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LETTERS

Comics and films

Dear Dragon:
In a previous issue, you asked for some

thoughts thoughts on future goals of the magazine. Here

are some ideas which pertain not just to the
magazine, but are other things to consider.
you ever thought of putting out a D&DBgame
comic book? And, about the [D&D] movie —
what's the situation on that?
to find a company to finance such a film?
Celia Kendrick
Rehoboth MA

The comic-book idea is interesting, and it has
been mentioned to us before. What would you
particularly like to see if such a thing were to

Have

Has TSR been able tion would limit its participants by age.

player who would be allowed in? | have several
friends who would also like to know. | have
heard that some (all?) conventions have a mini-
mum age for each player. Does this age differ if
you wish to have your own scenario?
Ryan Smalley
Lock Haven, PA

Frankly, the GEN COR Game Fair staff and |
were surprised to her that any game conven-
If you
are concerned about this, call or write to the
staff of the game convention that you and your
friends wish to attend, and ask about age limits.
I think that most conventions are pleased to
have anyone of any age attend them. The gam-
ing world would be a poorer place without a
little something from everyone. We have no

come about? Would you like to see it previewed information on the average age of convention-

in DRAGON Magazine?

As for the movie — to my knowledge, all plans

for a D&D movie have been shelved — but you
can still rent videos offThe Seventh Voyage of
Sinbad and Conan the Destroyefor your gam-
ing group’s entertainment on Saturday after-
noons — RM

Copies, anyone?

Dear Dragon:

One night while playing an AD&D game, my
friend had a few DRAGON Magazines and let
me borrow one of them. It was Vol. IX, No. 11,
April 1985. In the letters section was a letter
written to you from Howe Audacious, entitled
“One good turn...” He asked if you could
photocopy all of the pages of all the old
DRAGON Magazines and send them to him.
Since most of the old issues are sold out, | was
wondering if you could do the same for me; |
would really appreciate it if you would photo-
copy them for me.

(Name and address withheld by editor)

Occasionally we receive letters like this from
eager gamers who want back issues. Sorry,
folks; the original letter was actually a joke.
“Howe Audacious” did not exist. However, the
RPGA™ networkis operating a photocopy
service, and interested readers may contact that
department for more information. Write to:
Photocopy Service, RPGA Network Headquar-
ters, TSR, Inc., P.O. Box 509, Lake Geneva WI
53147. — RM

Con age limits

Dear Dragon:

| would like to know more about game con-
ventions. | am 13 years old and have been
playing DUNGEONS & DRAGONS games for
the past three years.
would like to visit a convention as a player and
participate.

| was wondering: What is the average age of a
convention player, and what is the youngest

I am a Dungeon Master butgame.

goers; the range is quite broad. — RM

Expand ecologies

Dear Dragon

One of your monthly articles has helped me
and my campaigners more than many others.
That is your “The Ecology Of..."” articles. |
absolutely love them, for | often use that
column to create more detail and fun in my
campaign. Even the jocks and aces here want to
stop the boring routine of monsters.

But, as the fantasy role-playing world does not
consist of the ADVANCED DUNGEONS &
DRAGONS® game (even only if it is the major
league of fantasy role-playing,) could you please
have more variety in “The Ecology Of...”
monsters? | would clearly love to see monsters
from some of the other TSR games, especially
the DUNGEONS & DRAGONS game, playing
special attention to the Immortals Set. It would
be a dream come true to have more than one
monster in that column in each issue.

That column has added great detail and varie-
ty to my game. Please, | ask again, add more
monsters from other games into “The Ecology
Of...” column.

David Cord

Versailles IN

Your idea has a lot of appeal. Very well, we

declare the Ecology articles open to submissions
concerning other TSR, Inc., games. The D&D
STAR FRONTIERS and GAMMA WORLDB

games might prove to be fertile ground for such
creations. Go to itt — RM

Game of kings

Dear Dragon:
| just got a back issue of DRAGON Magazine
issue #100 and | liked the DRAGONCHESS™
| intend to make a board and obtain the
pieces so that | can play without using pieces of
paper with the names of the pieces written on
them. Would it be possible for you

(continued on page 67)

The spy game
that came In
from the cold

Among the other letters we
received last month was a two-pager
from a reader in Oceanport, N.J. He
had just finished reading “The Game
Wizards” column from issue #120
and, as he put it, “almost had a cow.”

The revised TOP SECRETgame
system is still in the works, and
Doug Niles has noted that it will
essentially be a new game system.
The Oceanport reader was con-
cerned because he has a long-
established TOP SECRET game
campaign in progress (with himself
as the Admin), and the campaign is
entirely based upon the original
rules for the game. “My question is,”
he wrote, “will | suffer under the
revision? Will | have to re-do my
charts? Are the articles [on the
original rules from DRAGOR Maga-
zine] still good?”

From my viewpoint as the maga-
zine's editor, my answers would be
no, no, and yes. No, no one need
suffer a complete campaign rear-
rangement due to the revision. No,
the charts won't need revision. And
yes, the articles on the TOP SECRET
game are still going to be good
because we're going to do our best
to coverboth editions of the game in
this magazine.

No other espionage role-playing
game produced has sold as well or
had as loyal a following as the TOP
SECRET game. Many TOP SECRET
game players have happily admitted
to purchasing modules and accesso-
ry packs for other espionage game
systems, particular those for the
JAMES BOND 007 game from Victo-
ry Games, because they convert all
of the material into TOP SECRET
game statistics. One gamer went as
far as to call th&Q Manualfor the
JAMES BOND 007 game “the finest
TOP SECRET accessory ever pro-
duced.” With loyalty like that, how
can we stop our coverage of the
game now?

Whether you look forward to the
new edition of the game or wish to
continue playing by the original
rules, you will want to keep your
eyes on these pages in the future.
We have a wide assortment of
original-set game articles sitting in
our files, and we look forward to
running articles on the revised game
as well. Creative Admins should not

(continuedon page67)
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The

If you live outside the continental United
States and Canada, you can be included in
the World Gamers Guide by sending your
name and full address (carefully printed or
typed, please), plus your gaming prefer-
ences, to: World Gamers Guide, DRAGON®
Magazine, PO. Box 110, Lake Geneva WI
53147, United States of America.

The World Gamers Guide is intended for
the benefit of gamers who would like to
contact other game-players around the
world, to share their interests in gaming
through correspondence. Each eligible name
and address that we receive is published in
three consecutive issues of DRAGON Maga-
zine. To be listed for more than three issues,
you must send us another postcard or letter.

Overseas American military personnel
should consult issue #121 for information on
The Overseas Military Gamers Guide and
how servicemen may be listed therein.

Alberto Halphen (AD,TS,SF)
Lomas de Chapultepec

M. Chimborazo 520/701
Mexico DF C/P 11000
MEXICO

Gollum Game Society
(AD,DD,CC,T,RQMERP,P,T2000,JD)
¢/o Pedersen, Storgatan 10 B
64145 Katrineholm

SWEDEN

Jeff Johnson
SPDC Ext. Nord
B.P. 328
Maroua
CAMEROUN

Martin Gibbs (AD,T,PEPT)
223 Crimea Street
Noranda, 6062

Perth, Western Australia
AUSTRALIA

When listing gaming preferences, write
out the complete title of the games you most
enjoy. For the purposes of this column, the
abbreviations listed below are used (more
will be added as necessary).

AD: AD&D® game

BS: BATTLESYSTEM™ Supplement
BT: BATTLETECH® game

CC: CALL OF CTHULHU® game
CH: CHAMPIONS™ game

CL: CHILL™ game

CW: CAR WARS® game

DC: DC™ HEROES game

DD: D&D® game

DW: Doctor Who game

EPT: Empire of the Petal Throne game
G: GURPS® game

GHO: GHOSTBUSTERS™ game
EQ: ELFQUEST® game

GW: GAMMA WORLD® game

Tathuhiro Ishikawa (DD,SF)
24 Chome, Kita 4 jyo
Chuou-ku, Sapporo 064
JAPAN

Club de Ciencia Fiction “UBIK”
(DD,T2000,VV,SF)
Universidad Simén Bolivar
Direccion de Desarrollo
Estudiantil
Section de Actividades y
Organizaciones Estudiantiles
Casa del Estudiante
Sartenejas-Baruta, Estado Miranda
Apartado Postal No. 80659
VENEZUELA

Luis J. Katigbak (AD)
3073 Apple Street UPS III
Paranaque, Metro Manila
PHILIPPINES

World Gamers Guide

JB: James Bond 007 game
JD: Judge Dredd game
MERP: MIDDLE EARTH
ROLE PLAYING™ game

MSH: MARVEL SUPER HEROES™ game
OA: AD&D Oriental Adventures system
P: PARANOIA™ game
PEN: Pendragon game
RC: RECON® game
RQ: RUNEQUEST game
SF: STAR FRONTIERS® game
SFB: Star Fleet Battles game
SM: SPACE MASTER™ game
ST: STAR TREK®: The RPG
T: TRAVELLER® game
TMNT: TEENAGE MUTANT

NINJA TURTLES® game
TS: TOP SECRET® game
T2000: TWILIGHT 2000™ game
T2300: TRAVELLER: 2300™ game
VV: VILLAINS & VIGILANTES™ game

Carl Adams (AD,DD)
P.O. Box 16
Kohukohu

Hokianga

Northland

NEW ZEALAND

Ilkka Seppi (AD,CC)
Limsidntie 24

90230 Oulo
FINLAND

Andrew Mussell (AD,DD)
12 Beaconsfield Road
Christchurch

Dorset BH23 1QT
ENGLAND

Russell Warner
(CC,CL,DD,PST,VV)
106 Hukanui Road
Chartwell
Hamilton

NEW ZEALAND
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FORUM

Over the past couple of years that I've been a
Dungeon Master, I've noticed that some players,
particularly younger ones, tend to use informa-
tion written in DRAGON Magazine as though it
was carved on tablets of stone.

Unsure of the spirit of the articles, they cling
to the letter, mimicking the actions described as
best they can. So when something is described
in an article that is not a good thing to do, it is
advisable to point out its faults before a hoard
of 13 year-olds start having all their characters
make that mistake.

The case in point is the sample battle between
the cavalier Allycia and the fighter Scud the
Invincible in Leonard Carpenter’s “Surely, You
Joust!” in issue #118 (No, | don'’t joust, and my
name isn't Shirley).

After besting the “invincible” Scud, “Allycia
claims Scud’s armor, weapons and horse, as is
her right of conquest.” Fair enough, but leaving
Scud unarmed and unarmored in a dangerous
forest is not only something out of character for
a neutral-good cavalier, but downright stupid
for someone of any alignment to do.

Put yourself in Scud’s place as the 6th-level
cavalier and her retainers ride away. Following
the group and trying to ambush them at night
may be a good way to die, but so is traveling
alone in a forest without arms or armor. At least
this way you have a chance of getting your
equipment back. In fact, if you can sneak into
their camp, quietly crush Allycia with a big
rock, and arm yourself afterward, the odds of
killing the rest of her low-level retainers are
fairly good for an 8th-level fighter. In addition to
survival, killing Allycia and her minions saves
Scud the embarrassment of having his defeat at
the hands of an elf girl made public.

What Carpenter overlooked in trying to keep
his description in a Tennysonian, knights-in-
shining-armor vein is that Scud also surren-
dered his person to her. In the knightly vein,
she had the right to hold him hostage until a
ransom was paid, and given the quality of
armor and weapons he had, it wasn’t unlikely
that he had friends or family who could pay a
decent price for his return, possibly ransoming
his horse and equipment, too.

In a nonfeudal campaign (one based on

henchmen (a less degrading status than slave
and less likely to cause him to violate the agree-
ment). | gain an excellent ally for the next two
years, and the fact that | have a fighter of
higher level (and a human one, at that) under
my command adds glory and honor to me.

To sum everything up: Just because you can
beat a guy in a forest and take all his weapons
doesn’t mean that you want to.

Dana Foley
Downey CA

| have played the AD&D game for more than
five years now and have loved it. All players and
DMs seem to substitute their own rules along
with using the originals. | think that arrow

with weapon specialization. Ibnearthed Arca-
na, page 18, it is said th4Only members of the
fighter class and the ranger sub-class can make
use of weapon specialization. This discipline is
manifested in the character's choice of one
weapon to practice and usk the exclusion of
others.”

In The Mines of Bloodstonewe have seven
pregenerated characters, and two of them make
use of weapon specialization. These are a 16th-
level ranger and a 17th-level bard (8th fighter/
9th thief). The ranger has bow specialization,
double specialization with long swords, simple
specialization with throwing axes, and normal
proficiency with daggers, for a total of nine
proficiency slots (out of a maximum of eight, by
the way). If we agree that a member of the
fighter class may choose to specialize with every
weapon he wants to, instead of obtaining nor-
mal proficiency with a lot of weapons, that's OK,
but the rules should be reformulated by remov-
ing the statement, “to the exclusion of others.”
This produces characters who are indeed very
deadly and very powerful; look out for game
balance.

The case of the bard is worse. He has double
specialization with long sword, dagger, and
throwing dagger, and normal proficiency with

damage has to be redefined. They cause so little quarterstaff, which gives 10 proficiency slots.
damage to areas where they should cause moreAs an 8th-level fighter, he is entitled to six
For example, an elven fighter shoots an arrow proficiency slots. To obtain the remaining four,

at a mage, hitting him in the chest but only
causing 1d6 damage! Arrows that hit vital areas
such as the head, back, or chest should cause
more damage. This is what | do in my campaign
when an arrow hits a character in a vital area: |
use double damage, adding the strength bonus
and damage. This also allows for the more
powerful characters to use those weapons they
think are stupid since those weapons don'’t
cause a lot of damage. When a character gets
hit in the arm or a nonvital spot, | use the 1d6
damage — but, if it is the sword arm, | would
not let the PC use that arm until it is healed or
taken care of.

These are my views on arrow damage. | think
when you guys get back together to reform the
AD&D game, you should think about looking
over the weapons and see if you could make
them do more realistic damage.

Anthony Tennaro
Huntington NY

Although | have been playing the DUNGEONS
& DRAGONS? group of games for about six
years and reading DRAGON Magazine for a part
of that time, | have yet to see an article about
Dungeon Masters improvising in their cam-
paigns. When | first started playing, my DM not

he must specialize with weapons during his
bard training! This leads us to the fact that
bards must be added to the list of those who
can make use of weapon specialization. Again,
look out for game balance, but | think that this
way of viewing weapon specialization is not
only good but the right one. It gives color and
individuality to each fighter and helps fight the
biggest monsters we encounter, but it won't
prevent them from falling into deadly traps.
| also have another suggestion to make.
Remove the penalty on the two-handed sword
that forbids the one who uses it to become
double specialized. If you can specialize with
various weapons, why can't you become double
specialized with one of the best weapons a
ranger can have, especially against giant-class
humanoids? Think about it.
Sylvain Robert
Trois-Rivieres, Quebec

I've been playing the AD&D game solidly for
over five years, and the problem that has
plagued me the most concerns deviations of
alignment. Too long have | seen “lawful-good”
rangers threaten their party with arrows of
slaying, “good” clerics who refuse to heal their
compatriots, and paladins who sit and watch

only used prewritten modules, but also made up thieves torture peasants.

adventures as they went along. | found this to

ancient Greece, for example), Scud's status uponpe the most interesting kind of campaign, for

yielding is that of her slave. It's more profitable
to sell Scud back to his people, but if that option
isn't available, she can always sell him at the
next market or foolishly try to tame him into

the DM could adapt his adventures to fit the
mood that the players were in. The DM could

also stop the adventure by presenting the objec-

tive when he found that his players were get-

Worse yet, these deviations seem to go unpun-
ished. | have known otherwise excellent
Dungeon Masters who look away when charac-
ters totally disregard their alignment. When you
think about it, this is both senseless and unac-
ceptable, especially where clerics are con-

being her docile servant. (She had the advantageting tired or uninterested. This was also a good cerned. How would Thor feel if one of his
campaign because players that knew everything clerics decided to bribe his way out of a battle?

of being the better rider in the combat. Off-
horse, particularly if Scud were to attack her
while both were armored, his odds of victory
are better than hers.)

In any case, keeping Scud limits his potential
for mischief.

Although the DMG discourages characters
getting henchmen of higher level than them-
selves, the higher social class of the grey elf to
the fighter ought to permit an exception.

If I were running Allycia, | might well offer
Scud his equipment back in exchange for a year

about any magical item could never trust their
magical items if the DM disliked how the play-
ers intended to use the magic. Although | do not
know if the DM | played with made up this idea
or if he read about it elsewhere, | would like to
request that someone write an article about it.
Craig Ulmer
Summerville SC

One of your latest releases, module Hihe

How would Tyr react to seeing a priest pilfering
from the innocent? Repercussion from the gods
is inevitable. The DM should feel free to strip
the offending cleric of a few spells until he
repents.

Clerics are certainly not the only ones whose
alignments should haunt them. The DM should
put his foot down on any PC who severely
deviates from his alignment, and | don't just
mean a slap on the wrist. Saying “You can't do
that!” will not solve the problem, because the

or two (depending on its value) of service as my Mines of Bloodstone,raises a big rules problem rebellious player will say “It's my character! |
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can do what | want!” If you really need to get
the message across, put the PC on a quest to
further the ends of his alignment and teach him
a lesson not to disobey the principles of his
alignment.

More disturbing, though, is the apparent
nonchalance with which these new rules are
being introduced. The innocent DM, trusting to

the alleged experience, diligence, and perspicac-

ity of the designers at TSR, Inc., is no longer

the round, “bless one of the dice” — modifying a
friendly “to hit” roll, saving throw, or ability
check by 1 hp per level. And, of course, a good
cleric blesses enemies who have surrendered.
Such a flexible ministry greatly enhances role-

The classes whose alignments are essential to being justly served. The most egregious examplelaying.

the existence of the character (i.e., rangers,

of this laxity was the publication dfinearthed

druids, and paladins) must be especially careful. Arcana. Not only was the number of errors,

| have twice had my own PCs stripped of pala-

typographical and otherwise, absolutely unpar-

dinhood, but | have successfully raised a paladin donable, but much of the content was question-

to 12th level with no deviations. If someone
wants to play these three classes, which are
arguably the best three in the Players Hand-
book, he must be prepared to stick to some
principles of what the class is all about and
what it believes in.
Chris Patterson
Welland, Ontario

In the past few years, with the recent flurry
of expansion volumes, the AD&D game system
has undergone a dramatic evolution, most
striking in the increasing relegation of the DM
to the role of adjudicator and away from his
more proper role, in my view, as a co-designer
of the game he offers his players.

As described in the original three volumes,
the AD&D game rule base provided only a
framework for completing the ambitious under-
taking it presented: the creation and develop-
ment of an entire fantasy world to share with
one’s fellows. The rules thus served the dual
functions of establishing a fundamental uni-
formity across the campaigns they spawned (to
the extent that everyone should be playing the
same game), and providing a point of departure
for the creative energies of its participants.
They were not, however, either etched in stone
or intended to account for every playing contin-
gency. In Mr. Gygax's own words, “even the
most important material herein can be altered
and bent to suit the needs of individual cam-
paigns. Where possible, true guidelines have
been laid down to provide the barest of frame-
works for those areas of the campaign which
should be the most unusual and unique” (from
the preface to the Player's Handbook).

able. Ideas against which Mr. Gygax had
previously railed as inimical to the game (weap-
on specialization, random generation of social
status, etc.), were blithely presented. Appar-
ently forgotten were his pungent diatribes
against abuses of game balance; why else intro-
duce weapon specialization (especially with the
bow), too-powerful new character races, etc.?
Even Lenard Lakofka saw fit to discuss the
dangers of introducing weapon specialization as
described inUnearthed Arcana (DRAGON issue
#104), offering several ways in which to reduce
its potency.

