunderloy’s collection
as he was helping me work on a
draft after Judges Guild went out of
business. All that was left and that I
had was my working copy which
was sold by Paul Stormberg a while
back to collectors.

[Thom] What is your earliest and/or
fondest memory of playing B/X or
other systems? Were you a GM or
plaver, and can you recall any de-
tails from those days (e.g. the ad-
ventfure plaved, who other plavers
may have been, vyour character,
efc.)?

Homebrew Rule #1:

Fighters and Dwarves gain extra
experience points for taking dam-
age. For each hit point taken, they
gain 10 experience points. Note
that the XP is awarded when the
character is engaged in real combat.
Training or allowing foes to strike
without defending negates the addi-
tional experience point bonus.




[Stephen] Well, 1 just wrote the
system, 1 didn’t play it before I
wrote it. Since then I've been more
likely to play AD&D or various
variant OD&D (brown box rules)
though I am running a B/X game
at the upcoming NTRPG Con. I
tend to see the systems as some-
what interchangeable. [I've also
played a number of OSRIC-type
systems since.

[T] You say that you wrote the
system before you plaved it... does
that mean that the Gygax/Arneson
‘by line" in the credits really refers
more to the OD&D work but you
rewrote sections to fit the Expert
system, as it relates to Moldvay's
work?

[S] “D&D” was “by” Gygax/
Arneson. Arneson’s intent is pretty
clear from the mimeographed rules
he released at the end of the 70s
(at a time when quality mimeograph
was still very accepted as a publica-
tion tool). Fixed hit points, magic-
users rise in level by learning all the
spells at one level... that sort of
thing.

[ pretty much sat down and wrote
the Expert set. Moldvay had already
done the Basic set. The idea was
that we would do three
books. Basic, Expert and another (to
take the levels from where Expert
left off to about level 20). For ex-
ample, Giant Sea Serpents were
originally going to be in Expert, but
were reserved for the later book (20
hit dice, magic and melee, level 20
spell casters).

People tend to kind of over-think
the differences between versions.
AD&D was complex and aimed at

Artwork by William McAusland © Used with permission

having tournament rules that covered
everything. It was really Gary/Tim
Kask/Lawrence Schick’s very special-
ized rules with lots and lots of de-
tail.

[T] Can you detail your editorial
responsibilities with respect to the
Expert Rulebook?  What is it that
vou did, working with Zeb Cook?

[S] T actually wrote most of the
text, Zeb edited it all. To be hon-
est, the editing was much harder as
the rules had to be typeset to
match up with the Basic Set (so
that you could pull out pages and
match them up one to
one). Remember, this is with type-
writers and [ honestly did not think
that it was possible to get done—
what Zeb got done—in the time he
had. The actual rule-writing was
pretty easy.

If they had a different vision of the
project, the writing would have been

harder.

[T] What do you mean, ‘“a different
vision of the project?” Can you
elaborate on that last point?

[S] That is, if the project was sup-
posed to be more than an OD&D
(Brown Box Set, before Monks and
Psionic powers) rewrite—albeit in
clearer terms and with rough edges
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smoothed off, it would have been
harder. However, a rewrite of the
original rules but in the style of
what Tom had done with the first
few levels—to make them accessible
and clear but without any of the
additional “stuff” that was in AD&D
— that was pretty easy to do.

That made for a nice, clean, and
easy to write project, if that makes
sense. That is why the editing was
a superhuman task—which Zeb
Cook did. People don’t appreciate
just how hard the editing was with
the tools available.

[T] What are some of the things
that you added to or changed in
the Expert rules? E.g. did you modi-
fy any of Gary and Dave’s initial
rules for simplification or clarifica-
tion?

[S] We were supposed to just ex-
press the rules without trying to fill
in too many gaps and to do the
least amount of changes possi-
ble. The idea was that AD&D
would be technical and B/X would
be for fun play, kind of a clearer
version of the Brown Box materi-
als. The only “modification” 1 did
was to fil out some spell tables
(e.g. the melee weapon enhance-
ment spell for clerics 1 added), add
and flesh out monsters (though I
was overruled on doing intelligent
wooly rhinos—I wanted them to be
able to coordinate combat tactics
and such), and race-as-class to flesh
out some rules for Elves to make
them a little more specific as fight-
er/magic-users. The math on tables
and such was just tweaked to make
things a little smoother.

[T] What are you working on these
days, specific to roleplaving games
work?

[S] I'm working on Shattered Norns,
a sefting I developed. At present I
have pending a book on the Plane
of Shadows that also includes some
adventures (and lots of monsters and
terrain rules) that New Big Dragon
games is finishing up (the project is
post initial distribution of editing
copies). I'm probably going to do
The City in Shadow next and some
other materials if 1 find the desire
to complete what 1 started on
there. 1 admit that I'm somewhat
depressed by delays in having Into
the Shadows see final print; the
delay’s effect on my interest in
working has bled over into my in-
terest in doing more updates of the
materials [ did before, such as City
of the Revenant or to continue on
newer projects.

I'm really sensitive to feedback, and
to the lack of it. If Into the Shad-
ows had come out last year and
done ok, I'd be neck-deep in addi-
tional material. With the delays, I
feel kind of weighted down until it
either gets released or just goes
under. Most of my history as a
writer is with projects that have
gone under and not seen print.

Thank you Mr. Marsh!

Artwork by William McAusland © Used with permission



Mythicology

The two new monsters in this is-
sue’s Mythicology section are also
found in the Dungeon Crawl (on
page 10) and within the Crimson
Abbey of the Broken God adventure
on page 16.

Rat, Undead
Undead rats are the product of
malicious spells or wunholy curses

uttered by evil priests. Once created,
the undead rat seeks to chase and
kill any living thing, following the
orders of its creator. They are the
size of a giant rat but are found
with exposed flesh and bone peek-
ing through their ragged fur. Their
eyes are often a bright red or blue.

The bite of an undead rat will send
a chill through the victim, sapping
their constitution in addition to deal-
ing 1d3 damage. Each bite tempo-
rarily drains 1 point of Constitution
for 24 hours. The victim dies when
their Constitution reaches zero. They
will become a zombie that will slow-
ly begin to look like an undead
Ratling over time.

Art by Gary Dupris

Armor Class:
Hit Dice:
Move:
Attacks:
Damage: Bite
Special:

No. Appearing:

Save As:
Morale:

Treasure Type:

Alignment:

Minotaur, Crystal

Armor Class:
Hit Dice:
Move:
Attacks:

Damage: Gore
Weapon
Special:

No. Appearing:

Save As:
Morale:

Treasure Type:

Alignment:
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1+1*

120’ (40’
1 Bite

1-3 + cold

Immune to cold;
bite saps Constitu-

tion.

3-18
Fighter: 1
12

Nil
Chaotic

4

6+1%

60’ (20))

1 Gore or
Weapon

2-8 or
weapon type.
Regeneration.

1-2
Fighter: 7
12

Nil
Chaotic




Crystal minotaurs are bound to
serve their wizard masters, protecting
castles, towers and lairs with fearless
intensity. They are made from a
single-colored crystal, forming into
the shape of a man-bull after sever-
al weeks of incantations. A crystal
minotaur is mindless, obeying a
simple, simple command until death.
It alternates between using a weap-
on and goring its victims.

When damaged, the crystal minotaur
may rejoin separated pieces of crys-
tal to itself, regenerating 1d4 hit
points each combat round. Being
mindless, it is immune to most con-
trol spells.

Crystal, Animated Fragment

Damaged crystal fragments from
magical creatures may sometimes try
to rejoin to their host after separa-
tion. Small to mid-sized “pieces” will
often move along the ground or
through the air as they seek to
reattach themselves, impaling or
cutting living creatures that get in
the way. Any living beings that get
in the way of moving crystalline
shards may be struck for 1-2 hit
points of damage (roll to-hit as a
normal attack). Most shards should
be treated as AC 9 with 1 hit
point if a character wishes to strike
the crystal fragment.

The Magic Shop

In this issue of The Magic Shop,
we take a look at rare gem and
crystal treasure types.

Crystal Dagger of Light

Crafted from crystal and imbued
with a permanent Light spell, this
dagger has razor-sharp edges that
deal an extra point of damage on a
successful strike (1d4+1). Additional-
ly, the dagger illuminates a 10’
radius area. Value: 1,000 GP

Onyx Orb Necklace

This ornate necklace consists of a
silver thread and 1d10 onyx beads.
When an onyx bead is removed and
thrown, the area around the bead’s
impact becomes an impenetrable,
magical darkness. Only the owner of
the necklace may see within the
20’ cubed space of absolute dark-
ness. The darkness lasts 10 minutes.
Once all the orbs have been used,
the silver thread disappears, never
to return. Value: 10,000 GP
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Diamond Eye

Made from a flawless diamond and
shaped into an eyeball, this item
can be used two ways. First, it may
be inserted into an open eye sock-
et, replacing a lost eye. When used
in this manner, it provides in-
fravision and double natural sight
distance. Second, it may be used
once per day like the spell Wizard
Eve (X16). Value: 5000 GP

Emerald Snake Rod

This two-foot long, solid emerald
rod would be extremely valuable just
for its weight in gems. However, its
magical properties give it its true
value—the rod may be broken once
per day to create two small, green
snakes. The snakes are venomous
and will follow the mental com-
mands of the rod’s owner as best
as they can. The snakes return to
rod form after 10 minutes or if one
of them is Kkilled. Use the Spitting
Cobra (B42) statistics for each
snake. Value: 2,500 GP



Quarterly Dungeon Crawl #1

Fury at Fossilbone

by Thom Wilson. An adventure for
4-6 characters of 3th to 5th level.

Background: The town of Fossilbone
is known for its unique lighthouse
made from the femur of a deceased
Titan. The lighthouse is an im-
portant beacon for ships along the
coast, clearly illuminating the edge
of the land and dangerous reefs.

Recently, the evil wizard Gilgarax
has captured the lighthouse, intent
on stealing the light source at its
peak. A timeless artifact of great
power illuminates the crystal roof of
the tower which never ceases to
provide light to sailors at sea.

Lighthouse Exterior

The lighthouse is made of fossilized
bone, hardened to stone over hun-
dreds of wyears. An entry at the
lowest level provides access to the
lowest level of the lighthouse interi-
or. Characters will see a winding
staircase around the exterior of the
giant femur.

Gilgarax has stationed half of his
loyal minions, a band of merciless
minotaurs, outside the lighthouse.
Characters will easily spot the fear-
less creatures as they patrol the
area outside the towering structure.

Minotaurs (6): (AC 6, HD 6, HP:
30 ea, #AT 1 gore/l1 bite or
weapon, D 1-6/1-6 or 1-8 (battle
axe), Save F6, ML 12, XP 275 ea)

If the party looks challenging, one
of the minotaurs will flee to the
ground floor to fetch the rest of his
band of warriors.

External Staircase

Two separate staircases wind around
the exterior of the lighthouse—there
is no way to access the upper
floors of the structure from within.
One staircase leads to the first
floor, the other to the top floor.

Ground Floor

A single statue in the middle of the
hollowed out leg-bone stands trium-
phantly, seemingly unaffected by the
six minotaurs as they use it for
target practice. The statue is that of
a beautiful woman, garbed in a
long, elegant robe. Several light
scratches upon the statue show the
worst of the minotaur’s strikes. The
arms of the woman are folded
across her chest and her face shows
a look of disgust as she seemingly
watches the beasts as they try to
chip her exterior.

Minotaurs (6): (AC 6, HD 6, HP:
24 ea, #AT 1 gore/1 bite or
weapon, D 1-6/1-6 or 1-8 (battle
axe), Save F6, ML 12, XP 275 ea)

A chest in the back of the room
holds 500 gp and 1,000 sp of
donation money left for the goddess
of the statue.

First Floor

The burial chamber of the muysteri-
ous goddess of the statue below is
guarded by 2 crystal minotaurs (pg.
7). Their instructions are to Kill any
who enter the room without their
master, Gilgarax. Three cherub stat-
ues gaze upon the burial coffin in
sadness. A single crystal dagger
(Crystal Dagger of Light, pg. 8) lies
atop the coffin.




1 square : S5ft

Luminous crystal A4

Hollowed-out,
fossilized bone
from ancrent,

Titan's leg.

structure

Crystal Minotaurs (2): (AC 4, HD
6+1*, HP: 33 ea, #AT 1 gore or
weapon, D 2-8 or 1-8 (battle axe),
Save F7, ML 12, XP 650 ea)

If the burial coffin is opened, the
lighthouse shakes in fury for 10
seconds, also dimming the artifact at
its top temporarily.

Top Floor

Gilgarax will be working diligently
on the crystal device in the center
of the room, attempting to remove
it without destroying it. He is pro-
tected by 3 crystal minotaurs who
are intently watching the door for
intruders. Irritated with the interrup-
tion, Gilgarax will immediately try to
destroy characters with his magic
missile and lightning bolt spells first.

Crystal Minotaurs (3): (AC 4, HD
6+1*, HP: 33 ea, #AT 1 gore or
weapon, D 2-8 or 1-8 (battle axe),
Save F7, ML 12, XP 650 ea)
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Steps carved
Into outside of

Ground Floor

First Floor

Fossilbone
Lighthouse

Gilgarax, 7th level M-U: (AC 7,
Lvl7, HP: 15, #AT 1 spell, D vari-
able, Save MU7, ML 10, XP
1500); spells: magic missile, charm
person, shield, detect invisible, mir-
ror image, web, hold person, light-
ning bolt, polymorph self

Gilgarax is trying to remove the
artifact that sits upon a marble ped-
estal. This artifact, the “Heart of
the Goddess” is what provides con-
tinual light for the lighthouse. It
cannot be removed by any known
means and is only dimmed when
the goddess's coffin is opened or if
the crystal roof is destroyed.

A hidden niche in the pedestal
holds a Diamond Eye (pg. 8), a
Horn of Blasting, a Potion of
Treasure Finding, and a bag of 100

pp.



Quarterly Dungeon Crawl #2

Sepulcher of the God-King

by Thom Wilson. An adventure for
4-6 characters of 5th to 8th level.

Background: Travelers along the
road near the Cliffs of the Dead
hurry their pace to avoid passing
the tombs and crypts during the
night. The path between the lake’s
edge and hundreds of burial cham-
bers along the cliff is a treacherous
evening journey for all but the most
stalwart and seasoned heroes. Ru-
mors of haunting ghosts, shambling
zombies and eerie spectres exiting
their tombs under the moonlight are
told throughout the land. If it is so
well known, then it must be true...

Indeed, the dead do exit their final
resting places each evening to gaze
at the moon and lake-waters. Alt-
hough the path along the cliffs is a
foolhardy trek at night, it is relative-
ly safe during the day. However,
entering the tombs themselves is
another matter entirely.

One such tomb is that of an an-
cient king and self-proclaimed god.
Hunkultak the Vile was an evil king
that ruled a lost empire several cen-
turies prior. His greed, mercilessness
and deceit were well known during
his life, traits that followed him to
the grave. He has become a spectre
that haunts and hunts alongside
other foul undead near the lake’s
edge. He is a dangerous foe that
has retained many of his precious
items and spells from his time as a
living god and evil king.

Al. Stairs to Tomb

Marble stairs lead up from the foot-
path to an ancient stone door. The
door is secured but a lock cannot
be found. Only magical spells or
brute force will open the door.

Brute Force: roll under half Strength
score.

A2. Murdered Attendants

Hunkultak wanted his entire council
of advisors and his personal servants
buried with him when he died. Un-
fortunately for his attendants, they
were very much alive when the god
-king died. Hunkultak’s own son
made sure that his father’s final
wishes were kept. After they were
murdered, the twelve attendants
were placed here to guard and as-
sist the king’s needs in death.

His four advisors were entombed in
glass sarcophagi that stand upright
in niches in the east and west walls
of the antechamber. His eight per-
sonal servants were propped up in
similar niches along the north and
south walls. All twelve of the at-
tendants emerge from their places
to prevent intruders from disturbing
their king.

The antechamber is empty of furni-
ture, decorations and light.

Advisors, Mummies (4): (AC 3, HD
5+1*, HP: 25 ea, #AT 1 touch +
disease, D 1-12 + disease, Save F5,
ML 12, XP 400 ea)

Servants, Ghouls (8): (AC 6, HD
2*, HP: 10 ea, #AT 1 bite/2
claws , D 1-3/1-3 + special, Save
F2, ML 9, XP 25 ea)
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A3. Passphrase Door

Unless magic is used to open this
ornate, stone door, it must be
opened by speaking the passphrase,
“Hunkultak the Vile”. No amount of
brute force may open this magically
sealed door.

A4. Sepulcher of Hunkultak

A glass sarcophagus on a raised
dais is illuminated by a single orb
of green light that floats above it
near the ceiling. The ghostly form
of a withered man rests within the
sarcophagus, his bony hands folded
upon his chest. Even the lightest
sound will awaken the god-king,
raising him from his crystal coffin.

He will mock intruders, treating
them as lesser beings. He urges
characters to leave while they still
have their heads. Any defiant or
insulting behavior causes Hunkultak
to attack.

Six wall niches hold Hunkultak’s
favorite magical items. He is able to
use one each round, magically tele-
porting it to his hand (or body) at
the start of his turn. Previous items
return to their niches just before his
next turn begins.

12

Sepulcher of the God-King

North

Hunkultak the Vile, Spectre: (AC
2, HD 6**, HP: 40, #AT 1 touch
+ special or Spell, D 1-8 + 2 level
drain or spell, Save F6, ML 11, XP
950); spells (used twice daily): hold
portal, mirror image, hold person,
confusion. ltems: special (see notes).

Hunkultak’s Treasured ltems

Roll (1d6) Item
nl +2 dagger, +3 vs. Lawful
n2 Wand of Magic Missiles
n3 Rod of Cancellation
nd Ring of Invisibility
n5 Girdle of Giant Strength
n6 Staff of Power

Hunkultak may use any of the abili-
ties of the item he has on that
turn. Note that any damage inflicted
with the dagger, wand or staff does
not include the level drain bonus.
GMs may elect to use the spectre’s
touch attack and level drain ability
instead of the item that round.

Additionally, a secret floor recess
under the sarcophagus contains
1,500 pp and 10d10 large gems,
each worth 5d10 gp.



Spellbound

Whether vyour characters pick,
choose at random, or are given
their spells, there are plenty that
seemed to go unused or ignored.
This issue’s article will take a look
at underused spells that may often
be often overlooked. Nofe that the
comments that follow are my opin-
ion only and come from my experi-
ence as a GM throughout the years.
Your experience may say otherwise.

We can easily group spells into two
categories—those that players always
take and those they infrequently
take. This likely stems from players
trying to maximize their character’s
chances for survival. Automatic spells
like magic missile and sleep are
always great choices for your low-
level magic-user or elf—and what
cleric doesn’t want cure light
wounds when they get their first gift
from their god? [Note: if you run
vour games where the cleric can
cast any spell from that level, then
this is less of a factor—for this
reason, well focus on magic-user
and elf spells in this article.]

['ve seen a tremendous amount of
fun generated from the first-level
ventriloquism spell. If you get a
player who wants to utilize every
tool in their toolbox and they only
have that low-level spell left (or
have reserved it for the right occa-
sion), they can really create a lot of
imaginative encounters and roleplay-
ing from its effects. The fearful can
be made to sound brave, the silent
can be made to speak, and foes
may think your group has turned
down a different alley with phantom

footfalls. Almost any sound can be
created to ftrick targets with this
simple spell. T've seen it used to
avoid sure death a couple of times.

In the last issue, we mentioned that
the Jocate object spell could have
made the “too powerful” list—this
doesn't mean I've seen it picked or
used that often. Many traditional
adventure themes center around
finding a location or finding a miss-
ing item or person. This spell really
helps those objectives, especially if
cast by a higher level magic-user or
elf. This is a time when this spell
would be nice to have in the spell
book and memorized.

Transmute rock fo mud is an un-
derused but highly effective spell
that can change an entire adventure
in a single moment. Castle sieges,
underground dungeons and impassa-
ble mountains are made simple with
this spell. Yes, you could argue that
there are other similar spells that
might be more useful in the fifth-
level list (e.g. passwall or telepord
but none are as destructive and
frustrating to the GM as fransmute
rock to mud. Plus, you can reverse
it!

There are many underused and
overlooked spells in the Basic and
Expert spell lists. When you're play-
ing a system with a limited number
of spells to memorize, you have to
choose wisely. However, there are
many that are great choices if play-
ers could look beyond the damage-
dealing and protective spells that
seem to always be picked.
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Crimson Abbey of the Broken God — Part 5

In the last issue of Back fo BasiX,
we saw Whystal the thief fall into a
floor trap while Ensa and Bindor
recovered from their battle with the
skeletal monks. Being the curious
creature that he is, Whystal quietly
crept down the sloping tunnel to
the area beyond...

A5. Secret Room

Just before the tunnel ends in the
large storage chamber (A6.), a small
room hidden by a well- designed
secret door can be found on the
east wall. The door opens by pull-
ing down on it, sliding it into the
floor. After one minute, the door
slides back up into the ceiling. The
door can be opened from both
sides.

There are several of these small,
five-foot square rooms throughout
the abbey. They were designed as
hiding spaces for monks if the ab-
bey was invaded by marauders or
bandits.

~—{—>N_

(1 square : 5 feet)

o M
i weaC Olire

Tunnel from
to A4

Crimson Abbey of the
Broken God - Map 2
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This particular secret niche holds
more than the typical supplies left
in most hiding spots—an unlocked
chest in the back corner of the
room seems out of place. Charac-
ters will find a crimson bag, a long,
wooden box and a leather pouch
within the chest. The pouch con-
tains 100 gp, and the box holds a
two-foot long device, an Emerald
Snake Rod (pg. 8). However, the
greatest treasure is the mace found
within the crimson bag. It is red-
handled with a blackened steel head.
This is the Mace of the Broken
God, an artifact of great power,
thought lost to thieves long ago.

Mace of the Broken God: A weap-
on blessed by the Broken God him-
self, this mace provides +1 to-hit
and +2 to damage when used to
combat Chaotic creatures. Once per
day, the weapon grants its Lawful
wielder the ability to cast Cure Seri-
ous Wounds.

A parchment in the bag states in a
hastily scrawled hand, “Hide the
mace in the southern niche, the
armor in the northern closet, the
helm in the western hole and the
shield in the eastern ceiling drawer.”

A6. Storage Chamber

This large room was used to store
crates of food, barrels of beer,
casks of wine, and boxes of vegeta-
bles for the monks of the abbey.
They were loaded here from a se-
cret access point to the east (found
in a future issue). All of the perish-
able food and drink in their contain-
ers are spoiled and rotted. After a
thorough search of the area, char-




acters may find a small, steel box
that contains a bag of 2d10 rubies
(each worth 10gp) and two Potions
of Healing.

A single set of footprints are found
entering from the northern tunnel
and exiting the room into the west-
ern tunnel.

There is a 50% chance for every
10 minutes spent in this chamber
that a swarm of 3-18 undead rats
will enter the room, attracted to the
noise made by characters or the
scent of living flesh.

Rats, Undead (3d6): (AC 7, HD
1+1*, HP: 5 ea, #AT 1 bite, D 1-
3 + cold, Save F1, ML 12, XP 19
ea) - see page 7.

The sounds of combat are likely to
draw the immortal knight, Sir Cral-
nat to the area. He most often
patrols the northern and western
areas of the lower levels, where an
increasing number of undead are
stirring. He will assist characters in
peril, but will quickly be on his way
to resume his duties.

Other foul creatures wander the
lower levels of the abbey—use the
wandering monsters table to check
for the chance that characters run
into other foes.

Sir Cralnat, Fighter

Strength: 17

Intelligence: 9

Wisdom: 13

Dexterity: 13
Constitution: 7

Charisma: 5

Level: 3, AC: 4, HP: 12

INPC]

Gear:  Rusted chainmail, sword+1,

silver dagger.

Neither dead nor alive, the withered
old warrior is the last defender of
the abbey, tasked for all eternity to
guard the lower levels from evil. He
will offer aid to those who need it,
provided they are not Chaotic in
alignment. He cannot be healed and
his condition cannot be reversed.
He can assist characters with simple
directions or fighting off evil, but
will not join their group.

Homebrew Rule #2:

Thieves may use their Dexterity
bonus (missile to-hit) to increase the
“level” of their thieves’ abilities. For
example, a 1st level thief with a
Dexterity of 13 has thieves’ abilities
(TA) of second level: 1st level +1
level for the Dexterity bonus.

Actual TA Lvl DX TA L TA Ll
Level 13-15 DX 16-17 DX 18
1 2 3 4
2 3 4 5)

3 4 5 6

Wandering Monsters—Abbey, Lower levels (roll 1d20)

Roll Creat. No. AC HD
1 Wight 1 5 3*
2 Ghoul 1-2 6 2*
3 Zombie 1-6 8 2

4-5 Skeleton 2-8 7 1

6-7 Rat, Undead 3-18 7 1+1*

8-20 Nothing encountered.

HP AT Dam Align XP
15 1 ED C 50
12 ea 3 1-3 + C 25 ea
10 ea 1 1-8 C 20 ea
5 ea 1 1-6 C 10 ea
5 ea 1 1-3 + C 19 ea

(+) special ability; (ED) Energy Drain

Roll on this table every 30 minutes of game time... 15
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Advertisements / For Sale / Wanted

Chris Korczak, Bookseller

Dungeons & Dragons and All Role Playing Games

Specializing in rare and out of print RPGs

WWW.Ipgrpgrpg.com
tel. (413) 461-3045 | chris@rpgrpgrpg.com

PO Box 311
Easthampton, MA, 01027

Coming Soon: DerbyMouse Games,
for hand-crafted character and mon-
ster miniatures. Made from simple
materials, either pre-painted or un-
painted!

The three adventures face the un-
dead monks from Issue #3... minia-
tures made by Derby Mouse Games.

Classic D&D Podcast: Check out
Save or Diel: saveordie.info

B/X Esstnrais

Streamlined B/X rules reference
optimized for use at the table.

Meticulously researched. 100%
accurate. Carefully clarified.

Available as a series of beautifully

16 | illustrated booklets.

Sell me your RPGs!

Wanted:  Any condition copies of
B2 Keep on the Borderlands, and
Moldvay Basic and Expert Rule-
books. throwi@gmail.com

Do you want to advertise your B/X
product, blog, or website in Back to
BasiX? Contact
thom@throwigames.com for
ments and details.

require-

Visit RPGNow.com for my latest prod-
ucts for sale, including B/X and S&W
adventures! Note that back issues of
Back to BasiX (in print) are no longer
available. Stay tuned for print-on-demand.

Special thanks to Matt Ray for the use
of his wonderful cover illustration, Isa de
Mendonca Silva for her logo work, and
Travis Hanson for continuing to draw
my Dungeon Delvers story!

Additionally, a very special thanks to
author Stephen Marsh, for taking time
to answer my questions!

Core Rules, Classes & Equipment,
Cleric & Magic-User Spells
— Print and PDF at RPGNow

Adventures & Treasures,
Monsters, Complete
Rules Compendium
— Coming in 2018
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FOLLOWING THE ADVENTURES OF BINDOR THE STURDY DWARF,

DUNGEON DELUERS c». 5.
THE CRIMSON ABBEY WHYSTAL THE CUNNING THIEF, AND ENSA THE MAGIC USER

E.
DID YOU HEAR
ALRIGHT. SOMETHING? |

WHERE DID ALL
THESE RATS COME
FROM??
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DELUERS cp. sz FOLLOWING THE ADVENTURES OF BINDOR THE STURDY DWARF,

THE CRIMSON ABBEY

WHYSTAL THE CUNNING THIEF, AND ENSA THE MAGIC USER
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YOU MUST
GO NOW. ANY
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IT IS TOO
DANGEROUS
FOR YOU.




Sixth Issue! #6 — September 2018

A quarterly Fanzine dedicated to the simpler time of RPGs— cover-
ing the Basic and Expert editions of Dungeons & Dragons.



Future Issues — A Nofe from the Fanzine Creator

It's hard to believe that I'm working
on the sixth issue of this fanzine,
encompassing a year and a half of
quarterly releases. The reviews and
feedback from nearly all of you has
been overwhelmingly positive, driving
me to create each new issue to be
better than the last. Throughout the
15- month run, particularly in the
last two issues, a few repeated
questions have popped up that I
can answer here.

Why are you moving print to a
third party? Well, I've always intend-
ed to release the fanzine in two
formats — PDF and print. I've hand
printed, bound, and mailed the pre-
vious four issues (five, including the
first issue that was handed out at
NTRPGCon in 2017) and would
rather let someone else handle the
time-consuming task of printing and
mailing going forward. Additionally, I
sell more PDFs than print so mov-
ing the digital version to the prima-
ry release method makes more
sense for my business. As a lover

of print myself, 1 understand the
need for physical copies — continu-
ing to print physical copies satisfies
that need for those that wish to
have the fanzine in their hands.

Why don't 1 offer subscriptions? This
question was asked very early on
and I understand why. It's easier for
consumers to pay for several issues
in advance and have them arrive
when they are released. I can ap-
preciate the question and need for
such a service. However, knowing
that my release model was going to
shift to print by a third party, this
made it difficult to find a service
that offered print via subscription,
especially in a niche market. The
big players in the PDF market offer
a subscription service but only for
digital product. Finding a company
who would handle a print mailing
without taking a large chunk out of
the returns of each issue is and
continues to be difficult. 1 don't
make a profit on most issues until I
sell more than a few dozen PDFs.

— Issue #6 Details —
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Having a subscription company or
crate service added to the mix ne-
gates any profit Il make.

I apologize to those who have
come to love the handcrafted issues
I've made. [ hope that youll contin-
ue to buy it in print from the third
party company or PDF as I switch
release methods with this and future
issues. I also hope you understand
that these changes only help future
issues—| will have more time to
create and release RPG materials for
you without being burdened with
printing, binding, and mailing.

Thom Wilson

Publishing News

Although I mentioned the Running
Beagle Games book, B/X Compan-
ion, in the very first issue of this
fanzine, I felt like it was time to do
a proper review of it. Jonathan
Becker has given us a wonderful
book that perfectly follows the Basic
and Expert rulebooks. Imagine if
TSR had decided to produce a third
book in the spirit of the Moldvay,
Cook, and Marsh design - my
guess is that it would look much
like this. Similar to TSR's first two
rulebooks, it fills 64 pages with two
-column, justified text, laid out in an
instructional, simple-to-use format.
Topics are in the same order of
the original books - my fingers
naturally found the section I needed
as if 1 was thumbing through the
early TSR rulebooks. Unlike most
modern-day books however, Running
Beagle Games stays true to the
originals by using the interior covers
for additional space. I just wish they
had used a blue color font to
match exactly.

B/X Companion—cover

B/X Companion covers levels 15 to
36 for the four main classes and
provides a few options for demi-
human races after they reach their
maximum level in the Expert book.
[ like that the book encourages
players to keep their demi-human
characters active after they reach
maximum level, by using experience
points to advance their attack and
saving throw ratings and number of
attacks per round.

Dozens of high-level and powerful
monsters are listed, challenging most
experienced characters with their
special abilities, massive hit dice,
and low armor classes. A few low-
level foes are thrown in to add
some depth to B/X adventures but
the real focus is on the many for-
midable threats that would frighten a
seasoned player. Nearly every mon-
ster has one or more asterisks
marked after their hit dice, indicat-
ing special abilities that warrant ad-
ditional experience points for their
defeat.
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The magic item tables are complete-
ly filled with new and wondrous
treasures for experienced characters
to acquire. Seeing a Sword +5 in
any D&D® product is thrilling unto
itself, but the sheer number and
breadth of choices in the tables
offer many new possibilities to char-
acters. The Book table is worth a
read all by itself.

Variable combat damage, grappling,
and special mass combat rules add
considerable depth to the book,
providing high-level characters and
campaigns with additional advanced
options.

Artwork is somewhat sparse
(averaging 1 piece per 2-3 pages)
but is solid, good work. The cover
art is spectacular, reminding us that
cover pieces need not show action
and combat to tell the story of the
interior. It clearly speaks to the
leadership that higher-level characters
bring to new campaigns.

The font choice is clean and—
besides a few strange oddities (e.g.
the rear index) -- is consistent
throughout the book. The interior
front cover Table of Contents repli-
cates the original work but the Cha-
risma table and hireling price charts
also found there seem strangely out
of place, as if used to fill space.
No matter, both tables are useful
and make it easier to find that in-
formation when needed. 1 think the
only issue I have with the book is
with the table design. They are flat,
plain, and even a little ugly in a
few places.

Occasionally, a table will have a
gray-highlighted row or column, but
most are simplistic, white grids. If
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there was an area to improve, it
would be in the table design and
layout. However, this is about all I
can find that I'd change. The rest
of the book is quite good and—
besides a few typos and a couple
places with missing punctuation—this
is stellar work.

If you haven't picked up this book
for your B/X campaign, you should.
When you use it at the table, it
almost feels like youre using one of
the original TSR books.

B/X Companion, Running Beagle
Games, $28.99 print available at
bxblackrazor.blogspot.com, $12.99
PDF at RPGNow.com.

Interview with a Legendary

Author—Mike Carr

One of the first adventure books
packaged with early boxed sets
(Holmes 4th and 5th printings) and
later in a different color cover for
Basic D&D®, /n Search of the Un-
known is one of the most played
and remembered modules from early
TSR. I got a chance to interview
the author, Mike Carr, to ask him
about his days at TSR and his work
on this legendary book.