It is high time for the designers at TSR, Inc., to
regain the original spirit of their game. Variation

Real religion is much more than a game, but
player research could enhance knowledge and
appreciation of the great world faiths. The
pagan gods are dead superstitions, but a gentle,
1st-level Franciscan cleric could speak with the
birds, while a learned Benedictine could cast
legend lore. The words of a bold, adventuring
Protestant evangelist could bring all but the
most wicked to true repentance and amend-
ment of life. A musical cleric (dedicated perhaps
to St. Cecilia) could sing like a bard, and a Scot-
tish cleric (dedicated perhaps to St. Andrew)
could play the bagpipes. A penitent thief (dedi-
cated to St. Dismas) could continue as a multi-
classed type. A liberal, “social gospel” preacher
might work to eliminate slavery throughout the
campaign world. Some pacifist clergy could.
bring no armor or weapons, relying on their
ability to persuade.

should be encouraged, not squelched, and the Playing a holy cleric is wholesome and tre-

assault ofofficial new rules should be identified
for what it really is: a host of optional enhance-
ments. After all, the true strength of the AD&D
game system is, ultimately, its flexibility — its
capacity to admit a wonderful diversity of
possibilities, limited only by the imaginations of
its participants. | welcome the new editorial

mendous fun. As such, it is exceeded perhaps
only by the joy of doing good itself.

Ed Friedlander, M.D.

Johnson City TN

| would like to present an idea of mine in this
column. There have been many people writing

leadership at the magazine and have high hopesto DRAGON Magazine concerning how they

for an amended second edition of the game.
W. Brian Barnes
Princeton NJ

As a Christian physician and an experienced
DM, | am delighted with Zeb Cooks proposal
(DRAGON Magazine issue #118, pages 68-69) to
rehabilitate the player-character cleric.

In real life, most clerics are truly good. Critics
of TSR products have focused on polytheism

could obtain out-of-print issues of this magazine.
Perhaps these people would be satisfied by a
modem service.

What | have in mind is this; DRAGON Maga-
zine could create a computer modem service to
provide validated members with access to all
articles which have been printed in DRAGON
Magazine over the years. These would be on
disk and would be printed out at the user’s
command. If the user has a printer, he could

and possible satanism. Like the assassin, the evil print out the information received. All validated

cleric presents the wrong image about AD&D
games. Non-good clerics could be eliminated, at

This philosophy that design, even as far as the least as a choice for player characters. (Neutral
rules were concerned, was ever the province of NPC clerics could operate churches as busi-

the DM, was so basic to the conception of the
game, that DMs were constantly cautioned not
to take its responsibility too lightly. Thus began

nesses and be frank about it. Evil NPC clerics
would be unholy people who would force their
religion on others.) But good clerics are superb

the oft repeated invocations to considerations of role models and make some of the best player

game balance: because DMs were expected to
tinker with the rules, they were unceasingly
exhorted to be certain that their changes were
well conceived, for the good of the game.
Behind these admonitions was, of course, some
confidence on the part of the game designers
that the rules provided game balance as they
stood. As Mr. Gygax wrote in his preface to the
DMG, “The systems and parameters contained
in the whole of AD&D are based on a great deal
of knowledge, experience gained through dis-
cussion, playtesting, questioning, and (hopefully)
personal insight.”

However, the recent additions to the game
system (and the editorial attitude of DRAGON
Magazine) testify to a reversal of these early

ideas. The rule base has grown to encroach on devel) spells could protect one party member per

DM's prerogatives, while at the same time
becoming more rigid, as the writers at TSR,
Inc., have become more concerned with a
distinction between what is official and what is
not. As a result, the DM’s role as a designer is
diminished to creating merely the milieu; for

a referee to interpret and administer the exten-
sive body of legislation handed down to him
from on high, as it were.
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characters.

Good clerics usually have a sense of humor
about their own professions. They will try to
persuade others by reason, example, and love.
Especially, the cleric requires a special ability to

users would be given a half hour of time on the
system per day.

This service could also be used as a bulletin
board on which TSR, Inc., staff members could
post any information on upcoming products,
take surveys of role-playing gamers on various
subjects, and many other such things.

One problem that | foresee is how the text of
all the articles could be stored. If it were on
disk, many disk drives would be needed in
order to make access to the articles automatic.
The information could be put on hard disk, but
that would be very costly. Perhaps there could

preach. This could be worked into a spell, bebe a systems operator who would have the

made an automatic proficiency, or be a percent-
age chance which, if rolled successfully,
requires a listener to save (say, roll hit dice or
less on 1d20) or comply with the cleric’'s benefi-
cent, kindly advice.

The cleric's spell repertoire needs simplifica-
tion. One addition could be spells (perhaps

necessary library of disks available and insert
the one needed for the information the caller
asked for.

| think a service such as this would be
extremely useful and well worth paying for. |
am interested in knowing how many people
agree with me and if this system seems plausi-

second level) that protect against such things as ble to those of you at the magazine.

lightning, acid, or perhaps all dragon-breath or
all bolt-type attacks. High-level (perhaps fifth-

level of the cleric against such damage. Such
protection would prevent player characters
from scrambling for more and varied protective
devices.

Scott Gilpatric
Deerfield IL

| have been playing RPGs and wargames
(including the AD&D and Empire of the Petal
Throne games and many others) ever since |
was about 14 years old. | bought my first ever

The bless spell could be expanded to cover copy of a magazine called “The DRAGON" (Vol 1,
many functions of the clergy. Perhaps applica- No. 4) and have been collecting erratically ever
the actual playing of the game, he serves only astions could protect players from becoming

undead or protect campsites from undead or
evil teleporters. Before initiative dice are rolled,
perhaps a cleric could, as his or her action for

since then. The Letters and Forum sections have
always been worthwhile and thought provok-
ing.| am usually an infrequent letter writer;
however, Craig Sessions's Forum letter in
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the #116 issue of DRAGON Magazine really
stirred me up.

My initial reaction to this short passage was
one of overwhelming sadness (then, later,
anger). There is nothing worse than this sort of
attitude toward an enthusiastic new DM. RPGs,
by their nature, are designed to bring together
people of all types, ages, and sexes, and should
not be barricaded by those people that still
think that it is only a male pastime. How about
it then guys...Try giving this young DM the

drow can't use it. When using fictional units, it's
too easy to say “I put it in my backpack.”

Money is it's own reward. Experience points
should be given out only when a character
learns something of note. How a character
spends, loses, or saves money is something that
might be worthy of bestowing experience, but
simply getting it isn't. When Maria the thief
picks a pocket, she should get the same xp
reward for getting a 1,000 gp necklace as she
would for getting 12 copper pieces. It's the same

opportunity she deserves. (Remember when youact, just different results on the treasure table.

were once a new player or DM?)
We have a saying in Australia called “fair go.”
It means exactly how it sounds — give someone
a fair go before you pass judgment on them.
Martin Gibbs
Perth, W. Australia

DM: (Playing the role of an alchemist) “That
will be 1,000 gold.”

Player: “l pay him with that silver we found. |
want to hang on to my gold for now.”

Ok, be honest. How many of you would have
let that scene by in you games? Oh, 7 out of 8
DMs might remember at that moment that
1,000 gold equals 20,000 silver, but maybe one
of that group might recall that 1,000 gold equals
100 Ibs of gold, and our player would have to
have a ton of silver on him to make payment.

The only modifications for rewarding such an
act should be if the player used an exceedingly
brilliant (or stupid) means that worked. Excel-
lent ideas should be rewarded, while poor ones
that had the benefit of incredible dice rolls
should be reduced.

The same thing should apply to magical items.
Getting possession of aod of resurrection
shouldn’t be enough to push a fighter up a level.
In this case, the character can't even use the
item. This is a real drag, but every class has
items restricted to it's own members, so it
should even out.

If a character has such an item, it should be
easier to get experience by proper use of it, but
simply getting it is not and should not be worth
any experience.

To save arguing, try the following: Take two of
your better-equipped characters and have them

would not be viewed as an evil action. Try
looking at the question of Good and Evil from
and cultural perspective, not merely the
modern American view. In this instance take
the Druidic and Celtic cultural perspective in
which all things form necessary portions of the
integrated and balanced whole. Now add to this
the fact that if the beings presented in the
Monster Manualwho possess alignment and
are native to the Prime Material Plane are
broken into good and evil camps, almost two-
thirds of them are of one evil alignment or
another. You are thereby presented with an
interesting imbalance. If you look at the whole
guestion of alignment and why player charac-
ters should be of a good alignment, the argu-
ment that they are needed on the Prime
Material Plane to help in the maintenance of the
balance is probably as close to a rational reason
as one can produce in a fantasy construct.
Think about it!

The main point to this letter is not that the
playing of evil characters by the AD&D game
player is either appropriate or inappropriate,
but rather that this question should be decided
on a case by case basis according to a great
number of factor only two of which (culture
and alignment view) are even touches upon in
this letter. My characters run in a culture loose-
ly based on the Celtic culture of Europe prior to
the first century, with the game rules and

The problem stems from the fact that the gold meet somewhere. Sell each character the other'ssystem added to make what | think is a coherent

piece is a terrible monetary unit. It is 60%
bigger than a double eagle or any of the other 1

equipment, one transaction at a time, and mark
down the price paid and xp value of each item.

0z. gold coins available on the open market, and Then, reverse the process, so each character

those coins are too bulky and heavy for pocket

money even if they had values that made spend-

ing them convenient. One tenth of a pound is a
lot of weight.

This was done back in the original days to
avoid currency exchange rates as characters
traveled across the land. If X number of florens
are worth Y livres, calculating the character’s
monetary worth became an annoyance. The

ends up with his original cash and items, again
making note of the price paid and xp value of
each item.

Total the xp value of the items. Total the
amount of money each character received for
each transaction, adding 1 xp for every gp
gained. Give them the experience they “earned”
for getting the cash and various items. Total
each character's experience and see if either or

weight was set at .1 Ib. instead of .01 Ib. because both go up a level for sitting at a table one

DMs use treasure to figure out the amount of
experience the players earned, and 100 xps per
pound of gold seemed excessive.

To complicate matters, in the name of instill-
ing “atmosphere” in the game, the gold piece
weight unit, clearly derived from the pound, is
used instead of a more familiar unit for virtually
all weights except a character's body weight. In
practice, instead of using units that people
would use, we are stuck with unfamiliar units
and too often end up with characters who hold
vast mountains of coins in itty bitty pouches.

There is a simple solution to all of this: Ditch
the gold piece as a weight unit and quit giving
xps for gold taken. Seven pounds of gold coins
are at least as concrete a concept as 70 gold
pieces, and it doesn’t require that all coins be
the same size and weight. Converting existing
price tables to the weight of gold needed to
purchase an item consists of dividing the price
in gps by 10. DMs who wish to build medieval
currency exchanges into their campaign are
free to do so, since any coin may now be the
size desired. Coins from politically dominant
realms will probably have a slightly higher
purchasing power than their gold value indi-
cates, but not much if the weight of the metal is
used as it's value.

More to the point, players will be able to think
and plan in real terms throughout the adven-
ture in the logistics of the game. If the drow
treasure room has more gold than the party can
carry, and it's too unlikely for them to get
another shot at the vault, they will know to
trash what treasure they can't carry so the

afternoon and passing objects back and forth,
Then send in any arguments on the merits of
letting treasure found determine experience
earned.
S.D. Anderson
Whittier CA

It seems that over the past several years a
considerable number of people have, in various
ways, attempted to explain or justify why player
characters in the AD&D game system should be
of good alignment. There has never been, in my
estimation, a soundly stated and supported
argument why players should be limited to
having characters of certain alignments. While |
realize that this philosophy has not been pre-

cultural setting. In that culture, the assassina-
tion of people from other lands and even other
clans is not viewed as evil by the culture or the
clerics (most of whom are druids). This setting
may not be to the liking of all who play the
game, but we like it, and it is both consistent
and coherent. Have fun with your own camp-
paigns!

Robert Montgomery

Roswell GA

| contend that a 1st-level magic-user, played by
the books, is hopelessly deficient in survival
skills relative to his peers of other character
classes. He may as well be a one-charge magical
item (typically, awand of sleegspells) in terms
of his usefulness to his adventuring party.
Defensively, he is woefully unprepared for the
hazards into which he is obliged to thrust
himself. Cowering and cringing down dungeon
corridors, he must wait patiently for the critical
moment when his single incantation may be of
service. Then, having cast it, he must fear even
more desperately for his life, as his companions
will have little incentive to further risk their
necks on his behalf.

Mr. Gygax would have us believe that this
situation is somehow necessary to the overall
well-being of the campaign — that game balance

sented as a hard-and-fast rule, it has been subtlyrequires it. Since a mage, as the formula goes, is

and sometimes not so subtly ingrained into the
game system itself.

| am not advocating the wholesale embrace of
the evil alignments in any way. | do, however,
see the enjoyment that can at times come from
playing such characters. There is an inherent
challenge in playing an assassin character well,
and we all realize that the assassin is by defini-
tion an evil character due to his disregard for
life. However, the definition of evil in the AD&D
game system may be the problem, and not the
playing of evil characters,

If you are playing a character who exists in a
culture that views only humans as worthy of
respect and sees all other races as beneath
humanity and its privileges, then the assassina-
tion of a nonhuman being, within that culture,

so vastly powerful at high levels, his class must
suffer restriction at low ones lest it dominate
the game. Such reasoning, however, is specious.
A wizards great power may be mitigated, in
some absolute sense, by his impotence at low
levels (and, practically speaking, his fragility will
guarantee that a reduced number survive to
high level), but the latter does not “balance” the
former in a way meaningful to the enjoyable
playing of the game. If anything, this “solution”
aggravates the problem, leaving the magic-user
unbalanced at both levels.

True game balance should be effected not
over time (in the long run), buthrough it —
continuously. In the ideal situation, all character
classes would be equally playable, in different
ways, at all levels. Every perceived drawback to
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Even before the night had fallen, they came back; hordes of
mutated creatures, demons and ghosts, armed with rifles and gre-
nades by their master, the insane sorcerer Black Wolf. Teinquerion
watched his friend ready another arrow and take aim at the closest
mutant; for nearly two days now, they had fought back attack after
attack on this ionely crag of rock, and the elf still did not show any
signs of fatigue. Teinquerion, human by birth and fighter by trade,
thought back on all the fiends he had vanquished in his life. He
remembered the giants that had raided his homeland, smashing
entire houses with their bare hands, the wars between the Free
States, the soldiers who fought with steel and the merchants who
fought with gold, the witch-king he had defeated in single ccmbat,'
and so many others. He had fought all his life, against swords and
against spells... and now against machines. An elf screamed to his
left, flung off the crag by machine gun fire, dead before he hit the
ground; hideous creatures threw themselves on him, swinging
blood encrusted axes and maces. Teinguerion blocked the first
one’s blow, and riposted with his longsword, siashing deep in the
mutated flesh; the creature howled, falling on his comrades who
were stilt scaling up the crag. As the elves fought on and the
mutants fell back, Teinquerion began to hope that he might live to
see another day, in the grim world of #firelann - - -

The gigantic worm shaped creature drunkenty slithered forward,
dripping toxic slime as it reared its tentacled head towards Father
Vicente. A deep throbbing sound came from it, followed by the
translator’s metallic voice: “Explain to me again exactly what it is
you mean by immaculate conception, priest-human” Father

Vicente stepped back, trying to avoid the noxious ammonia vapours
the thing was releasing; he had been given poor assignments by
the New Vatican cardinals, but never quite so bad. Nevertheless,
alliance with these creatures would give the Holy Empire enough
power to defeat the imperial cities of earth, and free thousands of
star systems. He somehow had to convince this alien monster that
Pope Catherine represents God in the universe, and siding with her
would mean glory not only in this world but in heaven; Father
Vicente struggled to find the right words. *“It's something like that,
the Holy Spirit is...” Father Vicente never finished his sentence, as
the safvo of nuclear missiles hit his ship vaparizing him and the Out-
worlder ambassador. Thousands of miles away, aboard a strike
cruiser of the imperial city of Tucsan, an officer grinned as the sen-
sors reported a direct hit. There would be no negotiations this time;
New Vatican would have to fight alone against the might cf
A, = IMPERIAL €ARTH...

ANYWHEN... Dare to adventure in thousands of perilous worlds across time and space.
Whether you prefer science fiction, fantasy, horror, or any other envircnment, ANYWHEN
will give you the worlds if you have the imagination and courage. Fireland and IMPERIAL
€ARTH, the first two game-worlds of the ANYWHEN universal role-playing system, are
available at your local hobby or game shop. For additional information write to . . .

K Society, Games Division, P.O. Box 702554, Tulsa, OK 74170, or call (918) 663-4854.



a class, relative to the others, would be counter- who, in many cases, already know their limit in rize a spell, and that's about it. But now, almost

balanced by some advantage, and vice versa. spells. It is also a problem for gamemasters whoevery detail you wanted to know is covered in
From this perspective, his potential power is would like to get some of those new spells intothe rule booksexcepthow to enter a spell into

little solace to the struggling 1st-level mage, yet  the game but, if doing so by existing rules, the spell book and what spells may be entered. |

superior, alternative remedies to his weakness would either have to assign mages an intelli- would like to suggest the following addition to

are seemingly limitless. A few examples: gence of 19 or force their players to start new Unearthed Arcana(and maybe to the second
1. Spell bonuses (a la clerical wisdom bonuses) 1st-level characters. edition.)

for exceptional intelligence). Again, a simple solution. The logic is that Enter the following paragraph after the “Cost
2. Allowing permanent knowledge, not just “knowing” a spell well enough to cast it is actu- of spell books” paragraph on page 79 of

memorization of certain cantrips. ally a matter of keeping track of the astrological Unearthed Arcana:

3. Allowing the use of certain types of armor data, manna fields, and other technical things *“Entering spells into a spell book: Once the
or more varied weaponry at low levels, which  which influence the use of magic. Hence the tie-magic-user has bound and completed a spell
ability is to be phased out as the magic-user in to intelligence: the smarter mage can keep book, he is ready to enter spells into the tome.
progresses in level. For example, magic-users track of more sets of data at once. It is, there- The number of spells capable of fitting into one
might start with a higher number of weapon fore, possible to drop an old spell and learn a book dictates how many spells the magic-user
proficiencies.  Then, instead of acquiring more new one in my campaign. Doing so requires may place in his own spell book (see page 79,
proficiencies over time, they would be subject nine days per spell level. During the first third Unearthed Arcana).Spells of different levels
to deficiencies, as melee abilities fall into grad-  of this time, the old spell is still usable but with may be placed in one spell book only so long as
ual disuse. a nasty modifier on the spell blowup table | use they all belong to the same level category — e.g.,

Remove the onus of memorization ( which is  for spell-casting in hazardous situations. For for magic-users (1,2,3) (4,5,6) (7,8,9) and for
too patently a contrivance, anyway) from the those who do not use such a system, use the illusionists (1,2) 3,4) 5,6,7).

spell caster by allowing him to cast spells — chance to know as chance to cast successfully, “To enter a spell, it is necessary to transcribe
from the complete list of those known to him — with a —15% for the first third. During the it from a scroll or another spell book. In either
on the fly. The revised rationale for such casting middle third of the learning period, both spells case, the spell must be memorized in the com-
is that the power for magic stems not from are available, with an even nastier failure modi- mon fashion if it is within the magic-user's
some all-pervasive manna but from a little fier of —40%. During the last third, the new possible spell levels of use. If it is not within his
understood human resource, which suffers spell is available at —15%, as for the first third. capability for memorization, avrite spell must

depletion with use. Increased ability at higher  All of these numbers can be adjusted to fit your be employed to place the magic-user in a trance-
levels is explained by the greater stamina devel- campaign. If you feel that, even with the blow- like state so as to not take damage from the
oped by the magic-user, through practice and up modifiers, having both spells available for a copying of the higher level spell. As detailed on
technique, over time (even as a fighter's muscles third of the time is too much, simply change it page 69 of theé’layers Handbookuinder write,
are toned). Interpreted in this way, it should be to neither. the use of the spell will cause the copying of the
noted, Mr. Gygax’s table of “Spells Usable per A third problem involves the idea of the mage spell to take only one hour per spell level. In the
Level” constitutes a complete system of “spell never being able to learn a given spell. This one case where the magic-user can memorize the
points” — something of which he always seemed is not so much an impediment to play, as are thgpell, he will do so in the morning like any other
irrationally  afraid. previous two, but a matter of style. Again, | spell. Aread magicspell is only needed if the
This last modification has the added benefit of have a solution which works for my campaign magic-user isnot copying from his own spell
permitting a much greater variety of spell use in and is easy to fiddle with to adapt to others.  book or a scroll. Note that a scroll can be read

a campaign, since a memorization restriction If a mage fails to learn a spell, he can try againwith intentions to cast it immediately or to

limits the choice more than the power of a spell- if he can find another, significantly different, memorize it, and in the case of copying, the
caster. Rare, indeed, is the 1st-level magic-userversion. Each such new version will allow a magic-user would memorize it just as any other
who, under the present system, ventures into reroll of the chance to know, with the chance spell. In both cases involving the scroll, all

the deep without some general purpose spell halved each time, to a minimum of 5%. For writing disappears from the page.

like sleepor magic missile. Meanwhile, such example, a mage with an intelligence of 16 “In order to copy the spell into a spell book, a
castings asenlarge and messageremain but wants to learrcharm person.He has a 65% special quill must be acquired which cannot be

little used, though they might be ideal in certain chance, but rolls a 68. The spell makes no senseiormally purchased. The quill must be from a
situations. If such freedom seems too generousSome time laster, he finds a tome containing acreature of strange or magical nature, i.e., a
it may be tempered by allowing, for example, a significantly different version of the spell. He  gritton, harpy, hippogriff, pegasus, roc, sphinx,
(logical) chance of spell failure (as a function of rolls again, this time having a 32% chance, and etc.
level of caster vs. level of spell being cast, for gets an 18. He can learn the spell in this form.  “The ink is also a very special requirement of
instance). Research can also produce a comprehensible spell copying, and is compounded only by the
So, let's hear it for the low-level magic-user! version of the spell in question, but costs are inscriber personally from strange and secret
Am | the only one feeling sorry for him? Is his doubled and the process must also involve the ingredients. The basic medium should be sepia
plight less pitiable than | imagine? Or, are most full-time help of a mage who knows the spell from a giant squid or octopus. To this liquid may
GMs covert sympathizers with soft hearts whenand is at least two levels higher than the level be added blood, powdered gems, herbal and
the dice are rolled? | wonder. required to cast it. spice compounds, draughts concocted from
W. Brian Barnes In addition to the obvious advantage to the parts of monsters, and so on. Ink formulas
Princeton NJ  Players, this system has a number of advantageshould be devised in accordance with the pur-
for the DM. For one thing, it makes it somewhat pose of the spell (see chart beginning on page
easier to devise treasures that are more than 116 of theDungeon Master's Guide)The cost
There are still a few rough spots in the AD&D just heaps of gold and gems. There is a mage in for the ink for each spell is 100 gp per spell
game. One of these is the handling of magic-usemy campaign who is searching high and low forlevel. There is no other direct cost for entering

intelligence and spell capacity. | have come up a version ofmagic missilethat he can learn; a spell into s spell book.

with fairly simple solutions to three of these finding it will be a greater reward than a pile of “When the spell is fully memorized (S&MG,

problems, as follows: cash or even a magical item: This sort of thing page 40, Recovery of Spells), the inscription of
According to Intelligence Table Il, a magic- also encourages good role-playing. A second  the spell may begin. The magic-user must draw

user with an intelligence of 18 can know up to  handy feature of this system is the ease with a magical circle and will copy the spell within it

18 spells per level. With a 19, that goes to all, awhich player characters will part with their for one full day for each level of the spell being

maximum of 30. With the new spells in money in the hopes of getting a comprehensible scribed in the spell booKlime so spent must be

Unearthed Arcanathe number becomes 40, version of the desired spell. It's a good way of continuous, with interruptions only for rest,
even more extreme. The sequence is thus 6, 7,removing excess cash from a campaign and doesood, sleep, and the like. If the magic-user leaves
9, 11, 14, 18, 40; the jumps are 1, 2, 2, 3, 4, 22. not induce the sort of resentment that, say, his work to do anything else, the spell is broken,

Therefore, the first change | made to the arbitrary taxation will. and the whole effort is for naught. Only one
chart was to set the maximum spells known at Jeanne McGuire spell may be copied at a time.”

19 intelligence to 24. Thus, the gap between 18 State College PA This new rule was not invented from scratch,
and 19 is only 6 instead of 22 +. but was compiled from many other rules found
The second major problem also involves the throughout the rule books. More rules of this
new spells, both fromUnearthed Arcanaand Before Unearthed Arcanathere was the spell  nature need to be created, so let's get writing.
other sources. Using the maximums as they are book. You knew how much it weighed and that Stephen Barnecut

severely penalizes existing mage characters you needed it whenever you wanted to memo- Calgary, Alberta
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On my last trip to my local bookstore, I found
back issue #101 and was delighted to see that it
contained an article on recharging magical
items. After carefully going over “Charging isn’t
cheap,” I was disappointed to discover that it
was only a very detailed version of the DMG,
that is, the article referenced recharging magi-
cal items but only really covered the details of
fabricating a magical item (sounds familiar?).

So far, I have avoided my players’ inquiries
into this area by either destroying or stealing
their magical items when they run low on
charges. Eventually, they are going to catch on
and quibble as most players do. I have a feeling
that this predicament isn’t limited to myself and
would like to offer my suggestions.

After reading up on the procedure for fabri-
cating magical items from both the DMG and
the article in issue #101, I believe I can blend
them together with a few ideas of my own and
present an alternate method for recharging
magical items.

The magic-user must first successfully cast a
dispel magicspell upon the device (refer to the
Players Handbookfor details on this spell). As a
good rule of thumb, devices are considered to
be of 12th-level ability. The dispel magictempo-
rarily neutralizes the magic active in the device
and gives it the appearance of a “chargeless”
item, a condition similar to when the item was
first constructed.

Then, before the dispel magicwears off
(which, like crystal balls, would be after 24
hours), the magic-user must cast an enchant an
item spell upon the device, uttering all but the
last syllable of the spell. This will cause a chan-
nel to open between the device and the caster.
At this time, the device will take on its compo-
nent appearance, which was how the device
looked prior to its very first enchantment (refer-
ence the DMG and DRAGON Magazine issue
#101 for these descriptions).

Now the spell caster must cast the proper
spells upon the same component of the device
that originally accepted the charges at the time
of manufacture. Note that all the rules of the
enchantan item spell still apply, with the excep-
tion that the caster doesn’t have to spend 3-10
days to re-enchant the device. The caster can
begin entering charges immediately after the
enchant anitem spell is cast, but may not allow
more than 24 hours to pass before doing so.

Each spell added, regardless of spell level or
level of spell-caster, still equals only one charge
(thus, a 12th-level wizard casting a fireball spell
into the device would still get only a 6-HD
fireball out).

The magic-user can only enter those spells the
device was originally designed to accept (those
spells the device replicates). If any other spell is
attempted to be instilled into the device, the
device will not accept the spell. The result will
be as though the spell was cast at the device and
not into it. The device gets to save vs. damage.
Even if the device saves against the effect of the
spell, it rejects the spell and there is a 5%
chance per spell level attempted that the device
was totally destroyed by the attempt. Regard-
less, the recharging dweomer is ruined, and the
caster must start the whole process over. All
charges entered previously are lost.

Even if the correct spells are entered, there is
a 1% chance per charge added that the rejection
reaction will occur. As per the enchant an item
spell rules, charges cannot be entered into a
device from a scroll or another device. However,
any form of aid that increases the caster’s
memorizing capacity would be very useful.

Clerics simply repeat the fast/prayer/

meditation ritual required to initially magic the
item, since they are not casting into the item but
are invoking divine power to enter the item.
Druids, although they worship trees and nature,
still have patron deities and would therefore
mimic clerical procedures.

Ilusionists follow the same procedure as
magic-users, with the exception that they must
use an alter reality spell instead of the enchant
an item spell.

The assumptions I have made are that the
caster must be able to use the item in order to
charge it, that the device has not been
permanently-enchanted and has charges, that
the spells used to prepare the item function this
way only when used to recharge an item, and
that the DM knows the components of the
device. (The player may have to research in
order to determine what the original charge-
accepting component was.)

Here’s an example: Gimlik, a 12th-level wizard,
desires to recharge his wand of fire. He has a
50% chance of dispelling the active magic in his
wand. He rolls a 42 and is successful. Then,
before 24 hours elapses, he casts enchant an
item upon his wand. At this time the wand
appears as a blood-soaked oak branch with a
red dragon claw secured to its narrow end and
a fire opal in the palm of the claw (as per issue
#101). Gimlik then casts burning hands, pyre-
technics, fireball, and wall of fire into the opal
(the DM checking for that 1% rejection). When
he finishes this set of spells he has added 16
more charges, since Gimlik can normally memo-
rize four of each type.

Gimlik then rests and memorizes another set
of spells, again before 24 hours can elapse from
his previous casting (staying within range of his
wand as required by the enchant an item spell).
When Gimlik has entered as many charges as he
feels safe to risk, he has placed an additional
104 spells into the wand. The wand now has
104 charges plus however many charges it had
prior to the casting of his dispel magic spell.
Gimlik then utters the last syllable of the
enchant an item spell, closing the link between
himself and the wand (or he could have just
allowed 24 hours to elapse, but you don't get to
12th level with that kind of shoddy craftsman-
ship). The wand is ready.

Notice the difficulty of recharging. First, all
the preparation that is required, the time con-
sumed away from adventuring, the money
involved for the components consumed, and, if
the process hiccups well into the castings, there
is the potential for losing all that time and
money. This is to discourage magic-users from
getting the idea that all they need to do to
recharge an item is to just “plug it in.” Optional-
ly, the DM may require each successful casting
to make a save vs. magic at the level of the
caster. Those charges that save are stored, those
that fail are lost without the caster’s knowledge
that they are lost. This enables the DM to main-
tain the mystery of exactly how many charges
are really in the item after all.

Some DMs may not allow devices to exceed
the number of charges allowed as per the DMG
(i.e, wands have 100 charges, staves have 25,
etc.). If so, the DM may create some reaction to
overcharging.

Scott Luzzo
Cincinnati OH
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Rot Grub

A brief lecture not easily forgotten

by Ed Greenwood

The scholar Tantras held up a wriggling
thing in a wooden clamp, taking care not
to touch it with his hands. “Brethren of
the Council, behold — a rot grub.” His
eyebrows raised at the ill-suppressed
sputters of mirth audible in the meeting-
chamber of the Council, but he did not
look surprised at the reaction. He had
counted on it.

“Not magnificent, I'll admit,” the sage
continued with a faint smile, calmly twirl-
ing the clamp. “Certainly not as impressive
as, say, a dragon, but often—" he paused to
look around the darkened lecture room at
his invisible audience “—just as deadly, if
not more so.”

“Dispense with the cheap theatrics,”
came an authoritarian voice from the
darkness in the back of the hall. “We are
not impressed with your wit.”

The clamp stopped twirling. A cold light
entered Tantras's gaze as he looked toward
the rear of the hall. “I see” he said easily,
his smile twisting. “But such mighty mages
as are assembled here may have reason to
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take an interest in the lowly rot grub.
Those of you who are even now spending
vast sums in order to learn the secret of
achieving lichdom should think on the
usefulness of a brainless, sightless body,
tunneled into ruin by these creatures.
Such a body might survive transformation
— but then, it might not. And rot grubs
will eat into carrion — yea, into anything
organic their mouths can reach, including
undead flesh as well as living.”

The sudden stillness in the hall was
unbroken for the space of a long minute.
The writhing form in the grip of the clamp
never ceased to move, straining to free
itself. Tantras lowered his gaze to the
mottled brown, tawny, and white grub.

“Well, say on, then,” a nameless Council
member grunted.

The clamp began again to rotate slowly
in Tantras’s hand. “My thanks, Brother,” he
said in an inflectionless tone, his smile
deepening. “My part in the Converse to-
night is admittedly not a matter of great
import in the doings of states, nor yet a
delicate point or discovery in dweomer-
craft... but I believe many of us here
would do well, every so often, to think on

what is most basic in our existence. Aside
from its value as an exercise in humility,
such a practice yields practical informa-
tion which may in time be of inestimable
value. If Amurathor the Great had known
what I am about to relate concerning the
habits and nature of the rot grub, he
might still be with us, and this Council a
mere whimsy of outlawed, harried work-
ers of magic. But he was ignorant, and he
is gone, and we are neither.

“Harken, then: The rot grub, as you
know, feeds on living flesh. With these—"
he indicated with a wooden probe the
successive rings of rasping, razor-sharp
teeth at one end of his specimen “—they
also burrow through offal, dung, dead
flesh, and even such organic matter as
loam or large plants. When burrowing,
either for safety or to kill prey, a grub can
cut away large gobbets of material and
pass them rapidly, by muscular contortion,
straight through its body, expelling them
with some force.” Tantras reached over
and opened a metal box on the table be-
side him, revealing the topmost part of a
large joint of mutton. He then held the
clamp over the box and released the grub,
ignoring the startled gasps from the front
row of the audience. Twisting as it fell, the
worm promptly vanished into the mutton,
spraying tiny pieces of meat into the air
from its burrowing hole. “As you see, it
works with great speed, and it is this
faculty that makes the rot grub so danger-
ous to man. All of you know that a rot
grub will burrow to the heart of a man or
any larger, living, and blooded creature in
a very short time. Know now that rot
grubs do this in order to breed.

“Rot grubs need flesh soaked in blood
and rich in oxygen, such as that of the
heart, in which to lay their eggs, for only
in such an environment can the eggs be
fertilized. They burrow there by instinct
and lay a cluster of from six to a dozen
eggs even if no other rot grub is present to
fertilize the clutch. My experiments have
shown that all grubs can lay eggs, and all
can fertilize the eggs of others, although
apparently not their own.” Noting some
stirring from the front rows, the sage
lowered the wooden probe and gently
poked at the mutton. “We are safe,” he
said, “so long as our friend is occupied.”

The comment drew no laughter. The
sage then reached into a pocket in his
robes and brought out a slim, firmly-
stoppered glass phial. “These are a bit
small, but it is perilous to expose them to
the air so near a live rot grub. In this phial
are four rot grub eggs: small, green-white
rubbery spheres a little less than the size
of your smallest fingernail. As I've said,
one rot grub lays a clutch of these, and if
another rot grub comes into contact with
the host creature, it will also burrow to
the heart, locate the eggs by the scent and
burrowing tube left by its predecessor,
and exude a red, viscous fluid from its
mouth as it rolls the eggs about and exam-
ines them. This fluid penetrates the



outer skin of the eggs. If the second rot
grub arrives within twenty minutes of the
laying of the eggs, successful fertilization
occurs. Otherwise, the eggs die.
“Fertilized eggs and grubs can survive
for long periods in carrion, even en-
tombed corpses, or anywhere that affords
protection from crushing, air, water, and
extremes of temperature. They cease to
move and function, and thus cease to
require food, air, or like sustenance. The
rot grub in this meat can wait here for a
very long time for a live host — precisely
how long, my knowledge at present does
not answer, but at least two centuries, as
the opening of the tomb of King Eurovan
of the now-vanished realm of Nuvorene
attests; a tomb-robber was slain by rot

grubs then. In such a suspended state doeg

the rot grub lie until vibration, the actual
movement of their ‘home’ meat, or contact
with warm, living flesh awakens it.”

Tantras sighed and carefully closed the
lid of the metal box with his probe. The
automatic lock rattled and snapped shut.
“And so it was with Amurathor, who like
many of us believed that rot grubs
shunned the taint of undead flesh. Yet it
took but four of these little creatures to
turn his enchanted and rotting body, rean-
imated by his sorcery into existence as a
lich, into the skeleton which stands by the
entryway to this hall — stripped of all
matter but the very bone itself in a matter
of an hour.” He offered a side look to a
particular spot in the back of the room.
“Not bad work for cheap theatrics.”

The sage dropped the wooden clamp
onto the box lid and casually wiped his
hands on his robes. “Behold, the rot grub.
The most efficient of the natural scaven-
gers, and the deadliest, for its size and
repulsiveness lead all to underestimate it.
Pray do not make this mistake yourselves.
My last suggestion, my Brethren, is that
you leave one of these—" he tapped the
box with a finger “—with your most trea-
sured magical devices and wealth in your
vaults. A mundane defense, perhaps, but
practical. No thief can resist opening a
box. It has been a pleasure to speak with
you. Good evening, and good fortunesl|
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Shogun. ..

A reader’s guide

by David Bunnell

| cheered when the AD&D game’s
Oriental Adventuresrule book appeared
on the market. The monk class in the
original Players Handbookgave a small
hint of what Oriental role-playing might be
like, but the flavor of an overall campaign
just wasn't there. Now, with the new
rules, considerable campaign material is
available — but there is a void where
reference works are concerned. Role-
players have access to numerous books
and resources concerning gaming with a
medieval flavor, but similar material on
Oriental worlds is harder to find. Players
or DMs just beginning to game in an East-

to adventuring

ion or two slips in, please forgive me. One
other prejudice of mine is that my knowl-
edge extends mostly to Japan, whieien-
tal Adventuresstates that it combines all
the Far Eastern cultures, which include

China, Japan, Korea, Thailand, and others.

Though the titles of these books may
sound obscure, many of them can be
found in or ordered from general book-
stores. Some can also be ordered by mail
from Kodansha International (10 East 53rd
St., New York NY 10022). The editions
listed at the end of this article might not
be the only ones available, as these books
are translated from the original languages
and (in many cases) from manuscripts
hundreds or thousands of years old. A

ern setting can be as confused as studentsword of warning: When shopping in a

of Zen trying to understand thé/all
Street Journal.

The back ofOriental Adventuresdoes
contain a bibliography of books that were
used in one way or another to research
the tome. Most of the works listed are
historical, sociological, or philosophical;
though they are good resources, DMs
whose knowledge of the Orient is limited
to Lee Wing's Take-Out down the street
may find the list a bit intimidating. Many
of the titles are self-explanatory, like The
Art of War, the historical texts, and those
referring to weapons and armor. But an
average DM, who thinks “sushi” is ape-
man talk for “Susan” may have trouble
with A Book of Five Ringsand will be
totally confused by titles such &u-
doshoshinshu.A short survey of a few
especially significant books in the field
may help these bewildered DMs get back
on the path toward successful Oriental
gaming.

I will not “review” all of the books in the
strictest sense of the word because of
their philosophical nature — | will briefly
summarize their contents, and if an opin-
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general bookstore, avoid books with the
word “ninja” in the title. Most of these
describe the American movie villains, not

bibliography,A Book of Five Ringss —
and its author, Miyamoto Musashi, is the
subject of Yoshikawa’s story.

Musashi is about the life of Miyamoto
Musashi, a historical figure who lived at
the beginning of the Tokugawa era and is
said to have been Japan’s greatest swords-
man. We begin at the battle of Sekighara
with the young Musashi (known then as
Takezo) finding himself and his friend
Matahachi alive after the terrible conflict.
They take refuge with corpse robbers, a
mother and daughter, who hide them until
a search for losing troopers has passed.
Takezo recovers quickly and returns alone
to his home province. Still a fugitive, he
finds that his home village will not harbor
him because the garrison troops will not
allow it. He must live off the surrounding
land like a savage.

The local lord learns of the trouble and
bolsters the garrison with troops who
have no luck capturing Takezo. Then
Takuan, a monk, says he will capture the
fugitive with the help of Takezo’s child-
hood friend Otsu. The two go into the
forest, where Takuan cooks over the fire
and Otsu plays her flute. These sounds
and smells lure Takezo to the fire, where
Takuan convinces Takezo to turn himself
over to the monks care so the garrison
will not harm the villagers. Takuan hangs
Takezo from a tree to humble his wild
spirit and also to show him why he should
value his own life. Here begins the pilgrim-
age of the now-renamed Takezo, Miyamoto
Musashi. The rest of the book follows
Musashi along his Way toward his most
famous duel, at the age of thirty, with
Sasaki Koriro.

Musashi gives the feeling of what it was
like to be a traveler upon the roads of
Japan at the beginning of the Tokugawa
era, along with great insight into the nat-
ure of one of Japan’s great heroes.
Although Yoshikawa added his own imagi-
native details to the story, the characters
all have a basis in historical fact. No one

the true Japanese characters, and cannot will ever know now whether this

be considered authentic.