[Thom] How did you find yourself
moving to Lake Geneva to work for
TSR in March, 19767

[Mike] 1 graduated from Macalester
College in Saint Paul in 1973 with
a degree in History, hoping to be-
come a high school social studies
teacher — but there were virtually no
openings at the time in Minnesota,
so my options in the field of educa-
tion were limited.



For some months I continued work-
ing at my college job, which was as
the night cook at The Ground
Round restaurant in Roseville, Min-
nesota. That store was one of the
busiest in the entire chain, so it
was a training ground for aspiring
managers — and with few other
options, [ asked the regional manag-
er if 1 might be considered as a
management trainee. My expectation
was that, if accepted, I would be
training there in Roseville, but when
the offer was made to me, it was
for a position in Cedar Rapids,
lowa - take it or leave it. I had no
desire to leave the Twin Cities, but
this was a genuine opportunity and
the only one I had, so I took it.

I enjoyed the restaurant business,
but working six days a week and
having only Tuesdays off took most
of the fun out of it. I really disliked
living in Cedar Rapids, so after
spending 1974 and 1975 there as
a trainee and assistant manager, I
was more than delighted when Gary
Gygax offered me a position with
TSR in early 1976. He felt that
with my gaming background and
now my management experience, I
would be of value to the growing
enterprise as an editor and potential
manager.

At The Ground Round 1 had
worked my way up from $150 a
week to $205 a week, but Gary's
offer was for just $110 a week,
with the promise of some corporate
stock in lieu of salary and the op-
portunity to buy more shares at a
discount. Since I had developed an
interest in the stock market as a
teen, 1 was well aware of what that

could mean for the founders and
early investors if the business be-
came a solid success — and that’s
exactly what transpired over the
next seven vyears. Besides, I was
single and loved gaming, so taking
a pay cut of that magnitude - alt-
hough significant — was something I
was more than willing to do. So in
mid-March of 1976, I happily pulled
up stakes in lowa and moved to
Lake Geneva. I've been a Wiscon-
sinite ever since. Today [ live out-
side of Oconomowoc, which is
about 40 miles north and 45
minutes away from Lake Geneva.
So I'm able to visit there any time
[ like.

[T] So initially at least, your job
duties at TSR were informal and
more managerial, before becoming
the games and rules editor?

[M] Yes. As with any small compa-
ny, we all performed a variety of
tasks, creative and otherwise, includ-
ing unloading boxes of newly print-
ed products being delivered. Among
other duties, I did some editing and
proofreading on several projects
along with Brian Blume—which led
to more editorial work and a
change in my title from general
manager to games and rules editor.

[T] How did vyou get tapped to
write an introductory adventure for
the Basic Set? Were you given the
direction fo write a module that
intentionally taught fledgling dungeon
masters how to populate a dungeon
(ie. had fill-in-the-blank monster
entries for rooms, along with mon-
ster population lists)—or was that
primarily your invention?




[M] When the decision was made to
include an introductory module with
the Basic Set, | raised my hand
and said I'd like to write it, which I
ended up doing largely on my own
time. After outlining my plan and
getting the approval of Gary Gygax
and Brian Blume, [ set to work
with very little input from anyone —
[ was really given carte blanche to
bring my own vision to life, which I
did. I was well aware that this was
going to be an important product
that would serve as a model for
countless players to use and enjoy,
so I really gave it a lot of thought
and tried to make it not only illus-
trative of good design, but also in-
teresting and challenging.

In creating this module, I had sever-
al goals. First and foremost was to
present it as a true introductory
work suitable for first-time dungeon
masters and players. That meant
explaining to the dungeon master
what was being presented, as well
as the rationale behind it. For the
players, it was giving them a back-
ground sheet that outlined the rea-
son and motivation for their adven-
ture, to get them thinking like role
players.

Second, | wanted to show what a
good dungeon design looks like,
starting with architectural aspects
(like including all the necessary
rooms for housing dozens of people
in a functional way, considering
aspects such as basic drainage, the
location of cooking, eating, and
sleeping areas, etc.). I also included
aspects that might confuse the ad-
venturers or make the place difficult
to map, including some angled or
irregular walls.
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Third, [ wanted to give an example
of a solid “backstory” that would
provide a reason for the adventure
and inspire the players’ imagina-
tions. To give the dungeon master
an example of how to tailor certain
details to individual players, I includ-
ed a random roll for rumors or
legends that each player’s character
might have heard, which could be
true or false.

Fourth, T wracked my brain to come
up with as many interesting and
mysterious features as 1 could think
of for what could be discovered
within the place, particularly the
garden of giant fungi and the room
of pools. That had to be done con-
sidering that the adventurers were
going to be low-level characters. So
nothing could be too deadly or too
challenging to overcome — and that
meant that there were limited op-
tions on the design side.

Fifth, I wanted each dungeon master
to be able to provide some of their
own input through the placement of
various monsters and treasures in
different locations — with the sugges-
tion that some rooms have one, or
the other, or none. That was my
idea, but it reflected what is done
in Dave Megarry’s Dungeon! Board
game, where level-appropriate mon-
sters and treasures are placed in
each room, albeit randomly.

Lastly, I included advice for both
the dungeon master and the players,
hopefully to keep them on track
while emphasizing that flexibility and
the ability to adapt on the fly are
key elements to achieve success in
any role playing endeavor.



[T] Is  there any particular reason
that Bl was added to the Basic
Set, and similarly, why was it re-
placed in relatively short order with
B2? Apart from the fact that itd
be nice to have a module in the
Basic Set fo help people figure out
how to play, was there any business
reason?

[M] The Basic Set was created spe-
cifically for the mainstream audience
in hopes that D&D would become
much more than a niche prod-
uct.  Prior to the release of the
Basic Set, D&D was becoming in-
creasingly popular, but mostly within
the gaming community. The Basic
Set was aimed at the mass market
so that it could be sold far more
widely - and it really did take
off. However, it soon was obvious
that most buyers — who had grown
up on traditional board games and
to whom role playing and dungeon
creation were alien concepts — want-
ed and needed something to allow
them to more easily get start-
ed. TSR management was aware of
that and [ believe that they wanted
to enhance the product for solid
business reasons — to make it easier
to grasp and play, thus increasing
sales and removing an obstacle to
getting started.

==

Both the monochrome and brown covered versions of
In Search of the Unknown by Mike Carr. The artist
Darlene updated the cover artwork in the revised
edition (although the monochrome cover art was kept
on the title page of the newer book). Additionally, the
art on the back cover (not pictured) was also updated
by Darlene, depicting a combat scene between a few
adventurers and lizardmen.

Product Spotlight

It only makes sense to take a deep-
er look at the adventure module, In
Search of the Unknown, after our
interview with Mike Carr.

The classic adventure, In Search of
the Unknown, was one of the truly
unique and interesting modules pro-
duced for TSR’s Basic product line.
Written as an instructional book for
both dungeon masters and players,
this title was available in boxed sets
and sold alone. Dungeon module B1
(as it's best known as for most en-
thusiasts) was found in two formats
— the monochrome edition from
1979 and the updated copy with
the brown cover in 1981. Although
Goodman Games has recently re-
printed the adventure in their large
hardcover book, Into the Borderlands
(including a few wversions of Keep
on the Borderlands as well), our
review will focus solely on the two
original printings of yesteryear.

The first thing that I found interest-
ing when 1 read this adventure in
the early 80s was that there were
references in the monochrome
(earlier wversion) book that didn't
make sense to me, specifically to
different classes and a different ver-
sion of the game called Advanced
Dungeons & Dragons—I had only
plaved B/X up to that point so
when [ found “Fighting Men” in the
back of the book and “Krago of
the Mountains”, a dwarf with 18/54
Strength, 1 was a bit confused. I
hopelessly searched the Moldvay
rulebook for days, hoping to find
answers to the strange differences.




It was only some years later that I
found out about the Holmes version
of Basic D&D and exceptional
Strength scores in AD&D. Although
it made sense after I found these
things out, I thought it was still
strange to find them in a Basic
D&D adventure book. Oddly, the
later printing of the book that
stripped much of the AD&D refer-
ences still included Krago's excep-
tional Strength score.

Although several sections and en-
counter numbering changed in the
later printing, the book retained
most of its original design and en-
counter information. A new illustra-
tion filled the spot that referenced
using this adventure with AD&D,
but otherwise, most of the interior
illustrations and content remained
unchanged. The newer version was
updated to better reflect Moldvay
rules, using the classes of B/X
more accurately and precisely. With
the exception of a few edits and
changes, the 1981 book remains
pretty much the same as the earlier,
monochrome version.

In this picture (of the left, inside cover and the
detached adventure booklet), we see the iconic upper
level map of In Search of the Unknown, with its non-
standard layout and rooms of varying sizes. Notice the
large room with all the pools on the right side of the

map.

This picture was taken of the book with the brown
cover (1981 version)—the interior maps were a much
brighter blue color than the those found in the mono-
chrome book and were better suited for photography.
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With the differences of the printings
aside, the adventure itself is one-of-a
-kind in design. To my knowledge,
this book is the only TSR book
designed to help fledgling dungeon
masters populate a dungeon with
monsters and treasure of their own
choosing (or randomly, if desired).
Several encounter areas have seeded
treasures, traps, and magical effects
listed but each room still has open
space at the end of each descrip-
tion to handwrite monsters and
treasures. This unique design allowed
dungeon masters to populate each
encounter any way they wished,
making the adventure their own.
This design undoubtedly inspired
many dungeon masters to create
their very own adventures once get-
ting the general idea from this exer-
cise — obviously, one of the inten-
tions of TSR staff.

So, what about the adventure itself?
Designed for three to eight adven-
turers of first to third level, this 32-
page, 56-room dungeon crawler can
be added to any campaign. The
former secret stronghold of a pair
of heroes, the lair and caverns of
Quasqueton is generic enough to fit
into any main storyline or as a side
quest in an existing adventure series.
There is a good balance of traps,
secret doors, illusions, and trickery
to test seasoned players, but is sim-
ple enough to be enjoyed by those
new to the game. There is a lot of
material in this book, one of the
early trademarks of the TSR line.
Smaller fonts, less illustrations, and
lots of content!

One of the biggest standouts in the
adventure is the Room of Pools
(area 31 in the upper level). The
encounter material



spans nearly two pages, and pro-
vides adventurers with fourteen mys-
terious pools to investigate. Each
unique pool has an interesting fea-
ture that may be beneficial or dead-
ly to curious characters. A quick
scan of the pools immediately hints
to the fun a dungeon master can
have in this large room.

The lower level of adventure locale
is not as interesting as the upper
portion, but a single area of the
unfinished caverns is worth the trip.
Area 45, the Cavern of the Mystical
Stone, plays like a Deck of Many
Things - consuming chips of the
magical stone randomly bestows
either a positive or negative affect
on a character, some of which are
permanent! Whereas the aforemen-
tioned Room of Pools may be
avoided by savwy players, many of
the same players will tempt fate
hoping for a powerful boon. The
effects the author has provided in
the d20 roll chart are both interest-
ing and unique, and sometimes quite
comical.

This is a sure-fire winner if you are
running B/X. It can be plugged in
anywhere at anytime and can be
customized in advance or played
with random monster and treasure
seeding. This is one of those adven-
ture books you keep in the bag
every time you gather — it could be
pulled out and used with ease!

9023—In Search of the Unknown,
Bl - monochrome 1979 edition, 1*
— 39 printings, brown cover 1981
edition, 4" - 6" printings. ISBN on
1981 edition:
price $5.50

0-935696-04-0, list

The Magic Shop

A few items of interest found in
our double-sized adventure are fur-
ther detailed here.

Robes of the Alchemist

When these magical robes are worn,
they halve the time to create po-
tions and magic items. The robes
provide an AC of 5. Value: 2,500
GP.

Staff of Transmutation

Each charge of the staff allows the
user to attempt to transmute a sub-
stance to another, different material
of equal size. The weight of the
transformed material may drastically
change when the substance is al-
tered. If the target material makes a
saving throw, it fails to change.

Unfortunately, the staff cannot be
recharged. Value: 10,000 GP.

Wand of Spell-storing

This ten-charge wand may be used
to store magic-user spells, where
charges equal their spell level. For
example, a 2nd level spell “uses” 2
charges. Once the spell is cast from
the wand, the charge(s) and spell
are used. Value: 2,500 GP.

Scroll of Rock-to-Slime

The instructions and steps to con-
vert rock to slime have been magi-
cally transcribed on this one-time
use scroll. When used, a five-foot
portion of rock slowly transforms
into a mindless green slime creature
of full size. The slime has no alle-
giance to the caster, possibly consid-
ering him or her its next victim.
Value: 5,000 GP.




Mythicology

The double-sized adventure found in
the following pages have several
new creatures, each described in this
issue’s Mythicology section.

Mud Slime

This creature is created from a
failed transmute rock to mud spell
where a small portion of a slime
was intentionally or accidentally in-
troduced. The flesh of the slime
forces the spell to integrate the mud
with the creature turning it into a
large muddy slime. It acts and be-
haves as a regular Green Slime
however, it takes only half damage
from fire due to the earthy elements
in its transformed make up.

Art by Je Shields

Armor Class: Always hit

Hit Dice: 2"

Move: 3 (1)

Attacks: 1

Damage: As slime (B36).
Special: Immune to all

attacks except fire
and cold.
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No. Appearing: 1

Save As: Fighter: 1
Morale: 12
Treasure Type:  Nil
Alignment: Neutral

Gemstone Slime (rare)

Much like the Mud Slime, this crea-
ture has been formed through a
failed magic spell, where a slime
was somehow introduced into the
fabled Rock to Gem incantation.
The creature appears more sandy
than mud and is covered and filled
with hundreds of gemstones. Only
when the creature dies can the
gems be freed from its form. Gems
of all sizes and types can be found
within the creature. There are a
total of 5d20+25 unrefined gems of
different varieties, shapes and sizes.

The Gemstone slime is similar to
the mud slime in all statistics except
its hit dice.

Hit Dice:
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Quarterly Dungeon Crawl

Gebbellurd’s Mistake

by Thom Wilson. An adventure for
4-6 characters of 2nd to 3rd level.

Background: A nobleman frets over
a missing friend, the old alchemist,
Gebbellurd. A note from the aging
wizard indicated that he had finally
discovered the secret to turning
stone into gems! However, after
indicating he’d travel to the noble-
man’s keep to demonstrate his se-
cretive work, he’s fallen strangely
quiet. Gebbellurd is a shy fellow,
often holed up in his underground
laboratory for months at a time, but
with a discovery of this proportion,
the nobleman would have expected
his friend to have arrived already.

The characters are hired to investi-
gate the home of Gebbellurd, check-
ing on his well-being, and to safe-
guard his travel back to the keep.
The nobleman, Ornatal the dJust,
worries about his old friend but also
eagerly awaits the proof of the al-
chemist’s claims. A spell that turns
rock into gems is incredible!

However, the characters will find
that when they arrive, the laboratory
has been destroyed by misfortune
and accidents. After successfully cre-
ating the spell to turn common rock
into gems, Gebbellurd accidentally
set fire to his research, losing a
lifetime of work. In a panic to rec-
reate the spell, he inadvertently in-
corporated an extra element in his
revised spell that instead turns rock
into slime! Several failed attempts
led to a destroyed home filled with
lurking slimes.

Gebbellurd has been locked inside
his bedchambers without food and
water for days, and will likely be
near death or dead by the time the
characters arrive. Little to none of
his research has survived the mis-
hap.

The old alchemist inherited the un-
derground labyrinth from family dec-
ades ago and has adapted it into a
home and laboratory. Being a wiz-
ard, he has created many magical
effects to protect his home and to
simplify his daily life.

Ornatal can provide directions to the
alchemist’s home. The journey from
his keep is over 8 hours by horse.

1. Entrance to the Home

Double doors at the top of a wide
staircase built into the side of a
mountain provide access to
Gebbellurd’s home. Most often
locked, they are currently found in
the opposite state. Glittering pillars
on either side of the doors provide
light after the sun sets.

A pair of strange (magical) mouths
on the doors loudly announce any
visitors and bid guests farewell when
they depart.

2. Alcove Hall

Busts of famous wizards fill the
alcoves along the hall. Oddly, one
alcove at the eastern end is empty
(saved for himself, to be created
after his death).

A  backpack filled with common
travel gear lies spilled on the floor
midway down the hall. A walking
staff is found under the loose items.
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Note that a full adventure map can be found in PDF at DriveThruRPG.com or in print
through ThrowiGames.com.

1 squAare : 5 feet
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3. Sitting Room

Six chairs and a large couch are
positioned around this long room to
maximize conversation. A small fire-
place in the west wall appears to
have not been used for many
weeks. A small green slime has
hidden itself under the couch but
will slide out when movement or
noise in the room is detected.

Green Slime: (AC automatic, HD
2*, HP: 8, #AT 1 touch, D turn
flesh to slime in 1d4 rounds, Save
F1, ML 12, Special: harmed only
by fire or cold, XP 25)

4. North Guest Room

Gebbellurd infrequently entertained
guests but had a place reserved for
visitors as needed. The room is
furnished with all the needs of an
overnight guest.

5. Library

A battle between tiny imps and a
green slime my be heard from this
room long before it is entered.

Imps (6): (AC 7, HD 1/2, HP: 3
ea, #AT 1 flame dart, D 1-2, Save
F1, ML 8, XP 5 ea)

Green Slime: as area 3.

Regardless of which side the adven-
turers assist, the helped side turns
on the group as soon as they are

able.

The room is filled with hundreds of
non-magical books on nature, geog-
raphy, and other mundane topics.
Gebbellurd’s alchemy and magic
tomes can be found in area 19.
However, there is a 25% chance
that a magical scroll may be found
tucked into one of the books.
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6. South Guest Room

Similar in design and contents as
the northern room (area 4).

7. Dining Area

A well-dressed goblin stands upon a
long table in the center of this
room, staring at the door to the
east. He startles easily but is well-
spoken and fairly intelligent.
Gebbellurd’s assistant has barely
escaped a pursuing slime that was
slithering in the hallway beyond the
east door. He hopes arriving charac-
ters may help him find his missing
master.

Gibby, Goblin assistant: (AC 6, HD
1-1, HP: 3, #AT 1 Wand of Cold,
2 charges left, D 6-36, Save NM,
ML 6, XP 6)

Gibby has taken his master's Wand
of Cold from the laboratory to try
to help free his master who is
pinned down somewhere in the
eastern part of the underground
facility. He is not very brave and
likely to flee at the first sign of
danger.

The poor goblin has a small bit of
slime on his pant leg. If unnoticed,
it will climb under his clothing and
attach to his skin in 1d6 turns.

8. Kitchen

Evidence of a hasty retreat is quite
apparent—cabinets are open, boxes
are overturned and emptied, and
chairs are scattered about. The
corpse of an old dwarven woman
leans against a nearby cabinet, her
eyes wide with fright.

A container in a well-hidden niche
behind a dry sink holds a ruby
necklace (500 gp value).



9. Store Room

Boxes, crates, barrels, and bags are
neatly stacked along the walls of the
room. Most are marked with familiar
village names and are filled with
various local produce, salted meats,
and beer.

Six dog harnesses hang from a rack
on the south wall. They look to fit
rather large beasts.

A small slime lurks behind one of
the crates on the west wall, oozing
out to meet inquisitive characters.

Green Slime: (AC automatic, HD
1*, HP: 4, #AT 1 touch, D turn
flesh to slime in 1d4 rounds, Save
F1, ML 12, Special: harmed only
by fire or cold, XP 15)

Sitting on the top shelf (out of
sight unless checked), a wooden box
holds 100 gp—the money used for
the next supply shipment from trav-
eling merchants.

10 & 11. Hallway Guardians

Guests that wander in halls beyond
their quarters are stopped by one of
two iron living statues (one in each
small alcove) who obstruct the unin-
vited from venturing further in the
alchemist’s home. Although they
merely prevent access to the hallway
beyond their station, they will not
attack unless provoked or ignored.
They will verbally warn guests be-
fore attacking. They do not pursue
any who flee back to the western
portion of the alchemist’s home.

Living Statues, Iron (2): (AC 2,
HD 4, HP: 16 ea, #AT 2, D 1-
8/1-8 + special, Save F4, ML 11,
Special: non-magical weapons may
stick to the statue, XP 75 ea)

12. Kennels (Dungeon)

Before Gebbellurd inherited his
home, this part of the underground
facility was used as a dungeon to
hold prisoners. Now, the alchemist
prefers to use this area for his
hunting dogs. Unfortunately, most of
the dogs have escaped with the
kennelmaster. Two older dogs re-
main in their cells, scared and hun-
ary.

Hunting Dogs, Oka and Brog: (AC
7, HD 2, HP: 9, 7, #AT 1 bite,
D 1-6, Save F1, ML 8, Special:
will not attack Gebbellurd or Kennel-
master, XP 20 ea)

Each dog may have a different re-
action to the characters if freed
from their kennels.

Hunting Dog Reactions

1d6 Roll Reaction
1-2 Dog attack!
3-5 Dog flees the area.
6+ Dog becomes friendly.
Charisma bonus added to roll.

13. Kennelmaster Quarters

Fleeing the alchemist’s home at the
first sign of trouble, the Kennelmas-
ter left most of his common belong-
ings behind in his room. Aside from
the typical trappings of a modest
bedroom, the area has only one
interesting trinket. A necklace hang-
ing from a full length mirror is
actually a Medallion of Control Ani-
mal. This magical item acts like the
potion of the same name except
that it may be used once per day.
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14. Laboratory

Hundreds of strange tubes, beakers
and pots cover six long tables in
this area. Intelligent characters will
immediately recognize this room to
be a laboratory. Several pieces of
parchment and a dozen books are
scattered about the lab, each in-
scribed with various alchemy recipes
and tests. Pieces of burnt paper
look to have been put together as
if trying to reassemble a puzzle.
Each of the alchemy scrolls and
books are valuable but not a single
one is extraordinary. A search
should reveal a newly started recipe
that has many ingredients and steps
added and crossed out. Additionally,
the characters will find dried, burnt
slime in several places in the room.

15. Storeroom

Gebbellurd kept spare laboratory
equipment and ingredients in this
area south of laboratory. The rem-
nants of broken glass bottles and
tubes are found on the floor as if
someone or something rushed
through the area quickly, heading
east.

16. Well Room

Buckets and barrels filled with clean
water are found here, stacked along
the walls near the opening to a 15’
deep well. The well’s water is nearly
at the level of the floor.

17. Underground Cavern

A 30-second swim from area 16
ends in a pool in this cavern. The
pool is cold and clear, fed from an
underground spring. Muddy footprints
are seen along the edge, leading
west.
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The area is quite dark but once
there is illumination, the form of a
humanoid can be see in the north-
ernmost part of the cavern. This is
the corpse of Nabby, one of two
goblin assistants to Gebbellurd. His
form is covered in muddy slime,
killed by the foul creature that now
lurks in area 18. A silver key in his
pocket opens the large chest in
area 21.

18. Small Cavern

After killing the poor goblin in area
17, the newly created Mud Slime
now lurks in the drier cave away
from the pool.

Mud Slime: (AC automatic, HD 2*
HP: 8, #AT 1 touch, D turn flesh
to muddy-slime in 1d4 rounds, Save
F1, ML 12, Special: harmed only
by fire (1/2 damage) or cold, XP
25) - details found on page 9.

19. Gebbellurd’s Library

The old alchemist keeps his most
treasured works in his private li-
brary. There are at least 2d6+3
valuable tomes on alchemy on the
shelves in this room. Additionally, a
spellbook lying open on a table
holds 1d4 1st-level and 1d4 2nd-
level magic-user spells.

20. Ancient Temple
When Gebbellurd inherited the un-

derground facility, he was told about
the muysterious temple at its far end.
Since then, the old alchemist has
avoided the area. A shrine to an
ancient evil god is here, unleashing
its wrath on any lawful beings that
enter its sphere of influence. When
any lawful creature moves within
20’ of the shrine, a small demon is
summoned to slay offending tres-
passers. The hearts of those who



are slain are sacrificed to the evil
god, putting a mysterious curse on
any of the friends and family of the
dead.

Small Demon: (AC 3, HD 5*,
HP: 20, #AT 3 bite, claws, D 1-
6/1-4/1-4, Save F5, ML 12, Spe-
cial: immune to fire, non-magic
items deal half damage, XP 425)

Although risky to take, the idol in
the shrine is made solid gold and
has two large ruby eyes (total
worth, 5,000 gp).

21. Locked Treasure Room

A locked door Kkeeps guests and
servants from accessing Gebbellurd’s
treasure room. A large chest and
two glass cases hold the alchemist’s
most prized possessions. Only
Gebbellurd has the keys to the door
and chest. However, one of his
goblin assistants (Nabby, area 17)
has a spare key to the chest.

The chest holds Robes of the Al-
chemist. A Staff of Transmutation
and a Wand of Spell-Storing are
secured behind the glass cases. De-
scriptions for all three magical items
can be found on page 8.

22. Gebbellurd’s Bedroom

The poor alchemist has been unable
to escape his home, infected by
one of the many slimes loose in
the facility. He is near death (or
dead, GM choice), slumped against
the north wall so close to the se-
cret exit out. A nearby poorly
scrawled note, addressed to Ornatal,
apologizes for his failures. A Scroll
of Rock-to-Slime can be found on
his desk and a bag of 100 sp, 50
gp and 10 pp can be found within
a drawer.

23. Gem-Hfilled Cavern

A large cavern glitters when a light
source is brought into the wide-open
space. Dozens of large gems are
seen embedded in the rock walls of
the cavern. One rock wall moves
when characters enter—it's a Gem-
stone Slime!

Gemstone Slime: (AC automatic,
HD 4*, HP: 32, #AT 1 touch, D
turn flesh to muddy-slime in 1d4
rounds, Save F1, ML 12, Special:
harmed only by fire (1/2 damage)
or cold, XP 175) - details found on
page 9.

Once slain, the gemstone slime
leaves behind 5d20+25 unrefined
gems of various types.

Another 3d6+3 raw gems may be
pried from the walls of the cavern.

24. Gem Mine

A newly-started mine has recently
begun to provide Gebbellurd with
dozens of large, raw gems. At least
1d6 unrefined gems of various types
(each) may be found with a few
hours of careful digging. However,
the number of gems found slowly
diminishes within another thirty to
forty feet of excavation.

25. Lake Exit

The underground tunnel exits to a
ledge above a small lake. A rope
ladder descends down into the water
where a two-man sailboat is
moored.
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Spellbound

Up to this issue, the Spellbound
section has focused on existing
spells in the B/X rulebooks, high-
lighting those that are powerful or
underappreciated. In this issue, we
contemplate other options to sup-
port spellcasters, especially at the
lower levels.

Later editions of D&D brought
about the idea of cantrips, lesser
incantations of little power that
could be wused limitlessly. Cantrips
could be considered zero-level spells,
so easy to learn that even thieves
or Halflings could learn one or two.
This is a considerable departure
from the rules as written in the
Moldvay books, so—for the purpose
of exploration of possible options,
let’'s consider two possibilities.

What if Elves, Dwarves, and
Halflings had access to simple can-
trips—to be used in their daily lives?
What about higher intelligence magic
-users and thieves? Could they bene-
fit from their great intellect and
learn additional incantations? Consid-
er the following example cantrips.

Breeze

The caster causes a slight wind to
affect a 10° area for a brief mo-
ment. The wind is strong enough to
snuff out a candle or turn a page
in a book.

Fetch

An item within 10’ of the caster of
one pound or less is magically
pulled along a surface to the caster.
Note that the item does not move
in the air (gravity applies).
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Mend

A normal needle and thread are
magically instructed to sew materials
for 10 minutes. The caster may
leave the area while the instruments
continue to work.

Scribe

The caster may verbally instruct a
quill or other writing instrument to
write. The caster must be able to
speak aloud for the cantrip to work.

Spark

Snapping his or her fingers, the
caster creates a brief spark or small
flame for a brief second.

There are a multitude of options for
simple cantrips that won’t upset the
balance of the game but instead
provide in-game usefulness. For ex-
ample, grabbing the sleeping guards
keys? The cantrip ‘fetch’ works
great for that!

The number of cantrips available to
the character would equal their Intel-
ligence bonus.

Another option for adding a little
extra help to low-level spellcasters is
allow them to cast first level spells
more often—this makes first level
spells behave like cantrips in a
slight way. This option allows the
caster to pick one spell to cast
more than once per day as the
table below details.

One INT INT INT
Spell 13-15 16-17 18
Bonus: +1 +2 +3

For example, a magic-user with an
Intelligence of 17 could pick one
spell per day to be cast a total of
3 times.




Crimson Abbey of the Broken God — Part 6

After their encounter with the un-
dead rats and the old knight, Sir
Cralnat, the group decided to leave
the storage chamber (area A6) and
continued north.

A network of tunnels under the
abbey can lead to adventurers be-
coming lost.

Hallway from Area A6

The hallway extends over 100 feet
before splitting into two separate
tunnels. Each tunnel continues north
but slants west (the upper tunnel) or
east (the lower tunnel). Both tunnels
appear equally unused. A hidden
room between the tunnels is accessi-
ble by a secret door on either side
of its southern point (see map on
page 20).

Secret Door Check: add +1 to the

chance due to older doors.

A7. Secret Room

Triangular in shape, this secret
room has been sealed for many
years. Dust covers everything within
the dark area, suggesting decades of
forgotten existence. Either secret
entrance reveals the contents of the
room: two skeletal figures lie on the
floor, limbs entwined and bony fin-
gers clutching missing throats as if
the two had died locked in battle.
Although one figure appears human
in structure, the other is much larg-
er with large horns protruding from
its misshapen skull. Near the north-
ern wall, a crate sits upon a large
wooden chest. Nearby, a pair of
rotting stools is tucked under a sim-
ple, wooden table.

Closer inspection reveals that the
larger skeleton is that of a mino-
taur. How it came to this place and

how the two died remains a mys-
tery. Note that the remains of more
minotaurs will be found in future
issues of this fanzine.

The crate lid has been partially
pried off, revealing a dozen glass
bottles within. Removing the bottles
from their compartments within the
crate will expose their faded labels
and the remnants of liquid that
once filled them. Hints of pink, red
and vellow liquids are each found
within four bottles respectively. If
tasted, all three liquid types taste
pleasant yet old and stale. The old
potions were once full potions of
healing (pink), herosim (red) and
control human (yellow). Although old
and diminished, if all four potion
bottles are consumed of the same
color, it will effect the imbiber as
one complete potion of that type.
Thus, there are three usable potions
in the crate. Note that the heroism
and control human potion descrip-
tions are found in the Expert Rules.

The heavy, wooden chest is locked
and no key for it will be found in
this area. Once unlocked, a hidden
mechanism will fire a poison dart at
anyone found in front of the chest
(south side, unless moved). If the
poison dart strikes its target, the
affected character must make a sav-
ing throw versus Death Ray or Poi-
son to avoid falling into a a deep
sleep for twelve hours. A suit of
well-crafted and shiny plate mail
armor is found within the chest, its
chest piece engraved with the Bro-
ken God's emblem, a wide-
shouldered, faceless man split into
two halves from shoulder to oppo-
site waist.
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Armor of the Broken God- plate
mail +1, adds +1 to all saving
throws except Death Ray or Poison
which is instead made at +2. The
armor can never become dirty and
will magically shrink or enlarge to

fit most humanoid creatures
(humans, elves, dwarves, and
halflings).

A8. Study Chamber

The unlocked door allows entry into
the lower level study chamber. Hun-
dreds of deteriorating scrolls and
rotting tomes, exposed to excessive
moisture and years of decay, lie in
crumbling piles on tables, shelves,
and chairs. Monks new to the ab-
bey were once tasked with studying
the lessons and doctrines carefully
written upon the old parchments.
Unfortunately, nearly every scroll and
book is completely useless. An hour
or two of searching will reveal one
well-preserved scroll that has survived
the ruinous environment. Characters
will discover this to be a specially
constructed scroll of protection from
minotaurs. This scroll acts as other,
similar protection scrolls do.

A9. Supply Closet

Although area A6 was a much larg-
er storage room, it was primarily
used to store food and wine. This
smaller area once stored general
supplies for the abbey, including
rope, wooden cups and plates, emp-
ty barrels, extra monk attire, san-
dals, brooms, buckets and linens.
Most of these items are now gone,
however, remnants of broken pieces
of the former supplies should help
unravel the mystery of the room’s
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former purpose. Left behind under
an old shelf is a small bag of silver
coins, stashed here for some un-
known desire. There are 66 sp in
the bag.

A10. Initiate Training Area

Newly arrived initiates were to re-
ceive daily training and combat in-
structions from senior-level monks in
this large room. The floor was once
well-padded, covered in cotton-filled
burlap mats. Blunt weapons and
training dummies once lined the
long walls. Most of the floor mats
and dummies have rotted, becoming
a mushy mess of disintegrated mate-
rials. Characters walking upon the
old floor mats will disturb the family
of centipedes now living in this
unused room.

Centipedes (1d4+1): (AC 9, HD %,
HP 2 ea, #AT 1 bite, D Poison,
Save Normal Man, ML 7, XP 6 ea)

Characters bit by the centipedes
must make a saving throw versus
Death Ray or Poison or die. Over
the years, the family of centipedes
have accumulated dozens of silver
and gold trinkets that can be discov-
ered in their nest within the rotting
mats. Characters should find 3d6
simple items, each worth 1d4 gp,
after a few hours of careful search-
ing.




Crimson Abbey

What Comes Next?

In the next few issues, Bindor,
Whystal, and Ensa will avoid the
northern part of the underground
maze, instead taking the western
hallway past area A8. This northern
passage will lead them back up to
the ground floor of the abbey
where they will begin to unravel
further parts of the mystery. There
are many areas that can be ex-
plored in the rest of the under-
ground labyrinth that will not be
covered in this fanzine (except a
few parts that may be explored
many issues from now). The majori-
ty of the story will take the charac-
ters to the upper portions of the
mysterious Crimson Abbey where
they may finally encounter the Bro-
ken God. Keep an eye out for fu-
ture issues!

of the Broken God - Map 3

Homebrew Rule #3:

Magic-users and Clerics gain spell
bonuses corresponding to their re-
spective primary ability bonus. E.g.
A magic-user with a 13 Intelligence
gains 1 first level bonus spell to
cast each day (giving them a total
of 2). If your system allows for first
level clerics to have spells, it works
in the same way for them too (or
when they reach 2nd level, they
get their first spell and the bonus
spell. Note that they cannot gain
bonus spells for levels they haven't
reached yet. A 1st level magic-user
with an 18 Intelligence cannot vyet
gain the bonus 2nd and 3rd level
spells.

Int /Wis 1st level 2nd level 3rd level

Score Spell Spell Spell

13-15 +1 n/a n/a

16-17 +1 +1 n/a
18 +1 +1 +1
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eSports D&D League — A Note from the Fanzine Creator

With the recent announcement of a
D&D ESports concept by Hasbro’s
CEO, Brian Goldner, RPG gamers
of all experience levels quickly
voiced their opinions on the matter.
Some expressed interest in the idea
while others immediately proclaimed
that such an option was not for
them or their style of play.

Regardless of where one stands on
the topic, it does resurface an old
point once debated at tables years
ago. “Is gaming, specifically D&D, a
competitive game or one of cooper-
ative storytelling?” We can probably
assume that a competitive ESports
league takes something like the Ad-
venturer’s league to the masses in a
digital format, via Twitch, YouTube,
or similar channels. Perhaps a real-
time setting, much like a convention
tournament adventure, broadcasted to
viewers will be worth watching. My
issue with ESports or competitive
events is that it forces players to
seek points and achievements in-

stead of the bene-fits of the story-
line and/or characters. We know
that point-seeking, power-leveling
character play changes the way
D&D and other classic role-playing
games are designed and played.
Many classic versions of our hobby,
especially B/X D&D, are ill-suited to
such a style of gaming.

Time will tell if this new concept
will catch on with players. I suspect
that many grognards will continue
playing their games the same way
as always, unaffected by a competi-
tive league or new style of game-
play. Newer players to the game,
used to watching professional actors
playing D&D for hours online, or
enjoying other ESports leagues such
as Overwatch and League of Leg-
ends, will likely enjoy the new twist
on competitive gaming.

[ might add that this concept may
be where role-playing moves square-
ly into roll-playing.

Thom Wilson
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Publishing News

Not every product this fanzine re-
views has to be an officially pub-
lished, for-sale production. Some-
times, an interesting project comes
along that isn’t out there for sale
and is a personal work of love and
desire. The Companion Supplement
by James Bobb is one such work. I
watched his progress over a year or
so more as he slowly worked
through the development and digital
publication of this 129-page supple-
ment and was overjoyed when it
was finished. You could feel his
devotion to its completion in his
many updates to B/X fans on the
internet, and when it was done, the
clamor of fans to obtain copies.

There are several other
“Companion” supplements out there,
both for free download and sale.
James Bobb has clearly stated, for
obvious reasons, why this particular
version would never be for sale, at
least in its current design. I won'’t
dig into those particulars; those of
you who have it, know what I
mean. However, as a free supple-
ment for GMs and players to use at
the table, this is a great resource
by an old-school B/X enthusiast.
[t—much like other “book 3" at-
tempts—gives us the extensions we
need for higher level characters and
campaign options not covered in the
first two rulebooks.

So, first the light stuff—James uses
a retro font reminiscent of the origi-
nals found in the original TSR pub-
lications. It’s not exact but it’s pret-
ty darn close. You can definitely
feel it. Additionally, the tables are
designed quite well, with alternating

color rows and good spacing. Read-
ability is spot-on here. As is typical
with works of this nature, the chap-
ters are organized and ordered as
the original books, making it easy
to find what you need quickly.

Purists will immediately see some
additions to these rules that will test
their interest levels. Additional clas-
ses have been added to give players
the option to try something new.
Giantkin, Gnomes, Druids, Paladins,
and Rangers have been included in
the new book. Level “skills” have
also been included, giving existing
and new classes more crunch. For
example, Clerics have the Theurgy
skill at 2nd level, allowing them to
craft magical items. This added skill
ability progression is new to B/X
and offers an interesting look into
added depth in the class. At first, I
wrinkled my nose at several of
these skill options but as [ read
further, I found most of them to be
well thought out and not overly
powerful. Later in the book, Bobb
offers additional “adventuring” skills
to add even more flavor to the
game.

Monsters and armor in the book
are represented in both ascending
and descending armor class—this is
definitely a stretch from B/X but
those that like a little variety in the
system (or are just fans of OSR
games) will find the double-stat help-
ful.

Conditions have been added to chal-
lenge the characters during long
battles or at times when resting is
impossible. The added conditions
really make for more challenging
situations.



As with other, higher level supple-
ments, this book also touches upon
mass combat, fortification building,
and extra-planar travel. They are
lightly covered but this seems ac-
ceptable—the book still keeps focus
on character development and stand-
ard adventuring styles. A section
near the end of the book offered
even more fighting style options for
fighters and some demi-humans.

[ really couldn’t find anything I dis-
liked in this supplement. The infor-
mation was neatly presented, im-
portant areas were covered fully,
and added options were available
throughout the book. I only wished
that 1 had the physical book to
read it more often.

James
email—

Companion Supplement,
Bobb, free PDF by
jamesbobb.rrg@hotmail.com.

Interview with a Legendary Artist—Erol Otus

As most of us B/X fans know, the
covers of the Moldvay Basic and
Marsh/Cook Expert boxed sets were
illustrated by Erol Otus. Those co-
vers may have single-handedly pulled
me into the game, long before I
knew what D&D was. I'd guess that
many fans of the early game were
inspired by those wonderful covers. I
was fortunate enough to be able to
interview Mr. Otus recently. Addi-
tionally, he has agreed to publish
some early art of his for the first
time in this issue of Back fo BasiX

[Thom] What year did you get hired
at TSR? Do vyou remember your
first assignment there?

[Erol] Our group started playing
D&D in '74 and I had been read-
ing the “Strategic Re-
view”. Somewhere in there it was
announced that a new magazine,
“The Dragon” was coming. [ started
sending in unsolicited artwork to
them in early '76. I had a subscrip-
tion and when the 2™ issue arrived
I was stunned to see my first pub-
lished color illustration inside, “The
Remorhaz”. Over the next couple of
years they published several more of

my pieces including “The Ankheg”
which 1 designed and illustrated.

Dave Trampier had left the TSR art
dept. and they were looking for a
new staff artist. Out of the blue I
got a call from Dave Sutherland,
who asked me if I would be inter-
ested in joining them. He seemed
surprised 1 was all the way in
Berkeley, CA. 1 had a theory that
because at the time the Berkeley
area code was 415, and his was
414 he thought I was close
by. They flew me out for an inter-
view It was quite magical seeing the
Dungeon Hobby shop and the rest
of the offices. I moved to Lake
Geneva and joined the TSR art
department in the summer of '79.

[T] After you were hired, do you
recall which of your pieces was first
published in a TSR product?

[E] Whenever I try to think of the
first pieces, my memory always goes
back to my first months. At that
time there was just Dave & I in
the art dept. and he was teaching
me how to make these mono-
chrome color cover illustrations.
Some of them were for playing
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aids, like “Non-Player Character
Records”. These were painstaking to
create, as a separate black and
white illustration was needed for
each tone of color. These had to
be carefully aligned with registration
marks. You didn’t really know
what it would look like until it was
printed. It’s interesting, these days
something like that is trivial to cre-
ate using layers in a digital paint
program. Similar to digital illustra-
tions, there was no physical original
that matched the final printed ver-
sion.

[T] Are there any particular pieces
vou created for the Basic and/or
Expert D&D lines that you are par-
ticularly proud of?

[E] The cover of the Basic Box is
one of my favorite color paintings
and the Mad Hermit holds a special
place. But the Three Wizards Divid-
ing Treasure makes me happy
whenever 1 look at it. It captures
the sometimes not so glorious after-
math of the adventure with, 1 think,
Vancian humor. I am still pleased
by the three very different expres-
sions on three very different fac-
es. Anyone who plays a lot of
D&D will see some truths there.

[T] Do vou remember whose idea it
was to put a portion of the Basic
boxed set illustration into the Expert
box set illustration?

[E] T actually don’t remember, other
than it wasn’t my idea. We ended
up photographing the first painting,
[ glued the photo to the illustration
board, then painted around it.

.Q{r{( Sl
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The Mad Hermit in B2—Keep on the Borderlands

[T] Was there any work that you
created during the TSR days that
was never published?

[E] There was an idea for the cover
of “They've Invaded Pleasantville” to
reproduce Grant Wood’s “American
Gothic” but change some elements:
give the wife antennae and put a
flying saucer in the background
sky. When I finished the painting,
TSR management decided not to
use it because they thought I copied
the original painting too closely and
there could be legal issues. This was
nonsense, of course, but the heads
of the company were still smarting
from their blunders with “Deities &
Demigods” and so were overreact-
ing. It was frustrating because the
concept wasn't my idea but I really
applied myself to the task.

Fantasy Arts Enterprises produced
"The Necromican,” a book of magic-
user spells before "Booty & the
Beasts". Other products included
"Magic and Technological Item
Cards" and "Geomorphic Dungeon
Modules". 1 did the illustrations and



graphics for all of them. The busi-
ness was formed from members of
our D&D gaming group—including
Paul Reiche IlI, who went on to
create some of the greatest comput-
er games of all time.

[T] What sort of things do you do
to 'recharge the batteries” or to
spark artistic inspiration after a
lengthy project or heawy workload?

[E] If 'm having trouble coming up
with inspiration/concepts sometimes
you just have to drop it for a
while, don’t actively think about it
and let the part of your mind that
keeps your heart beating help you
out. Before making art it's often
good to get some exercise, really
helps the brain. 1 like tennis be-
cause it combines fun gaming com-
petition with exercise.

[T] Are there any personal projects
voud love to work on if you had
the time?

[E] Given unlimited resources, I'd
like to create an online computer
role playing game. Maybe not mas-
sively, but ‘somethingely’. It would
be fun to bring my aesthetics to
that genre.

[T] Did you always want to publish
your own adventures, or did that

come later in your career (e.g.
North Texas RPG Con)?

[E] Before joining TSR, as part of
F.A.E. (Fantasy Art Enterprises), we
did publish books of spells, mon-
sters, and treasure but not complete
adventures. [ still haven’t really, I
did create modules for the North
Texas RPG Con, but I only printed
a handful of playtest copies and the
Con produced a limited run “digest”
edition. I'm not sure that qualifies
as being published.

[T] What are you working on these
days?

[E] Right now, I'm in the early stag-
es of working on a cover for Greg
Gillespie’s latest project going over

The Kuklapi, by Erol Otus, found in both the New Monster section and Dungeon Crawl of this issue.
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The Indulger, by Erol Otus, found in both the New Monster section and Dungeon Crawl of this issue.

possible concepts. Also thinking
about the next adventure for my
AD&D 1 edition campaign.

[T] Are you very selective when
taking on work from firms or is it
a matter of timing?

[E] T think I'm fairly selective about
projects. One of the main things is
having creative freedom. [ want to
respect and follow the needs of the
product, stay true to the content,
but at the same time come up with
the concepts muyself.

Note that the illustrations found on
these pages were to end up in the
sequel of “Booty and the Beasts”, a
book that unfortunately never materi-
alized. The illustration on the back
cover was work that was submitted
to TSR but was never used.

Erol has allowed us to print these
three “new” illustrations for the first
time! Thank you, Mr. Otus!

Product Spotlight

Although this fanzine focuses primar-
ily on B/X material, there’s no rea-
son not to review BECMI rule-
books—in fact, I've been trying to
get a review of the mighty Rules
Cyclopedia into Back to BasiX for
some time.

First published in 1991, the Rules
Cyclopedia was compiled and devel-
oped by Aaron Allston. The 304-
page tome was printed in a triple-
column format using a tiny font to
likely maximize word count per
page. Some of the text bleeds into
the bottom border and the print
coloring is unusual but this hardcov-
er book is overflowing with infor-
mation. With an original cover price
of $24.95, this book had great
value for its cost. Although compiled
into a single tome from previous
BECMI books authored by Mentzer
and others, owning the Rules Cyclo-
pedia was a necessity for GMs.



The original printing of the Rules Cyclopedia

First, it was a great resource to find
details about the two optional clas-
ses, the Druid and Mystic. Spells
just for the Druid class are included
as well. To further enhance fighters,
the Weapon Mastery rules found on
page 75 and their special effects on
pages 78 and 79 are extremely
interesting. Those wanting to add a
little crunch to their fighting me-
chanics will enjoy this section. Gen-
eral skills start on page 81, giving
characters many extra abilities—these
feel very much like the early 2nd
edition AD&D skills do.

Combat information begins on page
102 and highlights a lot of infor-
mation and expansions to the early
game. Armor classes from 19 to -
20 are shown and THACO, touched
upon in an earlier section, reap-
pears. Special combat (e.g. striking,
unarmed), mass combat, and rules
for aerial and naval battles appear
in this section. These twenty-five
pages cover a lot of fighting rules.

A section for special GM proce-
dures—including character conditions
and resolution to complex situa-
tions—is found in Chapter 13. Top-
ics like character aging, spell effects,
and damage to magical items are
found here and are extremely useful.

Chapters on the Planes of Existence
and intelligent foes (e.g. spellcasting
monsters) are worth the read. Ap-
pendices for Mystara, AD&D game
conversions, and character and ad-
venture sheets are great add-ons.
The Mystara maps are in full color!
The great part about this book is
that it's a central resource to use
when playing Basic through Immor-
tals D&D. The compilation brings all
the information into a single book
and uses the space to fully detail
both simple and complex topics. For
example, the Wish spell detail nearly
takes up one full page! The Rules
Cyclopedia is an essential book for
any D&D player or collector.

1071—Rules Cyclopedia, 1991 edi-
tion, [SBN: 1-56076-085-0, list
price $24.95. RPGNow.com reprint
(print on demand) available, $29.99,
identifier: 2370009026539.

RULES CYCLOPEDIA

The print-on-demand version of the Rules

Cyclopedia, a slightly larger book in size.




The Magic Shop

Finding new and exciting magical
items is often what drives characters
to explore and take risks in danger-
ous locales.

Bracers of Distortion

As soon as these brass and ruby-
studded bracers are placed on the
wrists, the wearer’s image appears
to distort and move as if there
were several versions of them all
slightly out of phase with one an-
other. Those close to the wearer
are less impacted by the strange
distortion but attackers from afar will
find it hard to pinpoint their foe’s
actual location. The wearer’s armor
class (AC) is four points lower (vs.
missiles only) when wearing the
bracers.

Note that the Bracers of Distortion
cannot be worn over heavier armors
(e.g. plate and chainmail).

Value: 7,500 GP.

Necklace of Spell Negation

Six black stones hang from a silver
chain designed to be worn around
the neck. These magical stones are
artifacts of the Negative Plane and
will absorb most any hostile spell
cast at the wearer. Each stone can
absorb one spell—once it has been
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used, it no longer works to absorb
spells cast at the wearer.

The wearer cannot select which
hostile spell to negate—each spell
that targets the wearer has a 25%
chance of being absorbed. Note that
area of effect spells cannot be ab-
sorbed.

The necklace is found with 1d6
usable stones. Value: 10,000 GP.

Staff of the High Priest

One of the most powerful staves
known to clerics is the Staff of the
High Priest. This highly coveted
staff is difficult to identify due to its
simple and unadorned design.

The staff has three main abilities: it
can store one spell per spell level
each day, can fully heal one injured
or sick individual once per day, and
can boost the morale of friends
while demoralizing enemies.

When the cleric prays for spells,
one “extra” spell per spell level also
gets stored within the staff (may
replace an existing spell, chosen by
the cleric).

The staff heals an injured individual
fully and cures them of any diseases
or sickness. The staff cannot remove
curses or other unnatural afflictions.

All friends of the cleric are Blessed
within sight of the staff, and all
foes suffer Bane in the same man-
ner (as the reverse of the Bless
spell).

Value: 40,000 to 50,000 GP.



Mythicology

Erol Otus’s two new creatures are
this issue’s Mythicology section (and
appearing the two Quarterly Dun-
geon Crawls too).

Kuklapi

The Kuklapi (pron. "kook-lah-pee") is
often the horrific result of a failed
reincarnation. When the deceased
target has either drowned or died
near water, a failed reincarnation
spell may instead produce this semi-
aquatic creature. Small populations
of Kuklapi have been found in
shallow fresh water. Sages believe
that these creatures can produce
Kuklapi offspring, sometimes mating
with other aquatic species.

They are strong swimmers and use
their ability to hold their breath
underwater for long periods of time
to drag victims to the bottoms of
lakes and ponds. Two consecutive
successful attacks indicates that the
Kuklapi will attempt to drown their
victim. They enjoy eating cold flesh,
preferring that of humans and elves
most of all.

Armor Class: 7
Hit Dice: 3*
Move: 40’ (40’ swim)

Attacks: 1 Bite/2 Claws
Damage: Bite 1-6
Claws 1-4/1-4
Special: Drown (see above)
No. Appearing: 1-2
Save As: Fighter: 2
Morale: 10
Treasure Type: C
Alignment: Neutral

Indulger

No one is quite sure where the
Indulger originates, but to cross
paths with one is to face certain
death. The horrific creature has a
large head that sits upon a mass of
tentacles, air tubes, and nodules. It
uses the tentacles to move about
slowly, or projects itself forward
quickly with short yet powerful
bursts of air from its rear air tubes.
Foes making eye contact with the
Indulger's mesmerizing gaze will be
held like the Hold Person spell.
During the time the victim is held,
the Indulger will probe its mind to
steal memories and knowledge, often
leaving them only with their basic
functions and nightmares of the
mental invasion. For each round
the Indulger probes a victim's mind,
the wvictim must make a saving
throw versus Spells or permanently
lose one point of Wisdom or Intelli-
gence. While charmed, victims will
often sing in loud, high-pitched voic-
es.

Foes of the Indulger subtract 4 from
their attack rolls to avoid looking at
the creature. Additionally, the Indulg-
er gains a +4 on all saving throws.
The Indulger often has one or more
charmed minions to protect their
lairs.




The air tube propulsion can be used
as a ram attack doing 2-12 points
of damage to a single man sized or
two smaller then man sized adjacent
targets and can be used 3 times
per day. This attack is unerring
with no saving throw.

Spells, each cast twice per
day: Charm Person, Sleep, Phantas-
mal Force, Invisibility, Dispel Magic.

Armor Class:

0

Hit Dice: 10*
Move: 30’ (60’ Ram)
Attacks: 1 Gaze or
Ram (3x/day)
Damage: Gaze *charm*
Ram 2-12
Special: Spells
No. Appearing: 1
Save As: Cleric: 8
Morale: 10
Treasure Type: G
Alignment: Chaotic

Quarterly Dungeon Crawl #1

Giant Qak Retreat

by Thom Wilson. An adventure for
2-4 characters of 2nd to 3rd level.

Background: Two druids (Elilly and
Ronndal) once lived within a seclud-
ed forest, choosing a great oak for
their home. A small pond of cold,
clear water nearby made the choice
obvious for the pair. Later, they
found that the water had slight
healing properties.

The married couple was content
with their habitat until one day
when a group of hunters mistook
the husband—who often wore a hat
with large antlers—for a deer and
accidentally killed him with an arrow
to the neck. Elily buried him in his
favorite place, by a large rock near
the edge of the pond.

The distraught wife was lost without
her partner until she found that he
had a scroll of reincarnation stashed
away in his nature books. Using the
scroll improperly, the wife brought
her husband back from the dead as
a twisted, semi-aquatic creature that
retained only a fragment of his
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memory of her and their life togeth-
er. Her husband slipped into the
pool and now lives within its icy
depths and the water cave beyond.

After many years, the druid's wife
has become angry with her situa-
tion. Instead of helping visitors and
travelers, she preys on them. She
lures adventurers who hope to find
the secret to the healing waters of
the pond of the great oak retreat—
so her mutated husband can capture
them and feed upon their corpses.

1. Great Oak Retreat Entry

Once unlocked, welcoming visitors to
the druidic retreat, the large wooden
door at the base of the great tree
now stands closed and locked. A
large rusty bell hangs from the an-
cient tree near its entry. Ringing
the bell summons the old druid who
initially looks displeased to be both-
ered before giving visitors a large
smile. She will offer to let adventur-
ers stay in the retreat for 10 gp
per night per person. A large room
in the middle of the tree (between
areas 1 and 2) is clean and com-
fortable and sleeps up to ten.
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2. Old Bedroom

After Ronndal's death and transfor-
mation, Elilly stopped using their
bedroom at the top of the tree.
Instead, she sleeps in area 4, a
converted storage area in the side
of a hill. She now prefers the dark,
cold place instead of the warmth of
the outside. The room still has all
the usual trappings of a bedroom,
but covered in inches of dust and
dirt. A search of the room will
reveal several nature tomes (each
worth 10-25 gp) and a magical
cudgel once used by Ronndal
(treat as a club +1).

3. Rustic Bridge

A simple bridge stretches between
the great tree and the rock for-
mation beyond. At the far end of
the bridge, an opening in the rocky
hill leads to a roughly hewn cham-
ber, once used by the druids to
store fruits and vegetables of the
forest.

www.monkeyblooooesign.co.uk '

4. Converted Storage Room

Elilly has a small cot for a bed and
crude box to store her meager be-
longings. A journal and two vials
can be found at the bottom of the
box—the poorly written handwriting
of the old druid will reveal her hus-
band's demise and her plans to feed
adventurers to her flesh-craving
spouse. The two vials contain a
potent, black liquid that, when im-
bibed, paralyzes the victim for 1
hour per ounce used.

Elilly (druid): (AC 7, HD 4*, HP:
16, #AT 1 or spell, D 1-4+1 (club)
or spell, Save C4, ML 9, Spells:
Bless, Cure Light Wounds, Hold
Person, XP 175)

Elilly carries a matching, magical
cudgel (as found in area 2). It pro-
vides her a +1 bonus to attacks
and damage. She wears a special
ring that summons and controls
forest animals (see box on next
page).
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Ring of the Forest Use as a Ring
of Animal Control with the added
benefit of summoning 1d6 1HD
forest creatures three times per day.
Cannot be worn with armor, but
provides a +2 armor class bonus.

5. Second Storage Area

After leading visitors and travelers to
their deaths at the pool below, Elilly
takes their gear and stores it here
for later sorting. Clothing, armor,
weapons, and other gear are found
in this room in separate piles.

Items Found in Area 5 (roll 1d8)
Result Reaction

1 Leather pants, gloves, dagger

2 Chainmail +1, helm

3 Shortsword, dagger, 50’ rope

4 Backpack, wineskin (full)

5 Dagger +1, new boots

6 Leather armor, small sack

7 Pint of mead, silver ring (20sp)

8 Longsword +1, 1d10 rubies

One result per party member (unique)

6. Ronndal's Pond

In happier days, the two druids
spent much of their time in and
around the pool. They cataloged
creatures, cultivated roots, planted
medicinal herbs, and frolicked in the
cool, healing waters of the pond.
Elilly now only ventures here to
lead visitors to her husband who is
always hungry for more victims.

Elilly will tell visitors that when toss-
ing a silver or gold coin into the
pond, it summons water spirits to
work their magic, enriching the wa-
ters with healing and purity.
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Hundreds of silver and gold coins
line the bottom of the pond, reflect-
ing off the sunlight as it streaks
through the clear water.

The pond is only 20" at its deepest
point and is perfectly clear and
clean. If the sun sneaks between
the great oak boles of the forest
and shines upon the pond, its entire
contents are visible. Ronndal typical-
ly prefers to hide in his lair (area
7) and only ventures out when he
can "sense" approaching victims.

Adventurers will notice that little
water life can be seen in the pond.
Tiny fish and bugs are present but
larger aquatic creatures are strangely
missing. Ronndal feeds on fish once
they grow big enough.

Ronndal (Kuklapi): (AC 7, HD 3%
HP: 15, #AT 1 bite or 2 claws, D
1-6 or 1-4/1-4, Save F2, ML 10,
Special: Drown, XP 50)

(see more information about the
Kuklapi on page 9)

7. Ronndal's Lair

Remnants of dozens of skeletal re-
mains of humans and forest animals
lie upon ledges and in cracks along
the sides of the cave. Gear is
stripped from victims and given to
Elilly for sorting and identification,
then stored in area 5.




8. Hidden Room

Not even Elilly knows of this secret
room beyond Ronndal's lair. Alt-
hough Ronndal has some memories
of his previous life with his wife,
his current nature and desires have
made him more of a beast with the
treasure cravings of a monster. Be-
fore giving Elilly gear from slain
visitors, Ronndal searches their bod-
ies for shiny trinkets and valuables.
He stores these items in this secret
room above his lair.

Use the Kuklapi’s treasure type

(“C”) to determine the hidden valua-
bles here.
Adventure Conclusion

Elilly will do anything she can to
feed her transformed husband, feel-

ing guilt for his current state.
Ronndal barely hangs on to the
memory of his wife, understanding

only their current arrangement (she
brings him food, he gives her items
in return). However, at any time,
Ronndal could kill and eat his for-
mer wife.

Quarterly Dungeon Crawl #2

The High Crypt

by Thom Wilson. An adventure for
3-5 characters of 5th to 7th level.

Background: The reward of immor-
tality is rarely achieved by great
wizards of necromancy and never
attainable before mortal death. Pow-
erful mages and priests have occa-
sionally sacrificed their lives to cruel
gods or succumbed to their evil
studies to return in undeath. But to
be gifted with immortality before
death -- this is the ultimate prize of
any hopeful man or woman.

Eoclises, the high priest of a long-
forgotten god, was a man that once
searched for a way to extend his
life indefinitely. Unhappy with just
simply being mortal, he searched
ancient texts and lost scrolls to
piece together a ritual that would
bring him immortality. After decades
of travel, searching, and study, Eo-
clises found a way to pause the
aging process. Unfortunately, the
final spell completely transformed his
body and bound his soul to the
location of the ritual. He is unable

to leave the High Crypt, instantly
reversing the anti-aging process if
he passes beyond the entry hall to
his lair. Bound to the few rooms of
the crypt, Eoclises continues to
search through his library of books
for a way to escape his fate.

Enlisting the services of a troll
named Grolgolbar, the high priest
has managed to stay fed and sup-
plied. He often sends Grolgolbar out
to retrieve spell components and
other items. In return, he provides
the troll with small trinkets of mod-
erate power and treasure from his
vast wealth.

High Crypt Location

The open entry to the ancient crypt
is found within a small ravine. Grol-
golbar uses his clawed hands and
feet to climb the ravine walls to
enter and exit. There are no lad-
ders, ropes, or stairs down to the
wide ledge just outside the high
crypt entry. Any who look down
into the ravine will see light spilling
out onto the ledge from the open-
ing to the crypt.
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7 1. High Crypt Entry

Light streams out of the open arch-
way, illuminating the ledge outside
the crypt. Dried blood stains and
bone fragments are visible in several
areas of the ledge. A magical spell
(trap) has been cast upon the open
archway that—when triggered (by
passing through the opening)- rings
a bell deep within the crypt. The
bell ring can be heard by anyone
within the ravine and crypt, includ-
ing Eoclises and Grolgolbar.

The Digh Crypc
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Find Magical Trap: Roll under Intel-
ligence (add +4 to roll result).

2. Hallway

A thirty-five foot hallway terminates
in a wooden door at the south-
eastern end. Six alcoves in the hall-
way are filled with inanimate statues
of nameless and faceless gods of
ages past. One statue has been
reduced to rubble, leaving an alcove
open. A search of the rubble will
reveal two rubies worth 250 gp
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each. A

behind the
statue at the far end of the hallway
leads to Grolgolbar’s lair (Area 3)
beyond.

secret door

If the entry spell-trap was triggered,
there is a 50% chance that Grol-
golbar will emerge from the secret
door to attack the adventurers. Oth-
erwise, he may instead let the
group pass and attack from behind.

3. Grolgolbar's Lair

A narrow tunnel descends to a troll-
hole that Grolgolbar uses for his
home. A small pool of brackish
water is fed by a small, trickling
overhead stream (the water from the
stream is clean, but the pool is
used by the filthy troll for bathing).
Bearskin rugs and leather mats cov-
er most of the floor near the pool.
A large chest sits against the east-
ern wall. An iron rod, embedded at
both ends in the cave wall and
floor, covers the chest. A massive
padlock keeps the rod locked over
the chest lid, preventing it from
being opened.



If Grolgolbar is surprised here, he
will be enraged that intruders en-
tered his lair—add +1 to his attack
rolls while he is within his lair. He
wears two of the magical items
given to him by Eoclises—Bracers of
Distortion and a Necklace of Spell
Negation (see the Magical Shop
section of this issue).

Grolgolbar (Troll): (AC 4, 0 versus
missiles, HD 6+3™, HP: 39, #AT 2
claws/1 bite, D 1-6/1-6/1-10, Save
F8, ML 10 (8), Special: regenera-
tion, see page X41, XP 950)

The troll wears an iron key around
his neck that opens the chest in
this room. The chest contains pay-
ment from Eoclises for the troll's
services. Once the chest is opened,
adventurers will find 1,300 sp, 987
gp, a bag of mixed gems (fifty in
total, each worth 2d20 gp), a gold-
inlaid, ivory horn (worth 250 gp); a
necklace of emeralds (worth 1,000
gp), a set of silver plates and cups
(4 of each, worth 25 gp each
piece), a Dagger +1, +2 vs. Un-
dead; and Gauntlets of Ogre Power.

A search of the room may reveal a
bag of diamonds hidden in a bear-
skin rug (twenty small gems, each
worth 50 gp) and a submerged steel
box in the small pool. The steel
box holds 100 pp and a Ring of
Protection +1, 5 Radius. However,
prolonged exposure in the foul wa-
ters of the pool increases the
chance of catching a water borne
disease (e.g. Giardia, leading to diar-
rhea and a penalty to actions until
cured).

4. Workshop

Eoclises occasionally tinkers here,
working on projects to keep his

mind active. His latest work is dab-
bling in golem creation and control.
After mastering wood golems, the
high priest has moved to bone go-
lems (as evidenced by the many
human body parts on several work
tables). He has yet to create a suc-
cessful bone golem but will likely
master the spells and creation pro-
cess within weeks.

Four wood golems stand quietly in
their alcoves in the walls in this
area. They will move to attack after
one minute if any intruders enter
this area.

(4) Wood Golems: (AC 7, HD
4+4, HP: 20 each, #AT 2 fists, D
1-8/1-8, Save F2, ML 12, Special:
see page X33, XP 125 each)

Dozens of valuable tools and devices
are found in this area, each worth
5 to 10 gp in value.

5. Trapped Hallway

An area between two sets of double
doors is activated when the doors
adjacent to area 4 are opened and
other doors are touched. A trap
releasing poisonous gas fills the
small area after the doors on the
western side lock, closing one or
two adventurers in the small space.
Failed saving throws versus Poison
result in a 24-hour, deep sleep fol-
lowed by death (second saving throw
is applicable).

6. The Library of Eoclises

The large room at the end of the
high crypt is now the eternal home
and lair of Eoclises, the transformed
high priest. A once gaunt and tall
priest now appears as a mass of
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tentacles and a giant head that
slides about the room. (Note: the
high priest is an Indulger, found in
the new monster section of this
issue.) Eoclises has adapted well to
his form, mastering his transfor-
mation and new abilities. When not
tinkering with the current fixation in
his workshop (area 4), he spends
his time here in his library, studying
old texts and ancient scrolls filled
with forgotten knowledge.

Thousands of oversized books, vel-
lum parchments, and cloth maps fill
shelves, cabinets, and tables through-
out the room. However, the room's
previous purpose can be determined
after a long look around. Pillars
carved in the shape of serving aco-
lytes and a statue of a warrior-god
hint to an old temple or crypt. A
well in the middle of the room
provides clean water but looks to
have once been a donation well
where visitors dropped coins in
prayer.

Eoclises will toy with smaller groups,
sure that his power easily over-
matches the few intruders. He
wastes no time with larger groups,
instead using his greatest powers to
weaken them quickly.

Eoclises (Indulger): (AC 0, HD
10™, HP: 60, #AT Gaze, Ram, or
spell, D special, Save C8, ML 10,
Special: see pages 9-10 of this
issue for abilities, XP 2300)

In his human-form days, the high
priest Eoclises amassed a hoard of
useful magical items. In his current
form, he is unable to use many of
the items. A secret niche in the
back of the statue holds his greatest
items -- a Staff of the High Priest
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(see Magical Shop section of this
issue), Staff of Commanding, Rod of
Cancellation, and Wand of Fear lie
atop three boxes. The first box
contains a Ring of Telekinesis and a
Ring of Teleporation (as the spell,
once per day). Two potions (each)
of Healing, Gaseous Form and Invis-
ibility fill the second box. The third
box contains the Serpent's Eye, a
fabled green emerald the size of
man's fist (worth 25,000 gp or
more).