The age of the samurai

The Tokugawa era, dating from 1600 to
1868, is one of my favorites, as well as the
source of most of the material on the
samurai inOriental Adventures.A
befuddled DM may now say that he’'s read
Shogunand seen the TV mini-series, so he
need go no further. True — if he doesn’t
want to understand the true nature of
historical JapanShogun is the story of
Tokugawa leyasu, a real historical figure
whose name was changed to Toranaga by
author James ClavelShogunis no better
than a Western played by actors in Orien-
tal garb. It has been said that our effort to
make a “samurai movie” is as bad as most
Japanese attempts to make horse operas.

A book closer to the Japanese spirit is
Eiji Yoshikawa’sMusashi.While Musashiis
not mentioned in thériental Adventures

account of Musashi’s life is an accurate
one, because of the folk history that has
grown up around him and most of the
other prominent people of that era.

A Book of Five Ringswas actually writ-
ten by Miyamoto Musashi and is not an
easy book to understand. It is a book of
strategy. The translator's introduction is
probably the most useful part of the book
for DMs. It gives a short history lesson
about Japan during the time of Musashi
and about Musashi himself. The book is
Musashi’s guide to strategy, in which he
uses sword-fencing as the basis for a
greater philosophical doctrine. Elements of
the book may be of use to DMs in gaming
as well as in everyday life, but individual
DMs must make their own judgments as to
which parts are most valuablé. Book of
Five Ringsis the type of book that gives
new insights with every reading. Though
some sections are hard to understand,
others are quite straightforward in dealing



with the bearing and carriage of a warrior
in life.

Musashi's sword-fencing method was the
Way of two swords, although he never
used two swords against a good swords-
man. This, and the idea that if one man
can beat ten then ten can beat a hundred
and a thousand can beat ten thousand,
form a large part of Musashi's strategy.
Musashi is also the basis of the kensai
character inOriental Adventures.He
devoted himself to the Way of the sword
and, while on that path, discovered that
enlightenment in the arts could be seen
through sword strategy. After his duel
with Sasaki Kojiro, he looked back on his
life and on all the duels he never lost, and
decided that they were not the result of
superior strategy, but of luck or fate.
Having decided this, he worked even
harder to understand the Way of the
sword, finally succeeding at the age of
fifty. Musashi never let up. During the last
two years of his life, he forsook the com-
forts of easy living and retired to a cave,
there writingA Book of Five Rings.

Musashi left us not only the folk legends,
but also several works of art. Paintings,
carvings, and examples of calligraphy
were left behind by Musashi, showing by
their existence that Musashi was a truly
great man. He was also said to have com-
posed songs and played musical instru-
ments, but no examples of these
achievements survive today.

Insight on war and combat

Another book of strategy i$he Art of
War by Sun Tzu, which dates from 500 to
300 B.c. China. Any campaigner wishing to
engage in a war with his character's neigh-
bors should first pick up this book and
read it from cover to cover. Sun Tsu’'s
insights into warfare apply to all situations
where two forces meet. They are so com-
prehensive that it would take an entire
BATTLESYSTEM™ supplement forOriental
Adventuresto catalog them all and list
bonuses for each advantage (a develop-
ment gamers should hope comes to pass).
Unlike A Book of Five Rings, The Art of
War is fairly easy to understand and
implement in a campaign. Where
Musashi’'s book deals mostly with single
combat and its applications to large-scale
strategy, Sun Tsu's is chiefly concerned
with large-scale battles.

Samurai codes of conduct
Two other books authored by samurai

are about personal conduct and the behaw

ior of samurai in everyday life. The first is
Hagakure (Hidden Leaves)This book was
written by Yamamoto Tsunetomo, a
Tokugawa-period samurai who, after his
lord died, wished to commit suicide with
his family in the traditional manner
only this type of action had become illegal
under the Tokugawa rule.

This points out that it is necessary to go

beyondShogunin order to learn about the
historical samurai. The scene in the mini-
series (if anyone can remember that far
back) where Toranaga falls into the chasm
during the earthquake and Anjin-san is the
only one trying to save him is totally inac-
curate — all of Toranaga’s retainers would
have had to commieppukuhad Toranaga
fallen in and died, sall the retainers, not
just Anjin, would have tried to save him. An
interesting story comes from the shooting
of that scene in Japan. One extra, not

remind his sons what a true samurai
would do in various situations, many
pertaining to the readiness to do battle.
Daidoji wrote the volume because he saw
much laziness brought about by a hun-
dred years of peace, and he wanted to tell
his sons about the bearing of a samurai.
All the books | have mentioned are
excellent resources for the gamer who
wishes to add that extra flavor to his cam-
paign. | enjoy role-playing, and | started
(as most of us did) by playing the medieval

understanding the way the director wanted ancestors | imagine that | once had. Now,

the scene to be shot, kept jumping into the
chasm to save Toranaga because he saw
that as the most likely action for his charac-
ter as one of Toranaga’s retainers.

When prevented from committing sui-
cide, Yamamoto retired to a monastery
and became a priedtlagakure comes
from Yamamoto’s dialogues with a visitor
over a period of ten years. During this
time, Yamamoto relates to his visitor what
the true meaning of Bushido is and the
way in which a true samurai conducts
himself. The book is good, although some-
times difficult reading for the player who
wishes to know how to accurately play a
samurai character.

Budoshoshinshujike Hagakure,is a
guide to the Way of the samurai. Written
in the early 1700s by Daidoji Yuzan,
Budoshoshinshuwas intended to benefit
Daidoji's offspring. The book served to

after a great deal of reading, | am ready to
try to role-play in a totally different feudal
culture. | don’t know if I'll ever truly
understand the Japanese culture, but | will
certainly enjoy myself while learning.

Publication information

Mushashi. Eiji Yoshikawa. Harper & Row/
Kodansha International: 1981; $18.75.

A Book Of Five RingsMiyamoto
Musashi. Victor Harris, translator. Over-
look Press: 1974; $7.95.

The Art Of War.Sun Tzu. James Clavell,
editor; Lionel Giles, translator. Delacorte
Press: 1983; $8.95.

Hagakure. Yamamoto Tsunetomo. Wil-
liam Scott Wilson, translator. Avon: 1981;
$2.95.

Budoshoshinshu.Daidoji Yuzan. William
Scott Wilson, translator. Ohara Publica-
tions: 1984; $6.95. Q

It’s quite possible that your manu-
scripts and I have already met. If
the editors receive a gaming ar-
ticle, but the author has not sent a
self-addressed, stamped envelope
with the manuscript to allow for a
reply, the editors give the manu-
script to me, and . . well, let’s not
dwell on that.

Give the editors (and your manu-
scripts) a fair break. With each ar-
ticle you send us, enclose a SASE
large enough to permit the easy re-
turn of the manuscript, should it
require rewriting or be unsuitable
for use. Canadians and residents
of other countries should enclose
international postal coupons, avail-
able at local post offices.

Don'’t let your article come my
way. Be sure to use a SASE with all -
your submissions.
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The designer’s new list of
Oriental references

by David “Zeb” Cook

In the two years since | finishe@riental
Adventures, my enthusiasm for Oriental
topics has not waned. Having read Mr.
Bunnell's additional readings, | would like
to add a few more | have found since the
completion of the Oriental tome.

What is Japanese ArchitectureRazuo
Nishi and Kazuo Hozumi. (H. Mack Horton,
trans.) Kodansha International Ltd.: New
York, 1983. If you are a DM interested in
running an Oriental campaign, do yourself
a big favor and buy or borrow this book.
Written in a clear style for non-architects,
the book covers all types of buildings in
traditional Japan. More important to role-
players, almost every page has sketches,
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floorplans, and maps of the buildings
described in text. Sections cover temples,
shrines, mansions, castles, towns, tea-
houses, construction techniques, and
more. Armed with this book, you can
produce a map or a description for nearly
any Japanese-style building.

The Taiheiki: A Chronicle of Medieval
Japan. (No author given.) Charles E. Tuttle
Co. (no date). Although it reads like a
novel, this book is actually a history of the
events of 14th-century Japan, when the
Emperor Godaigo inspired the overthrow
of the Ashikaga shoguns. Written at the
time the events occurred, the Taiheiki is a
history of intrigue and warfare. With the
massive numbers of names and relation-
ships, the book is not light reading. The
events, however, are presented in a

straightforward and clear fashion. For the
role-player, the Taiheiki describes life and
combat in a classic period of Japan’s histo-
ry. Much can be learned about dress,
etiquette, titles, and more from the book.

Ugetsu Monogatari (Tales of Moonlight
and Rain).Ueda Akinari. Charles E. Tuttle
Co. (no date). Written in the 17th century,
this is a small collection of stories dealing
with ghostly themes. Here, samurai
encounter ghosts, faithful lovers return
after death, and dangerous creatures are
met. Simply written, the book is useful to
any DM who can adapt many of the tales
to adventure plots.

Japanese Ghosts and Demorstephen
Addiss, ed. George Braziller, Inc.: New
York, 1985. This book is a museum catalog
for an exhibit with the same name as the
title. It has pictures of all the artworks in
the exhibit, many reproduced in brilliant
color. In addition, there are several essays
describing ghostly and supernatural sub-
jects and how they are treated in Japanese
art. The illustrations alone can be of great
use to an imaginative DM, providing both
adventuring ideas and colorful, descriptive
details. The essays tend to concentrate on
art appreciation and history, though some
provide interesting details about ghosts
and spirits that are hard to find elsewhere.

Japanese Castledichio Fujioka.

Hoikusha Publishing Co. (no date). A slim

traveler's book, this explains the basics of
the Japanese castle with short (and some-
what oddly translated) text and numerous
photographs in color and black-and-white.
While the information is not very detailed,
it does provide many fine views of castles
useful for descriptions and map designs.

The Samurai Film.Alain Silver. The
Overlook Press: Woodstock, N.Y., 1983. A
film genre book, this looks at the history
and characteristics of samurai films in
Japan’s movie-making industry. It provides
a brief history of the samurai and a great
deal of critical analysis of samurai films..
This analysis is not tremendously useful;
however, the detailed descriptions of the
films can give you many ideas for plots.
The photographs and particular descrip-
tions of scenes and shots can also be used
to good effect by providing you with detail
for colorful encounters and descriptions in
your game.

The Medieval Japanese Daimy®eter
Judd Arnesen. Yale University Press: New
Haven, 1979. If the publisher didn't tip you
off, be warned: This is not a simple or
even moderately difficult book! This is a
doctoral dissertation written into book
form and should only be read by those
who really want detailed and in-depth
information. There is no fantasy or direct
role-playing material here. However, if you
can manage it, the book does set out a
picture of the politics and government of
medieval Japan. SeriouSriental Adven-
tures DMs may be able to use this infor-
mation to create an accurate and richly
detailed campaign — and, of course, you
can always use it to steal names. o
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Long before science-fiction writers
began populating outer space with bug-
eyed aliens, the bards, skalds, and other
storytellers of pre-industrial Earth peopled
our own planet with imaginary beings of
incredible number and variety. Regardless
of culture or clime, human beings have
dreamed of imaginary counterparts, in
unknown lands beyond the mountains and
over the seas. These counterparts have
become so embedded in human culture
that today, even though the mountains and
seas have been explored extensively with-
out evidence of any such mythical beings,
those beings continue to exist in symbolic
fashion. From the heraldic dragon to the
boogeyman that hides behind the closet
door at night, the beings imagined by our
ancestors remain a part of our culture.

Over the past two decades, there has
been a resurgence of interest in the fabu-
lous beings of the ancient past. In part,
this resurgence is connected with a gen-
eral revival of interest in fantasy as a
literary genre. It can be attributed as well
to the advent of the fantasy role-playing
game. Mythical beings are an integral part
of these games, and volumes of compila-
tions of monsters of the world are perused
by game referees who seek new perils for
their underground realms.

It sometimes seems, however, that the
current interest in mythical beings is
confined to those associated
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cultures of Western Europe, with a smat-
tering of Oriental creatures added for
good measure. The output of monsters
from the cultures of North and South
America, the Pacific, and Africa is omitted
from most compilations of mythical
beings. Such omission is especially appar-
ent in the case of Africa.

There are various reasons for these
omissions. In some cases, the compiler
deliberately leaves out products of the so-
called “primitive mind.” One such compiler
is Heinz Mode, who wrote in Fabulous
Beasts and Demons:

“It may have been noticed that no men-
tion has yet been made of ancient America
or ancient Africa, the South Seas, and
Australia. That these areas may in fact be
largely left out is due to a fact already
stated: namely that the idea of monsters
arises at a relatively late stage of cultural
development. The ancient American civili-
zations do show some rudimentary, per-
haps independent composite forms, but
these are for the most part ill-defined, and
it is often difficult to distinguish between
monsters and human figures masked or
disguised in animal skins. Ideas of magic,
totemistic customs, and animistic equa-
tions of different natural spheres may
have led to some of the ideas underlying
the shapes that interest us here. But it
seems that these never brought about a
true creation of new beings in a distinct
visual form. For this reason, we shall
largely have to leave out these areas of
civilization if we want to keep to our sub-
ject, though in individual cases references
will be made to possible connections. The
observation that monsters were not cre-
ated originally by the so-called primitive
peoples, as one might have expected; but
are in fact to a large extent the product of
highly developed civilizations is surprising
enough.”

Mode’s surprise might have been even
greater had he met theichemosiof East:
Africa. The chemosit ke

A

is described as part human and part bird.
It has one leg and nine buttocks. Its red
mouth shines like a lamp at night. What-
ever else it may be, the chemosit is
unquestionably a new being in distinct
visual form. Not only that, but the name
chemositis also given to an animal that
seems to be an amalgam of ape and hyena.
(We will meet this second manifestation of
the chemositater in this article.)

The chemosiis not unique. As you will
see, there are many other mythical beings
in Africa that fit Mode’s (and anyone else’s)
definition of a “monster.”

Descriptions of some of these beings
may be found in such compilations as
Perle Epstein’s Monsters, Peter Costello’s
The MagicZoo, and Jose Luis Borges’
celebrated The Book of Imaginary Beings.
None of the above volumes, however,
mentions more than a scant few of the
imaginary inhabitants of Africa. Also, in
the Costello and Borges compilations, the
African beings they cite lack true African
provenance. Creatures such as the catoble-
pas, a bovine with a head too heavy to
carry upright, and the Amphisbaena, a
snake with heads at both ends of its body,
are products of the European imagination
rather than the African.

The search for true African mythical
beings must, therefore, begin with African
sources. The beings have always been
there; as the continent continues to
emerge from its centuries-long nightmare
of slavery and colonialism, the true extent
of the output of the African imagination
will become apparent to the fantasists,
scholars, and gamers of this part of the
world. This article represents only one
small scratch across a vast surface.

Unknown beasts
At first glance, a distinction between
“unknown beasts” and “mythical beings”

may seem superfluous. A

Aren’t both kinds of creature equally
products of the imagination? The answer
to that question is “yes and no.” In the lore
of most African cultures, there are two
categories into which beings we consider
imaginary may be sorted: natural and
supernatural. The natural category would
include animal species that have not been
described and classified by zoologists, but
are nonetheless considered by Africans to
be as much a part of the local fauna as
lions and leopards. These elusive beasts of
river, forest, and plain could be considered
in the same light as the Loch Ness monster
of Scotland or the sasquatch of North
America — animals whose existence has
not been verified scientifically, but are still
more likely to fall into the purview of
biologists rather than anthropologists.
Supernatural beings belong more to the
realm of folklore and mythology.

Often, natural and supernatural beings
are lumped together as products of igno-
rance and superstition. Still, as Belgian
zoologist Bernard Heuvelmans points out
in On the Track of Unknown Animals,
zoos all over the world now contain speci-
mens of the gorilla, the okapi, and the
pygmy hippopotamus — all of which were
once dismissed as products of native
superstition. There may be others.

Africa is a continent of rivers, with the
Nile, the Zaire (formerly Congo), and Niger
systems ranking among the longest in the
world. There are also several great lakes
surpassed in size only by those of North
America. These bodies of water teem with
a countless variety of fish, as well as hip-
popotami, crocodiles, and water birds.

Formidable as the hippo and crocodile
are, even they are sometimes forced to
retreat when confronted by the unknown
beasts that share their environment. One
dangerous rival is the dingonek,a 15"-long
creature with a head like that of a lioness
or otter, long saberlike fangs, thick scales
like those of an armadillo, and a long, broad
tail. The dingoneksbody is covered with
leopard-like spots, and its bulk rivals that of
a hippo. Its feet bear reptilian claws.

Even more impressive than the dingonek
is the chepekwewhich appears to be part
rhinoceros and part elephant, with little or
no trace of the reptile in its makeup. The
chepekwes the size of a small elephant.
Like the Indian rhinoceros (but unlike the
African), the chepekwe bears a single horn
on its nose. Its habitat is the swampy
regions of the Katange district of Zaire.

A similar water-dweller is the nzefu-loi
which dwells in the Lualaba River.
Although its name means “water elephant,”
the nzefu-loidoes not look like an ele-
phant. The shape of its body is comparable
to a hippo’s, but it has a long neck sur-
mounted by a relatively small head. The
head is armed with short, heavy,
downward-pointing tusks. Despite its
saurian configurations, the nzefu-loi sports
a long, hairy tail like that of a horse.

The nsangalooks very much like the
komodo monitor lizard, which is officially
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the world’s largest lizard, growing to a
length of 10-12". The nsangabeats that
record, as some of them have been report-
ed to stretch as long as 15'. Its lifestyle is
similar to that of the crocodile, which the
nsanga sometimes chases from choice
feeding-grounds. Although the nsanga
does not possess the fearsome jaws of a
crocodile, it compensates with agility and
razor-sharp claws.

The badigui lives in the Ubangi-Shari
River system in what is now the Central
African Republic. The grandfather of all
snakes, the badigui has sufficient size and
strength to crush a crocodile in its coils.
When it ventures out of the water, this
gigantic serpent leaves a track as wide as
the body of a Land Rover. As for length,
one witness saw only the upper portion of
a badigui,and thatwas 25" long!

Not all of Africa’s unknown water-
dwellers are reptilian or pachydermal.
The morou-ngouis decidedly feline in
form. At 10-12" in length, the morou-ngou
appears to be an oversized panther adapt-
ed to an aquatic environment. Its smooth,
otterlike coat can be either striped or solid
brown in hue. Although the previously
mentioned animals are not directly dan-
gerous to humans, the morou-ngouis very
inimical indeed. Often, it goes out of its
way to drown hapless humans in the
deepest part of the Ubangi-Shari.

Like the other beasts discussed thus far,
the morou-ngous amphibious, and is thus
capable of surviving out of water. But the
lukwataof Lake Victoria is strictly aquatic.
Indeed, the lukwatamay best be described
as a gigantic catfish, 12-15" in length. With
its wide gaping mouth surrounded by
twisting barbels, the lukwatawould be a
terrifying apparition to unwary fishermen.

The last water beast to be described
here does not live in any of Africa’s rivers
or lakes. The silwane-manzis a sea-
dweller that sometimes leaves its three-
toed prints along the beaches of Natal,
South Africa. Zulus who have seen this
creature say that it is larger than a croco-
dile, walks on its hind legs, is covered with
scales, and has a head that resembles that
of a turtle. Although the film was made
years after the Zulus' first descriptions of
the silwane-manzithe sea-beast bears an
uncanny resemblance to the Creature
from the Black Lagoon!

Water is not the only habitat of
unknown beasts in Africa. Remote forests,
mountains, and savannahs harbor crea-
tures which have yet to appear on the
Wild Kingdom television program.

Conventional zoological wisdom tells us
that there are no bears in Africa. What,
then, is the nandi — a marauder that has
harassed East African shepherds for cen-
turies? Lacking other terms of reference,
Africans who have encountered the nandi
say it looks like an overgrown hyena. But
when photographs of bears are shown to
these witnesses, they invariably change
their mind. Indeed, one variant of the
chemositis the duba,whose name is Ara-



bic for “bear.” Although it is a huge, fear-
some creature, the nandi/dubaappears to
confine its depredations to domestic
animals.

The chemosit, also called the getiet,is an
altogether different case. As mentioned
earlier, there are two versions of the che-
mosit. The half-man, half-bird monster
mentioned in the introduction is more of a
demon than a natural creature. The other
version is a rapacious predator that seems
part-hyena, part ape, and 100% deadly.
Entire villages have reportedly fled the
fury of the chemositwhich has the unsa-
vory habit of tearing off the tops of its
victims’ skulls and dining on the exposed
brain. In its own way, this second version
of the chemositmay be even more
demonic than the first.

Related to the chemositis the engargiya
of Uganda. A large, shaggy, slope-backed
creature, the engargiyahas been identified
by Heuvelmans as a descendant of the
chalicothere, a prehistoric animal that had
the anatomy of a herbivore combined with
disproportionately large claws on its fore-
feet. Although the chalicothere became
extinct during the Pleistocene, Heuvel-
mans speculates that a relict population
may survive in the East African bush.

The njenge is an omnivorous animal
about the size of a sheep. In pre-colonial
days, njenge made nuisances of themselves
by raiding farms and gardens. Although
said to be carnivorous as well as herbivo-
rous, there is no mention of the njenge
being dangerous to humans. It is covered
with hair like an English sheepdog.

Great cats like the lion, leopard, and
cheetah are virtually symbolic of African
wildlife. But there are two large feline
species that are just as spectacular and
dangerous as the cats trophy-hunters seek.
One is the nunda,a feline larger than a
lion and far more difficult to kill. In Swahi-
li legend, the nundahas a thick tail, small
ears, a bulky build, and a coat marked like
that of a civet. It is interesting to note here
that Louis Leakey once excavated the
fossil of a cat that seemed more tiger than
lion. The nundacould represent a survival
of this prehistoric species.

The other unknown feline seems almost
at the threshold of scientific recognition.
Known locally as the marozi,the cat is the
size of a small lioness. Traveling in pairs,
maroziare most frequently seen in the
Aberdare Mountains of Kenya. Though the
males do not boast the full mane of the
lion, they do have a whiskery ruff like that
of a bobcat or a lynx. Also, like a bobcat,
the marozi's hide is spotted. Its tail is as
long as a leopard’s, however. For a time, a
pair of marozi skins were on display in
Nairobi.

Thus, we complete our survey of
unknown beasts. The listing is by no
means exhaustive. Like the okapi and the
pygmy hippopotamus, some of the above
creatures may one day be displayed in
zoos. But what zoo could hold a deter-
mined badaguior chemosit?

Mythical beings

The existence of Africa’s supernatural
beings is rooted in the world of folklore,
myth, and superstition. Dissociated from
physical reality, supernatural beings are
nevertheless a part of the spiritual reality
of the cultures of which they are part.
Although they are not by definition evil,
these beings do tend to be associated with
the conjurations of sorcerers and witches.
Virtually all cultures have created super-
natural beings; there seems to be a univer-
sal core of awe of the unknown that
impels us to mold that awe into something
with substance and shape. If the unknown
can be visualized, labeled, and classified, it
becomes (at least in reasoning) that much
easier to cope with.

Based on their different origins, there is
an important contrast between the behav-
ior of natural and supernatural beings.
With a few exceptions, the natural beings
are not a direct menace to humans. Like
other animals, they will leave you alone if
you leave them themalone. More often
than not, however, the supernatural
beings are dangerous to the people who
create them.

It is almost culturally universal that
people who share their environment with
large predators develop a tradition of
lycanthropy. African culture is no excep-
tion to this rule. The most common kind of
African lycanthrope is the irimu, or were-
leopard. An ifimu can also be a werelion,
depending on the locale of the myth-
maker. Like the European werewolf, the
ifimu assumes beast-form when the moon
is full, but its bite does not infect its vic-
tims with a similar curse. The condition is
induced by the spells of unscrupulous
sorcerers, though sometimes the sorcerers
are unable to control their creations. The
irimu is not to be confused with the Leop-
ard Men of West Africa, who disguise
themselves as leopards in rituals.

There are also werelions and were-
hyenas, known respectively as chiwanda
and makishi.These beings differ from the
imu in that the chiwandaand makishi
are beasts that can become human, while
the irimu is a human who can become a
beast. Entire cycles of folktales in Central
and Southern Africa revolve around the
theme of the “Demon Bridegroom,” In
these stories, a makishior chiwanda
comes to a village in human form and
seduces any local beauty who haughtily
rejects all other suitors. The demon
marries the maiden — then, on the wed-
ding night, the demon reverts to its nor-
mal form, with predictably terrifying
results.

The vampire is another supernatural
entity that appears in cultures all over the
world. The Central European version of
this blood-drinking monster is the most
prevalent, but there are other cultural
variations on the vampire theme.

At least two types of vampire have been
reported in Africa. One is the tyerkow,
which haunted the ancient city of Tim-

buktu. The tyerkowwas a normal human
being by day, but at night it would shed its
skin and become a vampire with most of
the same attributes as the European varie-
ty. In its skinless state, the tyerkowdrank
the blood of sleeping citizens of Timbuktu.
To destroy a tyerkow,one must hide its
skin so that it has no safe haven which it
can return to by daylight. Of course, the
vampire is careful about hiding its skin.

The other type of African vampire is the
mwanga.The best description of the
mwangais a person who turns into a
beast that lives on blood. In some ways,
the mwangais a combination of vampire
and were-beast, with the mindless ferocity
of the were-beast linked to the blood-
drinking habits of the vampire. Unlike the
tyerkow, the mwangais vulnerable to
ordinary weapons, though it takes a lot of
effort to dispatch it.

“Little people” are yet another world-
wide phenomenon in folklore. Gnomes
and leprechauns have African counter-
parts in the forms of the utuchekuluand
the kitunusi,among others. The above-
named dwarves tend to be dangerous and
are better left alone. The utuchekuluare
about 3’ high, have ebony skin and tangled
hair, and possess a long, sharp, blood-red
tooth which they use to kill their victims.
Their favorite prey? Humans, of course.

The kitunusi,on the other hand, is
somewhat ambivalent. Even its status as a
dwarf is not clear, as some stories say the
kitunusiis of normal size, but hitches itself
about in a sitting position. Whatever its
stature, the kitunusiwears a magic cloth
called kaniki. If a traveler is bold enough
to tear away a piece of kaniki, great riches
will be his. But failure to face down this
gnome results in illness, paralysis, and an
eventual, slow death.

Where there are little people, there are
also giants. All over the world, legends
persist of races of giants that preceded
humans on Earth. One African variation
on this theme is the story of the Rom, who
once inhabited northern Ethiopia. They
were so large that the normal-sized cattle
they herded were as sheep are to normal
humans. Their water-vessels were made
from entire hides of bulls, and they ripped
up entire groves of trees for firewood. For
a time, the Rom coexisted peacefully with
humans. They ultimately died out due to a
combination of infertility and competition
with the smaller but brighter ancestors of
the Ethiopians. Even today, lost cattle are
sometimes thought to have been stolen by
the vengeful ghosts of the Rom.

Another race of giants is the Sao, who
settled in the region of Lake Chad. They
are described as having bright, sunlike
eyes, and prodigious size and strength.
Indeed, accounts of the prowess of the Sao
bring to mind tales of Paul Bunyan and
Finn MacCool. Their bows were made
from the trunks of palm trees, and their
stature was such that they could carry an
elephant on their shoulders. Unlike the
Rom, the Sao were highly cultured, and
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were willing to pass their knowledge on to
the “little people” they encountered. Also
unlike the Rom, the Sao did not die out in
competition with normal humans, One
day, the Sao simply moved on and were
never seen again.

Elves are yet another worldwide mysti-
cal phenomenon. Elves are sometimes
confused with dwarves and gnomes; strict-
ly speaking, though, an elf is a being that
operates on a higher spiritual plane than
do humans. The sidheof Ireland are one
European example of this perception of
elves. For the Bantu-speaking people of
Zaire and other Central African countries,
the equivalent of the sidheis a race called
the wakyambior the Heaven People. The
Bantu concept of heaven is not to be con-
fused with the Christian concept of heav-
en; the name was translated as such
because the Congolese said the wakyambi
live “in the clouds” or “beyond the sun.”
Like most elves,the wakyambiare ambiva-
lent in their dealings with humans. They
have been known to conjure “heaven-
cattle” for people they looked kindly upon.
On the other hand, the wakyambiare also
known to be harbingers of disaster. In
appearance, these elven beings are very
much like other Africans, the primary
difference being that the wakyambihave
tails. Contrary to some expectations, the
tail of the wakyambiis not considered a
sign of evolutionary degeneration.

Thus far, we have described creatures
that are part of a universal series of myth-
ic archetypes. Vampires, werewolves,
elves, and so forth are represented in
folklore from all corners of the world.
There are, however, mythic beings in
Africa that have few (if any) counterparts
in other continents’ cultures.

For example, there’s the ngojama: a
demon that haunts the forests of the Tana
country. Ngojamais manlike in appearance
and has human intelligence, but he also
possesses long, iron-hard claws that grow
from the palms of its hands. Ngojamalies
in wait for unwary hunters, who quickly
discover that they are the demon’s prey.

The Zulu speak of two manlike races
that may be found in their hills. One is the
unthlatu, or serpent-men. An unthlatuis
human in form but is covered with
smooth, slippery scales like those of a
python or boa. Unthlatu do not often
interfere in human affairs, but when they
do, one can never predict whether their
intervention will result in good or ill. In
one instance, an unthlatusaved the life of
a Zulu maiden who was abducted by a
river-demon. On the other hand, the
serpent-people are not above stealing
cattle from time to time — a cardinal sin in
Zulu protocol.

Less benign than the unthlatuare the
ingogo,which are a cross between
humans and baboons. The Zulu believe
ingogo to be the degenerate descendants
of an exiled clan. The ingogo walk on all
fours and have tails, although their faces
are still human enough. Although the



ingogo have retained the ability to speak,
their dietary habits have declined consid-
erably, as their favorite food is fresh Zulu.

The mangabangabanshas an impres-
sively long name, but is in fact only half a
man, with one arm, one leg, and one eye.
Despite their truncated form, the manga-
bangabanais more dangerous than the
ingogo. Not only is this grotesque half-
thing a man-eater; it also possesses the
power of flight! From its remote forest
villages, the mangabangabanaswoops
down on women and children, and carries
them off to a horrible fate.

Great Zimbabwe, a collection of stone
ruins in the country that now bears the
same name, had its share of supernatural
beings, one of which was the mhondoro.
The mhondorais the spirit of a semi-
divine ancestor — a king, priest, or war-
rior — which has the power to possess a
descendant and infuse him with all the
attributes that led to that ancestor’s fame.
The possession is temporary; when it is
over, the medium is left considerably
depleted, if not dead. Mhondoroare thus
called upon only in dire circumstances.

The zombie, or resuscitated corpse, is
perhaps the best-known of all African
supernatural beings, having made its way
across the Atlantic to Haiti and other parts
of the New World. A less noted fact is that
there are other types of revived corpses in
other parts of Africa.

The tuyewera, a specialty of the Kaonde
people of Zambia, is a Frankenstein-like
combination of an exhumed corpse and an
enslaved soul. To create a tuyewera,
Kaonde sorcerers first procure the body
of a person who has been slain by witch-
craft. The legs of the corpse are then
severed at the knees, and its tongue is cut
out. The sorcerer then animates the tuy-
ewerawith the soul of an ancestor who
was known to have practiced witchcraft.

The result of this procedure is an unkil-
lable fiend that can steal, cause illness, and
kill at the sorcerer's command. At night,
the tuyewerais invisible. It moves by
hitching itself on its hands and the stumps
of its legs. It kills by sucking the breath
out of sleeping victims. The only way to
stop a tuyewera is to invoke an incantation
that induces the spirit of the witch-
ancestor to leave the revived corpse. At
that point, the maker of the tuyewera
loses control over his creation, and the
corpse swiftly decomposes. Kaonde sorcer-
ers frequently sold tuyewerago people
who sought the services of a quiet
assassin.

We close our supernatural safari with a
look at Isikukumadevu, a Zulu variation of
the “swallowing monster” theme. Isikuku-
madevu is a huge, bloated, mossy creature
that once lived in a river that no longer
exists. As the proper form of address for
Isikukumadevu is “Madame Monster,” it is
safe to assume that she is female. Polite-
ness is indeed a virtue when dealing with
a swallowing-monster; once Isikukuma-
devu ingested an entire village because

one of its inhabitants offended her!

Thus ends our sampling of the unknown
beasts and mythic beings of Africa. As
mentioned before, we have only scratched
the surface of a vast array of entities. In
some cases, there are several variations on
a theme, such as reptilian water-beasts
and shape-changing lycanthropes, as well
as other types of resuscitated corpses.
Brief as this survey may be, it may still
provide an indication of the depth and
fertility of the African imagination.
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by Roger E. Moore

Any game master intrigued by Charles
Saunders’s article, “Out of Africa,” will
likely be tempted to adopt some of the
creatures into whatever role-playing game
he or she most enjoys. This article offers
the AD&D® game statistics on the 12 illus-
trated monsters from Saunders’s article.
Game statistics on the other monsters
described in “Out of Africa” may easily be
created; D&D® game statistics will closely
parallel the AD&D game statistics, and so
are not given.

A brief set of gaming notes is given
below each statistical description of a
monster. Aggressivecreatures attack with
little provocation and rarely respond to
peaceful overtures. Aquatic creatures are
adapted for swimming, though they do not
breathe water (they can hold their breath
underwater for up to 10 rounds, how-
ever). Carnivores eat meat but are not
necessarily aggressive or man-eaters.
Climbing creatures can use their claws or
limbs to scale walls and trees like a thief,
with a 95% chance of success. Fearless
creatures are immune even to magical
forms of fear. Herbivoreseat only plant
matter, but are not necessarily passive.
Man-eaters are carnivores that deliber-
ately seek human prey; they are invariably
evil in nature. Minor demons may be
struck with nonmagical weapons; they
conform in all respects to the normal sort
of AD&D game demon, as described in the
Monster Manual (page 16), with 60" infra-
vision, 30'-radius darkness, and no telepor-
tation or gate/summoningabilities.
Speech-usingbeings may communicate
normally and usually have their own lan-
guage (and can learn other tongues as
well, though they might prefer to fight
rather than talk). Tool-using beings have

hands capable of wielding tools, weapons,
shields, and the like; they can throw

things if they desire, usually at normal
human ranges. Undead beings may be
turned or commanded by clerics, and are
immune to charm, hold, sleep, paralysis,
and all poisons; a typical vial of holy water
does 2-8 hp damage to them.

CHEPEKWE

FREQUENCY: Uncommon
NO. APPEARING: 1-6
ARMOR CLASS: 6
MOVE: 12"
HIT DICE: 10
% IN LAIR: Nil
TREASURE TYPE: Nil
NO. OF ATTACKS: 1 horn and 1 trample
DAMAGE/ATTACK: 2-16/2-16
SPECIAL ATTACKS: Charge
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: Standard
INTELLIGENCE: Animal
ALIGNMENT: Neutral
SIZE: L
PSIONIC ABILITY: Nil
LEVEL/XP VALUE: VII/1950 + 14/hp

An aggressive, swamp-dwelling her-
bivore, If the chepekwe charges, it moves
at 18” for one round and does double
damage with its horn (but normal damage
with its trampling attack). Only man-size
beings or smaller ones may be trampled.
The chepekwe can only charge once per
turn. This creature cannot be trained or
domesticated except by magic.

SILWANE-MANZI

FREQUENCY: Rare
NO. APPEARING: 1-4
ARMOR CLASS: 4
MOVE: 9"/ /12"

HIT DICE: 3

DRAGON 27



% IN LAIR: 20%

TREASURE TYPE: Nil

NO. OF ATTACKS: 1 hite and 2 claws
DAMAGE/ATTACK: 2-8/2-5/2-5
SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: Standard
INTELLIGENCE: Semi-
ALIGNMENT: Neutral

SIZE: L

PSIONIC ABILITY: Nil
LEVEL/XP VALUE: III/60 + 4/hp

An aquatic carnivore. Though it vaguely
resembles a lizard man, this creature
collects no treasure and is not civilized or
intelligent enough to use tools. It feeds on
sea and shore animals — and sometimes
humans, though not out of preference.

CHEMOSIT

FREQUENCY: Very rare

NO. APPEARING: 1-4

ARMOR CLASS: 4

MOVE: 9“/24”

HIT DICE: 4 + 1

% IN LAIR: 20%

TREASURE TYPE: Special

NO. OF ATTACKS: 1 bite or 1 claw

DAMAGE/ATTACK: 1-6 or 2-7

SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Never surprised; also
as per normal demons

MAGIC RESISTANCE: 10%

INTELLIGENCE: Low

ALIGNMENT: Chaotic evil

SIZE: M

PSIONIC ABILITY: Nil

LEVEL/XP VALUE: V/245 + 5/hp

An aggressive, fearless, speech-using,
carnivorous minor demon. The chemosit
can see all hidden or invisible beings with-
in 60’, and its mouth emits light equal to a
continual lightspell. It is likely that a pow-
erful sorcerer could make use of a chemo-
sit for attacking his enemies, carrying
messages, and so forth.

DINGONEK

FREQUENCY: Rare

NO. APPEARING: 1-2

ARMOR CLASS: 3

MOVE: 9”//97(6”)

HIT DICE: 8 +4

% IN LAIR: Nil

TREASURE TYPE: Nil

NO. OF ATTACKS: 1 bite and 2 claws
DAMAGE/ATTACK: 2-16/2-12/2-12
SPECIAL ATTACKS: Charge
SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Standard
INTELLIGENCE: Semi-

ALIGNMENT: Neutral

SIZE: L

PSIONIC ABILITY: Nil

LEVEL/XP VALUE: VII/1300 + 12/hp
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A fearless, aggressive carnivore that
rivals the bulette in temper. Accustomed
to attacking other large monsters, the
dingonek has developed a charging attack
using its head and body as a massive ram.
Given 60" in which to reach charging
speed, the dingonek will deliberately hurl
itself at large or dangerous prey, inflicting
double damage with claw attacks, an addi-
tional 2-20 hp damage from its head butt
(though without a bite), and stunning all
man-size or smaller beings as per a symbol
of stunning. The dingonek can also dig
into the earth with its claws and burst out
of the ground to attack encampments and
villages. Anyone standing behind a
dingonek can be smacked with its tail for
3-12 hp damage, though this attack is at
-4 to hit. Unfortunately, dingoneks can
swim, t0o.

To be called “brave as a dingonek” means
to be stupidly fearless and aggressive. The
best policy that humans have when
encountering a dingonek is to leave the
area and hope it finds something bigger to
pick on.

NZEFU-LOI

FREQUENCY: Uncommon

NO. APPEARING: 1-8

ARMOR CLASS: 6

MOVE: 9"

HIT DICE: 11

% IN LAIR: Nil

TREASURE TYPE: Nil

NO. OF ATTACKS: 1 bite or 1 trample
DAMAGE/ATTACK: 1-4/1-4 or 4-24
SPECIAL ATTACKS: Nil

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Standard
INTELLIGENCE: Animal
ALIGNMENT: Neutral

SIZE: L

PSIONIC ABILITY: Nil

LEVEL/XP VALUE: VII/1300 + 16/hp

A river-dwelling herbivore, often picked
on by dingoneks. This monster cannot be
domesticated.

GETIET

FREQUENCY: Very rare

NO. APPEARING: 1 (10% of 1-4)

ARMOR CLASS: 6

MOVE: 12"

HIT DICE: 5 +2

% IN LAIR: 25%

TREASURE TYPE: D (only in lairs with
more than one getiet)

NO. OF ATTACKS: 1 bite and 2 claws

DAMAGE/ATTACK: 3-9/1-6/1-6

SPECIAL ATTACKS: Crushing

SPECIAL DEFENSES: Surprised on a 1
(1d6)

MAGIC RESISTANCE: Standard

INTELLIGENCE: Average

ALIGNMENT: Chaotic evil

SIZE: M

PSIONIC ABILITY: Nil
LEVEL/XP VALUE: V/300 + 6/hp

A fearless, aggressive, speech-using man-
eater. This ugly and obnoxious beast kills
for pleasure, and a single individual may
attack an entire village and its people. If
both claw attacks hit a single victim, the
getiet may crush the victim, doing an
additional 2-8 hp damage. The getiet is
disliked even by other monsters, as it will
attack anything — though it is not as stu-
pid as a dingonek. A getiet may ambush its
victims (though it generally dislikes being
subtle), and it often harasses larger mon-
sters simply for the pleasure of seeing
their frustration.