An immobile skeleton is at the bot-
tom of the prayer-well, bound to
the bottom by Eoclises long ago. If
Eoclises dies, the skeleton is freed
from his paralysis and begins to
climb up the well.

Large Skeleton: (AC 7, HD 8,
HP: 32, #AT 2 claws, D 1-8/1-8,
Save F4, ML 12, Special: none, XP
650)

A vast treasure of coins lies at the
bottom of the well -- 25,691 cp,
9,745 sp, 4,602 gp and 299 pp
are found at the bottom of the 50'
well. Getting to the coins will be a
challenge for most adventurers.

Adventure Conclusion

If Eoclises dies in his lair, his entire
library engulfs in flames. A magical
fire ward on each pillar of the
room ensures that no one can take
his work after he is gone. Charac-
ters may be able to grab an armful
of books and scrolls before safely
exiting the burning library. Note that
the fire does not spread beyond this
room and that the contents of the
secret niche in the statue remain
unharmed after the fire consumes
the room.



Spellbound

Some players have discussed the
merits of subclasses in B/X, extend-
ing the four main archetypes to
include variants as AD&D once did.
Fans of AD&D played illusionists,
druids, paladins, rangers, monks,
assassins and other niche classes.
However, B/X remained loyal to the
seven classes, four human and three
demi-human. Other systems like
Labyrinth Lord and BECMI added
additional classes to extend the main
system for players looking to change
up their game somewhat. We're not
going to argue RAW wversus home-
brews or alternative rules here, but
adding a roleplaying element to the
game to alter your main class is
slightly interesting. In this issue of
Spellbound, we'll take a look at
altering the low-level cleric into a
druid, mainly through spell choices.

It's important to note that we're not
making a druid class for B/X --
that's been done elsewhere. But if
your player wants their cleric to be
more druidic in style, this article
may be for you.

Druidic types have always served
nature and nature-revering deities.
Some would say that they don't
serve a god at all but only Mother
Nature herself. Regardless of how
your pantheon or polytheistic system
is set up, you can easily allow cler-
ics who serve nature.

The B/X system already has includ-
ed many spells that are druidic in
nature - I'm guessing Gygax and
his editors of the system intended
to keep that flavor within the cleric
class in this manner. Spells like
Speak with Animal and Speak with

Plants are clear indicators of this
nod to druids.

Since this article focuses on spells
and spell behaviors, well only look
at new spells for the cleric that
wishes to have a few more druidic
abilities.

Additional 1st Level Spells (cleric)

No. Spell
9 Animal Whisper
10 Find Plant
11 Restore Plants
12 Move Plants
In addition to the ejght spells in B/X

Animal Whisper

The cleric whispers a simple, short
message to nearby animals. All ani-
mals within range (50" times caster
level) may hear and understand the
message. The animals may save
versus Spells to ignore the message.

Find Plant

At a range of 50" per caster level,
the cleric may automatically detect
the location(s) of the desired plant.

Restore Plants

When the cleric casts this spell on
damaged or dead plants, they may
restore 1d6 per caster level plants
to healthy, thriving growth.

Move Plants

The cleric may move 1d6 plants (or
1d6 feet of plants, e.g. vines) per
caster level out of the way to clear
a path or doorway. The plants are
not destroyed or damaged, only
moved aside.
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Additional 2nd Level Spells (cleric)

No. Spell
9 Find Water
10 Plant Growth
11 Plant Resistance
12 Summon Woodland Creatures
In addition fo the eight spells in B/X
Find Water

At a range of 50' per caster level,
the cleric may automatically detect
the location(s) of water. Note that
this spell does not determine the
quality or cleanliness of the water
found.

Plant Growth

This spell increases the overall size
of plants by 1d6 feet per caster
level. Note that the cleric can affect
several plants at once, splitting the
sizes amongst all of them (in total).

Plant Resistance

When cast upon one or more
plants, the cleric gives the target
plants resistance to all elements for
1 month per caster level. The num-
ber of plants affected are 1d6 per
caster level.

Summon Woodland Creatures

For each caster level, the cleric may
call 1d6 woodland creatures to assist
him or her. The woodland creatures
are typically non-combatant and
found in glades, forests and plains,
e.g. rabbits, deer and squirrels. Their
level of assistance is limited to their
physical makeup and is never com-
bative.

Note that any of these spells could
be known and used by the druid in
this issue’s adventure, Giant Oak
Retreat (pg 10).

Crimson Abbey of the Broken God — Part 7

Completing their search of the se-
cret room at the hallway split (area
A7), the group of brave adventurers
continues to search for the ruined
temple in the Crimson Abbey.

Hallway from Eastern Areas

At the split in the hallway near the
secret room (A7), an unused pas-
sage leads back up to the ground
level of the abbey.

Highly revered monks, deceased
centuries earlier, have been buried
in secret tombs in this ancient hall-
way. Finding the first secret door is
challenging but each one thereafter
becomes easier to discover.

Secret Doors Check: subtract -1 to
the chance for the first door. Add
+1 to each check after finding each
additional secret door in this hall-
way.
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All. Burial Crypt #1

The skeletal remains of an old
monk lie on a white marble slab in
the center of this small room. A
ruby headband (like those from area
A3 from issue #2) rests upon the
head of the deteriorating skeleton.
Removing the headband has the
same effect to the skeleton, awaken-
ing it from its eternal slumber.

Venerable Skeleton: AC 7, HD
2+2*, HP: 10, #AT 2 claws, D 2-
5/2-5, Save F2, ML 12, Special:
immune to charm, sleep and fire,

XP 35)

Besides the magical, ruby headband,
the only treasure in the room can
be found in the base of the marble
slab. A scroll of Protection from
Magic and a purse of 15 pp are
found in a secret niche.



A12. Burial Crypt #2

Most of the skeletal remains of the
dead monk have turned to dust,
leaving only bits and fragments of
bones behind. A search of the
room will uncover a rusty, iron club
and a box full of ivory game pieces
for a long, forgotten game (20 piec-
es, each worth between 5-10 gp).

A13. Burial Crypt #3

A blackened marble slab at the op-
posite end of the room appears to
have once been engulfed in fire. A
skeleton lies strapped to the slab
with iron chains and restraints, its
bones also blackened by hot fire.
Although the skeleton is inanimate,
stepping within 5 of the remains
has a 5% chance per point of Wis-
dom to project a brief image of a
restrained, elderly monk being
burned alive.

Al4. Burial Crypt #4

Empty of bones, this burial chamber
is the home of a distraught Wraith.
Unlike most undead creatures who
seek to destroy the living, this crea-
ture desires to be free of its con-
fines. It only attacks those that first
attack it. If the door to its prison is
left open, the wraith will try to exit
the area.

The creature’s loathsome wail is
enough to frighten even the tough-
est adventurers.

Lonesome Wraith: AC 3, HD 4*
HP: 19, #AT 1 touch + special, D
1-6 + energy drain, Save F4, ML
12, Special: level drain, fear-causing
wail (as Blight spell), XP 175, see
page X42)

If the characters prevent the wraith
from exiting without attacking it,
they can get it to answer a single
question in exchange for freedom. It

can only answer questions that re-
late to the abbey when it was oper-
ational centuries earlier. Note that
questions regarding the Broken God
and the demise of the abbey will be
met with hostility and ambiguous
responses.

A search of the chamber will reveal
a tome under a hidden, removable
piece of the slab (at the top). The
tome is written in ancient language
only used by the monks of the
abbey, decipherable only with the
translation text found in the abbey
library (found in a later issue). A
scroll of Cure Serious Wounds is
found tucked into the back of the
tome.

Alb. Stairs to Ground Level

Wide stairs lead up to a locked
door at the end of the hallway.
The locking mechanism is complex
and rusted, the door unused for
many years.

Open Lock: Thieves work at one or
two levels below their current skill
level (50% chance).

A1l6. Dining Hall

Four large tables and dozens of
stools fill this large chamber. Four
hallways lead out of the room (see
map). Half a dozen human skeletal
remains lie in various parts of the
room and remain inanimate. Howev-
er, a large creature resembling a
skeletal minotaur rises from the floor
at the first noise made here.

Skeletal Minotaur (undead): AC 7,
HD 3+3, HP: 18, #AT 1 gore/1
bite, D 1-6/1-6, Save F3, ML 12,
Special: ignores sleep and charm,
XP 50)

The room is otherwise empty of
anything valuable.
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Crimson Abbey of the Broken God
Map 4

The hallway to the south leads to
the kitchen, the two halls to the
west lead to monk bedrooms, and
the hall to the north will take ad-
venturers to the library, prayer
rooms, and temple.

Special Note: Affer Whystal con-
sumes the potions of Healing in
area A7, he is healed to full HP.
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What Comes Next?

After their battle with the undead
minotaur, the stalwart adventurers
will again, luckily choose the right
direction to go—they will head north
and find the more interesting parts
of the abbey...and maybe its forgot-
ten secrets.
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To Have and To Hold — A Nofe from the Fanzine Creator

One of the side effects of our hob-
by crossing over into mainstream
culture is that it has increased the
number of serious collectors of both
new and old material. While newer
material seems to ever increase in
page count, offering gorgeous art
and professional layout, the older
books and accessories of the pre-
2000's have become increasingly
hard to find and more expensive as
well. Newer players are not only
excited about backing a Kickstarter
book for $100 but wil also often
pay more for a much smaller
book—made with simple black and
white illustrations—that was written
by one of the few RPG companies
of the ‘70s and ‘80s. Prices of
older material is on a drastic rise—
just one look at eBay and Facebook
Marketplace for uncommon or rare
products from TSR, Judges Guild,
or Chaosium will indicate that prices
are climbing while availability is
shrinking.

The appeal of the older books is
obvious—these are the products that
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started it all. In a time when new
creations and ideas seem to be few
and far between and companies are
satisfied with repackaging and repro-
ducing materials more than once or
twice, new collectors are eager to
get the originals (i.e. the first ver-
sions printed decades earlier). An
influx of new money from younger
collectors has shaken up the market-
place, driving prices of hard-to-find
books to an all-time high. Most
serious and older collectors (i.e. col-
lectors that have been collecting for
awhile, not their age necessarily)
already have their copies of the rare
books, carefully acquired through
trades, GenCon auctions and the
early days of eBay. Even many of
the semi-serious collectors (I can
count myself in this group) have
completed much their collections by
now and are standing back, watch-
ing the frenzy of buying and selling
with amazement. And if you haven't
completed your lists by now, you're
in trouble. A whole new group of
buyers, willing to spend absurd
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amounts of money on books, has
entered the market. These folks are
going to quickly buy those things
you've been patiently waiting on for
years.

So, what can you do if you're an
old school collector just trying to
find those last remaining pieces to
fill in the collection holes? Unless
you're willing to spend top dollar,
you're going to have to wait for
aging collectors to pass their

collections on to their spouses and
children who may not have the
same passion in the hobby and are
willing to sell them off. At some
point in the next couple of decades,
the number of huge collections that
will likely hit the market will sudden-
ly make many of those impossible-to
-find pieces available again. I know
mine will probably be out there too.

Thom Wilson

Publishing News

In this issue, Ill review the final
installments in the B/X Essentials
line, "Monsters" (book 4) and
"Adventures and Treasures" (book 5).
Unlike the previous three books,
these two are primarily for the
game master, useful for game prep-
aration or at the table during game
play. The books are 48 pages in
length, each filled with useful infor-
mation to build and run your B/X
game.

Gavin Norman of Necrotic Gnome
has perhaps produced one of the
best B/X monster books money can
buy. This book is arguably my fa-
vorite in the series. Every Basic and
Expert monster is listed alphabetical-
ly in this guide with simple-to-use
and easy-to-read stat blocks and
bulleted abilities. The stat blocks are
highlighted in a green color making
them pop out to the reader. Every
critical stat point is listed, including
the creature's saving throws and XP
value. These two additions alone are
enough to make this book superior
to many of its predecessors! GMs
will not have to look up creatures’
saves or XP wvalues in other charts
found in other materials. Additional-
ly, THACO and treasure types are

listed, rounding out the most com-
plete stat block of any monster
guide I have seen.

Little space is wasted on detailed
creature descriptions, instead reduc-
ing appearances, habitats, and other
interesting details to one or two
sentences. Veterans of B/X and
other fantasy RPGs will enjoy the
simplicity here -- there's not a lot
of space dedicated to describing well
-known fantasy monsters that have
all become so familiar. Creature
abilities are bulleted under their stat
blocks. Each bullet point provides
enough detail to quickly find the
monster's special abilities.  Abilities
shared by the same creature types
are bulleted before the stat blocks
for each wvariant of the creatures.
For example, the Bear (found on
page 7) lists the "bear hug" special
ability, shared by all the listed bear
variants. Each wvariant (black, cave,
grizzly, and polar) lists their own
abilities specific to their variation,
but all share the same general abil-
ity for "bear hug". There's no need
to list this ability repeatedly under
each wvariant, saving space and
avoiding redundancy.




This book has now replaced my
current B/X monster guide -- it is
easy to use and provides all the
pertinent details 1 need, both in
prep and at the table.

At first, it may seem strange to find
the adventuring guidelines of the
Basic and Expert rulebooks in the
first 16 pages of what seems to be
a treasure-heavy book when examin-
ing the last book in the series,
"Adventures and Treasures". But
Necrotic Gnome transitions the pag-
es seamlessly, steering readers from
"placing treasure" in encounters to
the treasure type tables themselves.
Although readers may flip directly to
the magic item tables and item de-
tails, there are wuseful nuggets of
information for GMs in the adven-
ture design and encounters pages. [
especially enjoyed the wilderness
encounter tables which use a double
die roll result to quickly and simply
indicate both the master and sub-
table encounter details.

The treasure section is 32 pages
and is filled with the classic

(including both unusual and rare)
treasures of B/X. The treasure type
pages bullet-list out the percentages
and number of different valuable
items by type. By page 20, though,
the reader finds themselves in the
meat of the book - magical items!

A

The full 5-book line of B/X Essentials.

Unfortunately, the author was unable
to keep to his original intent of
avoiding cross-referencing other
books, but understandably so—many
magic items have properties that
mimic spells. To list each item
property by describing the spell al-
ready listed in the "B/X Essentials
Cleric and Magic-user Spells" book
made no sense. Thus, many items
refer to the spell guide when neces-
sary, but Necrotic Gnome wins here
by providing the exact page of the
spell in the book referenced. As a
GM, I can live with this approach.

The last three pages of the section
ends with great insight and detail
for sentient swords. Of course, Id
have loved to have seen the author
expand this to sentient items, but I
appreciate that he kept it close to
the original guides.

As with each book in the five-book
series, the cover art of these last
two books was illustrated by the
same artist, Andrew Walter. Many
of the interior artists return in the
final two books as well. Each of the
monster illustrations stand out, espe-
cially Kyle Latino's Giant Leech on
page 27 and Matt Ray's Gelatinous
Cube on page 19. Both books’
covers have a different base color,
making it easy to find the guide
youre looking for on the shelf.

Each book in Necrotic Gnome's full
collection of "B/X Essentials" is
available on DriveThruRPG for
$4.99 in PDF or $7.99 in print. A
premium print version is also availa-

ble for each for $13.99.



Interview with a Legendary Contributor—dJennell Jaquays

One of the most versatile early con-
tributors to the RPG industry was
Jennell Jaquays—her ability as an
author and artist were apparent in
products at TSR and Judges Guild
during the heyday of the hobby. In
this issue of Back to BasiX, 1 get
to talk to her about her work in
those formative years.

[Thom] What vear did vou get hired
at TSR? Do you remember your
first assignment(s) there?

[Jennell] I joined TSR as a staff
artist in September of 1993, though
[ didn’t start working on site in
Lake Geneva until the beginning of
November. Despite my history as
both an artist and designer, my
employment with TSR was strictly
as an artist. The process actually
began before Christmas the previous
year, in 1992. At that point, I had
already been freelancing to TSR for
nearly 7 vyears as an artist, editor,
and designer. I was showing my art
every year at Gen Con and was
good friends with the couple who
ran it. Clyde Caldwell had recently
left TSR. As a freelancer, I had
already picked up at least two
paintings that he had been sched-
uled to paint: The Dragon Mountain
cover for AD&D and The Enemy
Within novel cover for Ravenloft.
TSR’s art management went to the
couple who managed the Gen Con
art show for suggestions. They sug-
gested me. It took till mid-February
for discussions to begin. And then,
it turned out that I had worked
with the Director of Graphics, Tom
Lavely, when we were at Coleco
Industries, working on the Cole-
covision and ADAM computer. |
was the director of game design, he
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was in charge of package design.
And he actually remembered me. I
then remembered WHY he remem-
bered me. He was part owner of a
race car we were using as a prop
to promote a racing video game.
He let people sit in the car at
shows. I got in, but I couldn’'t get
out. My foot got stuck inside the
car. They had to partially disassem-
ble it to get me out.

But then, TSR did a hiring freeze.
So, I went back to freelancing.
They reached out to me several
months later to start talking about
an interview, but it wouldn’t be until
July. When Gen Con came that
summer (in August), [ could an-
nounce that I would be joining
TSR. My first assignments were
prototype covers for the new juve-
nile fiction line. After that, I worked
on card art for Wild Space, a
board game similar in some regards
to Dragonstrike, which used a video
to tell the story along with game-
play. The game was loosely based
on AD&D Spelfjammer, in that it
used many of the same visuals.
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[T] When did vou begin writing for
TSR, before or after (or during)
vour Judges Guild work?

[J] T began writing and editing for
TSR in 1986. My first projects
were small, an AD&D mini adven-
ture and then assigned contributions
to one of the AD&D lair books and
then contribution to editing a D&D
module. After that, they trusted me
with larger projects.

[T] Do vyou recall which of your
work was first published in a TSR
product? Was it writing or artwork
or both?

[J] My first published work for TSR
was a piece of filler artwork, a
wizard, in the first issue of The
Dragon magazine in 1976. 1 would-
n't write for TSR for another 10
years.

[T] Which passion came first, writing
or illustrating (for TSR and other
firms)?

[J] Art was always the first passion.
It's what got me into game publish-
ing while I was still in college. My
first client in games was The Space
Gamer.

[T] When looking at the early
BECMI work, you wrote 'Talons of
Night' (M5) for the Masters Ilevel.
Can you recall and detail how you
got assigned that project and what
inspired you fto write that story?

[J] T got the assignment because by
early 1987, 1 was actively a part of
the TSR freelance editorial and de-
sign pool. My work on (I19) The
Egg of the Phoenix for AD&D (as
an editor and developer) showed I
could handle a larger project. The
inspiration was the overview they
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gave me for the project and the
types of play features that needed
to be in it. These included high-level
adventure, international politics, army
combat, and the design and devel-
opment of the interior of the Isle of
Dawn. 1 no longer have my notes
from that time, so I don't remem-
ber exactly what was going through
my head. [ apparently had some
fascination with the medieval board
game, Nine Men’s Morris, because
that’s a recurring theme through the
adventure.

[T] Was there any work that you
created during the TSR or Judges
Guild days that was never published?

[d] T know 1 left at least one Rune-
quest adventure unfinished when I
left Judges Guild in ’79, a dwarven
mine setting called Shadowflame
Mines. A few of the art pieces
(color paintings) I did for them were
never used and may have been lost
(apparently much of their history
was destroyed when a tornado
ripped open a storage unit). One of
my first projects at TSR was to
paint a number of card illustrations
for a game called Wild Space that
was never finished.

When [ parted company with TSR,
two of the board games [ worked
on with Steve Winter were never
published by TSR or WotC. One
was a new version of David Meg-
arry’s Dungeon board game and
another original game called Goblinz
(I did the cover art, created the
name and logo, painted the game
board and the player tokens). My
last painting for them, Thief in the
Tomb of Horrors ended up on the
cover of an unrelated book from



WotC. They also lost my prototype
artwork for the Treefolk Dragon
Dice expansion—and then when
SFR published the dice several years
later, they went with their own cov-
er and a major redesign of the dice
icons (I did most of the dice icons
for Dragon Dice and the expan-
sions).

Finally, the entire Champions set for
Dragon Dice and two expansions
for Marvel Super Hero dice games
were never published (I did all the
icon art for those).

[T] What sort of things do you do
to 'recharge the batteries” or to
spark artistic inspiration after a
lengthy project or heavy workload?
Since you are both a writer and
artist, are there different approaches
to preparing for the next project for
each creative medium?

[J] T recharge batteries by doing
game-related crafting projects
(making my own dungeon tiles for
3D printing, painting miniatures), or
reading, or watching movies. Essen-
tially, 1 just get away from whatever
aspect of a project that I am work-
ing on and do something different
for a while. That can include crea-
tive work that has nothing to do
with the creative work that I'm sup-
posed to be working on.

[T] Are there any personal projects
voud love to work on if you had
the time?

[J] I'd like to paint more miniatures
and do more game-related crafting.
I'd like to get deeply into 3D
sculpting for miniatures, and maybe
work on some video games again.

[T] What are you working on these
days?

[J] I'm working on quite a few
things. 1 have three different classic
D&D-style adventures I'm developing,
based on my old Dungeoneer adven-
tures. I'll be playtesting one of them
at Gary Con XI in March. I'm also
doing a redesign of my first Central
Casting character history book. 1
expect it to be two or even three
times the amount of content of the
original. All of these are for self-
publishing under my own 5" Wall
Games & Miniatures brand. On top
of that, I'm slowly working on a set
of 3D printable game tiles and ac-
cessories. And on top of that, I do
game and packaging art and some
game concept art for a video game
studio 1 co-founded, Olde Skesbl, Inc.

Thank you, dJennell!

Question responses © 2019 Jennell
Jaquays

The;ﬂ Caverns of Thracia

Paul Jaquays @

Ofticlal Dungeon Approved For

DUNGEORS & DBAGONS

Another well-known book by Jennell!




Product Spotlight

We've vet to spotlight adventures for
higher level characters in Back to
BasiX—mainly due to the primary
focus of B/X (levels 1-14). Howev-
er, with Jennell Jaquay’'s interview
this issue, I've decided to review
Talons of Night, a master's level
adventure.

I cannot recall ever playing or run-
ning this adventure, probably be-
cause our characters rarely advanced
past expert levels. As kids, we al-
ways seemed eager to start new
characters once our current charac-
ters built strongholds and recruited
followers. Looking at Talons of
Night, I can see that we missed
some fun and challenging opportuni-
ties. Of course, we would have had
to get through the Companions
levels first.

This adventure takes characters
through two key quests before drop-
ping them into a final, difficult chal-
lenge. To say it's a bit of a rail-
road is accurate, but for good rea-
son—each piece of the adventure
puzzle leads to the next. Characters
must assist a king, ensuring that an
upcoming peace conference suc-
ceeds. The first quest leads to find-
ing a lost artifact that is critical to
the peace treaty and takes the char-
acters to the lair of an undead king
of an ancient land. The second
quest takes characters out of the
Prime Material plane and into the
realm of a dangerous immortal who
is an outcast amongst her own kind
herself. Puzzles, games, and difficult
physical challenges make this adven-
ture truly worthy of the master’s
level series.

I'm not generally for railroad adven-
turing, requiring part one to always
be completed before part two, and
so on. However, this was the way
many adventures were written in the
early days of TSR’s module explo-
sion. GMs were given carefully
planned plots with milestone objec-
tives for the player characters. Many
of the inter-dimensional or planar
adventures of higher level systems
(mainly the “M” and “I” of BECMI)
required assisting GMs with challeng-
ing scenarios and complicated quests
by walking them through the story
details, step-by-step.

Although fairly linear, this adventure
offers several challenging encounters
for characters along the way to the
final quest. Physical challenges
(combat) are tough, with a good
mix of both number and difficulty of
foes found throughout. The introduc-
tion highlights the need for charac-
ters to have a few weapon skills
(an optional mechanic presented in

v
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the Companions set) for obvious
reasons—Expert and Mastery weap-
ons skills offer characters better to-
hit and damage bonuses, speeding
up combat with foes with loads of
hit points. Without weapon master-
ies, combat in several encounters
may turn into a long, drawn-out
affair.

A game called the Spider's Web
offers players a different type of
challenge, requiring them to think
quickly and work out patterns to
defeat the undead king to learn the
location of the missing artifact. The
game board is printed in color on
the tri-fold cover, and detailed in-
structions in the book make it easy
for GMs to learn and play the role
of the evil, undead mystic. It's not
often that an early TSR adventure
offers this type of challenge to play-
ers. The author does a great job
making this game both interesting
and challenging for players.

Travel distances between objectives
are vast in several places in the
story. Traveling through different
worlds and lands could lead to a
lengthy addition to campaign time,
but in order for the characters to
preserve peace at the conference,
they need to hustle through the
areas quickly, often missing or skip-
ping side encounters to complete
their mission.

Several player handouts and detailed
maps are found at the book’s cen-
ter. A page of clues for an im-
portant encounter area offers many
helpful hints to player characters. A
side box highlights ‘Squad Combat
Rules’, a mechanic for group
fighting.

Booklet and tri-fold, inside cover of Talons of Night.

Overall, I really like this adventure.
What [ like most about Talons of
Night is that it provides a sound
structure for master’s level adventure
design for novice GMs. It’s written
methodically and shows, step-by-step,
how the story unfolds. Jennell’'s
writing is excellent—it’'s clear, con-
cise, and with the perfect amount
of detail.

Like many of the TSR books of the
mid- to late-80’s, it is a little light
on art. Besides the handouts and
pre-generated character illustrations,
there are but a half a dozen illustra-
tions in the 48-page book. Howev-
er, the number of maps and
handouts for players and GMs more
than make up for the minimal story
art. With Jennell being both an
accomplished author and artist, the
company really missed an opportuni-
ty to fill the book with her talented
artistry.

Talons of Night is a great addition
to your collection and may be a
worthy challenge to your high-level
campaign!

M5, Talons of Night, written by
Paul Jaquays. 1987. ISBN: 0-88038
-491-3: #9214, 1987 $5.95 price;
48 pages; for 4-8 characters of
20th to 25th level.




The Magic Shop

Not every useful magical item found
in your adventures has to be a
sentient sword or armor. Sometimes,
that strange or unique item can be
just as useful in the right situation.

Magnetic Belt

A fur-lined, wide belt with a porous
rock at its center fits any waist size.
The strange rock is a meteorite
fragment that has been negatively
charged, producing reverse magnetic
polarity. Any magnetic metal that
comes within 10 feet of the wearer
of this belt is strongly repulsed.
Attacks made with weapons of iron,
nickel, or steel are at —2. Damage
by successful attacks made from
affected weapons are
“softened” (reduced) by 1d4 damage
due to the repulse of the metal.

Note that the wearer of this belt
cannot wear iron, nickel, and steel
armors or use weapons made from
these metals.

Value: 2,500 GP.

McAusland
Ring of Asphyxiation

Wearers of this cursed item believe
they have found a Ring of Water
Breathing. However, when worn
underwater, the ring immediately
causes the wearer to gasp for air,
instantly eliminating any chance of
holding their breath. Value: 1,000
GP.
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Necklace of Acid Orbs

Two to twelve small emeralds hang-
ing from thin strands of silver on a
thick chain make up the Necklace
of Acid Orbs. Each emerald can be
removed and thrown a distance of
30’. When the emerald makes con-
tact with a hard surface, it explodes
dealing 1d4+1 acid damage to all
within 10’ of the contact point. The
acid from the emerald deals an
additional 1d4+1 damage to affected
targets initially struck by the attack
in the next combat round, or to
any who move into the original
area of the explosion.

Value: 5,000 GP.

Art by William
McAusland

Bracers of the Novice

The Bracers of the Novice appear
as gold bracers encrusted with doz-
ens of small gems. Each new com-
bat round, the bracers change to a
random class, providing a bonus or
ability to the wearer (found table

below). When combat ends, the
bracers deactivate. Value: 25,000
GP.
Bracers of the Novice
1d4 Roll Ability
1 (Fighter) +1 to-hit, damage
2 (Thief) Hide in shadows
3 (Cleric) Random Cleric Spell
(1st level) *
4 (Magic User) Random MU
Spell (1st level) *
* roll on spell list or allow plaver to pick
(GM choice)




Mythicology

The two new creatures in this is-
sue’s Mythicology section are found
in the Quarterly Dungeon Crawl on
pages 11-15.

Mummy, Sewer

Crypts built too close to city sewers
are often eventually flooded, filling
the burial chamber with sewage,
refuse and filth. Magically-animated
mummies in these waterfilled crypts
may escape their confines and wan-
der forgotten sewer tunnels in
search of prey. Unlike most mum-
mies, their waterlogged wrappings
make them immune to fire damage.

Armor Class: 3

Hit Dice: 6™

Move: 60’ (20

Attacks: 1 Touch

Damage: 2-12 + disease

Special: Immune to fire,
sleep, charm, and
hold spells

No. Appearing: 1

Save As: Fighter: 6

Morale: 12

Treasure Type: D

Alignment: Chaotic

Copyright 2012
Csaba Kemeri

Art by Purple
Duck Games

Slime Crawler

One of the only known creatures to
be wholly unaffected by slime, the
Slime Crawler seeks out prey of all
types in sewers, dungeons, and dank
caves. They will eat nearly any liv-
ing thing but seem to prefer slime,
elves, and halflings best. They never
seem full, constantly seeking their
next meal before they have finished
their current victim.

Slime Crawlers are immune to cold
and non-magical attacks.

Armor Class:
Hit Dice:
Move:
Attacks:
Damage: Spit
Special:

No. Appearing:

Save As:
Morale:
Treasure Type:
Alignment:

7

4%

20’ (10’ climb)

1 spit

2-8

Paralytic slime,

immune to cold,
normal attacks

1

Fighter: 4
12

Nil
Neutral
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Quarterly Dungeon Crawl

Sewer Crypts of Skardus

by Thom Wilson. An adventure for
4-6 characters of 4th to 8th level.

Background: Sewer denizens below
the fallen city of Krixdos once fol-
lowed the great wererat king,
Skardus. His reign of just and fair
rule below the corrupted city made
him well-loved and respected by
thousands of undercity citizens.

By the time Krixdos fell, the sewer
population far outnumbered the re-
maining city dwellers above. Unfortu-
nately, corrupt and diseased Krix-
dosians fled to the sewers, seeking
the rumored safety and prosperity
under the wererat king. A war for
rule of the tunnels soon reduced
both sides to insufficient numbers,
and eventually, the sewers were
deserted.

Skardus and a handful of his re-
maining devoted minions took their
own lives, but promised to return
someday to wreak vengeance on
those that had disrupted their way
of life.

Upon the ashes of Krixdos, a new
city was built. Its current inhabitants
are unaware of the history of the
city and its sewers. In their effort to
expand the new sewers into an
older area of the tunnels, the engi-
neers found a hidden entry into an
unknown area. Several engineers
have entered to explore the tunnels
but none have returned. A bounty
of rubies and emeralds (total value
of 10,000 gp) is offered to whom-
ever can find the lost engineers and
clear out the tunnels for possible
expansion and use.
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1. Sewer Entrance

A hidden door was found in an
older sewer tunnel below the far
edge of the new city. Ancient
blocks of stone and mortar have
been pulled down, revealing an
open space beyond. Shovels, picks,
and wooden boxes have been left
near the entrance, as if the engi-
neers fled the area quickly.

2. Antechamber of the Dead

Bones of thousands of large rats
have been piled in the middle of
the room. When disturbed, many of
the fragile bones fall to dust. Two
partially decayed human forms lie
face down near the pile. When
examined, the bodies will be found
to be those of two missing engi-
neers. Their faces and limbs have
been thoroughly gnawed upon, leav-
ing large holes of missing flesh and
muscle throughout. The bite marks
are relatively fresh.

A search of the engineers will find
personal effects, including a strange
silver key found in one of their
hands.

3. Minion Burial Tomb

After assisting Skardus in his suicide
ritual (in area 13), his devoted min-
ions sealed off the tunnels and took
their own lives. Lying upon five
stone slabs in this area, the wererat
devotees ingested poison and suc-
cumbed to death. The reopening of
the tomb has reawakened the crea-
tures, now existing as undead. They
have begun the ritual of awakening
their master, Skardus, found in area
16.



One to four Wererat Ghouls will be
in this area, guarding the lower
level of the crypts.

Minions, Wererat Ghouls (1d4):
(AC 6, HD 3+1* HP: 16 ea, #AT
2 claws/1 bite, D 1-3/1-3/1-3 +
paralysis, Save F3, ML 10, XP 75
ea, no lycanthropy disease)

Map by Glynn Seal

All memories but the ritual to rea-
waken Skardus have been forgotten
by the wererat ghouls. Their sole
purpose is to protect and prepare
their master for his quest for re-
venge.

Each minion wears a silver chain
and sapphire pendant, worth 1,500

ap.
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4. Hall of Misdirection

A strange, glowing glyph on the
wall between the two staircases is
legible by any who attempt to read
it (it magically translates to a lan-
guage the reader knows). If the
reader fails a saving throw versus
Rods, Staves, and Spells, he or she
will be convinced that they have
found Skardus’ tomb in area 5.
Those that pass their saving throw
will read the word “Death” instead.