UTUCHEKULU

FREQUENCY: Rare

NO. APPEARING: 1-6 (2-20 in lair)
ARMOR CLASS: 8 (wearing armor)
MOVE: 6”

HIT DICE: 1+2

% IN LAIR: 40%

TREASURE TYPE: D in lair

NO. OF ATTACKS: 1
DAMAGE/ATTACK: By weapon type
SPECIAL ATTACKS: Assassination (tooth)
SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Standard
INTELLIGENCE: Low-very
ALIGNMENT: Lawful evil

SIZE: S

PSIONIC ABILITY: Nil

LEVEL/XP VALUE: 11/73 + 2/hp

A speech- and tool-using, man-eating
humanoid. The utuchekulu has an average
strength of 11, but its size severely
restricts the types of weapons it can use
(clubs, daggers, darts, etc.). An utuchekulu
can leap 5 in a single bound, and it uses
its leap to attack humans with its tooth. If
attacking from surprise, such a being can
assassinates human, humanoid, or demi-
human victim with a 50% chance of suc-
cess; otherwise, the bite does 1-4 hp
damage. Unsurprised or alert victims
cannot be assassinated. Rangers gain their
damage bonuses when attacking these
monsters.

TYERKOW

FREQUENCY: Very rare

NO. APPEARING: 1

ARMOR CLASS: 7

MOVE: 12"

HIT DICE: 6

% IN LAIR: 15%

TREASURE TYPE: E

NO. OF ATTACKS: 1 bite or 1 weapon

DAMAGE/ATTACK: 1-3 or by weapon type
( + 2 for strength)

SPECIAL ATTACKS: Blood drain, charm
person, summon rats (only)

SPECIAL DEFENSES: Regeneration, special
spell and poison immunities
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MAGIC RESISTANCE: Standard
INTELLIGENCE: Very
ALIGNMENT: Chaotic evil

SIZE: M

PSIONIC ABILITY: Nil
LEVEL/XP VALUE: VI/600 + 6/hp

A speech- and tool-using, man-eating,
undead monster. The tyerkow does not
drain life levels, but its bite drains 1-4 hp
per round from itscharmed victims. It has
the same powers akgeneration, sum-
moning, and charming that normal AD&D
game vampires have, but it canragsume
gaseous formor shape changeGarlic, holy
symbols, holy water, running water, mir-
rors, and sunlight affect tyerkows just as
they do normal vampires. Additionally,
taking the skin of a tyerkow and burning
it dooms the monster, for it will disinte-
grate forever at dawn.

A tyerkow is a city-dwelling vampire. It
can move about normally by day while
wearing its skin, even in direct sunlight
(though it dislikes doing so). A tyerkow

always operates alone, and it has a
strength of 18 (nonpercentile).

NUNDA

FREQUENCY: Uncommon

NO. APPEARING:1-4

ARMOR CLASS:6

MOVE: 12"

HIT DICE: 7 + 3

% IN LAIR: 25%

TREASURE TYPENIl

NO. OF ATTACKS:1 bite and 2 claws

DAMAGE/ATTACK: 2-12/2-7/2-7

SPECIAL ATTACKS: Rake with rear claws

SPECIAL DEFENSES:Surprised only on a 1
(1d6)

MAGIC RESISTANCE: Standard

INTELLIGENCE: Semi-

ALIGNMENT: Neutral

SIZE: L

PSIONIC ABILITY: Nil

LEVEL/XP VALUE: VI/725 + 10/hp

A carnivorous, large, climbing cat,
remarkable only for its size. Like other

large cats, the nunda can leap up to 30'. If
both forepaws hit a single victim, the rear
claws may rake for 2-8/2-8 (two normal “to
hit” rolls required). If encountered in its
lair, there is a 30% chance that 1-3 cubs
will be present, each about 50% mature
and having no effective attacks. Nunda
climb and swim with ease.

NGOJAMA

FREQUENCY: Very rare

No. APPEARING: 1

ARMOR CLASS: 6

MOVE: 12"

HIT DICE: 4 + 4

% IN LAIR: 10%

TREASURE TYPEB

NO. OF ATTACKS: 2 claws

DAMAGE/ATTACK: 2-7/2-7

SPECIAL ATTACKS: Double damage if “to
hit” roll is 4 or more over base needed
to hit

SPECIAL DEFENSES:As per normal
demons

MAGIC RESISTANCE: 20%

INTELLIGENCE: Average-very

ALIGNMENT: Chaotic evil

SIZE: M

PSIONIC ABILITY: Nil

LEVEL/XP VALUE: V/245 + 5/hp

An aggressive, speech-using, climbing,
fearless, man-eating minor demon. Ngoja-
ma are difficult to control and are useful

SPECIAL ATTACKS: Nil

SPECIAL DEFENSESCannot be grappled,
entangled, or grasped and held

MAGIC RESISTANCE:Standard

INTELLIGENCE: Average

ALIGNMENT: Chaotic neutral

SIZE: M

PSIONIC ABILITY: Nil

LEVEL/XP VALUE: 1I/28 + 2/hp

A carnivorous, tool- and speech-using
reptile in manlike form. Though social and
generally peaceful, unthlatu cause trouble
by stealing cattle. Each has a strength of
16 and generally wears little clothing.
Humans have great difficulty learning the
speech of the unthlatu, though the latter
do appreciate the effort. Because their
skins are so smooth and slick, normal
grasping attacks (even magical ones, such
as web and entangle) are not effective
against them— they simply contort them
selves and slide out of the way. Their
possessions could be caught, however.

INGOGO

FREQUENCY: Rare

NO. APPEARING: 1-20 (10% chance of
1-100)

ARMOR CLASS: 6

MOVE: 12"

HIT DICE: 1 + 3

to evil spell-casters only as assassins. Their% IN LAIR: 20%

hand claws prohibit the ngojama from
using tools of any sort.

UNTHLATU

FREQUENCY: Rare

NO. APPEARING:1-4 (4-40 in lair)

ARMOR CLASS:5

MOVE: 12"

HIT DICE: 2

% IN LAIR: 20%

TREASURE TYPE:B in lair

NO. OF ATTACKS:1 weapon

DAMAGE/ATTACK: By weapon type+ 1
for strength)
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TREASURE TYPE: Nil

NO. OF ATTACKS:1 bite

DAMAGE/ATTACK: 1-6

SPECIAL ATTACKS: Grasp-and-bite routine

SPECIAL DEFENSES:Immune to all
enchantment/charm spells

MAGIC RESISTANCE: Standard

INTELLIGENCE: Low

ALIGNMENT: Neutral evil

SIZE: M

PSIONIC ABILITY: Nil

LEVEL/XP VALUE: II/36 + 2/hp

A speech-using, climbing, man-eating
primate that refuses to use tools and
destroys or throws away all treasure that
falls into its hairy paws. Completely viia
every social respect, the ingogo is said to
run second in obnoxiousness to only the
getiet. Ingogo drive off wildlife, stampede
cattle, steal valuables, waylay travelers,
scream at night, and know more rude
curses than most humans will ever hear in
a lifetime — some people say these are
their good points. Ingogo are also coward-
ly except in large groups, but bully all
weaker than themselves.

If an ingogo makes a successful “to hit”
roll with one of its hands (doing no dam-
age); it can bite at a victim with a + 4
bonus to hit, doing an additional + 1 hp
damage on the attack. The ingogo may
thereafter continue to attack at a bonus
until slain or physically separated from
what it has grasped. An ingogo has an
equivalent strength of 17. E]






by Arthur Collins

The spells presented herein offer no
obstacles to their use in AD&D® games.
They are demonstrations of the druid’s
power over the natural environment, as
most of the druidic spells in the Players
Handbook are. However, in putting togeth-
er this list, it seemed wise to round out the
druid’s spell capabilities by also including a
set of ceremonial spells, as Len Lakofka
did for the cloistered cleric NPC in
DRAGON® issue #68 and for clerics in
general in DRAGON issue #58. Some PCs
are unlikely to be interested in such
things: Of what use are they in your basic
adventure? Yet the working druid in his
community would be expected to perform
such ceremonies every year.

Little is actually known of the ancient
Celtic religion. The Celts flourished
around the second century 8.c, and most
of the writers who commented on them
before their absorption into other cultures
were very prejudiced (Julius Caesar, for
example). What little we can pin down
comes primarily from Irish and Welsh
sources, and even they are not particular-
ly reliable. Then, too, there is a world of
difference even between the Irish and the
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Welsh perspectives (just ask one of them),
and even on those points where they
agree, the insular Celts of the British Isles
cannot be taken as exemplars of the great
Celtic civilization of the European main-
land. One is left to follow one’s fancy as to
who is more representative or which
makes for a better fantasy model.

Even the facts that we have are some-
times a bit awkward for building a druidic
sect within a fantasy setting. Legends &
Lore and the Encyclopedia Britannica
offer the same list of four major Celtic
festivals and agree on their dates: Samain,
November 1; Imbalc, February 1; Beltane,
May 1; and, Lugnasad, August 1. It might
work better, however, to connect AD&D
game druids to a solar calendar, such as
the one used by the Neolithic culture that
built a number of prehistoric structures
like Stonehenge. In that case, the four
main festivals should coincide with the
winter solstice, vernal (spring) equinox,
summer solstice, and autumnal equinox.
Calendars change from culture to culture
and from age to age, but the dates given
for the Celtic festivals are a good month
away from the equinoxes and solstices.
They do not match the agricultural sea-
sons well, either.

Due to a lack of expertise upon which to
build a thoroughly authentic system, the
following changes to the information given
in Legends & Lore are suggested. Imbalc,
which seems to deal with the lambing
season (mid-winter), would be identified
with Yule Night itself (around December
22 or 23 on our calendar). Beltane is a
solar festival which belongs at the vernal
equinox (around March 22 or 23); it should
be placed there or at the first full moon
following the equinox Lugnasad was the
time of the great Tailteen Fair, and its
garlands belong with Midsummer Night
(June 22 or 23). Samain was the end of the
harvest, and would best be placed at the
time of the harvest moon, which is the
moon nearest to the autumnal equinox
(September 22 or 23); for consistency’s
sake, this date could be placed at the first
full moon following that equinox. These
suggestions form the basis of most of what
is presented in the ceremonial spells.

Human sacrifices are not dealt with in
these spells. For the most part, the cer-
emonial spells related to the seasons use
offerings of milk, cattle and fire, garlands,
and first fruits and fire. It would be rea-
sonable to assume that animals would be
used in appropriate offerings at these
times and others. The subject of human
sacrifice, however, should be left up to the
DM. If the DM’s Celtic-style culture goes
for such things, that’s fine. In my cam-
paign, only certain druids perform human
sacrifices, and only in the less civilized
realms of society. As noted in Legends &
Lore, if human sacrifices are performed,
condemned criminals will be used.

What follows is a list of 21 new druidic
spells, some of which are reversible.
Descriptions, areas of effect, and other
pertinent information are included in each
spell listing.

Ferment (Necromantic) Reversible
Level: 1 Components: V,S5,M
Range: Touch CT: 1 segment
Duration: Perm. ST: None

AE: 1 gallon/level
Explanation/Description: By means of a
ferment spell, the caster causes liquids,
even liquids of high viscosity, to ferment
their sugar and starch (if any) into alcohol.
Most natural liquids would be ferment-
able, but the final judgment of what lig-
uids are and are not is up to the DM. One
gallon may be fermented for every level
the spell-caster has. Alcohol content rang-
es from 2% to 8% in the finished product
(roll 2d8). The mash thus produced is not
necessarily rendered palatable by the
spell. The reverse of the spell, spoil, does
to liquids what wild vinegar yeasts do to
wine; it makes them go bad. Note that
good wine can be spoiled, but bad wine
cannot have its awful taste reduced by
further fermentation. The material compo-
nent for this spell is a raisin (spoiled in
case the reverse of the spell is desired) or
other dried fruit.



Find Water (Divination)

Level: 1 Components: V,5,M
Range: 3” CT: 4 segments
Duration: 3 turns ST: None

AE: 1” path

Explanation/Description: This spell enables
the caster to find any water source within
range of the spell, allowing him to esti-
mate how plentiful the water is. After
casting the spell, the druid may search the
immediate vicinity, and any water within
3” of the druid in the direction of concen-
tration (along a 1” wide path) will be
detected. The druid will be able to tell
approximately how much water there is;
these estimations will be: traces only, a
small amount, a goodly amount, a large
amount, or a vast supply. The druid will
not know whether or not the water is
drinkable until he reaches it. Thus, the
druid might detect a water source beneath
a cave floor, but will not know if it is pota-
ble until the party digs down to it. Note
that no barriers of any kind affect this
spell. Water can be found through rock,
metal, or any other material, as long as the
water is within spell range and area. The
material component for this spell is a
forked stick (divining rod).

Hibernate (Enchantment/Charm)

Level: 1 Components: V,S,M
Range: Touch CT: 1 round
Duration: Special ST: Neg.

AE: 1-3 creatures

Explanation/Description: A creature sent
into hibernation by a druid will sleep in a
torpid state for as many weeks as the
caster desires (up to as many weeks as the
caster has levels). During that time, the
creature’s needs for oxygen, food, water,
and such are all but negligible. The crea-
ture can be awakened, but will go back to
sleep when it is no longer interrupted,
unless it makes another saving throw.
When the spell expires, the creature will
awaken with a very intense hunger. Note
that from 1-3 creatures can be hibernated:
1 large, bear-size creature, 2 man-size
creatures, or 3 smaller creatures. Humans
and humanoids are as liable to the spell’s
effects as any other creature. Sentient or
quasi-sentient plants and plant beings will
go dormant if subjected to a hibernate
spell, just as they would in winter. The
material component for this spell is the fur
from a mammal that hibernates (squirrel,
bear, etc.).

Nectar (Conjuration/Summoning)

Level: 1 Components: V,S,M
Range: Touch CT: 1 segment
Duration: 1 round  ST: None

AE: 1 flower or blossom
Explanation/Description: When a druid
casts a nectar spell on a flower, he is able
to grasp it in his hand and “milk” it. Up to
one quart of nectar can be milked from a
flower. The plant upon which the flower
grows must be living. The nectar is mildly
alcoholic, and has the flavor and fragrance
of the plant from which it is produced.

The nectar itself is of the same quality as a
fine wine. If the druid holds a receptacle
beneath the flower, he can fill it with the
nectar. Otherwise, he can simply hold the
flower over his or another’s mouth. Crea-
tures that prize fine drink will appreciate
this druidic spell.

Ceremony: Witness (Evocation)

Level: 2 Components: V,S
Range: Hearing CT: 1 round
Duration: Special ST: None

AE: 1-4 individuals
Explanation/Description: Within their
society, druids are legal officials as well as
religious leaders. Having a druid witness
an oath or vow makes it binding upon the
party or parties making the promise. The
person making the oath or vow presents
himself to the druid and pronounces it,
calling upon the powers that be to keep
the pledge made until its fulfillment. The
druid then casts the spell, and the pledge
is completed. Various consequences may
befall the person failing to keep his word.
These consequences must be agreed to by
all concerned, and are made part of the
oath or vow. For example, a person might
promise to return with a herd of cattle
stolen from a neighboring lord. A time
limit might be offered by the oathtaker.
The oathtaker seals his oath by saying
something like, “and may my right arm be
palsied if I fail to fulfill this oath.” After the
druid witnesses the oath, the oathtaker
must fulfill his literal word, or his right
arm will indeed be palsied — permanently.
The druid may advise the oathtaker
against making rash promises, and may
suggest suitable modifications of oaths, but
the final say is the oathtaker’s. After wit-
nessing the oath (which the druid does at
his discretion), nothing more can be done
about it: The conditions are set, and the
powers invoked see to it that the conse-
quences are administered in the event that
failure occurs. Warriors often take oaths
to perform certain deeds. Druids take holy
vows at 1st level, 7th level, and 12th level.
Unless a permanent condition is evoked
(such as an initiation to druidhood), once

the oath is performed the witness spell
expires. However, certain oaths might be
binding for years. The death of the oath-
taker breaks all but the most terrible
oaths. Note that there is no material com-
ponent for this spell.

Ceremony: Spring (Evocation)
Level: 3 Components: V,S,M
Range: Special CT: Dusk to dawn
Duration: 1 year ST: None
AE: Druid’s charge
Explanation/Description: The seasonal
spells of spring, summer, autumn, and
winter have the following in common.
Range and area of effect are the druid’s
charge: in other words, the land and peo-
ple under the druid’s care, large or small.
If the druid is off on his own, then he is in
his own charge. A party of adventurers, if
of the druidic religion, might be consid-
ered his charge. A druid of insufficient
level to cast one of these spells is part of
someone else’s charge, as are those people
and lands under the lower-level druid.
However, the junior druid must participate
in the ceremony conducted by a higher
level druid in order for his charge to bene-
fit. It will be noted that it takes an Ilth-
level druid to cast ceremony: winter, while
a druid of 3rd level could cast ceremony:
spring. The lower-level druid will be
expected to conduct the ceremonies he is
capable of leading (casting). Furthermore,
he is to be in attendance on the nights
when the higher-level druids over him
conduct the ceremonies he is yet incapable
of leading (casting). Failure in either case
could mean disaster for the druid and/or
his charge. These ceremonies are all-night
affairs, during which the druids keep vigil,
chant, make offerings, and perform cer-
tain actions important to the community’s
or kingdom's welfare for the coming year.
Ordinary worshipers are also participants,
although the druids do much of their
work withdrawn from the masses (and in
secret).

At the spring festival (Beltane), the sun’s
power to give life is celebrated. Great fires
are lit, and cattle are passed between

New Druidic Spells

1st level 4th level 6th level
Ferment Ceremony: Summer Blossom
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2nd level 5th level
Ceremony: Witness Ceremony: Autumn 7th level
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3rd level Geyser Ceremony: Anointing
Ceremony: Spring
Snapdragon
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them. Druids and people also process
between the fires, waving shoots of grain.
The fiery sun is associated with health and
the destruction of disease, so it is easy to
see that the main point of this festival is to
ensure protection from disease for ani-
mals, crops, and humans. If the rite is
performed, the druids charge will be
subjected to the usual disease checks
throughout the whole year to come at

— 10% probability. Beltane is also a major
civic festival and is associated with the
spring planting.

Snapdragon (Alteration)

Level: 3 Components:V,S,M
Range: 8" CT: 6 segments
Duration: 3 turns ST: %

AE: 4” diameter

Explanation/Description: This spell is
named after the little flower whose petals
can be manipulated like jaws. Upon cast-
ing this spell, all blooming plants in the
area of effect become animated and car-
nivorous. They writhe and stretch, biting
at creatures passing through the area.
They also shoot their pollen at creatures
within the area of effect, in imitation of a
dragon’s use of its breath weapon. Crea-
tures passing through this spell area take
2-8 hp damage from plant bites for every
round they are within the area of effect.
The flowers shoot their pollen once each
round that someone is within the area of
effect. “Pollinated” persons are disabled by
sneezing and choking for 5-20 rounds, and
are unable to leave the area on their own.
From 1-3 persons or creatures can be
pollinated each round. A successful saving
throw vs. spells reduces damage from
bites to 1-4 hp per round, and reduces
sneezing and choking time by half also.
The material component for this spell is a
snapdragon blossom.

Ceremony: Summer (Evocation)

Level: 4 Components:V,S,M
Range:Special CT: Dusk to dawn
Duration: 1 year ST: None

AE: Druid’s charge

Explanation/Description: The Summer
Festival of Lugnasad begins with the all-
night vigil of Midsummer, the shortest
night of the year. On the night of the first
full moon following Midsummer, great
fairs are opened. This is the time of year
when everything is in full flower. During
this time, all persons involved in the cere-
mony wear garlands, which are later
offered as sacrifices, beginning on Mid-
summer’s Eve. This is the night when
druids gather their mistletoe for the com-
ing year. As stated in thelayers Hand-
book, each druid must gather his own
mistletoe on this night for his spells to
work at full potency during the next year.
If the druid cannot cast this spell for him-
self, he must gather with other druids
who will lead theceremony,or the mistle-
toe he gathers will be nothing more than

toe, borrowed mistletoe, holly, and oak

colored arch of light 5’ wide, which can

leaves can be used in spell-casting, though support any amount of weight, and will

all spell ranges, durations, and areas of
effect will be adversely affected. The
penalty for neglecting this festival is obvi-
ously the druids loss of spell potency
throughout the coming year — a penalty
which can provide dire consequences for
those who depend on the druids spell
abilities.