5. Tomb of Fiery Death

An ornate tomb filled with piles of
treasure and a single stone sarcoph-
agus is found at the top of the
stairs. Characters will see a wrapped
individual lying within the sarcopha-
gus, that slowly rises if any enter
the room. The treasure is an illu-
sion, designed to bring trespassers
into the room. A false mummy rises
from its resting place, only to ex-
plode in a ball of fire when charac-
ters approach the treasure or its
sarcophagus. The mummy explodes
for 6d6 damage, enveloping the
room in fire (a successful saving
throw wversus Rods, Staves, and
Spells reducing the damage to half).
Once destroyed, the room appears
empty but for a blackened sarcopha-
gus.

6. Eternal Guardians

Twelve skeletal warriors stand guard
along the east and south walls of
this small hall. Armed with pole
arms, the skeletons attack any who
enter the area from the north.

Skeletons (12): (AC 7, HD 1, HP:
8 ea, #AT 1 weapon (pole arm), D
1-10, Save F1, ML 12, XP 13 ea)
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7. Hall of the Departed

Stretching over 125 feet, this long
hall is filled with the bones of faith-
ful minions and denizens of the
sewers who stayed behind when
Skardus ended his life. Piles of
bones are found every few feet,
comingled with various creatures of
all shapes and sizes.

For each 20 feet travelled by char-
acters, there is a cumulative one in
twelve chance that hundreds of the
bones magically animate to form a
hideous, bone amalgamation.

Bone Amalgamation (1): (AC 4,
HD 6% HP: 30, #AT 1 bony claw,
D 2d4, Save F6, ML 12, XP 500)

Once an amalgamation animates,
the chance for another to be creat-
ed resets to one in twelve. The
creature will not leave the hallway
and may return to a pile of bones
if the hallway is vacated.

There is a one in six chance to
find a single treasure item within a
destroyed amalgamation.

8. Healer to the King

Skardus’ personal healer and trusted
confidant was slain in an uprising
months before the king took his
own life. His form was buried here,
safeguarding many of Skardus’ minor
treasures.

A single stone sarcophagus covered
in centuries of dust is found in the
chamber at the bottom of the long
staircase. Although the healer is
long dead, a Yellow Mold inhabits
the sarcophagus, growing under the
lid. Any movement of the lid has a
50% chance of causing the mold to
squirt out a cloud of yellow mold



spores, covering a 10’x10x10’ area.
Any caught within the cloud must
save versus Death Ray or choke to
death in six rounds.

Yellow Mold: (AC automatic, HD
2, HP: 10, #AT 1 spores, D 1-6
+ special (poisonous spores), Save
F2, ML NA, XP 20)

The decaying body of the healer is
surrounded by piles of gold, silver,
and platinum coins (750, 1750, and
250, respectively), hundreds of loose
gems (1d6x1d100, half valued at 10
gp each, the rest 25 gp each), and
two magical items. The skeletal fig-
ure holds a Rod of Cure Disease
(as the 3rd level Cleric spell) and a
Staff of Commanding.

9. Fallen Concubine

Although Skardus was never married
and produced no offspring, he was
devoted to a wererat female warrior
with all his heart. Agadossa the
Radiant was a stunning yet unforgiv-
ing warrior. After she succumbed to
poison intended for the Kking,
Skardus buried her here in an ele-
gantly decorated crypt.

Agadossa lies upon a rose-hued
marble slab, her bony arms folded
across her chest. A golden tiara
encrusted with rose diamonds rests
askew her fleshless skull. A glyph of
lightning has been placed upon the
tiara—anyone who tries to remove it
must make a saving throw versus
Death Ray or Poison to avoid re-
ceiving 4d6 lightning damage. The
tiara is worth 25,000 gp. A search
under the slab will reveal her fa-
mous sword, “Thombite”. 1t is a +2
sword, +3 versus Undead.

10. Bones of the Betrayers

A crypt once reserved for Skardus
himself was converted to a room of
suffering for betrayers, assassins, and
foes of the king. Piles of charred
and broken bones hint to the tor-
tured deaths of many creatures who
once desired to usurp the king of
the sewers. An evil presence is felt
when the room is entered. If any
of the bones are disturbed, a short
wind gust blows through the room,
cursing any living being within with
madness and paranoia. Unless a
saving throw versus Paralysis or
Turn to Stone is made, the affected
individual feels like his or her
friends and compatriots are out to
get them for one week. Additionally,
affected characters are at —1 to-hit
and saving throws for 24 hours.

11. Hall of Despair

Characters entering this room will
initially see several forms curled up
in balls or huddled in corners, sob-
bing uncontrollably. A  successful
saving throw versus Rods, Staves, or
Spells will reveal only dead in the
afore-mentioned locations. Three
engineers are found in the corners,
with horrified and terror-stricken
visages.

Any who failed their initial saving
throw must roll under their Wisdom
or fall into a state of complete,
disabling despair. Those affected in
this manner will be unable to move
or function until they make a suc-
cessful roll under their Wisdom eve-
ry twelve hours thereafter. Despair-
ing characters can be carried but
will not walk or move on their
own.
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12. Wardrobe Chamber

Hundreds of coats, capes, cloaks,
and caps hang from hooks along all
four walls. Dozens of boots and
shoes are piled in the southwest
corner.

Ten slightly magical cloaks, each
identifiable by a golden crown insig-
nia allow special passage through
area 13. When wearing the cloaks,
characters will be invisible to the
Slime Crawlers that live within the
pit in the area beyond. These
cloaks are otherwise useless outside
the crypts.

13. Ritual Chamber

Skardus committed suicide in this
chamber long ago, his blood drip-
ping into the pit below. Several
Slime Crawlers were birthed from
the blood and organs of the dying
king and have remained here, vigi-
lantly waiting for Skardus’ return.
Characters not wearing the magical
cloaks will be instantly attacked by
1d4 Slime Crawlers (see page 10).

Slime Crawler (1d4): (AC 7, HD
4, HP: 20 ea, #AT 1 spit, D 2-8
+ special, Save F4, ML 12, XP
125 ea) Details on page 10.

14. Supply Chamber

Supplies and utensils required for
rituals and embalming are found in
this small, deserted room. Clay pots,
empty boxes, and rusty Kknives are
stacked on failing shelves. A thor-
ough search will reveal a ritual dag-
ger +2 that can cut through one
foot of stone per turn.
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15. False Tomb

A decorated archway hints to possi-
ble riches beyond in the darkness.
However, stepping through the por-
tal randomly teleports the victim to
another place within the crypt.

Random Teleportation Locations—d6

Result Location Result Location
1 Area 5 4 Area 6
2 Area 8 5) Area 3
3 Area 11 6 Area 13

16. Crypt of Skardus

Skardus, recently reawakened by his
devoted minions, is regaining his
strength in his burial crypt. The
king has returned as a Sewer Mum-
my and is already plotting venge-
ance on the long- dead race of
Krixdosians. He is attended by the
remaining Wererat Ghouls from area
3.

Skardus, Sewer Mummy: (AC 3,
HD 6%, HP: 36, #AT 1 touch, D
2-12 + disease, Save F6, ML 12,
XP 725) Details on page 10.

Minions, Wererat Ghouls: (AC 6,
HD 3+1*, HP: 16 ea, #AT 2
claws/1 bite, D 1-3/1-3/1-3 + pa-
ralysis, Save F3, ML 10, XP 75
ea, no [lycanthropy disease)

The mummy remembers but one
spell from his previous life, Hold
Person. He can cast it twice per
day.

Much of his wealth was lost in the
battles between the Krixdosians and
his people, but a single chest of
treasure remains. It is filled with
gold (1,750) and platinum (699)
coins, a Staff of Power, a Wand of
Fear, a Horn of Blasting, and a
box of six Potions of Healing.



Spellbound

In this issue of Back to BasiX, well
look at arguably some of the best
spells in the 39 and 4% level lists
for clerics and magic-users. Note
that this list is the opinion of the
author and may be debated by
readers.

Although clerics have a small list of
available spells at each level, there
are definitely some better choices
among the rest.

Cleric Spells

Level Spell

3rd Continual Light

3rd Cure Disease

4th Cure Serious Wounds

4th  Protection from Evil, 10’ Radius

As characters begin to take on
greater foes with horrific abilities,
the third level spell Cure Disease
becomes essential. Mummy rot and
lycanthropy are cured instantly with
the spell. Green slime, normally only
affected by cold and fire, is also
damaged by this spell.

Continual Light is a fantastic spell
to replace cumbersome torches and
lanterns. It is also an offensive spell
of sorts. Casting the spell directly in
the eyes of a foe blinds them until
the effects are dispelled. That can
be indefinite!

The clerical support spells truly sur-
face in the fifth level list. Cure Seri-
ous Wounds is an absolute must-
have. Healing injured characters for
2d6+2 damage is essential after
serious battles.

Protection from Evil, 10" Radius is
an overlooked spell but has some
fantastic properties. Characters within
the sphere of radius gain a +1 to
saving throws and foes are at a -1
to-hit any within the divine protec-
tion. Furthermore, it protects those
within the 10" area from melee
attacks from enchanted creatures
such as elementals.

Magic-user Spells

Level Spell

3rd Fireball
3rd Lightning Bolt
4th Polymorph Self
4th Wizard Eye

Magic-users begin to dish out serious
damage at fifth level when they are
able to cast 3 level spells such as
Fireball and Lightning Bolt. Fireball
affects any creature within its explo-
sion radius of 40%20', dealing 1d6
damage per level of the caster.
With a range of 240, this spell is
a nightmare for foes.

Lightning bolt deals the equivalent
damage of Fireball but instead af-
fects targets within a straight line of
its 50" bolt. This spell also benefits
from a “bounce back” effect, rico-
cheting off hard surfaces to return
on its original path. This spell could
backfire on the caster if they fail to
negotiate their surroundings properly.
Both Fireball and Lightning Bolt are
automatic damage-dealers—even a
successful saving throw versus Spells
inflicts half damage to foes.

At seventh level, the magic-user gets
a few creative spells in the 5% level
list. Changing his or her appearance
with Polymorph Self opens up op-
tions in game play, letting the mag-
ic-user change their form completely.
The caster can play around with a
different body for at least 13 turns
(caster level plus 6 turns).

Although Charm Monster is a good
option, [ really like Wizard Eye.
Allowing magic-users to “see” at a
range of 240" with normal sight and
infravision, this spell allows the
group's mage to scout the area
while the rest of the group deals
with matters directly in front of
them. Not being able to pass the
eye through objects is a hindrance,
but the range and infravision make
up for the drawback.
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Crimson Abbey of the Broken God — Part 8

Once the stalwart trio completes
their battle with the skeletal mino-
taur in Area Al6, theyll head north
into the old temple.

Northern Hallways

Two parallel hallways lead north
through a cluster of study chambers
and small class rooms. Novice
monks spent much of their free
time in these rooms, studying old
texts and scrolls or learning im-
portant lessons about their muysteri-
ous patron. Most of the rooms are
of little interest. However, two
rooms (Al7a and Al7h) have infor-
mation useful to the adventure.

Four of the rooms in this area
(Al7a, Al7b, Al7i, Al7j) were set
up as small classrooms. Each class-
room has several straw mats for
students and a single chair for an
instructor. Clay tablets and ash pots
are found within each room, likely
used for note taking during instruc-
tion.

The other six rooms (Al17c¢c-Al7h)
were private study rooms, each with
a single table and a few chairs.
Bookshelves were once filled with
scrolls and old texts. However, time
has deteriorated most of the paper,
turning the scroll and books to dust.

Al7a. Class Room

A pile of refuse made from broken
furniture, discarded robes, and ruined
tapestries fills the center of the
room. A soft chirping noise can be
heard from within the pile. If the
pile is disturbed, a trio of Oil Bee-
tles will emerge, ready to protect
their makeshift home.
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Oil Beetles (3): (AC 4, HD 2% hp
9 each, #AT 1 bite, 1 oil spray, D
1-6, blistering from oil, Save F1,
MLS8, XP 25 ea)

A hole at the bottom of the refuse
pile leads to the tunnel below (see
Area AZ20). A search of the pile
will reveal 27 sp, 12 gp, and a
Ring of Protection +1.

Al7h. Private Study Room

Three small tables, each with a
single stool tucked underneath, are
clustered tightly in the center of the
room. The skeletal remains of a
novice monk lie slumped over one
of the tables, a bony hand protrud-
ing from worn and ragged robes.
The text beneath his hand appears
untouched by time.

A search of the room will find
nothing of interest besides a singular
book on one of the private study
tables. The book is turned to a
page that details the initial discovery
of the red meteorite that fell from
the skies decades before the abbey
was built. The tome is entitled,
“The Crimson God's Gift.”

An excerpt: “A reddish, porous rock
sat smoldering in the ground, radiat-
ing an intense heat that made it
unapproachable for days. When its
temperature finally subsided, the
farmers pulled it free and loaded it
into a wagon, intent on bringing it
info town for the elders to examine.
One such farmer, Argus Harken,
who had been afflicted with Pox
and was nearing the end of his
days, was found to be free of the
disease by the time he reached
town. Later, we found that his
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handling of the sky-stone cured his
Pox. Within weeks of the stone’s
discovery, the elders began erecting
the abbey in the mountains to safe-
guard the healing stone and to keep
it from the hands of those with ill
intent.”

The tome is protected with a magi-
cal enchantment that negates the
effects of time. However, removing
the book from the abbey will dispel
the enchantment and restart the
aging process.

Map by Glynn Seal

Al18. Old Temple

In the earliest days of their devotion
to the Crimson God, the monks
used this temple to worship with
believers, including sick travelers and
townsfolk. The temple was aban-
doned after the monks closed the
abbey following their discovery of
the sentient being within the gem in
the remaining meteorite fragment. A
new temple was built far under-
ground, to serve the Crimson God
as instructed.
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One last battle between monks of
the old and new orders raged in
this temple. The bodies of three
dozen monks are found throughout
the room, many with broken limbs
and cracked skulls. Ten skeletons
have ruby headbands (as found on
the skeletons in area A3). As be-
fore, if these headbands are touched
or removed, all ten skeletons ani-
mate, seeking to destroy trespassers.

Skeletons (10): (AC 7, HD 1, hp
4 each, #AT 1, D 1-4, Save Fl,
ML12, XP 10 each)

A staff +1, +2 versus Evil is found
under the body of a monk of the
old order. Although his robes are
deteriorating and worn, they are
noticeably different than the others
found in the room. In fact, this
monk was the head of the order,
one of the founders of the abbey.
Brother Khroltus was a devout and
good man, and rejected the new
order's views of servitude.

The temple doors are barred from
the inside, preventing access from
the outside world. Four giant wood
beams are placed across the en-
trance — each beam requires a total
of 50 Strength to move.

Al18a,b. Cleansing Rooms

Before travelers could touch the
Crimson God's artifact and be
cleansed of their diseases, they had
to wait for one full day in one of
the two cleansing rooms. Here, they
would speak truthfully of their lives,
confessing their wrongs and their
new desires to serve the Crimson
God. Each room is enchanted with
a truth-telling spell that prevents lies
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from being told within. Monks were
able to test those seeking healing by
finding their true intentions.

A20. Missing Statue

Once, a great faceless statue of the
Crimson God stood upon the tem-
ple dais. After the old order of
monks were defeated, the new order
tore down the statue and removed
the hammer artifact from the stat-
ue's stone hands. Most of the statue
has been carried away, through the
hole in the floor and tunnel beyond,
to their new temple near the re-
maining meteorite fragment (area to
be found in an upcoming issue of
Back to BasiX).

Note that the intrepid trio of Bin-
dor, Ensa and Whystal will next
investigate the hole leading to the
new order's evil temple...

Wandering Monsters—North End

1d8 Roll Monster Encountered

1 Skeletal Minotaur (1)

2 QOil Beetles (2)

3-8 Nothing Encountered
Subtract 1 from roll if group is noisy.

Ensa Rassal, Magic User

Strength: 9
Intelligence: 16
Wisdom: 12
Dexterity: 11
Constitution: 9

Charisma: 15
Level: 1, AC: 9, HP: 2 (1)
Gear: Robe, dagger, Wand of

Magic Detection, map of the Crim-
son Abbey. Spell: Magic Missile
(used)

For those keeping track of the char-
acters of the story, poor Ensa has
lost a hit point after the skeletal
minotaur sent her flying!
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edition of B/X Essentials.

Kickstarter Spring 2019!
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Save or Diel: saveordie.info

Chris Korczak, Bookseller

Dungeons & Dragons and All Role Playing Games

Specializing in rare and out of print RPGs

WWW.IPEIPRIPg.com
tel. (413) 461-3045 | chris@rpgrpgrpg.com

PO Box 311
Easthampton, MA, 01027

Convention Calendar

Sell me your RPGs!

Convention Date, Location
GaryCon Mar. 7th—10th,
Xl Lake Geneva, WI
North Texas Jun. 6th—95th,
RPGCon XI Dallas-FW, TX
Origins Game Jun. 12th—16th,
Fair ‘19 Columbus, OH
Gen Con Aug. 1st—4th,
2019 (52) Indianapolis, IN
ShireCon I Sept. 21st,
Falls Village, CT
AppleCon 1 Sept. 20th—22nd,
Cornish, ME
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Vi Madison, WI

—Complete B/X rules split into
five modular books
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Visit DriveThruRPG.com for my latest
products for sale, including B/X and
S&W adventures! Note that back issues
of Back to BasiX (in print) are now
available at Goodman Games’ website!

Gamma World: Check out the new

Gamma Zine at DriveThru!

YOUR HOME FOR
THE APOCALYPSE!

www.podcastatgroundzero.com

Special thanks to Matt Ray for the use
of his wonderful cover illustration, Isa de
Mendonca Silva for her logo work, and
Travis Hanson for continuing to draw
my Dungeon Delvers story!

Additionally, very special thanks go to
artist and author Jennell Jaquays for
taking time to answer my questions!
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In Memoriam — A Nofe from the Fanzine Creator

Those of us most familiar with the
B/X system are arguably and likely
older gamers, players and GMs from
the pre-Wizards of the Coast era of
tabletop roleplaying. Of course, this
is not entirely accurate; newer and
younger players, first introduced to
RPGs with the 5% edition of D&D,
are trying older systems to experi-
ence the origins of the early games.

With time, though, comes the vi-
cious side effect of mortality — ag-
ing. Many of us that started in
those early days of gaming are
reaching and passing semicentennial
milestones. D&D and GenCon—the
earliest gaming convention—have
both surpassed fifty years! 1 am the
same age myself and have logged
thirty-seven years of roleplaying!
Although 1 play with gamers of all
ages, | still see many players of my
generation (and older) at game con-
ventions throughout the USA.

Unfortunately, our kind (on average)
is an unhealthy bunch. We've spent

far too much time on our backsides
indoors, shirking exercise and
healthy diet choices. This “gamer
lifestyle” has led to some great peo-
ple departing our world far too
early. In just the last year I've seen
several gamers who I've either regu-
larly communicated with or followed
online pass away at far too young
an age. These early deaths have left
devastating holes in the gaming
industry — gamers, customers, and
creators alike, lost to poor health.

The best way to celebrate this hob-
by and to honor those that have
fallen too early is to live a healthier
and full life, sharing these early
games and experiences with new
players. We are the ambassadors of
the old-school gaming style and it is
our duty to live long enough to
positively affect as many gamers as
possible.—Thom Wilson

This issue is dedicated to: Timothy
Wagoner [l, Donald A. Turner, and
Mike Cary.

— Issue #9 Details —

Fanzine Sections

Content Page
Letter from the Creator 1
Publishing News 2
Interview — Darlene 4
Product Spotlight 9
The Magic Shop 11
Muythicology 12
Quarterly Dungeon Crawls 13, 20
Spellbound 18
An Ongoing Adventure... 26
Dungeon Delvers Comic 29-30

DBackoBasiX v 3 Mo 2

[ssue #9 — June 2019
Printed May 31st, 2019
Created by: Thom Wilson
Articles by: Thom Wilson

Cover lllustration: Matt Ray
Back Cover: Darlene
Logo: Isa de Mendonca Silva

Comic: Travis Hanson

Interior Art: Darlene, Dean Spen-
cer Art, Je Shields, William
McAusland

Cartography: MonkeyBlood Design
Editor: Michael J. Gross, III

Upcoming Issues:
#10 — September, 2019 —
print, PDF




Publishing News

B/X Ascending by Crossplanes
Game Studio focuses on the “roll-
high” mechanic, and introduces play-
ers to the blend of old-school B/X
with a modern twist. After d20-style
games removed the need to calcu-
late  THACO* and look up to-hit
values on large matrices, many play-
ers became used to high armor
classes and roll over values for ac-
tions and feats. Although B/X and
other original game formats were
developed with descending AC and
rolling under statistics, many players
have tried to blend the two styles
together to try to satisfy both de-
sires. Swords & Wizardry by Frog
God Games injects offers both as-
cending and descending armor class
rules into in their system. However,
S&W is more akin to AD&D than
B/X D&D. Crossplanes Game Stu-
dio tries to introduce ascending AC
with a focus on Moldvay Basic.

The PDF is 63 pages and is filled
with mostly player-related B/X rules.
Classes, spells, and a few optional
rules make up the book. Classes
include non-standard B/X classes like
Druid, Paladin, Assassin, and others.
While this is fine, it does deviate
from the early caveat in the book
that references Moldvay's Basic. That
said, this product also is B/X Essen-
tials (Necrotic Gnome) compatible—
they have an advanced class book
with add-on classes. This book has
full Ilusionist and Druid spell lists,
leaving the Cleric and Magic-User
spells as referenced in the Necrotic
Gnome books.

The author adds a few twists of his
own that make for interesting game

play. Each class has an attack bo-
nus value added by level, to reflect
the character's increasing skill in
combat. He does a decent job of
leveling the bonuses for classes with
maximum levels while letting the
fighter class have the highest bonus.
I'm not sure I'm a fan of 12% level
Druids and 12% level Dwarves hav-
ing the same attack bonus but I
can see the simplicity in the au-
thor's design. There's no mention of
increasing bonuses of the demi-
human classes that have a maximum
level with added experience (as ref-
erenced by in the BECMI rules, for
example).

Many of the classes have specialized
abilities or feats that make their
class a little more interesting. I'm
always a fan of adding a little
something special to characters. I
prefer this as a background option—
less class-based perhaps—and a little
more specific or unique to the char-
acter. What’s presented in this book

ASCENDING




works and adds some things for
GMs and players to talk about. A
few of the options seem a little
confusing or overpowered. For ex-
ample, the Assassin has a base
assassination attempt percentage as
50% for a target of equal level.
That's pretty darn good. Targets of
lesser level or even easier and tar-
gets of higher level are harder.
However, the wording of the assas-
sination attempt for level difference
is odd and confusing—it makes it
sound like higher level targets are
easier (based on the roll-high me-
chanic). [ think a little more editing
and cleanup of wording is needed
in this section.

One of the things I really like is
tailoring Thieves abilities to the “roll-
high” mechanic. Each thief ability is
now a target on d20. Unfortunately,
there is nothing in the book that
discussed added difficulty (e.g. chal-
lenge ratings or added difficulty for
harder feats). So, a 14" level thief
can pretty much do anything, failing
only when a “17 is rolled (5%
chance) on a d20, except Hear
Noise. This aligns to the B/X thief
of course, so no points lost here.
There may have been an opportuni-
ty to discuss change in difficulty (the
+4/-4 rule in B/X) or Dexterity
bonuses for the roll.

There's nothing in the book that
breaks any major rules. This adapta-
tion of an ascending B/X system is
useful — players and game masters
will find nuggets of good infor-
mation to use as desired. My big-
gest issue with the book is not in
the content per se, but in the for-
mat of the PDF. The company
gives us a two-page spread file—

unprintable unless you're familiar
with large format printing and have
a printer that can handle the large

page size. If youre a pure digital
player/GM, this won't be much of
an issue, but for those of use that
like to print PDFs for use at the
table or to have stored with our
other materials, it's problematic.

All in all, it's a good little book that
many can find useful. It could use
an update, more editing, and some
additional playtesting to stress-test
some of the overpowered rule op-
tions.

B/X Ascending, a B/X Essentials
Compatible product by Crossplanes
Game Studio (Mark Craddock).
Found at DriveThruRPG - PDF
$3.99.

*THACO is a TSR-reserved mechan-
ic, used here only as a reference
with no other intention.
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Interview with a Legendary Artist—Darlene

When [ think back to the iconic
illustrations of the early eighties, the
work of Darlene instantly comes to
mind. [ remember those wonderful
Greyhawk maps, the unicorn on the
title page of the Dungeon Master’s
Guide, and the cover art of In
Search of the Unknown. In this
issue, we check in with her and
talk about the artwork in those ear-
ly days of roleplaying.

[Thom] What year did you get hired
(or started freelancing) at TSR? Do
you remember your first assign-
ments) there?

[Darlenel Tt was a year after 1 was
graduated from Beloit College that I
settled myself in Lake Geneva, WI.
That would be 1977. [ was a
local gal, having grown up a farm
girl less than five miles east of
Elkhorn, Wisconsin. Jim Ward was
in the same high school class as
my older sister, the Class of 1969.
They were seniors when [ was a
freshman at Elkhorn High School
(Go Elks).

When | met Mike Carr (the 6th
employee hired at TSR; Fight In
The Skies creator), I was working at
Graphics Printing doing paste-ups
and graphics. Mike was a client
who wanted to update a flier from
the previous year. I was assigned to
assist him with an event called Gen
Con. It meant swapping out some
dates and adding new information to
the schedule. After he approved the
final proof, in our final consultation,
Mike Carr asked me on a date.

It wasn't long before Mike took me
to his place of work, which was
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Darlene’s Unicorn from the DMG

only a few blocks away on Main
Street next to the Pizza Hut. He
wanted me to show my portfolio of
artwork to the person in charge of
art, Dave Sutherland. Dave hap-
pened to be Mike's room-mate at
the time—was it on Cedar Street?

At any rate, at that meeting, Dave
chose several art pieces on the
spot. Of the two [ remember,
there's the (now iconic) unicorn on
the title page of the DMG and the
"Paladin on his War Horse,” which
I think (but am not sure) became
the title page for the Rogues’ Gal-
ley.

[ believe I met Tim Kask on the
same day. He was hard to miss as
his office took up the whole recep-
tion area of the house on Williams
Street. Tim Kask was the first per-
son you see when coming in and
the last person going out. Good
thing he was sociable, (but still well
on his way toward
“curmudgeonhood”, even then). We
hit it off immediately.

Tim had a good appreciation and
grasp of calligraphy, having been



taught by Prof. Bill Hannon who
was an expert in it. Tim immediate-
ly saw the possibilities of having
someone around who could illustrate
and letter. So from the get-go, I
began doing header-type things for
The Dragon magazine. 1 was glad
for the work, and the conversation.

[ did a lot of behind-the-scenes
stuff. 1 painted a double-sided sign
for TSR in the shape of a shield,
and two others for Gary personally:
one for Dragonlands Stables and the
other his own coat of arms. I creat-
ed stationary for Dragonlands Arabi-
ans, TSR Periodicals, and The Drag-
on magazine. | created the Wizard
head logo. Much of my work was
doing logos and titles, like those in
Deities and Demi-Gods and for arti-
cles in The Dragon magazine. It
was not often I would get pure
illustration assignments.

[T] Do vyou recall which of your
works was first published in a TSR
product?

[D] It's really strange to ask an art-
ist when something was published.
Once a piece of artwork's complet-
ed, it's always on to the next illus-
tration. The one you just did is
forgotten. So, essentially, out of
sight, out of mind. Often, we didn't
know anything until later after the
fact when something was published.
When we finally saw a printed ver-
sion, we'd say, "Oh yeah, I remem-
ber doing that."

But the lapse of time between final
delivery and publication can be con-
siderable. We artists have since
memorized the dates so we can
accurately answer fan's questions.

Darlene’s Wizard Head logo for TSR

But it's not like we actually remem-
bered it. Ok. I'm speaking for my-
self. However unlikely it may be,
maybe some TSR artists do remem-
ber.

Having said that, I credit my first
official TSR art commission as a
poem [ “calligraphied” in spiky let-
ters for Lawrence Schick's "White
Plume Mountain" adventure.

[T] How did vou get the project for
Gary Gygax's Map of the Flanaess?

[D] Tve always known them as The
Greyhawk Maps.

The last time I spoke with Allen
Hammack, (7op Secret author), at
GaryCon XI, he set me straight on
the Greyhawk maps. Allen said he
advocated for me in a meeting with
Dave Sutherland regarding the map
and told Dave hed “be a fool not
to have me do it.” Actually, I did
not know that and I'm glad to have
the mystery solved. So there you
have it—thered be no Greyhawk
Maps as we know them without
Allen Hammack speaking up on my
account. (Thanks, Allen!)

Now, I wish to briefly address eve-
ryone who's been a fan of my
Greyhawk maps. You have all been
close to my heart because [ poured
my heart into creating the




Greyvhawk map and [ believe you
can somehow still feel my creative
energy. What I'm saying is that
there's a shared resonance between
the map and me—and the users of
the map (who know each detail
more intimately than I). I didn't set
out to do that, but that's what hap-
pened. For some, it's just a map,
and that's perfectly OK. They are
simply not on the same wavelength
and don't need to be.

Incidentally, when [ became aware
of the possibility that projections of
energy can be channeled into art-
work, I decided to purposefully place
positive vibes in the artwork I'm
creating for girls. The idea is to use
positive energy to effect positive
change. Well, it can't hurt... Tl
mention more of this at the end.
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Darlene’s scroll from White Plume Mountain!

[T] Can you recall your inspiration
for the cover of Bl In Search of
the Unknown?

[D] T think all Mike told me was
something vague like "an adventure
party underground with giant mush-
rooms." Everything else was pretty
much up to me. The back cover
had the same characters, but I don't
recall much if anything about it.

However, what is truly interesting is
I just finished some more Bl draw-
ings for Demos Sachlas. He is inter-
ested in having me illustrate the old
B-1 module from years ago. And so
I decided to show you one of the
newest illustrations (hot off the
press, so to speak) to have emerged
from my imagination. Hope you like
it!

[T] Do you have a favorite piece or
project from the days at TSR?

[D] Yes,
page of the
Story of Jasmine"
adventure series, which ran for a
year in The Dragon magazine,
(beginning May 1980). At the begin-
ning of January last year, 1 found
an old box I've been lugging around
for 40 years. In it, I found pages
of writing continuing 7he Story of
Jasmine. 1 wanted to make the fact
[ kept them into something mean-
ingful, so I decided to share them. I
published them, one at a time, on
a daily basis for 100 days. By the
end of that time, fans had emerged
to help fund me in continuing with
"The Story of Jasmine" for eventual
publication on Kindle.

the Unicorn on the title
DMG and my '"The
illustrated fantasy-

To join my intrepid Story of Jas-
mine fans, become my patron:
http://www.patreon.com/darlene-artist



[T] Were there any works that you
created during the TSR days that
was never published?

[D] The second vyear for T7The Story
of Jasmine series to run in the
Dragon. I only found out a couple
years ago that Kevin Blume was
dead set against having any depic-
tions of violence. Well, no one told
me there were any rules about this
because [ kinda showed an eensie
weensie decapitation in my Decem-
ber 1980 Jasmine installment. If I
did not have a contract, my adven-
ture story would have been pulled
on the spot. But try as I may, I
could not get the rest of my story
published for a second year in The
Dragon magazine ever again. It may
have been Kevin's edict. The editor's
hands might have been tied. Who
knows or remembers?

That's why [ created ‘Jasmine: the
Battle for the Mid-Realm" collector
card game, which [ based on the
characters of the story. I got togeth-
er a group of people who helped
fund me with printing and published
my card game in 1982. 1 was so
happy when it received the Strate-
gist's Club Award in 1983 for the
"Best Game in 1982 in an Open
Category" (see https://
boardgamegeek.com/image/590905/
jasmine-battle-mid-realm and https://
cf.geekdo-images.com/imagepage/
i m g /
rTVrRd3{rdd8koE_UGGt{ZQgBPI=/fit-
in/900x600/filters:no_upscale()/
pic590905.jpg for a pic) announced
at their Ninth Annual Awards at
Gen Con. There are still a few
games left from the original 1982
print run (my sister found some in

her basement)—signed and num-
bered—still available and now it
really is a collector's item. [ have
them available. See my website:
http://darlenetheartist.com/jasmine-
games for a copy.

[T] What sort of things do you do
to 'recharge the batteries” or to
spark artistic inspiration after a
lengthy project or heavy workload?

[D] Cleaning the house somehow
recharges my batteries. [ do it right
after 1 complete an art project. It's
like I'm clearing out the old so the
new can come in. I'm more of a
"Walks in nature" kind of gal than
a nightclub person. Good thing I
live in a remote area of North Car-
olina where there is no nightlife. I'm
also into my Kitties: I love watching
and interacting with them.

[T] Are there any personal projects
voud love to work on if you had
more time?

[D] I presently live in a 1909
Queen Anne Victorian house located
in a part of North Carolina seldom
traveled. It was perfect for a cur-
mudgeon writer and introverted art-
ist. We knew choosing The Arts
would be lean and challenging to
navigate. My husband died several
years ago. Our nest egg disappeared
with his health. 1 look around me
and this old house has really suf-
fered from my lack of resources and
desperately needs tending. My ulti-
mate wish is to restore my 110-
year old house to her former dignity
and glory. [ think it would rejuve-
nate me as well.
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[T] What are you working on these
days?

[D] T wish to give back to the com-
munity and to my fans who have
believed in me all these years.

The best way I'm giving back is to
depict positive images of powerful
women/maidens for the next genera-
tion of gamers. In my last three
coloring books, the art is clearly in
the fantasy realm. My latest 2019
Coloring book, "Color Me Free" is
about powerful ladies moving freely
and independently, such as on a
polar bear, a moose, a skateboard,
and a stingray. I also include fairies
and pixies. These coloring books are
for "girls of all ages." And I'm so
pleased at how well they are being
received. If you want one, here is
the link: http://firesidecreations.com/
darlene
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POWERFUL MAIDENS COLORING BOOK
BY DARLENE
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Darlene’s coloring book

Harmony by Darelene

[ just finished designing and illustrat-
ing a 50-page spiral-bound
"PlayBook" called "Dancing the En-
neagram With Kate.” My friend
Kate's innovation is to add move-
ment to the intellectual construct of
The Enneagram, adding a tactile
sense to learning each of the 9
Types. My contribution is to illus-
trate the 9 personality types in the
form of coloring book pages. In my
introduction, [ explain how the pro-
cess of coloring, like dancing, gets
other parts of yourself (besides the
mind) involved in the learning pro-
cess. | also go through the symbolo-
gy of color as a means to integrate
different parts of yourself.

Very special thanks to Darlene for a
wonderful and insightful interview!



Product Spotlight

The early authors at TSR really
knew how to cram months of cam-
paign material into a 32-page book.
The Lost City by Tom Moldvay is a
perfect example of how the original
modules were made—over one-
hundred detailed encounters, several
maps, and new monsters spill out
of the short book, providing a DM
with more material than they could
probably ever use. There are several
interesting design elements that are
worth examining.

Tom Moldvay, known most notably
for editing the Basic D&D rulebook,
follows the same pattern of an earli-
er adventure—the Isle of Dread (X1)
—when writing this gem. In both
books, we see how well he blends
detailed backgrounds with a crawler.
As in the island adventure, The
Lost City has plenty of encounter
areas, a dozen maps, a framework
section for game masters to expand,
four new monsters, and a glossary
of terms. This pattern is great for
new and experienced game masters
alike. Moldvay sets up the start of
the adventures with an introduction
page that prototypical of early D&D
modules.

Background information on the set-
ting, including the rival factions of
the pyramid and city deep below
the surface, is a single page and
gives the game master -everything
they need to know about the moti-
vations and conflict of the denizens
within. It's the right amount of de-
tail to help set the stage for game-
play without miring the GM with
unneeded minutiae.

Characters were never safe in these
early D&D adventures. The Lost
City is filled with many traps and
foes that can wipe out a party in
no time. In just the first two tiers
of the pyramid, there are enough
traps to set the characters on edge
for the rest of the trek through the
pyramid — there are three traps in
the first room alone! If that wasn't
bad enough, the monsters of the
first dozen rooms are pretty hard
for even third level characters. Ten
killer bees, stirges, green slime, and
sprites can quickly reduce a large
party to a few hardy souls before
the group even gets going. What
party of low-level characters can
survive Save or Die mechanics and
a flesh eating slime?

The tiers get bigger as the party
descends down into the center of
the pyramid. Adventurers will face
the dilemmas of revolving passages,
warring factions, undead, and—of
coursel—more traps. Moldvay throws
everything at characters, testing their
mettle and luck. As a GM, Ive
never had a group exit this adven-
ture unscathed and wunless they
aligned with one of the factions,
even leave at all.

Underground City Map

Famous Underground City map in 7he Lost City
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After 20 pages, the bulk of the
detailed encounters are wrapped up.
Tiers 6-10 are filled with the other
half of the planned encounter areas
but are far less detailed, providing
the GM with a section of the ad-
venture to further detail on their
own. Although names, foes, and
treasure are listed, most of the are-
as lack the detail of the previous
tiers. A secret passage found in tier
5 bypasses the five lower tiers and
leads directly to the underground
city far below. Characters delving
into the lower five tiers of the
structure may eventually encounter
the primary villain-creature of the
complex, a terrible 12 HD creature
with a daunting armor class, loads
of hit points, and seven attacks per
round! An impossible foe for a low-
level party, best avoided by savwy
players.

The underground city is given a
cursory overview but begs to be
further detailed by a wiling GM.
Nineteen areas across a one thou-
sand foot-wide cavern can be ex-
panded to provide many more hours
of exploration and adventure. An
island in the middle of the under-
ground lake and cliff-caves filled with
a wide variety of denizens can add
more adventure material to an oth-
erwise full book. To top it off,
Moldvay provides eight additional
adventure hooks to keep the charac-
ters underground for weeks or
months! [ especially like the new
Banshee and Polymar monsters in
this book. The wail of the banshee
and the early Mimic-like creature
(Polymar) are enough to send most
parties running back to the en-
trance.

10
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Basic Game Adventure

The Lost City

by Tom Moldvay

Purple cover, red banner of The Lost City.

I'd be remiss in not mentioning the
great artwork of Jim Halloway
throughout the entire book. His
style is iconic in these early books
and The Lost City is no exception.
Unlike some of the later books by
TSR, this module has an adequate
amount of artwork for the page
count. The three-panel cover, a
common style of TSR modules,
displays maps and a standard equip-
ment pack player handout.

This is a fantastic adventure for low
-level characters. It's filled with great
risk but the rewards in experience
and treasure are immense! If you've
never played The Lost City, put it
on your list. It's worth your time.

B4, The Lost City, written by Tom
Moldvay. 1982. ISBN: 0-935696-55-
b5, #9049, no price on the cover;
32 pages; trifold cover; for 6-10
characters of 1st to 3rd level.



The Magic Shop

In this issue of the fanzine, we take
a look at four new magical items
that GMs can add to their adven-
tures.

Wand of Dragon Fire

When the command word is spo-
ken, the wielder of this magical
device can send forth a cone of fire
similar to that of a red dragon
(90'x30"). A single charge deals
damage equal to that of the hit
points of the wand's user to any
creature within the fiery blast. The
fire from the wand has all the
properties of dragon's breath.

If used more than once per day,
each subsequent charge deals one
half the damage to the wand's user.
For example, if the magic-user or
elf has 40 hit points, the charge
deals 40 points of damage to those
within the cone of fire (saving throw
versus Magic Wands for half dam-
age) and 20 points of damage to
the caster (no saving throw allowed).

Maximum charges 10. Used only
Magic-Users and Elves. Value:
25,000 GP.

Casks of Teleportation

These four-foot tall clay casks are
nearly three feet wide at their mid-
dle and weigh over 150 pounds
each. When a character steps into
one cask, they will instantly appear
in the other, regardless of its planar
location. If one of the casks is de-
stroyed, the other cask ceases to
work. Value: 10,000 GP.

Rainbow Potion

This powerful potion changes con-
sistency and magical properties every
hour, with each property aligning to

a color of the rainbow. The colors
always rotate through the seven
rainbow colors in order, adding an
eighth color (brown) before returning
to the starting color of red again.
Consuming the potion when the
potion is brown in color provides a
random property of one of the
other colors (except Poison). The
potion can only be consumed once.
Value: 5,000 GP.

Color Effects

Red Cure Serious Wounds
Orange Fire Resistance
Yellow Gaseous Form
Green Poison (save or die)
Blue Invisibility

Indigo Heroism

Violet Invulnerability
Brown Random (choose one of the

above, not including poison)

Leather Mask of Disguise

When this flexible, leather mask is
placed over a face, it instantly be-
comes the face of any known hu-
manoid. The wearer of the mask
must have seen the target face at
least once and must be conscious
for the magical mask to work. The
mask does not change the voice,
height, weight or mannerisms of the
wearer to match the target. Howev-
er, scars, eye and skin color, and
other facial features will conform to
the desired look. The wearer must
make a saving throw versus Wisdom
to remove the mask. Value: 2,500
GP.
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Mythicology

This issue of Back fo BasiX pre-
sents two new monsters for use in
your adventure campaigns!

Ettoar

A horrible cross between an ettin
and a boar, the Ettoar strikes fear
into the hearts of any who face
their kind. Like ettins, they are hard
to surprise—one head is always
awake while the other sleeps. They
are most often found alone but
occasionally may be found with an-
other of the opposite gender.

Armor Class: 5

Hit Dice: 5+1

Move: 90’ (30"

Attacks: 2-4 weapons

Damage: 1-10 each

Special: Cannot be sur-
prised

No. Appearing: 1-2

Save As: Fighter: 4

Morale: 10

Treasure Type: E x2

Alignment: Chaotic

lllustration by Je Shields (KS)
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lllustration by Je Shields (KS)

Yurktogg

The planes of hell are filled with
countless demons, many of which
have yet to be discovered by mor-
tals. The Yurktogg is one such de-
mon—rarely encountered. This flying
demon prefers to float above hap-
less adventurers, dousing them with
fiery missiles before swooping down
to finish injured victims with cruel
knives.

Armor Class: 2

Hit Dice: 4

Move: 120’ (40°) - fly

Attacks: 1 by weapon

Damage: 2-12 fire missile
or by weapon

Special: Cannot be

charmed; cannot
be injured by non-
magical weapons

No. Appearing: 2-4

Save As: Fighter: 3
Morale: 11
Treasure Type:  Nil
Alignment: Chaotic



Quarterly Dungeon Crawl #1

Dragon Chambers of t'Zeel

by Thom Wilson. An adventure for
4-6 characters of 7th to 10th level.

Background: An ancient race of
dragon-men once dwelt in these
lands, living their lives as scaly hu-
manoid wizards and priests. Alt-
hough they have not been seen for
centuries, their ruinous temples, tow-
ers, and fortifications are still found
throughout the mountains, aban-
doned yet avoided by most. Rumors
of great power and immeasurable
wealth within these empty places
are often whispered in shadowed
taverns and quiet inns by locals—
brave adventurers overhearing such
talk may become interested in the
perilous and likely exaggerated tales
uttered by farmers and merchants.

One such place is within a day’s
ride of the small farming village of
Yellen Hill. The local tavern over-
flows with gossip each night and
adventurers stopping in for a quick
meal may discover a wondrous tale
of wizards, dragons, and treasure.

Detailed Background: In the tradition
of his mentors before him, the
dragon-priest t'Zeel maintained a
small temple in the mountains
where his brethren could assemble
and pray to their planar god,
Kragkothamon. Like some of the
great priests who preceded him,
t'Zeel had the option to perform a
final ritual after his 100* year on
this plane, that would transform him
back into dragon form. Many drag-
on-priests elected to remain in hu-
manoid form, living out several

centuries in this world, before lying
down one final time in a prepared
crypt within the temple.

Although initially undecided, tZeel
made the choice to transform back
into dragon form just before his
centennial anniversary. With a young
disciple ready to take his place as
the temple priest, he began the
painful ritual only days before the
last day of choosing. During the
process, a group of armed soldiers
attacked the temple, kiling the
young priest and preventing the
ritual from completion. A violent
battle between the soldiers and tem-
ple guards left everyone dead—not a
soul left the temple alive.

The great dragon-priest tZeel re-
mains in a partially transformed
state, appearing as a small dragon
statue in the middle of the temple
(area 5). Most of the remains of
the dead have all but withered away
with only trace bone fragments and
rusted weapons found lying in vari-
ous places throughout the aban-
doned shrine. Former priests and
wizards are still lying in their crypts
within the temple but a couple have
become restless and are roaming
their chambers as undead.

Disturbing the temple by touching
the dragon statue or unsealing the
crypts of former dragon-priests will
restart the transformation ritual.
Within six rounds, tZeel will break
free of his stony exterior and
emerge as a famished Red Dragon.
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ORAGON ChAMBERS Of T'Z€E€l

Notes About the Crypts

Much of the history and deeds of
the temple priests are inscribed on
the walls of the burial chambers.
Characters may learn who they
were and what they did by reading
the lengthy chapters of their life on
the walls.
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1. Temple Entrance

Two towering dragon-men statues,
each with long, folded wings, stand
guard over the entrance to the tem-
ple. Neither of the 20-foot statues
animate but their presence instills
fear (as the Cause Fear spell, saving
throws allowed) in all but the brav-
est of mortals.



2. Temple Stairs

Naturally made stone stairs lead
down to the temple floor. Still pre-
sent on the stairs are the remains
of a fallen human soldier who
stopped his crawl up, likely expiring
from wounds suffered from his fight
with the temple guards.

A small leather pouch under his
rusted breastplate and rotting leather
armor contains 20 gp and 10 pp.

3 and 4. Guard Stations

These two chambers were temple
guard stations, occupied by two to
four dragon-men sworn to protect
their priests and shrine. All that
remain in the area are rusted weap-
ons and broken furniture. The re-
mains of the guards, slain by the
human soldiers long ago, are found
throughout the temple in several
areas.

5. Dragon Statue

Appearing as a single, marbleized
statue, the partially transformed
priest tZeel remains frozen, a short
step away from ritual completion.
The statue is but a tenth of the
size of a normal red dragon. At
ritual completion, it will fil out to
full size. The eyes of the statue
appear as large garnets and its nails
look like elongated opals.

Touching the statue will restart the
transformation process, ending it
within a few minutes. There is no
way to stop the process once it
begins.

t'Zeel, Red Dragon: AC -1, HD
10™, HP: 60, #AT 2 claws/1 bite
or breath, D 1-8/1-8/4-32 or
breath, MV 90’ (30°) or (flying
240’ (80’), Save F10, ML 10, Spe-
cial: breath 3x day, spells, AL C,
XP 2,300

The dragon-priest will emerge from
the transformation enraged, knowing
that his ritual was halted centuries
earlier. He will attack any and all
living creatures for several days be-
fore returning to the temple and
departing to his home plane.

Tllustration by Je Shields (KS)

6. Cursed Statue

A statue of a dragon-man, his arms
crossed and holding two sickles,
stands facing the door to the oldest
crypt in the temple. Any who ap-
proach within 5" will be engulfed in
a fiery blast that issues from the
statue's maw. Characters may make
a saving throw versus Dragon
Breath to take only half of the 5d6
fire damage.

7. Trapped Hallway

A pressure plate in the floor fills
the hallway with barely detectable
gas in four rounds. Any character
that makes a save under half their
Wisdom will detect an odd smell
after the trap is triggered. For every
ten rounds characters stay in the
hallway, they will suffer 1 hit point
of damage.
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Six dragon-priest statues stand facing
inward, their hands in an open,
receiving gesture. If anything is
placed in a statue's hands, its eyes
will flicker with a small flame. There
is a 20% accumulating chance per
round (per statue) that the flame will
ignite the gas in the hall. Charac-
ters caught in the explosion will
suffer 6d6 explosion damage (or half
if a save versus Death Ray or Poi-
son is made). Note that the gas
and subsequent damage reaches into
area 8 as well.

8. Crypt of the First

A niche in the southern wall con-
tains the wrapped form of the dead
dragon-priest, t'Kral the First. Being
the first to refuse the transformation
ritual, his body was buried with
great reverence and respect. Several
jars of platinum coins and gems
surround the body in the niche and
his bony hands hold a small wand.
Along with one hundred garnets
(each worth 100 gp), there are 500
pp in the jars. A Wand of Dragon
Fire with six charges can be pried
from the firm grasp of the deceased
priest. (The Wand's abilities are
found in the Magic Shop section of
this fanzine)

Note that an explosion in the hall-
way has a 10% chance of destroy-
ing the wand.
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9. Crypt of the Fifth

The last dragon-priest to remain in
humanoid form was buried in this
simple tomb. A slab adjacent to the
east wall holds the decaying form of
tDurg, the fifth and last priest to
refuse the transformation ritual. His
form has been partially consumed
by long-dead creatures, leaving bro-
ken bones and bits of linen wrap-
pings atop the slab. Several broken
clay pots, pushed from the slab, lie
on the floor. Their contents are
spilled and scattered. Silver and gold
coins are found on the floor (500
sp and 250 gp). A pair of silver
bracers on bony forearms remain
unblemished by time. These are
Bracers of Cold Protection (adds +1
to saving throws versus cold-based
attacks, both magical and natural).

10. Pool of Remembrance

Although the water from the wind-
ing stream is normal and clean, it
changes once it enters the pool. A
magical aura at the bottom of the
pool gives the water both healing
and mental restoration abilities.
Drinking from the pool heals 1d8
damage (maximum once per week)
and cures any mental affliction (once
per character). For every half minute
a character submerges themselves
within the pool, there is a 10%
cumulative chance that they can
recall any lost memory from their
past.

Thousands of donated coins line the
bottom of the pool, reflecting light
from torches and lanterns throughout
the temple. There are 1,790 sp
and 865 gp at the bottom of the
clear pool.



11. Crypt of the Sixth

When tZeel felt that he may elect
to remain in humanoid form, he
had the construction of his burial
chamber started. However, the work
was stopped when he changed his
mind. A water-filled crypt appears
empty at first untii the room is
entered and the room's guardians,
three Electric Eels, attack.

Electric Eels (3): AC 9 HD 2* HP
12 each, ATT 1 bite, Dam 1-4,
MV swim 120' (40, Special; shock
once per turn (5 range, 3d8 dam;
10" range 2d8 dam; 15' range 1d8
dam), ML 7, Save F2, AL Neutral,
XP 25 each

12. Crypt of the Fourth

A pair of dragon-men statues watch
over the narrow door to this crypt.
After turning into the chamber,
characters will find a bent-over,
shambling creature partially wrapped
in rotting linens and carrying a
glowing spear. The dead priest
t'Gath has risen as a vile Wight and
wanders about his burial chamber
seeking some forgotten vengeance.

t'Gath (Wight): AC 5 HD 3* HP
18, ATT 1 claw or 1 weapon,
Dam energy drain or 1d6+2 (spear),
MV 90' (30, Special; energy drain
reduces character's level by one, ML
12, Save F3, Align Chaotic, XP 50

The spear +2 that t'Gath carries
also protects the wielder from Fire
(+1 wvs. all fire attacks and saving
throws, magical or natural). Addition-
ally, several rotted leather bags have
split open revealing several piles of
gems. There are 1d100 gems of
each of the following types: dia-
mond, sapphire, emerald, ruby, and
topaz. Each gem is worth 10 gp.

An ornate tapestry hangs from the
east wall, depicting a scene of
Kragkothamon engulfing an entire
world with a single, fiery breath. It
is worth 1,000 gp to tapestry col-
lectors.

13. Statue Trap

When characters reach the midway
point between the two dragon-men
statues on the slope, each will ani-
mate and converge on the group.
Each wields a sickle and spear,
attacking once per round with each
weapon. Each weapon is treated as
+1 to-hit and damage. The weapons
will disappear when the statues ex-
plode upon death.

Dragon-men Statues (2): AC 4 HD
5% HP 30 each, ATT 2 weapons,
Dam 1-8+1, 1-6+1, MV 60" (20,
special: upon death, explodes in a
ball of fire for 3d6 damage to any
within 20', ML 11, Save F3, Align:
Chaotic, XP 425 each

14. Crypt of the Thirds

Twin priests once shared the duty
of administering service to members
of their race. Wrapped and buried
side by side on two stone slabs,
tReth and tRelk were identical and
were never apart in life. When

tReth died before his brother, tRelk
took his own life moments later to
remain by his side in death.
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Each brother holds a half shield and
a short sword upon their wrapped
form. Both swords are short swords
+1 and illuminate on command (10’
radius). Although non-magical, the
shields are adorned with language
and images that—when seen—may
prevent any dragon-man (statue or

undead) from attacking (1 in 6
chance they will attack someone
else).

A single clay pot between the burial
slabs is filled with platinum coins
(350 pp).

15. Crypt of the Second

Upon entry to the area, characters
will hear the scraping of nails on
stone in the dark beyond. A Mum-
my digs at the wall seeking a way
out. Awakened from his eternal
sleep when the ritual was halted,
t'Shrin has ever since tried to es-
cape his burial chamber.

t'Shrin (Mummy): AC 3 HD 5+1*
HP 31, ATT 1 touch, Dam 1-12 +
disease, MV 60" (20, Special; dis-
ease, unaffected by sleep, charm
and hold spells, ML 12, Save F5,
Align Chaotic, XP 400

A small chest and three clay jars
are set near the east wall. The
chest contains 3 scrolls (Bless, Hold
Person, and Snake Charm), chain-
mail +1, and a war hammer +1.
The clay jars contain 668 gp, 981
sp, and two dozen pieces of gem-
encrusted jewelry (each piece is
worth 1d1000gp).

Conclusion

If characters inadvertently restart the
ritual, they will have to contend
with an irate red dragon looking for
revenge and a meal. If tZeel is
slain in dragon form before he re-
turns to his home plane, his body
will return to its humanoid state
after several rounds.

Spellbound

In a previous issue of Back fo
BasiX, we briefly discussed Druidic
spells. 1 was recently asked about
necromancy and spells of this type
for B/X. TI've come up with a few
spells that I think I would use if a
player wanted their character to
have more of a necromancer feel.

Note that I haven't specified wheth-
er the base character class would be
Cleric or Magic-user—I believe I
would allow either but I'd lean more
toward the Cleric class for this
build. However, GMs can choose
either base class or create a new
class entirely.
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Necromancer Spells

Level Name
1 Destroy Life
Dispel Undead
Rot Flesh
Summon Undead
Gravesight
Hold Undead
Animate Bone Golem
Speak with Dead
Resist Death

O O bk R W W NN

Vampiric Touch

Spell descriptions are found on the
following page.



First Level Spells
Destroy Life

Targets unintelligent life, destroying
1 HD or ten square feet (depth of
1) per level of the caster. Useful
for destroying vegetation or swarms
of insects. Targets must have less
than 1 HD each to be affected.

Dispel Undead

Caster affects 1 HD undead per
level, turning them as the cleric's
Turn Undead ability. This spell can
be used on undead that have previ-
ously been turned or unaffected by
a turn attempt. This spell can also
be used to cancel the effects of an
Animate Dead spell.

Second Level Spells
Rot Flesh

For the number of rounds equal to
the caster's level, any successful
touch by the caster has a chance to
pass on a rotting disease (like that
of a Mummy). Affected victims may
make a saving throw versus Spells
to avoid the disease effects.

Summon Undead

The caster may summon 1 HD of
undead to their location. Each un-
dead creature may be controlled by
the caster using verbal commands.
Undead of 4 HD or higher may
make a saving throw every turn to
avoid being controlled. Undead must
be within 100 feet per level of the
caster. The undead follow the com-
mands of the caster for 1 turn per
caster level.

Third Level Spells
Gravesight

The caster may look into one grave
or burial location, gazing through
solid rock, wood, or dirt to examine
the contents within. For each level
of the -caster, the distance is in-
creased by ten feet and the length
of time increased by one minute.

Hold Undead

This spell works on undead like the
Hold Person spell except that the
undead targets do not get a saving
throw.

Fourth Level Spells

Animate Bone Golem

Using a pile of bones, the caster
may create a Bone Golem that will
follow his or her simple instructions.
A fullsized Bone Golem requires
over two hundred pounds of bone.
One hundred pounds of bones will
create a half-sized Bone Golem.

Speak with Dead

The caster may be able to speak
with the dead, asking simple yes or
no questions or queries that may
produce a one-word response. Each
level of the «caster increases the
number of days the target may be
dead to allow the spell to work.
For example, a 10" level caster can
speak to the dead who have died
within ten days. The caster may
only target one dead being. The
spell lasts for 1 turn per level of
the caster.
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Fifth Level Spells
Resist Death

Any creature or person who has
been killed can be held in a state
of “near-death” for a number of
days equal to the level of the cast-
er. During this time, the affected
target's form will not naturally deteri-
orate or heal. Magical healing may
be applied at anytime, but cancels
the spell's effects immediately.

Vampiric Touch

For 1 round per character level, the
caster has the same deadly, energy
draining touch as a vampire. Each
successful strike heals the caster 1d4
hit points while draining the victim
two levels or HD. Any creature
killed with Vampiric Touch will not
turn into a vampire but has a 50%
chance of returning as a Zombie
within 24 hours of death.

Quarterly Dungeon Crawl #2

Pyramid of Reversal

by Thom Wilson. An adventure for
4-6 characters of 10th to 14th lev-
el.

Background.: Village elders of
Ghantala have had a loose agree-
ment with demons living below the
desert dunes for centuries — a child
from a single village family each
generation must be sacrificed to the
demonic denizens to prevent a cata-
strophic disease from decimating the
remote village. However, only the
elders are aware of the arrange-
ment. Villagers believe that some of
their children have been born
“possessed” and had to be left in
the nearby pyramids to be judged,
taken away, and healed by the
gods. Children are actually drugged
by elders making them behave errat-
ically. Parents are led to believe that
to save them, they must give them
over to the gods.

Unfortunately for the elders, the
centuries-old secret was somehow
discovered by villagers after a recent
sacrifice. After enraged families dis-
patched their elders in a night of
bloodshed and retribution, they have
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tried to recover lost children at the
pyramids but their attempts to dis-
cover an entrance has failed. They
are offering a substantial reward to
characters to enter the pyramid and
retrieve any children they can find.

Detailed Background: Elders have
been trading children for bricks of
gold for centuries. Demons have
been paying the mortals in gold in
exchange for young children, used
to work as slaves in their mines
below the surface (among other
nefarious purposes). The elders have
been stockpiling the gold, spending
it only when necessary. A secret
vault under the village council cham-
bers is well hidden and unknown to
any who remain in the area. It is
filled with hundreds of gold bars.

Many of the abducted children are
still below the village, serving their
demon masters in the upside down
city of Xak'tor. Children are forced
to mine for gold and silver, serve
lazy demon masters, and defend the
upside down city from subterranean
threats.



Pyramids of the Dead
1. Funeral Area

Most of the villagers have gathered
in this area, awaiting heroes who
are wiling to enter the Pyramid of
Death to retrieve their lost loved
ones. Daring to go no closer than
the gathering area between the pyr-
amids, they have assembled in pray-
er and lamentation, heart-broken
from the deceit of their trusted el-
ders. None of the villagers will go
any closer than this area.

2. Pyramid of the Sun

A smaller pyramid nearby is used to
offer sacrifices of vegetables and
fruit to the Sun god, Zharr. The
small cubicle at the top of the pyra-
mid lacks a roof, allowing the sun
to reduce sacrificed food to a wa-
tery pulp. In exchange for the
bounty, Zharr is said to bless his
people with long life and healthy
bodies. The door to the pyramid
interior has been sealed for centu-
ries—no one know what is within
the structure, if anything.

3. Pyramid of Reversal

Called the “Pyramid of Death” by
the people of Ghantala, this struc-
ture is nothing more than a over-
built entryway to an upside down
city below the surface. Elders of the
village have convinced villagers that
the pyramid was constructed as a
sacrificial temple to their god of
Judgment, Lorfandu. Since no child
has ever escaped the judgment of
the gods, the people have also
called Lorfandu the god of Death.

4. Sacrificial Pole

A single pillar emerges from the
stone floor of the uppermost tier of
the blackened pyramid. Leather
ropes, used to lash children down,
hang from the stone pole. No door
or entry can be found anywhere on
the pyramid unless a lengthy and
meticulous search is made. A con-
cealed trap door the around the
pillar opens to reveal a circular
stairwell leading to areas 7 and 8
below.

Find Concealed Door: 2 in 6
chance, or 3 in 6 chance for elves
and dwarves.

5. Sulfuric River

A river of sulfur-rich water flows
past the pyramids, depositing the
yellow-tinged fluids to a shallow sea
in the south. The slow-moving water
is undrinkable, giving anyone who
consumes more than mouthful of it
serious stomach pains, cramps, and
diarrhea for 24 hours. However, the
water is safe to bathe in and pro-
vides a cleansing feel to the skin
and a calming effect to the nerves.

Avoid Sulfuric Sickness: Roll under
one-half Constitution score (rounding
up).

6. Secret Tunnel

Villagers bathe and relax in one
especially warm spot in the sulfuric
river near the shore. Heat from the
underground city emanates through
a secret tunnel that connects a lake
below to the river above. The secret
tunnel at the bottom of the river is
challenging to discover. Some char-
acters may detect a change in water
flow or direction near the spot,
hinting at an opening at the river
bottom.
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Find Secret in 6
chance, or 2 in 6 chance for
characters with aquatic backgrounds.

7. Weightless Drop

Circular stairs wind downward forty
feet before ending in a trap door.
An overwhelming feeling of weight-
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lessness increases as characters de-
scend the stairs. By the time they
reach the bottom, they will feel like
they have to fight to stay grounded.
Any who jump from the top of the
stairs down into the center opening
between the steps will find their
descent slowing almost to a halt as
they reach the floor.



The trap door in the floor is locked
from the other side, requiring con-
siderable strength to break the bar
and chains holding the door in
place.

Open Reinforced Door: 1 in 12
chance (Strength bonus applies).

8. Sorting Chamber

Weightless children floating in mid
air were evaluated for service suita-
bility in this large room. Demon
masters choose new workers for
their mines, towers, and tunnels
after a lengthy review of their
minds and bodies. Those found to
be unlikely suited to the harsh envi-
ronment of the reversed city are
disposed of.

9. Testing Tunnel

A final test is performed by those
that pass the initial sorting evalua-
tion in the previous chamber. Mor-
tals must move through a current of
swirling darkness to access the op-
posite side and door to exit the
tunnel. Resisting the urge to fight
the pull of the chamber makes it
more likely to pass the test and
survive the final area before entering
the upside down city.

Access Opposite Side: Roll OVER
Strength (stronger characters are less
likely to succeed).

The door exits into the fully upside
down world of the demons within
Xak'tor. By this time, characters will
fully feel that up is down and down
is up. As they emerge from the
testing tunnel, they will be able to
plant their feet on the floors of the
structures and cave without much
difficulty. However, for each failed
check made in the tunnel before

exiting, they will be penalized -1 to
all actions for 24 hours (cumulative)
as they fight the urge to right
themselves.

Most denizens of Xak'tor are in-
doors, lounging while their slaves
perform all necessary duties. There
is a 10% chance that 1d4 Cambion
Demons may see the characters as
they emerge from the tunnel.

Cambion Demons (1d4): AC 4,
HD 6, HP 36 each, #AT 1 weap-
on, D weapon+3, Save F6, ML 9,
Special: 18 Strength, Thief abilities,
XP 820 each

Dean Spencer

10. Guardhouse

This two-story structure houses de-
mon guards while off duty. Luckily
for characters, the demons are rare-
ly idle, preferring to spend their
time making mortal lives miserable.
Many torment the slaves within the
city or are off to different planes or
worlds to war and pillage. Charac-
ters will find only a handful of de-
mons here at any time.

1d4 Shadow demons are often
here, awaiting orders.
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Shadow Demons (1d4): AC 1, HD
7+3, HP 45 each, #AT 2 claws/1
bite, D 1-6/1-6/1-8, Save F7, ML
9, Special: Spell-like abilities, XP
1,320 each

11. Tower of the Demoness
Ixnatak, Great Guardian of the
Plane of Reversal

The slender tower contains six levels
of empty living quarters for the
demoness Ixnatak, a Marilith Demon
of great importance. She resides in
the uppermost level of the tower,
served by slaves and many Succubi
Dozens of valuable items are found
throughout the tower, including 1d6
magical items. Pairs of Succubus
guards are rarely far from the
demoness’ great possessions.

Succubus Demons (GM decides):
AC 0, HD 6, HP 36 each, #AT 2
claws, D 1-3/1-3, Save F6, ML 7,
Special: Magic weapons to hit, level
drain, XP 1,320 each

Demoness Ixnatak (Marilith Demon):
AC -6, HD 7+6, HP 36, #AT 7
swords/1 tail, D 1-8+3/1-8 (other 6
weapons)/2-8, Save F7, ML 10,
Special: +1 weapons to hit, Spells
as MU7, XP 1,700

The demoness carries the magical
gemstone, Soulblood, a red ruby
that contains all the souls of the
countless mortals she has defeated.
It is worth 75,000 to 100,00 gp.
She also wields Willbreaker, a magi-
cal sword that reduces the target's
morale to half on a successful hit
and steals souls on natural 20s.
Otherwise, it is treated as a sword
+3 for to-hit rolls and damage.

Ixnatak often has chests of gems,
platinum, gold, and magic items
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scattered about her private quarters.
Characters should find in plain sight
1d100 gems (value 1,000 gp each),
5d100pp, 10d100gp, and 1d6 mag-
ical items.

12. Slave Quarters

Broken or injured slaves are left
here to recover or die. The door is
locked form the outside and is al-
ways guarded by a single Balor
Demon.

Grizzled Balor Demon: AC -2, HD
8+7, HP 55, #AT 1 sword or 1
whip, D 2-9 or 1-6, Save F8, ML
10, Special: +1 weapons to hit,
whip adds 3d6 fire damage, spell-
like abilities, XP 1,820

There are 3d6 sick, injured, and
near-death slaves within the building
(50% are children).

13. Temple of Demogorgon

A high-domed, single story structure,
the Temple of Demogorgon the
King of Demons, contains a gargan-
tuan statue of the two-headed lead-
er. Although the temple is filled
with hundreds of kneeling and pray-
er mats, it is rarely attended by
demon patrons. Demogorgon man-
dated that the temple be built in
Xak'tor, but none of his minions



regularly visit its interior. A single,
fanatical priest and his three aco-
lytes provide worship services and
advice to visitors as needed. Non-
demon visitors (other than slaves)
are treated with hostility unless given
specific  instructions otherwise. In
battle, the acolytes will protect their
priest, preferring to die to save him
or give him time to «cast spells
against foes.