Decompose(Necromantic)

Level: 4 ComponentsV,S,M
Range: ¥%2"/level CT: 7 segments
Duration: Perm. ST:None or Neg.

AE: 1500 gp wt. maximum
Explanation/Description: This spell causes
organic material to turn into humus or
compost instantly. Up to 1,500 gp weight
of material (150 Ibs.) can be affected. Liv-
ing matter is not affected by this spell,
although a corpse (even a fresh one)
would be. Magical items composed from
organic materials (e.g., a woodspear

+1) must make a saving throw vs. disinte-

gration. Nonmagical items of organic com-
position (doors, rugs, etc.) receive no
saving throw. Decomposedcreatures can
be raised, resurrectedor reincarnated as

usual (after all, the body is there; it's just a
clump of carpet sweepings). Undead crea-

tures which rely on corporeal forms are
also affected, though they do receive a
saving throw vs. death magic.

Effervescence (Alteration) Reversible

Level: 4 Components:V,S,M
Range:12” CT: 1 round
Duration: 1 turn/level

AE: Special ST: None

Explanation/Description: By means of this
spell, the caster can cause up to 1,000
cubic feet of liquid/level to bubble, froth,

foam, and fizz like an agitated, carbonated

soft drink. This means that for every level
of experience the druid has, he gains an
additional 1,000 cubic feet of area of
effect. For example, at 2nd level, a druid
would be able tceffervesce2,000 cubic
feet of liquid, and at 3rd level, the amount
would be 3,000 cubic feet of liquid. Small
objects up to 10 gp weight in theffer-
vescedliquid will be drawn to the surface
by this spell. The reverse of this spell,
calm, causes an effect similar to that of
pouring oil on troubled waters: All liquids
in the area of effect become calm — even
rapids on a river or water in a boiling
kettle.

Rainbow (Evocation)

Level: 4 ComponentsV,S,M
Range:6” CT: 2 segments
Duration: 1 round/level

AE: Special ST:None

Explanation/Description: This spell is very
useful in crossing dangerous places; a
rainbow evoked by a druid can be used to

lesser mistletoe, even if gathered accord-span fissures, rivers, and so on. The rain-

ing to the prescribed form. Lesser mistle-
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bow springs into being, forming a multi-

last as long as the druid maintains his
concentration upon it (or until the spell
duration elapses). A span up to 300" may
be bridged by theainbow, but the apex

of the arch will be one-fifth the length of
the span (60’ in the case of a 300’ span) in
height. Ceilings may not permit the
desired length, in which case the spell will
simply not function. Note also that the
rainbow makes upright travel across it
easy, regardless of the steepness of ascent
or descent; also, since there are no para-
pets, it is possible to fall or be thrown off
of the rainbow.

Ceremony: Autumn (Evocation)

Level: 5 ComponentsV,S,M
Range:Special CT: Dusk to dawn
Duration: 1 year ST: None

AE: Druids charge

Explanation/Description: Samain is the
autumn harvest festival and the main
feasting time of the year, when all the folk
assemble to offer their first fruits to the
gods. Great bonfires are built on promi-
nent hills, and dancing and drinking go on
all night. The harvest's bounty is meant to
stave off hunger in the winter. Penalties
such as dearth and poverty are adminis-
tered to the druids charge for the coming
year if this festival is neglected (extra
expenses will be accrued, various treasure
collected will be deficient in value, etc.).
The DM must handle this condition of
misfortune throughout the year until the
next Samain. Figure at least 100 gp/level of
additional unexpected expenses, loss, or
misfortune per month in this event.

Fertilize (Necromantic) Reversible

Level: 2 Components:V,S,M
Range:Touch CT: 9 segments
Duration: Special ST: Neg.

AE: Special

Explanation/Description: With this spell, a
druid can increase the likelihood that
animals and plants will reproduce better.
Up to 12 HD of animals or a field of up to
10,000 square feet can be affected. Ani-
mals (including humans and humanoids)
make their appropriate saving throws;
fields have a saving throw of 15 minus the
level of the druid. In the case of animals,
the likelihood of conception is increased
5% per level of the caster. If both animal
mates are included in the spell, the proba-
bilities are added together. In the case of
plants, the yield of the field is increased
5% per level of the caster over normal.
The reverse of this spelkterilize, applies

the same percentages in reverse: thus, the
likelihood of conception in animals is
reduced 5% per level of the caster, and the
yield of plants is reduced 5% per level of
the caster, unless the saving throw is
made. In either case, large plants, such as
trees, must be treated individually:
orchards are not the same as crop fields.
Duration lasts until conception is success-
ful or until the growing season is over.



Geyser (Alteration)

Level: 5 Components:V,S,M
Range: 12" CT: 1turn

Duration: 1 round ST: %

AE: Special

Explanation/Description: This spell causes
a geyser to erupt from the ground, shoot-
ing scalding steam and water high into the
air. The geyser will shoot up to a height of
20-80’ instantaneously, and continues to
spout forl round. The area of effect is a
function of the geyser's height. The water
will fall in a circular pattern around the
point of eruption, with a diameter equal to
one-half the geyser's height. Creatures hit
by the geyseritself take 3-36 hp damage
from the scalding water, while creatures
within the area of spray take 1-12 hp
damage. Successful saving throws vs.
breath weapons cut damage from the
geyserin half. Thegeyseritself is 1-4" in
diameter where it erupts.

Blossom(Necromantic) Reversible

Level: 6 Components:V,S,M
Range: 3" CT:1round
Duration: Instant  ST: Special

AE: 1 vegetable object
Explanation/Description: The center of this
spell can cause any object of vegetable
matter, living or non-living, to sprout
leaves, buds, and blossoms. The effects
produced will be living, but if produced

door sprout leaves and acorns), these
growths will eventually die from lack of
sustenance. Living plants caused bios-

som by this spell will react normally to the
new shoots and blossoms. The reverse of
this spell,blight, causes any object of
vegetable matter, living or nonliving, to
have its appendages shrivel up and drop
off. Solid objects (e.g., an oaken door) are
not similarly affected, but if said door

were held together by wooden pegs, those
pegs would shrivel up and become loose in
their holes. Fruit, blooms, buds, leaves,
and so forth are withered instantly by the
blight. In either case, only enchanted
objects or plants with hit-die listings get a
saving throw.Blossomcan be very useful

in aiding victims of starvation (one could
produce immature wheat ears from
straw), while blight is extraordinarily

useful against yellow musk creepers (all its
blossoms would fall off harmlessly). Plant-
like creatures, such as shambling mounds,
must save vs. death magic or take 6d4 hp
damage each time they are struck with
blight, and will gainl hp per HD (up to

their maximum limit) when affected by
blossom.

Ceremony: Winter (Evocation)
Level: 6 ComponentsV,S,M
Range: Special CT: Dusk to dawn
Duration: 1 year ST:None

from a dead source (e.g., making an oaken AE: Druids charge

Explanation/Description: Offerings of milk
are in order for Imbalc, the winter festi-
val. It is the lambing season, and like
lambs, the year is born as the sun begins
to wax again. Yule is the longest night of
the year, so this is the longest spell in all
the druids repertoire. It is a petition for
strength. Neglecting this spell produces a
— 5% penalty in experience points earned
for the next year; the hit dice of animals
born are rolled at 1 hp per die.

Control Lycanthropes
(Enchantment/Charm)
Level: 6 ComponentsV,S,M

Range:6” CT: 3 segments
Duration: Special ST: Neg.
AE: Special

Explanation/Description: 1 werebear or
weretiger, 1-2 wereboars, 1-3 werewolves
or wolfweres, 1-4 wererats, or 1 jackal-
were can be controlled by means of this
spell. Control of only one type of lycan-
thrope may be attempted with any use of
this spell. If the lycanthrope is in human
form, the druid need not say what kind of
lycanthrope he is attempting to control,
but if lycanthropes of more than one type
are present in human form, only those of
one type (druid’s choice or choice at ran-
dom on basis of lycanthropic hit dice) will
be affected. Control lasts as long as the
lycanthropes continue to fail their saving
throws. A new check is made every night
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during the week of the full moon (seven
nights); between full moons, control is
automatic. The effects of the spell are like
those of the fourth-level magic-user spell,
charm monster. In addition, the caster of
this spell can force lycanthropes under his
control into and out of wereform by
means of a simple command.

Decay (Necromantic)

Level: 6 Components:V,S,M
Range: %2"/level CT: 8 segments
Duration: Perm. ST: Special

AE: 3,000 gp wt. maximum
Explanation/Description: In most respects,
decayis like the spelldecomposegxcept
that it affects living organic matter as well.
Up to 3,000 gp weight in objects or crea-
tures (300 Ibs.) can be affected. Living
creatures who make their saving throw vs.
death magic do not decay, but age 2-12
years as a result of this spell. This spell
also requires the subject to makesystem
shock survivalroll.

Otherworld (Alteration)

Level: 6 Components:V,S,M
Range:Touch CT: 1turn
Duration: Special  ST:None

AE: 1 individual

Explanation/Description: This spell places
the druid or another individual he touches
in a special relationship to the Plane of
Shadow. The affected person exists in the

same body on both planes at once, and hisitself! The druid selects a location that will
perception is extended to both. In addi- be the Hunt's place of summoning (see
tion, contact is made possible with the Legends & Lore,pages 30-31, for details
Negative and Positive Material Planes. The on the Wild Hunt), and begins to cast the
result of this is the ability to effectively spell. The spell cannot be started until the
combat creatures with a similar dual exist- full darkness of night sets in (moonlight is
ence. Creatures with a dual existence on no hindrance). The caster must continue
the Negative Material Plane (many undead) to call the Hunt until the Hunt is heard in
are the most common creatures of this the distance, or until the first light of

sort, and the affected individual can see  dawn. If first light comes before the Hunt,
them clearly, converse with them if the spell did not succeed. Note that it is
desired, and engage in combat with them extraordinarily difficult to summon the

on equal terms. A person in tlmher- Wild Hunt, since the Hunt is, by its very
world state is not affected by the energy nature, beyond ordinary control (nor will
draining and other special abilities of the Hunt be in any way under the caller’s
undead from the Negative Material Plane, control if it does come). The Master of the
but will still take physical damage from Hunt has a saving throw of 2 in all catego-
them when struck. Likewise, thether- ries, and his is the saving throw used in
world person need not have magic weap- determining the success of this spell. Eve-
ons in order to hit these creatures. ry half hour that the druid is casting this
However, the spell can only be cast in the spell, 1d20 is rolled. A 1 indicates that the
dark, and sunlight will force the affected Master has felt the summons and his horn
individual back into sole existence on the is heard in the night, 10 miles away.

Prime Material Plane. Creatures killed in  Thereafter, the Hunt proceeds normally.
the otherworld state have a 75% chance of While engaged in casting this spell, the
rising as undead of random sorts. druid can spend only one round every half
hour in other activities. The druid must be
standing upon the spot which is to be the
summoning source until the Hunt begins
to come (if it does).

Legends & Loresays: “The Wild Hunt
exists in all the lands where Druids and
their deities dwell.” However, should the
particular campaign being played exclude

Call Hunt (Conjuration/Summoning)
Level: 7 ComponentsV,S,M
Range:Special CT: Special

Duration: Special ST: Special

AE: 10-mile diameter
Explanation/Description: This is truly an
awful spell, for it summons the Wild Hunt
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West End <+ Mayfair <+ Victory Games < Games Workshop
FASA «  Pacesetter *  Steve Jackson Games <+ NOVA




THE TEENAGE MUTANT  AFTER THE BOMB!" (IMNT Supplement)
N INJ A TURTLES GUIDE A post holocaust science fiction odyssey!

Four generations after World War 11, after the nuclear winter, after
TO THE UNIVERSE ' ™ the plague and after the collapse of humanity, intelligent mutant ani-

¢ mals lay claim to much of the world. Join the animal civilizations,
the Rodent Cartel, Wolf Barbarians, Bird Island, Gatorland, and
the Gun Bunnies in their struggle against the Robot Warriors of
the Empire of Humanity.

Highlights Include . . .

® Animal Mutations.

©® Robots and High Technology.

® Six Adventure Scenarios.

® Compatible with Heroes Unlimited and ROBOTECH™.
® $6.95 — 48 pages.

ROAD HOGS " (TMNT Supplement)

Post Holocaust mayhem continues as you explore the highways and
the byways of the West Coast. 1t is a land dominated by mutant
animal bikers and savage gangs. Adventures will pit characters against
the wild and wooly road hog gangs, and then South of the border in
a life and death struggle against “the Dragon”.

A wild new Ninja Turtle adventure supplement of extraterrestrﬁtl Highlights Include . . .
mayhem. Alien invaders, rampaging Triceraton, mystery in the . .
moﬁntains of Tibet, a visit to the T.C.R.1. aliens homeworld, and the : gzm;}:l&i;x tral:;gsrts.
continuing madness of Doctor Feral, are just some of what awaits you @ Special eight page comic strip.
in the TMUN.T's Guide to the Universe. & Four adventure scenarios.
- ® Compatible with Heroes Unlimited® and ROBOTECH™. -
Highlights Include . . . ® $6.95 — 48 pages.

® Space and Aerial Combat.
o Four adventure scenarios.

® Galactic Road Map. The Revised

® Brand new comic strip by Eastman & Laird.

® Lots of aliens! HEROES UNLIMITED

® $6.95 — 48 pages — NEW! : .
s pag Major revisions and modifications include superpower catagories,

non-superpowered heroes, multiple powers, martial arts, skills, robo-
tics and bionics, and new superpowers,

TEEANGE MUTANT NINJA TURTLES o Available June 1987
& OTHER STRANGENESS™ e Compatible with TMNT and ROBOTECH™ RPGs.

® $14.95 — 168 pages.
Now you too can tranform ordinary house pets into the superheroes
of tomorrow. From the family feline or hamster, to lions, tigers and

bears, you can create the most unusual superbeings in the annals of history. Send Orders To:
Highlights Include . . . Palladium B00kS®
® A complete NEW game! 5926 Lonyo

® Compatible with Heroes Unlimited® and ROBOTECH™. Detroit, MI 48210
® Dozens of characters, villains and heroes. Dept. D.

® Several adventure scenarios and scenario ideas.

® An all NEW eight page Ninja Turtle comic strip by Eastman and
Laird. Plus page after page of Eastman and Laird art throughout the
entire book!

® $9.95 — 114 pages.

TEENAGE MUTANT NINJA TURTLES
ADVENTURES™

Highlights Include . . .

® A specially commissioned all NEW ten page Ninja Turtles comic
strip by Eastman and Laird.

® The return of the Terror Bears and Doctor Feral.

e Five Adventure Scenarios.

® Compatible with Heroes Unlimited® and ROBOTECH"™, Please allow 6 to 8 weeks for delivery.
® ALL artwork by Eastman and Laird! Canadian and Foreign Orders must be payable in U.S. funds only.
® $6.95 — 48 pages. and require an additional $2.00 for postage and handling.
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the Hunt from its mythos, or if the DM
wishes to expand the possibilities of this
spell in other cultural settingsall Hunt

can be used to summon other powers of a
similar nature. The mode of casting would
be the same, and the powers’ saving
throws would be, also. Great discretion
should be employed in such a case, mak-
ing the powers called approximately equiv-
alent to the Hunt, which has at least 21
beings in it worth a total of 27,500 xp.
Some suggested powers from other
mythoi that might be called by this spell
are as follows:

Greek mythos— Dionysius with Mae-
nads (berserk maidens, AC 7; MV 15”"; HD
8; hp 30; #AT 2; Dmg 1-6), or Pan with
satyrs and centaurs in a debauched state.

Chinese mythos —Fei Lien and Feng Po
with Spirits of the Air, or Wen Chung with
the same.

Egyptian mythos —Minions of Set.

Finnish mythos —Air Maidens.

Indian mythos —Yama with his Water
Buffalo.

Nehwon mythos —Gods of Trouble or a
whole pack of Astral Wolves.

Norse mythos —Valkyries.

Sumerianmythos— Ki (and entourage).

In any case, remember that the Wild
Hunt is atleastas powerful as a demigod
and a couple of dozebig monsters.
Whether altered or not, this spell comes
labelled, “Handle with Extreme Care.”

will
Moonshae
be thrust

into

eternal
darkness?

Ceremony: Anointing (Evocation)

Level: 7 Components:V,S,M
Range:Touch CT: 18 turns
Duration: Perm. ST: Special

AE: 1 individual

Explanation/Description: This rite is used
to raise kings, high-level druids, and other
important persons to their stations. Vari-
ous other rituals accompany the rite. In
the Celtic view of things, sovereignty is a
goddess to be wooed and wedded. The
candidate is expected to make offerings to
the holy groves, conduct great sacrifices,
and give away vast amounts of wealth to

the poor to please his “bride,” the Power of

Sovereignty. Displays of physical prowess
in the candidate are part of the rituals
leading up to hisannointing. Finally, the
anointing takes place. If the candidate
proves himself good, wise, liberal, and
powerful, he is accepted by the Sover-
eignty, and is allowed to take up his sta-
tion. At Tara, the kingstone upon which
the new High King stood was supposed to
cry out for the true king when he stood
upon it. Arthur's being able to pull the
sword from its enchanted resting place is
much the same sort of thing.

However,the anointingis the seal of
station, whether or not the person’s
annointing works. In other words, the said
person is thdawful king, druid ruler,
or whatever, upon completion of this
ceremony, but disputes can arise about

... or will
Kazgoroth, the
Darkwalker,
be destroyed
by druidic forces
of the Fiolk?

whether that person is thightful posses-
sor of the office. A successfahnointing
raises the recipient's wisdom and charisma
by one point each (subject to the usual 18-
point maximum). The saving throw for

this spell is unique. Assuming the candi-
date is properly qualified to assume the
station in question, his fitness for the
station is then evaluated by the DM. He is
rated on a scale of 1-4 (1 being highest) in
each of five areas:

Alignment — Has the recipient displayed
good character and faithfulness to the
druidic cult in his past behavior?

Duty — Has the recipient shown himself
responsible and reliable in all his past
dealings, and loyal to the kingdom or sect
or organization in question?

Leadership —Has the recipient been a
strong and fair leader?

Performance —Did the candidate per-
form well in the rituals, games, demon-
strations, offerings, and generosity during
the festivities prior to hisnointing?

Breeding —Is the recipient of good
family connections and does he act as
befits his station?

For the recipient being judged in each
category, a saving throw of 5-20 is derived
from the addition of all of the awards
together. If the recipient rolls this saving
throw or above on 1d20, the spell works
and he is not only th&awful, but the

rightful possessor of that office. Q

Find out as you travel back to a
time and place unknown in this
epic Celtic saga that takes place in
the AD&D® FORGOTTEN REALMS™
game world from TSR, Inc.!

AD&D, PRODUCTS OF YOUR IMAGINATION,
FORGOTTEN REALMS, and the TSR logo are ™
trademarks owned by TSR, Inc.

©1987 TSR, Inc. All Rights Reserved.
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\NTEST RULES, pyNGEON
m;ems oF THE GQN'[EST

€ 1987 MATTMARK P! ubl cations

TO WIN UP TO

$500.00 CASH

and one year of free products courtesy
of MATTMARK Publications, PLUS have
your module design published as a
compatible game scenario with exist-
ing role playing game systems and carried
in fine game and hobby centers

FOR ONLY $5.00

PRIZE FUND

$500.00 First Prize, $250.00 Second Prize,
$100.00 Third prize for each adventure
outline. There will be 10 honorable
mentions of $25.00 each, five per category.

WHAT YOU GET: The 16-page
contest rule book containing two adven-
ture outlines, official entry forms, dnd two
black and white fantasy illustrations
suitable for framing.

THE PURCHASE PRICE COVERS THE RULE BOOKLET AND
ENTRY COSTS. THERE IS NO ADDITIONAL ENTRY FEE.
ENTRIES RECEIVED BY JUNE 15th RECEIVE A $1.00 REBATE

Contest starts April 15, 1987 and ends August 15, 1987.