Human Priest of Demogorgon, Xa-
k'tor temple: AC 3, Cleric 7, HP
24, #AT 1 mace or spel, D 1-
6+2, Save C7, ML 11, Spells: 1L)
Protection from Good, Detect Good,
2l) Bless, Hold Person, 3L) Cause
Disease, Curse, 4l) Cure Serious
Wounds, 5L) Commune, mace +2,
plate mail, XP 1,250

Acolytes (3): AC 3, Cleric 1, HP
5 each, #AT 1 mace, D 1-6, Save
Cl, ML 12, XP 13 each

Four massive opals are set into the
statue's four eye sockets. Removing
them marks the characters for life,
creating an open-ended plot hook
for many demon encounters to
come (DM to create and use as
needed). However, if the characters
can sell the opals, each will fetch
15,000 gp each. Note that gem
dealers and craftsmen will consider
the unnaturally large opals to either

be fake or cursed making them
hard to sell.

14. Storehouse

Grains, vegetables, and fruit are

stored in this warehouse in large
quantities, used primarily to feed the
slaves in the small city. Most of the
supplies are either nearly or fully
spoiled, vet still given to starving
slaves nonetheless. There is a 50%

chance that one or two Cambion
Demons will be patrolling the store-
house.

15. Storehouse

The entrance to a vast mine of
countless tunnels is found at the
ground floor of this structure. Thou-
sands of slaves mine the tunnels for
gold, silver, and gems while watched
over by dozens of demons. Entering
this area is considerably dangerous
and should only be encouraged if
the characters are capable. It is
easy to get lost in the darkness
beyond as hundreds of wretched and
foul things lurk in the shadows and
dead-end tunnels. Somewhere at the
end of the mining operation lies a
hidden exit to Avernus, the first
level of Hell. It is guarded by a
dozen Balor demons.

16. Visitor Quarters

Although rare, visitors occasionally
visit Xak'tor to meet with Ixnatak or
attend a special service at the Tem-
ple of Demogorgon. Demons, devils,
leaders of underdark factions and—
very rarely—an elder from Ghantala
may use the special quarters at the
edge of the city by invitation only.
When multiple visitors stay in the
elegant quarters, violence often en-
sues.

Adventure Conclusion

Characters should easily find a few
children slaves in several areas, at-
tending demons, working the mines,
or cleaning up after visitors. At-
tempting to gather as many slaves
as possible may create issues when
trying to sneak them out. Demons
will be sure to miss multiple slaves
and will search the city for intrud-
ers.
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Crimson Abbey of the Broken God — Part 9

Finding the tunnel below the dais of
the old temple, the brave heroes
navigate the darkness and dozens of
corpses littering their path to
emerge in the new shrine of the

Broken God (Area 28).

The map for this part of the adven-
ture can be found on the next

page.

A21-23. Monk Quarters

A private wing of single rooms was
added here for monks both excelling
at their studies and showing great
promise in the order. Each of the
three rooms is outfitted with a sin-
gle bed, writing desk, stool, and
side table. The rooms are filled with
years of undisturbed dust and smoke
residue. If searched, adventurers will
find old scrolls, books, and dried
writing utensils. There is a 25%
chance that a character may find a
scroll or book that details the Crim-
son God in further detail.

A24. Monk Quarters

A single monk was charged with
watching over several monks, provid-
ing assistance and advice as needed.
This monk was called an “Observer”
and often had his quarters near his
charges. This room was the quarters
for this wing's Observer. It is fur-
nished similarly to that of his initi-
ates with the exception of having
more books and scrolls on his
bookshelf than the younger monks.

When searching the bookshelf, ad-
venturers will find a magical tome
that will add one point to Wisdom
permanently after a full, uninterrupt-
ed read. Only one character may
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read the book and only if they
have at least an Intelligence score
of at least 12.

A25. Empty Library

Two massive tapestries slide on rails
to reveal two openings into this
room. Several empty bookcases are
found in the room, apparently
cleared out in a hurry. Books and
scrolls are lying about the room as
it dropped or thrown to the side in
a rush. In fact, monks fleeing the
area in the abbey's last days
grabbed whatever they could and
left.

A note on a shelf reads, “Take
three others and grab whatever you
can from the western library. Make
sure to get The Crimson Veil and
the unfinished Breaking of a God.
Hurry back!”

A26. Private Shrine

Monks often attended worship multi-
ple times per day privately. Alt-
hough they spent time with villagers
and visitors in the main temple
(area 18), they preferred the private
shrine in this location when further-
ing their prayers and devotions.
Unlike the main temple, this shrine
lacks benches or chairs. Monks were
expected to kneel upon the hard
floor to show their faith.

A statue of a broad-shouldered man
on the dais at the western side of
the room has been defaced, marked
with splashes of black and red
paint. The hallway to the north is
covered by a great tapestry of
monks helping men, women, and
children in several different locales.
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Crimson Abbey of the Broken God
Map 6

An archway on the southern wall
leads to stairs and a hallway be-
yond.

Find Well-made Secret Doors: Two
secret doors in the room are hard
to find (Elves and dwarves may find
them on 1-2 on 1d8, and others
on a 1 on 1d8).

A27. Secret Chamber

This area was known to the lawful
monks of the order before the Bro-
ken God's influence spread through-
out the abbey.

The secret room contains one of
the many artifacts of their god: the

Shield of the Broken God. Addition-
ally, the monks stored much of
their donation money here. Ten
small chests hold a total of 967 gp,
1,896 sp, 2,751 cp.

Shield of the Broken God- shield
+1, +2 versus Chaos. Provides 1-2
hp regeneration per eight hours to
one Lawful character (must possess
the shield for a majority of the
time during that period). Once per
day wielder may automatically knock
one adjacent target back 1d4x5
feet.
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A28. New Temple

When the Broken God became
tainted by the crimson entity below
the abbey, the order broke into two
factions. Those that served the new-
ly transformed evil god created a
smaller, secret temple in the upper
level of the abbey. This temple was
used for secret prayer and worship
until the main temple was finished
in the crypts of the monastery far
below.

The statue that once stood in the
main temple (area 18) was dragged
through the tunnel to this secret
room and erected on a makeshift
dais. The arms and head were bro-
ken off the statue and the entire
sculpture was splashed with crimson
paint. A glass container filled with
blood was set in place of the head
(since dried, now just lined with a
dried, red substance). The remains
of several dead monks, an equal
number of both orders, are found
here and in the tunnel below. Note
that none of the dead have head-
bands—all were presumably removed
after the battle.

A trap door in the floor leads to a
hidden tunnel that emerges in area
Al8.

A29. Barricaded Room

When the battle for the abbey
erupted and monks were decimated
in the main temple, the remaining
monks of the original order made
their last stand in this common
room. Piling up furniture and crates,
they stood their ground to the last.
A pile of skeletal remains in the
center of the room hints to the
gruesome and bitter end of the
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monks of the untainted Broken
God. Several dead monks outside
the barricaded area wear ruby head-
bands. If any headpieces are re-
moved, 2d4 skeletons will rise to
attack characters.

Skeletons (2d4): AC 7, HD 1, HP
5 each, #AT 1 claw, D 1-4, Save
F1, ML 12, XP 10 each

A search through the dead skeletons
in the center of the room will re-
veal two important tomes: The
Crimson Veil and Breaking of a
God. These were to be secured and
kept from the evil monks. The
monks hid the books in their robes
and died protecting them.

The Crimson Veil chronologically
details the slow change in the order
after a few monks stumbled upon
the evil ruby below the abbey. It
specifically details the location of the
gem where it was found and several
events that should have forewarned
the evil to come.

Breaking of a God discusses the
rise and fall of an immortal angel
who finally rises to deity status after
self-sacrifice. The story hints to the
origins of the original order of the
monks and their faith in their god's
teachings and deeds.

Convention Calendar

Convention Date, Location
Origins Game Jun. 12th—16th,
Fair ‘19 Columbus, OH
Gen Con Aug. 1st—A4th,
2019 (52) Indianapolis, IN

ShireCon I Sept. 21st,
Falls Village, CT
GameHoleCon Oct. 31st—Nov. 3rd
Vi Madison, WI
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The End? — A Note from the Fanzine Creator

For those that haven't followed the
course of this fanzine over the last
several months, know that this issue
is the “final” issue—or the final
issue for now. I know that’s a bit
vague but that’s the best I can say
at this time.

Why is it ending? Well, there are
several reasons. Primarily, 'm end-
ing the run of quarterly ‘zines so
that I can begin on work on other,
more demanding projects. I'm a
single creator already working on
several projects, all in my free time.
My bandwidth has shrunk over the
last few months and instead of
missing deadlines, I'd rather put a
long hold on developing further
issues.

I've had many emails and messages
from fans of the fanzine asking to
continue it and to seek assistance
from other contributors. I appreciate
the offers and ideas but in my ex-
perience, it’s easier to herd a few
cats than a dozen. Reminding con-
tributors to get their submissions in
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on time and having to edit their
work several times doesn't fit my
schedule constraints. I'd rather be
the sole contributor, working toward
my own deadlines without having to
worry about others getting their
parts done.

Although issue #10 is the final is-
sue, I'm leaving the door open for
a return to the series once I've
completed several large projects over
the next several months. I'm not
guaranteeing a return but hinting to
the possibility of restarting the series
once my plate clears.

I've enjoyed the run over the last
three years and am proud to have
kept fairly close to meeting the
quarterly deadlines I've set for my-
self. I've had the chance to inter-
view industry legends and work with
talented artists throughout the series.
It has been one of my favorite
things to create for you and I ap-
preciate all the positive feedback
you've had for the series. Thank
you! - Thom Wilson
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Publishing News

In the first nine issues of this fan-
zine, ['ve highlighted third-party and
independent publisher’'s work that
fell squarely in the B/X fantasy
domain. In this final issue, I'll switch
it up a little and take a look at a
B/X system set in the old west:
Tall Tales BX Wild West RPG.

Mark Hunt’s western roleplaying
game is an interesting and enjoyable
take on the genre, using the sim-
plistic rules of a tried and true sys-
tem with classic professions common
to fans. Six base classes are availa-
ble for players, from Gunslinger to
Snake-Oil Salesman. Each class has
one or more special abilities that
more than make up for the lack of
arcane and divine spells.

Trying to bend B/X rules into a
western game does present several
challenges. First, armor class without
real armor is interesting. The crea-
tor does wuse clothing wvariants to
decrease AC, extending heavier
clothing to a plate mail equivalent.
However, adding a hat or a badge
to decrease armor class seems a bit
quirky. It works but just seems like
a stretch. If the creator stretched
the rules a little, using Dexterity or
even Charisma (for law-abiding or
dishonest characters) bonuses for
armor class, it may have worked
the same as hat and badge addi-
tions to the “armor” lists.

Additionally, money in T7all Tales
matches that of the fantasy genre—
copper through platinum pieces.
This is definitely something I'd
change if 1 ran this version of the
game with my players.

TALL TALES

WILD WEST B/X FANTASY ADVENTURE GAME

MARK A'HUNT "

Tall Tales cover

My last quibble with the system is
with weapon damage. Pistol damage
deals 1d6, the same as a spear.
While this seems okay, I wonder if
distance and body location for pis-
tols, rifles, and shotguns could have
been factored into damage a little
better. Keeping with B/X (which
doesn’t care as much about distance
and body location), it works but I
can see Gunslingers at higher levels
getting riddled with bullets without
missing a step.

Otherwise, the book is quite good.
Loads of interesting tables with
name and background generation,
plot ideas, and town- building make
this a really good game and re-
source. Even the included character
sheet matches up with the tradition-
al B/X sheet. This book is definitely
worth getting. Downloaded in PDF
from DriveThruRPG for $7.99 (on
sale for $1.99).
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Interview with a Legendary Author—Douglas Niles

One of the great RPG authors of
the 1980s was Douglas Niles who
produced adventures for different
systems and levels for TSR. He is
likely best known for producing the
AD&D gem, “Against the Cult of
the Reptile God,” and the Basic
D&D novice-friendly, “Horror on the
Hill”. T recently had the opportunity
to ask him a few questions about
his work at TSR and writing in
general.

[Thom/ When did you begin working
at TSR and what was vyour first
published work there?

[Dougl 1 started working at TSR in
January of 1982. I began my post-
college career in fall 1977, as a
high school speech/English teacher
in Clinton WI. That was where
Gary Gygax moved with his family,
and his daughter Heidi introduced
me to D&D when I told her I had
heard about it but never seen it.
She gave me a copy of the Basic
Set on a Wednesday, I think it was,
and that Friday night 1 had some
friends over and started my first
campaign. Over the next couple of
years (80/81) I progressed through
the Expert rules and moved on to
AD&D. 1 also was inspired enough
by the game to rediscover my love
of writing adventure fiction and be-
gan writing a fantasy novel set in a
Celtic/Britannic type world.

My first published work was an
AD&D introductory level module
called “Against the Cult of the Rep-
tile God.” I'm still rather proud of it
and it got a lot of nice feedback.

[T] How did vou find writing for
three different levels of D&D to be?
Was it challenging? [note: Douglas
wrote adventures for Basic, Expert,
and Companions./

[D] T didn’t find the different level
game rules to be very challenging,
except for having to flip back and
forth between the rulebooks when I
couldn’t remember where a certain
spell, monster, magic item, etc.
were described. (There was no rules

compendium in existence during the
80s!)

The most complicated part of my
involvement with D&D was creating
the “War Machine” rules for mass
combat. Frank Mentzer, who was
writing the Companion rulebook,
asked for me specifically to do that,
which was flattering. 1 had done
some fun and fast-moving war-games
by that time, and also the AD&D
BATTLESYSTEM rules, which al-
lowed for tactical miniatures play of
large scale battles. But War Machine
was supposed to be a streamlined
version for battle resolution—instead
of lining up miniatures and playing
out the battle, you factor in a
whole ton of factors, such as troop
numbers, various armor classes,
movement, cavalry, and artillery (like
catapults, not gunpowder) as well as
heroic leaders. Then you make one
dice roll to determine the outcome
of the whole battle! I actually can’t
remember many details about it, but
[ still hear from people who use it
in not just D&D but other RPGs as
well.



[T] Were there any other adventures
(or supplements) you wrote or
pitched for Basic/Expert D&D that
either moved to AD&D or never
made it into the product catalog at
all?

[D] When TSR acquired SPI in the
early 80s I hoped to have a chance
to design a game for a Civil War
battle in the “Great Battles of the
Civil War” rules system, but I never
had a chance to do that. As I
gained experience, | spent more
time designing rules for RPGs and
board games and less time working
on adventures, which was fine with
me—I really liked game system de-
sign. I began writing novels for TSR
in about 1985 and tried for a long
time to get the book department to
approve a series of epic historical
novels about World War 2. 1
pitched the idea that they could
come out on the 50th anniversary
of many important dates (Pearl Har-
bor, Dec 1991; D-Day June 1994)
but could never get the go-ahead.
The head of the department decid-
ed, logically enough, that the TSR
brand was about fantasy, and so I
made my way through the Forgotten
Realms and Dragonlance book lines,
which were a lot of fun to write.
After 1 began my free-lance career
in 1990, I did write some WW2
alternate history novels with a friend
and former TSR colleague, Michael
Dobson.

[T] Any memories of playtesting,
writing, or vour time in general at
TSR that youd like to share? E.g.
vour first D&D character, or an
event at a playtesting session of
one of your books that was surpris-
ing or unexpected?

[D] My most vivid memory of a
playtesting incident actually occurred
during the design of a board game,
World War 2—European Theater of
Operations. The game had a fairly
detailed (for a strategic game) naval
combat system, including ship-to-ship
combat based on 2d6 rolls. Ships
had gunnery and armor ratings. A
roll high enough to “hit” usually
had to be something like 7-11. If
the hit was rolled as doubles, the
target was immediately sunk instead
of damaged. During a playtest, a
naval engagement occurred as the
German BISMARCK encountered
several British battleships. The Ger-
man player immediately rolled a
“12” for the BISMARCK, which
would sink any target in the game.
The hapless British victim? (You
already guessed it if you know your
WW2 history.) The HOOD, of
course—historically, she was quickly
hit by the German ship and torn
apart by a massive explosion. There
were only 3 Royal Navy survivors if
[ recall correctly.

My memories of working at TSR
are more social than actually work-
related. 1 made great friends there.
When 1 started, it had a very col-
lege-like atmosphere—we were more
concerned with creating games that
were fun. Those of us on the crea-
tive staff did not really concern our-
selves with marketing and econom-
ics. In the first two years I worked
there, the design staff grew from 5
(I was the fifth hired) to 12. Then,
abruptly and shockingly to us, hard
times hit and 8 of the game de-
signers were laid off. After that, it
became clear it was more like a job
than a college course. In time,
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the company began to grow and
we hired more people, several of
whom became great friends. But it
wasn't quite the same as during my
first two years with the company.

By 1990, I had established enough
of a name and reputation as both a
novelist and game designer that,
with my wife’s blessing, 1 decided to
take a chance on a freelance ca-
reer. | resigned from TSR in Janu-
ary 1990. My last project was to
fly to California and help the TSR
West staff (about 4 people in a
small office) design a game, in a
hurry based on Saddam Hussein’s
conquest of Kuwait, and the upcom-
ing campaign to drive the Iraqis
back. That game, called A LINE IN
THE SAND, used a game system I
had designed for a game about a
hypothetical modern war in Germa-
ny, based on Tom Clancy’s book:
RED STORM RISING.

During the 90s and 00s, I did a lot
of work for TSR—both game design
and fiction—as a free- lancer. The
company was bought, first by Wiz
ards of the Coast, and then WotC
was bought by Hasbro. In about
2008, Hasbro decided they wanted
to get out of the novel business
and that ended my association with
TSR—not by my choice, this time.

[T] What are you working on these
days?

[D] T have just signed a contract
with the American branch of a Ger-
man roleplaying game company,
Ulisses. They have been publishing,
since the 80s, a very successful
RPG called the Dark Eye. They
have decided they wanted a series
of novels to bring that game
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world to life, and (based in part
because of my work on the shared
world of DRAGONLANCE) they
have hired me to write 7 novels for
them! So after a stretch of slow
years, | am going to be busy,
again, for a while.

Thanks to Douglas Niles for taking
a moment fo answer my questions
and shedding a little light on his
work in those early TSR days.

A review of Horror on the Hill can
be found on the next page!

Classic TSR art within N1/



Product Spotlight

Horror on the Hill by Douglas Niles
may be one of the most overlooked
gems of the original B Series. It
may even be one of the top few of
the seriess. Why do [ think so?
Read on to find out!

It's rare for Basic adventures to
have wilderness exploration and sce-
narios, but we find plenty in this
adventure. An entire hill is filled
with outdoor and small cave encoun-
ters, ranging from Kkiller bees and
ants to ogres, Neanderthals, and
even ghouls. A nearby fort gives the
adventurers a base to work from,
making it easy for the group to
return for supplies and healing as
needed. A muysterious cottage on the
hill is home to helpful sisters who
are willing to assist characters for a
fee. Beware, they are expert negoti-
ators!

After exploring the hill, characters
should find a ruined monastery that
is home to all manner of deadly
foes. Although surface and building
encounters seem simple enough, the
dungeons below the monastery are
filled with merciless and challenging
creatures: a gelatinous cube, giant
centipedes, venomous snakes, pira-
nha birds and lava lizards (new
monsters), and finally a young red
dragon! The sheer number of foes
is daunting, making its design akin
to many of these early TSR adven-
tures.

Treasure abounds throughout the hill
and dungeons of the ruined monas-
tery. Characters should easily find
enough gold and silver to fund their
lifestyle for many months afterward.

The entire adventure is very much
an open sandbox. Characters can
explore the whole hill or parts of it,
in any order they wish. A section
in the beginning of the book sug-
gests that characters use the Fort as
a base, frequently returning to it to
resupply, find work, and to gain
new information if needed.

James Holloway provided most of
the interior art for the book, using
his iconic style to illustrate key
NPCs and foul creatures. Jim Roslof
created the color cover in a way
that hints at some of the interior
content—a wilderness adventure and
a mountain with some volcanic ac-
tivity. Like many of the early Basic
books, there is loads of great art
and cartography within.

B5, Horror on the Hill, written by
Douglas Niles. 1983. ISBN: 0-
88038-046-2: #9078, $6.00; 32
pages; trifold cover; for  characters
of Ist to 3rd level.

BS 9078 O
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The Magic Shop

In this issue, we have a couple of
magical items submitted by Evan
Dembskey added in with a few of
mine.

Coin of Transmutation

Resembling a coin of a particular
type, the Coin of Transmutation
transmutes all of the coins carried
with it into a lesser metal. For ex-
ample, a gold Coin of Transmuta-
tion will transform all gold coins
into silver coins. These coins were
made by students of a great alche-
mist Galdorleoth from long ago.
Some of them actually work as
intended; they transmute lesser coins
into coins of greater value. These
are exceedingly rare.

Value: 500 GP.
Submitted by Evan Dembskey

Dean Spencer

Sword of Nihtfaren

The Sword of Nihtfaren was created
a long time ago to protect travelers
against the undead. It is not as
powerful as it once was, having
been buried for a long time. But
even now, it is a +1 sword, +2
versus vampires.
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When the sword is struck, it glows
brightly. The harder the sword hits,
the longer and brighter it glows. If
a vampire is struck, the light has
the same effect as sunlight. Con-
versely, any creatures that draw
strength from light will be rejuvenat-
ed.

The Sword of Nihtfaren is both a
boon and a curse; it brings light to
the dark and terror to a foe's heart,
but it betrays those who would

hide.

In combat situations, the sword
glows for a number of rounds equal
to the wielders strength + 1D10.
The wielder can of course tap or
hit the sword softly for the purpos-
es of making it glow; the DM can
choose a reasonable base figure that
is less than the wielder's strength,
+1D10.

Value: 15,000 GP.
Submitted by Evan Dembskey

Harp of the Deep

A magical instrument forged by mer-
folk, the Harp of the Deep enables
a musician to charm and control
water-breathing creatures. When
played by a skilled musician for at
least one turn, 1d6 HD of underwa-
ter creatures may be charmed or
controlled for one full day (no sav-
ing throw allowed). The harp can
only be used to charm once per
day.

However, when played by merfolk,
this instrument can charm land-
dwelling creatures in the same man-
ner.

Usable by Bards or characters with
musical skill. Value: 7,500 GP.



Dean Spencer

All-Seeing Eye Necklace

This strange artifact provides no
benefit for the wearer but allows its
true owner sight from great distanc-
es. Once the command words are
spoken, the necklace can be placed
upon the neck of any humanoid or
forest creature by its owner. The
necklace provides sight to the owner
from the wearer’'s point of view
from any distance.

The true owner must concentrate
for at least one round to see
through the necklace’s lone eye.
Any effects relying on vision (spells,
etc.) work through the eye as if the
owner was present. If the necklace’s
eye is covered, the owner cannot
see through it.

Value: 10,000 GP.

Dean Spencer

Boots of the Forest

These magical boots were made by
elven craftsmen from a forgotten
time. When worn, they allow the
wearer to pass through forests with-
out leaving tracks or markings of
any kind. Alternatively, the boots
can leave animal tracks instead.
Once per day, the Boots of the
Forest can be used to walk over
running water for short distances
(one foot per point of Dexterity).

Value: 7,500 GP.
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Water Bubble Flask

When opened in deep water, the
Water Bubble Flask draws in 1,000
cubic feet (10’x10'x10°) of water,
creating an air pocket in its place.
The air bubble lasts for 5d6 minutes
before returning the water back into
the open space.

If the flask is opened outside of
water, 1,000 cubic feet of water
pour into the 10’x10x10° space,
creating a bubble of water for the
same length of time.

The flask may be used three times
per day.

Value: 5,000 GP.




Mythicology

In this issue, we offer three new
monsters for you to use in your
adventures. All three of them are
found in this issue’s adventures.

Blisterpixy

These small (1% tall) pudgy blue
humanoids live in moderate forests.
They exist in relative peace amongst
the low-lying shrubs on the forest
floor, burrowing much as moles do.
They love to collect the flowers of
the shrubbery that grow above their
homes and feed on these as a deli-
cacy. While they are small and look
fairly harmless, their initial appear-
ance belies their ability to defend
themselves well.

Whenever a blisterpixy is harmed or
becomes angry, it will erupt into a
rage and undergo a physical meta-
morphosis. The blue skin of the
blisterpixy changes to a deep red
and its body more than doubles in
size to about 6'. This transformation
takes a mere round to complete.
Any weapons (usually daggers) are
discarded and the creature begins to
attack with its fists, causing 1d8
points of damage per fist. They
may attack with both fists each
round. The blistering rage lasts for
5 rounds after combat has finished
and generally any surviving blisterpix-
ies will pat each other gently in
order to calm themselves down. It is
believed that these creatures are
responsible for the euphemism
“seeing red” in anger as scores of
them transform at one as a tribe.
Monster Submission by Michael J.
Gross, Il

Armor Class: 5o0r 0

Hit Dice: 1/2 (1-4 hp)

Move: 30" (10

Attacks: 1 or 2

Damage: By weapon or 1-
8/1-8

Special: Hard to spot

No. Appearing: 2-12

Save As: Halfling: 1

Morale: 7

Treasure Type: Q (C)

Alignment: Lawful

lllustration by Jeff Madding

Optional Ruling: When a Blisterpixy
enlarges while enraged, its hit dice
and hit points quadruple—they be-
come an HD 2+2 creature with the
appropriate hit point wvalue
(averaging 12 hp).

Damage taken while enlarged is
discarded when the Blisterpixy re-
turns to normal size unless the dam-
age received would Kkill the creature
in its larger state.



Dean Spencer

Wereshark

Pirates who are bitten by sharks
during a full moon occasionally de-
velop a rare form of lycanthropy
that transforms them into a
wereshark. Driven to hunt the seas
in shark form, weresharks are called
to deep water each full moon.

Weresharks may use traditional pi-
rate weapons or may rely on their
fierce bite when attacking. They can
swim at incredible speeds (sometimes
faster than actual sharks) and are
also affected by blood frenzy (adds
+1 to-hit when blood is detected in
the water).

Armor Class: 4

Hit Dice: 2+2*

Move: 30" (10"); swim
45’ (15)

Attacks: 1

Damage: By  weapon or
2d6 bite

Breathe water,
blood frenzy

Special:

No. Appearing: 1

Save As: Fighter: 2
Morale: 11
Treasure Type:  None
Alignment: Neutral

Gargoblin

A cross between a gargoyle and a
goblin, the Gargoblin hunts for prey
in old graveyards, abandoned
churches, and fallen castles. The
four-armed and four-winged creature
is quite agile and deadly. Luckily for
adventurers, they are a bit fragile.

Gargoblins swoop down on unsus-
pecting prey, attacking twice when
airborne or four times from the
ground. From the air, they can
perform a fast dive attack, gaining a
+1 to-hit.

Armor Class: 2

Hit Dice: 1*

Move: 30’ (10%); fly
45’ (15))

Attacks: 2 or 4

Damage: 1-4 each

Special: Flight; dive attack
(+1 to-hit)

No. Appearing: 2-8

Save As: Fighter: 1

Morale: 10

Treasure Type: 1 (group)

Alignment: Chaotic

Jzouadg uea(
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Quarterly Dungeon Crawl #1

Craghorn Hills

by Thom Wilson. An adventure for
4-6 characters of 2nd to 3rd level.

Background: Historians have said
that long ago, an evil king was
cursed by a reptilian god for his
mistreatment of a local tribe of liz-
ardmen. The king first saw signs of
scaly skin and a forked tongue.
Within a fortnight, his eyes changed
and his lower limbs began to shrivel
and weaken. His people cast him
out of his own citadel, forcing him
underground and away from the
painful light of the sun. Now, only
stories remain of the outcast king of
Craghorn Hills.

Detailed Background: Not only was
King Fjorndal turned reptilian by the
curse but has suffered a painful and
lengthy life in this form. He took
refuge in an ancient crypt close to
his former citadel, presiding over
dark-dwelling creatures and foul
beasts of the underground.

Recently, the king has learned of an
old tree growing under the earth
that may have bark with magical
properties. He hopes that the bark
can reverse his condition. Unfortu-
nately, his minions are unable to
reach the tree which is guarded by
spirits and the dead.

King Fjorndal’s belief that the magi-
cal tree’s bark can help him is par-
tially correct. The bark will reverse
the curse but will also undo the
slow-aging effects of his condition.
Death will come to him quickly
once he consumes the magical skin.
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Characters can choose to assist the
reptilian king in finding the magical
tree or they can do what most
characters do best—rampage through
the cavern system, acquiring loot
and experience.

1. Ledge Path

A narrow ledge along a deep ravine
winds toward the open entrance of
the Craghorn Hills crypts. Careful
characters will have little problem
moving along the edge.

2, Crypt Opening

A wide ledge terminates the path
and provides access to the crypt
complex entrance. There is a 50%
chance that kobolds or goblins will
be here in the evening hours.

3. Crypt Entrance Hall

A long hall leads to double doors at
the north end of the entrance. Two
black pillars are found midway in
the hall. Each is engraved with an-
cient runes that indicate that the
dead beyond never rest.

Each pillar is covered in a black,
oily substance that when applied to
skin, suppresses the heat signature
of living beings. This suppression
makes it possible for characters to
pass through Area 7 without waking
the dead.

If the characters secretly observe
kobolds or goblins entering this ar-
ea, they may see the small crea-
tures applying the oily substance to
their skin.



MonkeyBlood Design

4. Watery Ravine

Deep water at the bottom of the
ravine hides the remains of many
victims who have fallen from the
ledge above. There is a 25%
chance to find 1d100 sp or a 10%
chance to find a simple magic item
after two hours of searching the
watery grave.

Eraghornl Dills

5. Minion Entrance

Kobolds and goblin serving King
Fjorndal use this concealed entrance
to gain access to their living quar-
ters (Areas 21 and 22). Rocks and
bushes cover up the entrance but
searching characters will spot the
small hole with a roll of 1-3 on a

de. 12




6. Forgotten Entrance

Unknown to those residing in the
crypts, this entrance provides a se-
cret way into the crypts. The hole
is behind a crack in the ravine wall
and is difficult to spot (a roll of 1
on a dl10, or a roll of 1-2 on a
d10 for dwarves).

7. Three Dead Princes

The Craghorn Hills crypt has been
mostly forgotten by locals and is
avoided by those with a faint
memory of its existence. Used by
royalty in a time before King Fjorn-
dal’s reign, those buried here were
corrupted by the dark magic of the
evil tree (in Area 26). The dead
perpetually await the arrival of the
living, to continue their hateful and
destructive ways.

The sarcophagi hold three brother
princes, slumbering until the next
time they awaken to combat intrud-
ers. The skeletal warriors will rise
when the living enter unless they
are protected by the oily substance
from Area 3 or are accompanying
King Fjorndal.

Skeletal Princes (3): AC 5, HD 4,
HP: 20 each, #AT 1 claw/1 weap-
on, D 1-4/1-8, MV 30’ (10’), Save
F3, ML 12, Special: edged weapons
deal half damage, AL C, XP 75

each

Each skeletal warrior wears rusty
chainmail and wields chipped vyet
effective long swords.

A thorough search of the room will
reveal a hidden drawer in the base
of the center sarcophagus filled with
gold and silver coins (144 gp, 369
sp).
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Dean Spencer

8. Empty Tomb?

If the room is viewed from either
door, it will appear that the room
is empty. However, walking through
the area’s center will cause charac-
ters to bump into an invisible sar-
cophagus. Once revealed, the illu-
sionary walls will dissipate—an or-
nate, engraved stone tomb on a
gilded dais will be in full view of all
within the area.

Bone dust and small pieces of linen
are all that remain of the king once
buried here. If characters choose to
search for any further illusions, they
will be pleased to reveal a chest
firmly attached to the ceiling above
the sarcophagus, hidden by another
illusion. Removing the chest requires
one character with a 15 or higher
Strength or two characters, each
with a 13 or higher Strength.

A trap in the chest lid fires three
sharp darts at any who attempt to
open its lid (hit AC, dealing 1d2
damage each). Inside, characters will
find a Scroll of Healing, a bag of
20 emeralds each worth 10 gp, and
a Shortsword +1.



9. Slippery Tunnel

A wet, narrow tunnel descends to
an opening in the ravine (Area 6).
Less dexterous characters may have
trouble keeping their footing in the
tunnel and may slide out and down
into the water at the bottom of the
ravine fifty feet below.

10. Tomb of the Protectors

A dozen faithful guards gave their
lives for their wizard patron the day
he died so that they would be bur-
ied with him. Hoping to accompany
the wizard into the afterlife, these
guards never got their chance, their
bodies corrupted by the evil tree’s
influence. Now, they stand guard in
undeath, prepared to slaughter any
who dare to disturb their slumbering
patron.

Skeletal Guards (12): AC 5, HD
1+1, HP: 6 each, #AT 1 weapon,
D 1-6, MV 30’ (10’), Save F1, ML
12, Special: edged weapons deal
half damage, AL C, XP 15 each

Each guard carries a rusty shorts-
word and wears dirty chainmail. A
gold medallion hangs from each
guards’ bony neck (valued at 50 gp
each).

11. Wizard’s Burial Chamber

A shriveled wizard, clearly dead,
floats in mid-air, his body suspended
by an unseen magical force. If any
living being moves within five feet
of the wizard’s body, his eyes open
and his skeletal head detaches from
his bony neck. The head will speak
in an unknown language (asking
why he has been awakened) and
will have little patience for intruders.
Within one round, the head reat-
taches and he attacks.

Dead Wizard: AC 7, HD 4* HP:
20, #AT 1 claw or spell, D 1-4,
MV 30’ (10), Save MU4, ML 12,
Special: spells, AL C, XP 125

Although dead, the wizard can still
cast spells as a 3rd level magic-user:

First level: Charm Person,

Missile.

Magic

Second level: Mirror Image

A spellbook and a wand are found
in his rotting robes. The spellbook
contains the above-listed spells plus
Light, Shield, and ESP. The Wand
of Paralyzation has but 2 charges
left and cannot be recharged due to
its age.

12. Chamber of the Eye

A pedestal in the center of this
octagonal-shaped room holds a mag-
ic item once owned and used by
the wizard in area 11. Under pro-
tective glass, the All-Seeing Eye
Necklace resting upon the pedestal
is protected by a lightning rune. If
the glass case is touched without
removing the rune (for example,
with a Dispel Magic spell or a Rod
of Cancellation), four streaks of
lightning from the rune find their
way toward four random, living tar-
gets in the room. Each lightning
bolt deals 1d4 damage. The rune
resets after 10 minutes (unless dis-
pelled, of course).

A bag of topaz gems have been
hidden in the base of the pedestal.
The 20 gems are worth 50 gp
each.

The statistics for the All-Seeing Eye
Necklace are found in the Magic

Shop section of this issue on page
8.
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13. King’s Antechamber

Goblins and kobolds take turns
guarding the Kking’s chamber (Area
14) against intruders. Either eight
goblins or ten kobolds will be found
here, each group serving as sentries
for twelve- hour shifts.

Goblins (8): AC 6, HD 1-1, HP:
4 each, #AT 1 weapon, D 1-6
(arrows or shortsword), MV
60’ (20’), Save NM, ML 9, Special:
n/a, AL C, XP 5 each

Kobolds (10): AC 7, HD 1/2, HP:
2 each, #AT 1 weapon, D 14
(darts or dagger)) MV 60" (20),
Save NM, ML 8, Special: n/a, AL
C, XP 5 each

GMs may reduce the number of
goblins or kobolds in areas 21 or
22 accordingly. Each sentry carries
1d6 cp and 1d4 sp.

A statue in an alcove on the west
wall depicts a male human in in-
tense agony and pain. This is a
representation of King Fjorndal's
reptilian transformation.

14. Prison of the King

King Fjorndal is unable to leave this
room for more than an hour, his
essence bound to the reptilian god
statue on a raised dais at the cen-
ter of the area. Leaving the room
will kill the king after aging him
hundreds of years in mere hours.

The king presides over the minions
of the cavern system, providing
leadership and protection from the
outside world. The goblins and kob-
olds that serve him are devoted and
will not abandon their faithful leader.
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Characters arriving in the chamber
have the chance to speak to the
king who is most often found
lounging at the base of the statue
in the center. The king will first see
the characters as an opportunity—
they may be able to assist him
where his minions have failed previ-
ously. He will ask them to acquire
bark from a magical tree in area
26. In exchange for the bark, he
will provide the characters with a
chest of gold and two magical
items. If the characters refuse, the
king will summon goblin guards who
are hiding in the alcoves around the
room.

Goblin Warriors (8): AC 6, HD
1+1, HP: 6 each, #AT 1 weapon,
D 1-6 (shortsword), MV 60’ (20),
Save NM, ML 11, Special: n/a, AL
C, XP 15 each

King Fjorndal: AC 3, HD 5%, HP:
25, #AT 1 weapon, D 1-8+1
(Sword of Nihtfaren), Mv
60’ (20°), Save F5, ML 12, Special:
use Potion of Healing, AL N, XP
300

Dean Spencer

Note that the king has a serpentine
lower half and moves as a snake
would. His arms and hands, besides
scaled, work like a normal man’s.



The king wields the Sword of Niht-
faren, a +1 weapon. He will give
this sword and the Boots of the
Forest (found in a hidden niche in
the dais) in exchange for the bark
of the evil tree. A chest of 500
gold coins is also found in the hid-
den niche.

Both the sword and boots are de-
tailed in the Magic Shop section of
this issue on page 8.

15. Cells of the Captured

A lone hobgoblin watches over the
prisoner in the cells to the east.
Two prisoners are awaiting their
fate—an elf and a thieving kobold.

The hobgoblin has been ordered to
remain here at all times. He is
especially cruel, enjoying violence
and misery more than most.

Hobgoblin Warden: AC 6, HD
1+1, HP: 6 each, #AT 1 weapon,
D 14 (whip), MV 90’ (30’), Save
F1, ML 10, Special: knock down
opponents with whip, AL C, XP 15

The hobgoblin warden carries the
keys to the three locked cells near-

by.
16. A Desperate Elf

A trespassing elf was captured by
goblins and brought here. He is
eager to be free from his cell,
knowing that his fate is likely death.
He will join a group that frees him
and may be persuaded to stay with
them after they leave the caves.

Elf, “Nimborni”: AC 7, E2, HP:
6, #AT 1 weapon or spel, D by
weapon, MV 90’ (30’), Save EZ2,
ML 9, Special: can cast Detect
Magic and Light, AL N
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17. Empty Cell

Bloodstained straw and dried viscera
only hint to the tale of what previ-
ously transpired in this cell. A care-
ful search of the filthy area will
reveal a single uncut emerald (worth
100 gp).

18. Disloyal Kobold

After being caught stealing from his
tribe, Gix the Stunted was brought
here to await judgment by his king.
The kobold is a masterful liar and a
slightly above-average thief. He will
promise to help any who free him,
only to attempt to rob or murder
one of the characters before escap-
ing the caves.

Kobold, Gix the Stunted: AC 7,
HD 1/2* HP: 2, #AT 1 weapon,
D by weapon, MV 60" (20°), Save
NM, ML 6, Special: Thieves abilities
(1st level), speaks Common, AL C,
XP 6

Gix can assist characters with the
location of hidden doors, the cave
system layout, and the evil tree area
(and foes there).
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19. Minion Tunnel

Goblins and kobolds use this tunnel
to return to their lairs when not on
duty serving their king. There is a
50% chance of encountering 1d4
goblins or Kkobolds in this tunnel.
Note that characters accompanied by
minions will be allowed passage.

20. Common Area

Both races of minions use this area
to get water, exchange information,
and occasionally (infrequently) allow
their offspring to interact. There is
almost always 1d4 each of goblins
and kobolds here.

21. Goblin Lair

Dozens of goblins use this area as
their lair. Females and children in-
termix with a handful of sturdy gob-
lin warriors, each serving the king
of the caves as needed. 2d4+4
fighting goblins will be found here,
taking care of their families (4d6+4
females and children).

Goblins (2d4+4): AC 6, HD 1-1,
HP: 4 each, #AT 1 weapon, D 1-
6 (arrows or shortsword), MV
60’ (20°), Save NM, ML 9, Special:
n/a, AL C, XP 5 each

22. Kobold Lair

This area mirrors the goblin lair
with respect to numbers. However,
the lair entrances are both trapped
with spring-loaded spiked bars that
inflict 1d4 damage to surprised vic-
tims.
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Kobolds (2d4+4): AC 7, HD 1/2,
HP: 2 each, #AT 1 weapon, D 1-
4 (darts or dagger)) MV 60’ (20),
Save NM, ML 8, Special: n/a, AL
C, XP 5 each

Special Note: Neither the goblins or
kobolds will travel beyond area 23
in the direction of the evil tree and
the warped creatures beyond.

23. Training Grounds

The king’s minions use this area to
train their combat skills and to pro-
tect their lairs from the creatures
beyond. There is a 50% chance
that characters will encounter one or
both races of minions practicing
combat and stealth maneuvers here.

24. Northern Sentries

There is always one guard of each
race watching the northern passage
for Gargoblins who stray from the
evil tree (in area 26).

25, Deadly Lichen

A faint glow from the walls and
ceiling here provides just enough
light to see the area and the tunnel
beyond. However, touching the li-
chen can be quite deadly. Any char-
acter who comes in contact with
the phosphorescent vegetation will
have to make a successful saving
throw versus Death Ray or Poison
to avoid falling into a deep sleep
for twenty-four hours. During this
period, the organs of the characters
will begin to shut down, resulting in
death. If any healing is applied dur-
ing this time, the character survives.



26. Evil Tree

A petrified tree stands in the middle
of this tall chamber, its bare branch-
es reach up toward the ceiling. A

dozen Gargoblins roost on its
branches, feeding off its evil es-
sence. Any noise or movement in

the area will disturb the foul crea-
tures, stirring them into flying at-
tacks.

Gargoblins (12): AC 2, HD 1%,
HP: 5 each, #AT 2 or 4, D 14
each attack, MV 30" (10’) ground,
45 (15)) flying, Save F1, ML 10,
Special: dive attack +1 to-hit, AL
C, XP 16 each—see page 10.

The Gargoblins will
tree at any cost.

protect their

The skeletal remains of goblins and
kobolds are found throughout the
area, hinting to their failed attempts
to acquire the bark from the tree.

Moving within 5 of the tree re-
quires a successful saving throw
versus Paralysis or Tum to Stone to
avoid its evil influence. Those that
fail their saving throw react in dif-
ferent ways (see the table below).

Evil Influence

Failed By Effect
10+ Alignment change*
6-9 Fall unconscious
4-5 Attack nearest creature
2-3 Run away 1 round
1 Confused 1 round
“Lawful to Neutral, Neutral to Chaotic

Gargoblins will target their attacks
on confused and unconscious charac-
ters first. Chaotic characters may
choose to abandon their fellow party
members.

Characters must deal at least 10
points of damage to the petrified
tree to obtain one piece of bark. If
100 points of damage are dealt to
the tree, its evil essence dissipates,
also freeing the gargoblins from
serving it.

Eating the bark from the tree will
remove evil curses or magical afflic-
tions. This can only be used once
per individual. Bark cultivated from
the tree after its destruction loses its
magical properties.

Amidst the remains of fallen goblins
and kobolds are the remnants of
two human explorers that also suc-
cumbed to the area’s deadly inhabit-
ants. Their rotting backpacks contain
spoiled food and wine, but also a
few valuable items. A set of thieves
tools, a holy symbol, a Scroll of
Healing, and two bags of silver
coins (a total of 188 sp) can be
found after searching the backpacks.

27. Lost Shrine

A forgotten goddess was once wor-
shipped here. The head priestess’s
spirit was trapped in the evil tree in
area 26 long ago—freeing her by
destroying the tree will reactivate the
shrine. Water will begin to flow
magically in the basin in the shrine,
healing any who drink from it as a
Cure Lights Wounds spell (once per
day use only).

A mace rests on the shrine, left
here when the high priestess was
“killed” by the tree. It is a mace
+1 and adds an extra 1d4 damage
to evil creatures.
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Spellbound

In this last issue of Back fo BasiX,
we will suggest several spells useful
for sages, alchemists. and artificers.
These spells can be used by magic-
users and elves to reveal an arti-
fact’s secrets or to create magical
items.

First Level Spells

Know Properties

When cast upon a magical item,
this spell reveals the item’s proper-
ties, including charges, command
words, and origin.

Bind Item

When cast upon a singular item,
this spell binds the object to the
caster for 24 hours. This binding
effect prevents accidental drop or
loss and includes protection from
thievery. Additionally, if the item is
separated from the caster during the
time of effect, the caster automati-
cally knows its location as long as
it is within the same plane as the
caster.

Instant Knowledge

Casting this spell upon a book or
scroll instantly reveals all information
as if the writing had been studied
numerous times and memorized. The
effects of the spell last one day per
level of the caster. The writing must
be in a language known by the
caster for the spell to work.

Convert to Food (reversible)

Any non-magical item that can fit in
the hand of the caster may be
turned into an edible food item with
this spell. The type of food can be
chosen before the spell is cast.
Note that the effects are permanent.
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Second Level Spells
Detect Ingredient

Any desired material or ingredient
(for spells or alchemy) can be in-
stantly detected when this spell is
cast. The range of detection is
equal to 100" per level of the cast-
er. This spell cannot be used to
find specific items or people. It can
detect non-magical stone, paper, etc.

Fools Gold

When cast upon a singular item,
this spell “turns” the item into solid
gold. However, the effect is a mere
illusion and only appears to others
as gold. For each level of the cast-
er, saving throws made to disbelieve
the illusion are penalized by one
(e.g. a third level caster would make
the saving throw of a first level
fighter 19 instead of 16).

Note that the maximum size of the
item must be no larger than the
caster.

Third Level Spell

Imbue Item

For every five levels of the caster, a
weapon or armor can be given a
semipermanent magical bonus when
this spell is cast. Only a singular
item can be affected. The bonus
lasts one day per level of the cast-
er. Only non-magical items can be
affected by this spell.

Imbue Item Effects

Bonus Caster Level
+1 5th level
+2 10th level
+3 15th level
Bonus continues until maximum allowed




Quarterly Dungeon Crawl #2

The Sea God’s Halls

by Thom Wilson. An adventure for
4-6 characters of 3rd to 5th level.

Background: The sea is not known
for kindness, nor does it show fa-
voritism to travelers. The Sea God
judges those who travel upon his
waters to see if they are worthy of
his favor. A lone temple, forgotten
by all but the most devout, stands
on a small island not found on any
known map. Visiting the temple to
pay respect to the old god can
either be fruitful...or deadly.

Detailed Background: The Sea God’s
temple is now overrun with water
beasts, from giant crabs and eels to
weresharks. These creatures help
eliminate unworthy visitors to the
temple, ensuring that only the truest
of champions and heroes reach the
temple of the god’s halls.

If the characters are trying to reach
the lost temple, this may be a short
adventure—just a few rooms sepa-
rate the sea from the temple itself.
However, if the characters are ex-
ploring the Halls as a recently dis-
covered area, they are bound to
find several challenging and reward-
ing encounters.

The Sea God

In this adventure, the Sea God only
manifests his aspect in two places—
area 24 as a giant snake or area
26 as a demon.

The GM should substitute the “Sea
God” with whichever god name they
wish for their campaign.

1. Northern Hall Entrance

The northern entrance was used by
merchants, arriving to pay their
respects to the Sea God while their
crew unloaded supplies in area 4.

2. Eastern Hall Entrance

Worshippers from the surrounding
islands attended weekly services at
the temple, using this main entrance
to enter the Sea God’s halls.

3. Southern Hall Entrance

The little-used southern entrance was
reserved primarily for priests and
special guest arrivals. A secret tun-
nel from the temple to the hall just
inside this entrance provided priests
with a secret way in and out of the
Halls.

4. Supply Entrance

Supplies were loaded into the Kkitch-
en and supply closets through this
smaller entrance on the north side
of the temple. The door to area 7
is locked.

5. and 6. Watch Platforms

In the days of regular temple activi-
ty, these platforms were used by
temple guards to watch arriving
worshippers and to signal that a
special service was planned when
large urns were lit with magical fire.

These days, the watch platforms
remain unused except when the
occasional temple inhabitant wanders
out to the area to look at the sea.
There is a 25% chance that a
wereshark from areas 9, 13 or 25
will be here.
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7. Unused Kitchen

Kitchen workers once prepared
meals for temple acolytes and
priests, pulling food and wine from
the supply closet (area 8) as need-
ed. The kitchen has been aban-
doned, unused after workers and
priests abandoned the temple
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the temple centuries ago. Currently,
the area is home to Giant Rats,
who feed on rotting supplies and
lost explorers searching the temple.

Giant Rats (6): AC 7, HD 1/2,
HP: 3 each, #AT 1 bite, D 1-3
+ disease, MV 120’ (40’), Save F1,
ML 8, Special: disease, AL N, XP
5 each



Dean Spencer

8. Empty Supply Closet

Besides a few hardened or rotting
scraps of old food, the supply closet
is empty of anything useful. Howev-
er, a careful inspection behind the
wooden shelves will reveal a Yellow
Mold fungus on the south wall.

Yellow Mold: AC automatic, HD 2%,
HP: 12, #AT spores, D 1-6 +
special, MV 0, Save F2, ML n/a,
Special: spores, AL N, XP 25

9. Servant’s Quarters

Temple servants once used this area
to rest when off duty.

This area is now home to two
Weresharks who watch the western
tunnel for intruders.

Weresharks (2): AC 4, HD 2+2%
HP: 12 each, #AT 1 bite or
weapon, D 2d6 or weapon, MV
30" (10°) or 45 (15’) swim, Save
F2, ML 11, Special: blood frenzy,
AL N, XP 35 each—see page 10.

During their travels around the tem-
ple complex, the weresharks have
found numerous stashes of treasure
and valuables. A locked chest in the
room holds a gem-encrusted silver
pitcher (500 gp), six silver goblets
(25 gp each), a gold ring (75 gp),
three silver necklaces (10 gp each),
286 sp, and 111 gp.

10. Lost Passage

An old tunnel used by servants to
travel to villages on the western
portion of the island has not been
used for centuries. A thick layer of
dust covers the floor of the tunnel.
The tunnel ends several hundred
feet in the west, opening into a
deserted island village.

11. North Hall

Statues of sea elementals and
nymphs alternate along the hall,
each with an expression that can be
interpreted as laughter or cruelty,
depending on the onlooker. The
statue of an erotic nymph hides a
secret door to area 12.

12. Northern Treasure Room

A small, magical treasure can be
found within the midst of hundreds
of empty boxes. A leather bag hold-
ing a single coin can be found after
a half-hour of searching. This is the
Coin of Transmutation, a cursed
magical item. Details on the item
can be found on page 7.

13. Guard Room

Temple guards once used this area
when they were off-duty. Now, four
Weresharks use this area to rest
when not hunting in the temple or
surrounding sea. [Use the same stat
block from Room 9]

Note that the southwestern part of
the tunnel ends 20’ above the wa-
ter line of the pool at the center of
the complex (as do all the smaller
tunnels shown on the map).
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14. East Hall

Worn marble tiles hint to the nu-
merous feet that traversed this hall
over many centuries. Statues of the
Sea God, found in alcoves along
the hall in various poses, are awe-
inspiring. A secret door behind one
statue of the Sea God winking hides
yet another of the god’s treasures.

15. Eastern Treasure Room

A single golden harp with silver
strings and the body of an octopus
floats in mid-air. This mighty magi-
cal item is the Harp of the Deep.
Details on the item can be found
on pages 7-8.

16. Narrow Hall

The floor of this tunnel is unusually
slick with moisture. Less dexterous
characters may slide into the pool
at the center of the temple, falling
20’ into the water.

17. Southern Treasure Room

This room is filled with glass con-
tainers of all sizes on shelves, ta-
bles, and racks. All but one glass
container are empty. This small flask
is the Water Bubble Flask, a power-
ful magic item. Details on the item
can be found on pages 8.

18. South Hall

Once a hallway reserved for priests
and acolytes, this area is filled with
the skeletal remains of explorers
that failed to reach the exit. The
twelve statues in the alcoves of this
hall are aware of any unbelievers
who traverse it. They animate if the
area is disturbed by any unfaithful
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Each statue falls after a single point
of damage, only to reform and at-
tack again after five rounds.

Animated Statues (12): AC 2, HD
1*, HP: 1 each, #AT 1 weapon,
D 1-8, MV 30 (10’), Save F1, ML
12, Special: reform, AL N, XP 13
each (one time only)
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19. Acolyte Quarters

A disintegrated platform outside the
room once provided acolytes and
priests access to the worship pool
(area 24) and temple (area 26) be-
yond. Access to this room is now a
challenging climb down from area
24 to the platform over twenty feet
below.

Acolytes studied and rested in this
area when the temple was active.
Giant Crabs have made this aban-
doned area their nest.

Giant Crabs (5): AC 4, HD 2+2,
HP: 12 each, #AT 1 bite, D 1-6,
MV 120° (40’), Save F1, ML 8,
Special: swim, AL N, XP 25 each



Their centrally-located nest is filled
with dozens of small trinkets and
coins collected from various areas. A
thorough search will uncover 66 sp,
29 gp, a silver ring (25 gp), a gold
and ruby necklace (125 gp), and a
dozen silver earrings (5 gp each).
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20. Hall of Silence

No priest or acolyte was permitted
to speak when traveling through this
hall, following the commandments of
their order. The hall's water runes
are still active, burning noisy travel-
ers with scalding hot water each
time anyone speaks within. Each
affected character suffers 1d4 boiling
hot damage if they are unable to
avoid the spurting water from the
twelve runes.

21. Study Chamber

A vacant library and study chamber
remains long after the temple com-
plex was cleared. An illusion was
cast upon the top shelf of one of
the bookcases, still preventing weak-
minded observers from seeing the
scrolls many years after being left

behind. Five magical scrolls and one
tome are present: scrolls of Light,
Detect Magic, Cure Light Wounds,
Resist Cold, and Purify Food and
Water are stacked under a wvolumi-
nous tome entitled, “The Sea God
and his Flawed Water-Children”.
Thirty hours of continuous study of
the magical tome will both reveal
the history of the Sea God as well
as increase a reader’s Wisdom by
one point (18 maximum). Note that
only characters with a minimum of
9 in both Intelligence and Wisdom
can read the tome. The tome loses
its magic after one read.

22. High Priest Quarters

High priests of the Sea God served
a single year in the island temple
before returning to the mainland.
The last high priest was Kkilled by
pirates before being replaced, caus-
ing the exodus of servants and aco-
lytes.

The last high priest’s chamber is
still filled with many of his personal
effects. A search of the area will
uncover a chest filled with temple
donations and a wardrobe with a
few interesting items. The chest
holds 1,452 sp and 444 gp. The
unlocked wardrobe holds a Robe of
Armor (acts like a Ring of Protec-
tion +1), a Snake Staff, and a Rod
of Cancellation. Both the staff and
rod have three charges left.
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23. Secret Escape Tunnel

When threats emerged from the
ocean around the small island, aco-
lytes and priests could use this es-
cape tunnel to flee to the southern
part of the temple complex where
small boats were often moored.
Unfortunately, the last pirate raid
overwhelmed the temple too quickly,
resulting in much of the temple
population perishing. Several acolytes
and servants fled this tunnel but
were unable to exit to safety. Eight
skeletal remains are found at the
southern end of the tunnel, clutch-
ing one another in their last
breaths.

A rotting leather bag under a skele-
ton holds the temple’s greatest
treasure, a golden octopus idol
worth 10,000 gp.

24. Test of the Devout

Worshippers and flawed acolytes
could use this area to test their
faith in the Sea God. Standing in
the area’s center for one minute
summons an ageless Sea Snake who
attacks only unbelievers. At its age,
it may have forgotten its purpose
and attacks any unfamiliar faces
who enter here.

Dean Spencer

Giant Sea Snake: AC 5, HD 6%
HP: 30, #AT 1 bite, D 2-12, MV
90’ (30°), Save F5, ML 11, Special:
constrict, AL N, XP 500

There is a 50% chance that 1d6
weresharks may be here, tending to
the snake or guarding the area.

25. Watery Grave

The bottom of the pool (over 100’
below) is littered with the remains
of unfaithful and trespassers.
1d1000 sp, 1d100 gp, and 1d4
magic items are found in the murky
depths.

26. Sea God’s Temple

Although abandoned for centuries,
the Sea God’s essence still lingers
in the dusty temple. Those brave
enough to utter the summoning
words or to ask the Sea God to
show himself have a small chance
to have the angry god answer,
manifesting himself as a trident-
wielding demon before mortals. Ad-
ditionally, removing any gems from
the wave mural at the back of the
temple may summon the furious
god.

Aspect of the Sea God: AC O,
HD 6+6*, HP: 36, #AT 1 tri-
dent, D 1-10+2, MV 120° (40,
Save F7, ML 12, Special: spells,
AL N, XP 750

The Sea God can cast the following
spells: Magic Missile, Sleep, Phantas-
mal Force, Web, Detect Evil, and
Protection from Evi. 1t the Sea
God’s aspect is defeated, he will be
unable to reappear for 24 hours.

The temple has been cleared of
valuables except for 5,000 gems in
the wave mural behind the altar
(each worth 1 gp).



Crimson Abbey of the Broken God — Part 10

The following part of the Crimson
Abbey can only be reached from
area A28, found in the previous
issue. It is the author’s intention to
release the entire Crimson Abbey
adventure, including its unfinished
areas, as a separate adventure in
the future. In order to wrap up the
adventure with the final issue of
Back to BasiX, we've moved the
characters to the final area of the
adventure where they face the Bro-
ken God once and for all.

Note that the ruby chamber (area
A30) can be reached by touching
the bloody, headless statue in area
A28 from the previous issue.

A30. Ruby Chamber

Characters touching the headless
statue from area 28 are instantly
transported to this room, the cham-
ber of the Broken God. Even if
only one character touches the stat-
ue, all living beings within area 28
are teleported here.

Each wall of the square room is
covered in ancient tapestries depict-
ing various murderous and tragic
scenes of crazed priests slaughtering
unbelievers in the name of their
god. All non-believers present in this
chamber that witness the horrifying
sights of the tapestries must success-
fully save against Fear (save versus
Spells) or fight at a -1 penalty to-
hit until they leave.

A giant uncut ruby floats above a
short dais in the center of the
room. A slow, rhythmic pulse, like
a heartbeat, can be seen within the
uncut gem.

As soon as any living being is
transported into this chamber, the
Broken God’s mortal aspect begins
to emerge from the ruby in the
center of the room. He appears as
a cross between a jinni and de-
mon—small horns rip through his
creased forehead, his wide shoulders
and large arms are outstretched, and
his lower half is completely hidden
in a red mist.

At first, the Broken God will toy
with characters before becoming
bored with the banter. He attacks
unless the characters kneel and sub-
mit to his greatness.

The Broken God: AC -1, HD 8*,
HP: 36, #AT 2 fists and spell, D
1-6+3, MV 30’ (10’), Save F8, ML
12, Special: spells, AL C, XP
1,250

The Broken God may cast any spell
from the Magic-User list, up to and
including third level, once per day.

The ruby is impervious to all physi-
cal and magical attacks unless the
attacker holds or uses a ruby head-
band. The ruby can withstand 50
points of damage before being utter-
ly destroyed, trapping the Broken
God in his home plane for all eter-
nity. Broken bits of the uncut ruby
are worth hundreds of gold pieces
each. If the Broken God’s aspect is
slain (without the ruby being dam-
aged), he returns to hibernation for
one vyear.

The unbroken ruby cannot be
moved from this chamber in any
way—it is magically bound here. Of
course, 1d100 pieces may be bro-
ken off.
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Crimson Abbey of the Broken God
Map 7

A31. High Priest’s Chamber

Countless years of dust cover the
furniture and floor of this room,
hinting to its lengthy disuse. A writ-
ing desk and small chest are items
of particular interest in an otherwise
plain area.

Two gold candlesticks sit on the
writing desk (each worth 750
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gp). Remnants of deteriorated books
and scrolls are found as flakes of
parchment upon the desk. A locked
drawer holds a book and a scroll,
each preserved within ivory cases.
The scroll lists the instructions to
summon the Broken God in the
chamber beyond (area A30). Follow-
ing these carefully has a 25%
chance of returning the god on any
ruby fragment in the area.



Additionally, a magical quill writes
spoken words upon command in
any language known to the item’s
user.

Two leather sacks and a small
wooden box fill the chest. The box
holds six Potions of Healing. One
leather sack is filed with a dozen
ruby headbands. The second sack
holds 481 sp and 223 gp.

A32. Private Study

Only the most privileged priests
were allowed access to the high
priest’s private study and library.
Hundreds of valuable tomes and
scrolls fill the shelves of sagging
bookcases. Most of the books and
scrolls are illegible due to improper
storage throughout the years. How-
ever, a thin spellbook still maintains
its magical and preserved state. Six
magic-user spells are found within its
pages. Three pages are currently
blank. The spells are: Floating Disc,
Ventriloquism, Continual Light, Lo-

cate Object, Clairvoyance, Dispel
Magic, Confusion, and Remove
Curse.

There is a 10% chance that a thor-
ough search may uncover 1d4-1
additional useful and/or magical
books or scrolls.

Dean Spencer
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A33. Treasure Chamber

A lone pillar of skulls and bones
can be found at this secret room’s
center. Each grisly artifact is firmly
affixed to the five-foot-tall stone
pillar underneath. If a successful roll
under Strength is made (by a char-
acter trying pull one of the bones
or skulls off), there is a 10%
chance that a random magical item
appears at the feet of the character.
Only 2d20 bones and skulls can be
removed in this manner.

A34. Exit Hallway

A secret exit from the Ruby Cham-
ber leads characters back to the
main part of the abbey. There is
presently no map that indicates
where this hallway enters the main
complex—GMs should connect the
abbey to this area on their own.

The author intends to create a
standalone adventure, filing in the
missing areas and map to create a
full-length book with additional en-
counters and background. Stay tuned
to ThrowiGames on social media for
the complete Crimson Abbey of the
Broken God release!
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BONUS Dungeon Crawl #3

Lair of the Bloody Fists

by Thom Wilson. An adventure for
2-4 characters of 1st to 2nd level.

Background. A group of Blisterpix-
ies is fighting to retake their home
from a band of ruthless goblins.
Characters can assist either side,
depending on their alignment.

Detailed Background: Blisterpixies
and goblins have been battling over
a valley and cave system for days,
each side calling for reinforcements.
This adventure is designed to work
with either party alignment.

If the characters have come to help
the Blisterpixies (Lawful alignment),
they will find the remaining -crea-
tures trapped in the cave system. If
the party is assisting the goblins,
Blisterpixy reinforcements are head-
ing into the valley from the east.

Use the following stat blocks for
each side as needed.

Blisterpixy: AC 5 or 0, HD 1/2
or HD 2+2 (enraged), HP: 1d4 or
2d8+2, #AT 1 or 2 weapon or
fists, D 1-8/1-8, MV 30° (10,
Save H1, ML 7 or 12, Special:
enrage, AL L, XP 5 or 35 each—
see page 9 for more details

Goblin: AC 6, HD 1-1, HP: 3,
#AT 1 weapon, D 1-6, MV
60’ (20’), Save NM, ML 7, Special:
n/a, AL C, XP 5 each

1. Valley Entrance

Good parties will find 1d4+1 goblins
camped here. Otherwise, 2d4 Blis-
terpixy reinforcements are preparing
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to attack the goblins in the cave to
rescue the trapped Blisterpixy villag-
ers.

2. Defiled Woodland Altar

A stone and wood altar has been
badly burned, and the surrounding
area shows signs of a fierce battle
that had occurred in the last 24
hours. Bodies of both goblins and
blisterpixies are found around the
altar.

One of the fallen blisterpixies clutch-
es a shortsword +1.

3. Secret Entrance

A hidden entrance, known only by
a few blisterpixies, leads to the vil-
lage’s sacred burial chamber (area
9).

4. Open Cave—Village

The Blisterpixies have created their
village under an overhang of the hill
above. Several small huts, many
partially or fully burned, are found
in this wide, open cave. Several
blisterpixy bodies lie around the
burned structures. 1d4 goblins linger
in the area, waiting for reinforce-
ments.

5. Blocked Exit

A normal stone door has been
blocked from the outside, trapping
the blisterpixies inside (area 6). At
least four hours of time is needed
to remove the debris from the door.

6. Trapped Villagers

3d6 Dblisterpixy men, women, and
children have been trapped here.
1d4+1 males are guarding the
southern exit, keeping goblins from
advancing any further.



7. New Goblin Camp

This area was previously used by
the blisterpixies to store harvests
and supplies but is now the new
goblin camp. The goblins have more
supplies than they ever have had
and are content to wait here for
reinforcements or to let the blister-
pixies starve to death. 2d6+2 gob-
lins have made camp under their
leader, Ggrulggub, an especially
mean goblinoid. The scarred leader
carries a magical spear +1.

Ggrulggub, goblin chieftain: AC 5,
HD 2*, HP: 10, #AT 1 weapon, D
1-6+1, MV 60’ (20’), Save F1, ML
9, Special: spear +1, AL C, XP 25

The goblins have brought their full
tribe treasure with them—an old,
broken chest holds 232 sp and 88

ap.

8. Remaining Blisterpixies

Separated from his village, the Blis-
terpixy village elder, Brindoo, waits
in this area in secret. The blister-
pixy leader is seriously injured and
cannot move more than a slow
crawl. Without aid, he perishes in
36 hours. He carries a sling +1
and a dagger +1.

9. Secret Burial Chamber

Deceased blisterpixies are buried in
this concealed chamber. The goblins
are unaware of the area but will
likely find it in the coming weeks if
they prevail against the villagers.

Two dozen small wrapped bodies
are found within wall niches. Each
body has a treasure type of U (roll
for each separately). Note that no
blisterpixy will reveal the area’s loca-
tion.

30

0



DYUNGEON DELVERS <». 1o

THE CRIMSON ABBEY

FOLLOWING THE ADVENTURES OF BINDOR THE STURDY DWARF,
WHYSTAL THE CUNNING THIEF, AND ENSA THE MAGIC USER

(

°

NO. IT
MIGHT BE
IMPORTANT

g \ LATER.

NEWS. LET’S
"l HOPE THEY DON‘T
DECIDE TO
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