No facsimile copies of the entry form will be accepted.
Winners will be selected September 15, 1987 and notified
by mail. All winners will be publicly announced in a full page
advertisement in the following magazines: SpaceGamer/
FantasyGamer®, DRAGON®, and White Dwarf® in their
December 1987 issues.

All orders shipped within 24 hours, first ctass mail. Check,
money order or COD only.

©1987 MATTMARK Publications

SpaceGamer/FantasyGamer® is the property of DT, Inc. No unauthorized use permitted.
DRAGON is a registered trademark owned by TSR, Inc.

White Dwarf Magazine® is the property of Games Workshop, UK. No unauthorized use permitted.

If you are unable to find the Generic
Dungeon  Module Contest at your
favorite local game or hobby shop, you
may order direct from us for $5.00 + $ .85
for shipping and handling. Send all orders
to: ’

MATTMARK Publications
Department GD

664 Airbrake Avenu¢
Wilmerding, Pennsylvania 15146
(412) 823-4973

ALSO AVAILABLE AT FINER GAME AND HOBBY CENTERS
DEALER INQUIRIES WELCOME



From
the

Sorcerer’s
Scroll

by Gary Gygax

Copyright 1987 Trigee Enterprises Corporation.
All Rights Reserved.

Many of you have probably wondered
why you haven't seen anything from me in
these Exalted Pages for a year or so now.
In fact, some of you might have noted that
my very name has been absent from
DRAGON® Magazine. Well, TSR, Inc., has
been generous enough to allow me the
opportunity to explain what has been
going on.

Since October 1985, | have had no active
role in the management of TSR, nor made
any contribution to that company’s crea-
tive efforts. At that time, the Board of
Directors of the corporation saw fit to
remove me as the company’s President
and Chairman of the Board, although |
remained on the board as a Director.
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the hands of others. Similarly, the adven-
tures of Gord will no longer appear under
the TSR banner. Stories of Gord will still
be published, but under a different title.
TSR has been good enough to allow me to
continue to write them, and TSR will
receive acknowledgment for this grant.

This is also my last foray into this jour-
nal as well. It seems strange to say that,
since | have contributed to this magazine
on a fairly regular basis. Yet, it is true.
After this brief column, I'll be absent from
the pages of DRAGON Magazine, but you'll
run into me elsewhere, so stick around.
Most of you Gentle Readers are aware of
how hard it is to keep me quiet on any
thing that has to do with gaming. In a
short time, there will be yet another soap
box for me to clamber up on so that | can
continue to sound off.

That covers the disassociation pretty
well. Now for the association. In October
1986, | finally made up my mind as to
what | wanted to do. Until that time, | was
torn between remaining an independent
creator and associating myself with a new
publishing enterprise. Of course, | opted
for the latter choice. | guess it's in my
blood.

In October, | became the Chairman of
the Board of New Infinities Productions,
Inc., and head of the company’s Creative
Committee. Frank Mentzer and Kim
Mohan joined New Infinities as Design
Executives, and also serve as the other two
members of the Creative Committee.
Those two are the ones who will really
determine the creative direction of the
company. All of our work, and the work of
other designers and authors, both
freelance and otherwise, will be published
by New Infinities from now on. In this
flow will be new games from me, more
Gord books, and articles, too.

Penny Petticord, former editor of the
POLYHEDRON™ Newszine, and Pamela
O'Neill, former assistant editor of
AMAZING ® Stories, have also joined New
Infinities. In addition to other editorial and
creative responsibilities, both of them will

There was a dispute over stock ownership be heavily involved in the creation and

and various other matters as well. Finally,
in October 1986, | resigned all positions
with TSR, Inc., in order to form and direct
another publishing enterprise. My associa-
tion with TSR ended absolutely at that
time. Since then, | have devoted all of my
energies to New Infinities Productions,
Inc. In December 1986, just before the
New Year, | settled all disputes with TSR.
As of that date, it became a very clear-cut
matter. No relationship between TSR and
Gary Gygax existed as of that point. What
does that mean?

Well, from now on, there is no question
of my total disassociation from not only
the corporation but from all of the games
and other products | created during my
relationship with TSR. The shape and
direction of the DUNGEONS & DRAGONS
game system, for instance, or that of the
AD&D® game system, are now entirely in

production of a gaming magazine to be
published by New Infinities.

Frank, Kim, and | are working together
to produce a broad-based line of materials
to be published by New Infinities. Some
will be my work, some Franks, others
Kim’s, and much of it will be co-written by
two or three of us.

New Infinities Productions currently
consists of only a few people. Forest Baker
is our Chief Operating Officer, Gail Car-
penter the treasurer, Pamela and Penny
are our Senior Editors, Karen Murphy
holds. down everything as Office Manager,
and Sam Lewis, formerly of Mayfair
Games, has recently joined as Director of
Administration.

Sadly, this ends my appearances in these
pages, but | hope you'll look for me else-
where. Until then, Prosper and Good.

Gaming! Q



““The average citizen of Manhattan will be involved in

violence once a month.”
— Excerpt from the AADA

Road Atlas and Survival

Guide, Volume One

CAN YOU SURVIVE
MANHATTAN?

Or Connecticut? Or New Jersey?!

In the 21st Century, which roads are safe? Where can
police be trusted, and where not? Is there lingering radiation in
Poughkeepsie? Cannibalism in Manhattan — is it really under
control?

The AADA Road Atlas
and Survival Guide™
Volume One: The East Coast

Announcing The AADA Road Atlas and Survival Guide! The East Coast guide, Volume One in this ambitious
10-volume series, includes: The latest information on highways, hazards, and cities! State histories and descriptions, with
violence ratings by state! Detailed maps! ‘‘Escape from Poughkeepsie!’’ — an autoduelling adventure! East Coast
campaign material for both Car Wars and GURPS Autoduel!

Also included in this blockbuster work — The EDSEL Sourcebook. Everything you’ve always needed to know about
the AADA’s oldest enemy (the Eastern Driving Safety Enforcement League) — their platform, forces, command structure,
standard vehicles, and the complete story behind Drang Nach Iowa!

And where else can you read about: The Mild Ones. Theoretical Arenas. DC’s Little Kingdom. ‘‘Instant Posse’’ effect.
The Samaritans. The largest covered city on Earth. Maine hill clans. POPPERs. Downlaunch Two. And the truth about
Pennsylvania’s Transport Authority. o

Everything you need for road survival!

Look for The AADA Road Atlas and Survival Guide — Volume One: The East Coast this summer.

STEVE JACKSON GANMES
BOX 18957-D | AUSTIN, TX 78760

Don’t Leave Town Without Us.

GURPS, Autoduel. and Car Wars are registered trademarks of Steve Jackson Games Incorporated. **A4DA"" and The AADA Road Atlas and Survival Guide are trademarks
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SAGE ADVICE

by Skip Williams

If you have any questions on the games
produced by TSR, Inc., write to:
Sage Advice
TSR, Inc.
P.O. Box 509
Lake Geneva WI 53147
We are now able to make personal
replies to game-related questions — how-
ever, you MUST enclose a self-addressed,
stamped envelope with your question in
order for it to be answered. All letters,
whether answered by mail or not, have a
chance to appear in this column.

AD&D"® game:
Oriental Adventures

How much does it cost to build
Oriental structures? Where can |
find building plans for such struc-
tures?

The cost for an Oriental-style structure
is the same as a comparable structure in a
western campaign (see tlEMG, page
107). Oriental “paper wall” construction
costs about the same as wooden construc-
tion (85% -100% depending on the quality
of the paper construction), but is more
expensive to maintain (150% of mainte-
nance costs). Try your local library for
information on architecture; ask the
librarian for books on any of the following
subjects: castles, the Middle Ages, medie-
val warfare, medieval architecture, Orien-
tal architecture, Japanese feudalism. The
bibliography on page 144 ddriental
Adventuresgives a few specific titles to
ask about. See also the two reference-boo
articles on the Oriental world in this issue
of DRAGON® Magazine.

What are art objects? How much
are they worth? How do you deter-
mine the value of gems found in an
Oriental campaign?

Art objects include calligraphic manu-
scripts (usually poetry), paintings, porce-
lain, statuettes of semi-precious stone, and
other such objects. Use the jewelry table
on page 26 of th®MG for the value of art
objects, and th®MG gems tables (pages
25-27) for gems.

What are the movement rates for
Oriental watercraft? What are the
movement rates for Oriental land
vehicles?
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Oriental watercraft have the same
speeds as their western counterparts (see
the Wilderness Survival Guidepage 44,
Table 25). The same holds true for land
vehicles —when they are available.
Wheeled vehicles were rare in most of the
ancient and medieval Far East and virtu-
ally nonexistent in Japan until the modern
era arrived.

Will TSR, Inc., be publishing an
Oriental supplement to the WORLD
OF GREYHAWK Fantasy Setting?

There are currently no plans for such a
project. The current series @riental
Adventures modules are assumed to be
based in the FORGOTTEN REALMS™ cam-
paign world, though they could easily be
transferred to Oerth or another campaign
world.

When can special maneuvers be
used? For example, can a character
with prone fighting skill use a
katana while prone?

Martial arts special maneuvers may be
used only in conjunction with the charac-
ter's style; a katana is not a martial arts
weapon and cannot be used with any
martial arts style or special maneuver.
However, common sense dictates that the
special maneuvers from the mental and
physical training category can be used any
time, unless their descriptions state
otherwise.

Is there a duration for the iron fist
special maneuver or a limit to the
number attacks it can be used with
in a single round?

Duration is irrelevant, agon fist is

klgsed but once per round. If the principle

ody part used in the style is the hand,

then each attack does 1-10 hp damage.
Otherwise, one of the character's other
attacks does 1-10 hp damage. In either
case, 1d10 from the maneuver replaces
the style’s base damage.

How does the form of a style (hard,
soft, hard/soft) affect which special
maneuvers can be used?

The principal method of the style, not
the form, determines the style’s special
maneuvers(Oriental Adventures, page
102). Each special maneuver on page 70 is
labeled for use with one of the forms —
information which might be helpful when
assigning “out of method” special maneu-
vers; just match the chosen maneuver to
the form of the style.

The rules say that special maneu-
vers must be learned in order, yet
the common martial arts styles skip
some of the maneuvers in several
categories. Why is this so?

Any style’s special maneuvers are
learned in numerical order, no matter
what groups they are from (as p@rien-
tal Adventures,page 102). In tae kwon do,
for example, Movement 5 is the last
maneuver learned; the character does not
have to (and, in fact, cannot) learn Move-
ments 1-4, because they are not part of his
style.

The leap maneuver requires a “to
hit” roll — but against what armor
class?

The “to hit” roll is normally vs. AC 10,
but the DM may alter the armor class
rating to reflect a particularly dangerous
or difficult circumstance, such as bad
footing, poor visibility, or a confined space.
Magic and dexterity do not alter the “to
hit” roll in any way.

D&D® Companion Set

Couldn’t a character use a riding
horse in a joust? Even an encum-
bered horse can charge, so a riding
horse can be barded.

Encumbered horses can still charge. A
riding horse, however, simply doesn’'t have
the strength, stamina, or temperament to
participate in a joust — barded or not.
Such an animal is far too undisciplined
and skittish to be counted on in combat.
Since it is not trained for combat, physi-
cally or mentally, a riding horse will not be
able to charge hard enough to dismount a
skilled opponent even if its rider hits with
his lance. Furthermore, it is likely to check
(stop dead in its tracks) when the opposing
horse charges, or swerve to avoid the
other horse. Anyone who tries to enter a
mere riding horse into a joust will become
the butt of many jokes, and will lose the
joust in the bargain.

How is a drolem constructed?
What is the cost?

This would require a magic@ook of
Drolem Creationand at least 25,000 gp for
materials. Some portion of the required
materials should be impossible to obtain
except through adventuring. Since the
book is not in any of the treasure lists, the
DM or a PC must create one.

How are illusory walls created?

The individual DM must decide. There
can be a high-level illusorwall spell, or
they can be constructed with a rare magi.
cal item, or simply gphantasmal forceof a
wall made permanent with permanence
spell. Q
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Los Angeles—Lia Briggs™
(Looker™) is only stealing scenes
on the sel of her first picture, 5/-
lent, Secrel, Deadly when a glant
gorilla sabolages the shooling
and plunders an armored car. But
monsters aren’t in this moviel

Who is filching film fiends and
subverting sltorylines for their
crimes? Looker and the Oulsid-
ers™ must get to the bottom of
this monkey business.

All the world's a stage . . . and
if the Qutsiders puzzle out the
pattern of thefts, the director’s fi-
nal cry will be Lights, Camera

. Kobra™.

1 Don't miss Grenadier Model's
Outsiders & Adversaries minia-
P ture set. Now on Sale!




by hig Volny

To fully enjoy role-playing gaming,
everyone must play by the rules. Perhaps
one major flaw of role-playing games is
that the most important player sometimes
forgets that he has certain rules that must
be obeyed. The Game Master, Dungeon
Master, Administrator, Fate, or whatever
you call him, is the most important ele-
ment in the game. For that special some-
one in a campaign, these Ten Command-
ments are presented as a guide for
improving everyone’s enjoyment.

I. Do not consider the players as
adversaries.

This is the most common problem
among starting GMs. The GM often spends
long hours designing ingenious traps and
encounters for the players to stumble
upon. If the players quickly neutralize or
bypass these clever entrapments, the GM
often has the feeling that he has been
beaten, and thus feels the need to “get
back” at the players. In role-playing, the
situation is not one of GM vs. players: It
isn’'t a fair fight. To keep throwing bigger
monsters at a party until the score has
been “evened” is no challenge for the GM.
Likewise, it is no fun for the players.

Learn to enjoy the successes of the play-
ers’ party by creating NPCs that travel
with them for a short time and share in
their adventures. Most GMs provide a
guide or some such person for the players
at one point or another in the game, but
very few of these guides take an active
role in the campaign. Don't take charge of
a group of PCs via the guide, but do give
the NPC his or her own distinct personali-
ty. If a group of players intends to short-
change the guide on some loot, put up a
fight. For the short time the guide is with
that group, be a part of the adventure.
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Another way to enjoy an adventuring
party is to help them. When a tired and
severely wounded party runs into a giant,
it's time for a little good luck. Say the giant
is allergic to the halfling’s feet and can't
stop sneezing. Not only will the GM have
created an entertaining and unusual
encounter, but both the GM and players
are allowed to enjoy the game more.

Just rolling dice until helpless players
are killed is pretty dull. This does not
mean, however, that every adventure
should be made easy for the players. Nev-
ertheless, if the GM puts his players in an
impossible situation (one they could not
avoid), then he had better help them out.

II. Never say “You can’'t do that.”

Don't just tell someone their character
can’'t do something and give no explana-
tion. Find other ways to enforce reason in
the game. If a player does something
which is out of character, fine him experi-
ence points. If a player attempts a difficult
task, have him make a difficult die roll. If a
player attempts a clearly impossible task,
give him a clearly impossible die roll.
Consider the following example:

Player (a 4'-tall halfling): | jump and
catch the top of the wall (a height of 25).

GM: Roll a 7 on 1d6.

If a Good character attacks an innocent
person, don't tell him he just doesn’'t do
that sort of thing: Let the local constabu-
lary enforce his conscience. That same
player will think twice before doing any-
thing of the sort again. By the same token,
don't overpunish for minor infractions of
morality or the law. Don’'t have a charac-
ter summarily executed because he didn't
curb his dog. If a player tries something
unusual, let him do it. If it's not in the

S everywinere

throw sand in his face.

GM: Hmmmm.

There is a long pause, after which the
GM rolls to see if the player is kneeling on
sand or rock.

GM: OK. His head is quite a bit above
you. Roll your dice to hit at —2.

Player: | made it!

GM: OK. He’s blinded for the next turn
as if he were in total darkness.

The point of this commandment is that it
gives the players a degree of control in the
game — one that adds desirable unpredict-
ability. This makes the GM “play” the
adventure rather than just direct a pre-
written script. If this rule is obeyed, rela-
tionships with the players will be better
than if the GM denies them the right to
control the actions of their characters.

I1l. Don’t overplan.

Avoiding this sin allows the GM to avoid
many of the problems already discussed.
For example, the GM spends 12 hours
designing a temple complex so that the
PCs will have an opportunity to kill a high
priest with whom they keep crossing
swords. The players, instead of sneaking
into the temple as the GM anticipated,
start a rumor campaign that ends with the
king beheading the priest in question, The
GM has clearly overplanned. The result is
that the GM tries to think of every possible
objection to an ingenious propaganda
campaign— a campaign that even includes
proof of treason. Failing this, the GM may
try to “get even” with the players for all
his wasted work. Several players will
recognize this unfortunate experience.

If a GM avoids overplanning, he is less
likely to run aground on Commandment
IIl. If the GM prepares extensively for the

rules, make up a reasonable interpretation players to do A, B, or C, and they do D

of his actions.
Player (just knocked tohis knees):l

instead, he is faced with the temptation to
dismiss a good plan as irrelevant to play.



The bottom line is that overplanning
prevents the GM from meeting the actions
of the players with flexibility and inter-
feres with spontaneous creativity. It
should be easy to run an evening’s adven-

Player: We ask around to see if there’s a
tavern in the town.

GM: Here comes a peasant you can ask.

Player: Hallo! You there, is there a tavern
nearby?

ture from a page of notes and a small map GM (bowing profusely and speaking with

or two. This style of Game Mastering
forces the GM to use the same kind of
rapid-fire thinking that is expected of the
players. It also improves the GM’s enjoy-
ment of the game.

IV. Keep adventures within reason.
Keep a tight rein on the players and the

a thick accent):Good morrow to you, fine
sirs! Is it a tavern you be lookin’ to? Well,
there’s one not fit for such fine gentlefolk

melee round trying to jump the wall.

Player: | cut the prisoner’s throat and
search the body. No, wait! | want to ask
him some questions.

GM: Unfortunately, the prisoner is
already quite dead.

This rule insures that players think
about their actions and also lets the non-
leader PC have a degree of spontaneous

up the road a ways. Just keep on until you autonomy that can lead to some hilarious

come to a gibbet and go left at the fork.

scenes

(The peasant holds out his hand and clears

his throat.)
For the expenditure of a few extra sec-

adventures. When a beginning party startsonds, the GM has added a unique flavor

to collect scores of magical items, the
members begin to obtain a degree of
strength that is often out of proportion
with their level. Powerful items mean that
the players sometimes muscle their way
out of situations that should require them
to think their way out. This means that
the GM must use creatures and situations
to challenge the players — creatures that
might normally be reserved for higher
level characters. Don't give in to the temp-
tation of excess when rewarding the play-
ers. Don’'t overindulge when setting up the
challenges that the players must face. The
GM must maintain control. The following
are a few specific examples.

1. Not every campaign is the ultimate
battle between good and evil.

2. Not every hillock has a dungeon in it.

and texture to his world. Every area
should have unique customs, dress, laws,
and people. If the GM isn’'t up to creating
such a complete society, there are a num-
ber of helpful gaming supplements that
are available. Remember to react to the
players as an NPC might, not as the GM.
The point here is to allow the action to
occur on the character-vs.-monster level
rather than on the conversational (or
argumentative) player-vs.-GM level.

VI. Try for consistency and realism.
Realism! Did he really sagealism? Play-
ing role-playing games to escape from

IX. Encourage the players to play
their characters.

Role-playing is acting. The GM is most
successful when the playeese the char-
acters. Keep the conversation around the
table between the characters. Use those
NPCs. Don’t say more than needs to be
said. Give out experience points for good
role-playing and let the other players
know why that character is getting extra
points. If a player asks a question about
game mechanics, that's fine. But if he
wants to know something about the set-
ting in which the action takes place, his PC
will have to question an NPC, not the GM.

X. Reward wit, quick thinking, and
consistency.

realism means that players (and GMs) have All games have a standard for the
missed an important point. The reason the awarding of points when it comes to hack-
game is enjoyable is because it is a work ofing and slashing or chucking a spell across

fiction which the players have a hand in

3. Sometimes, the enemy is as noble and writing. If a fictional work has inconsisten-

decent a fellow as any of the PCs (bad
guys with style are fun).

4. Hacking monsters is OK, but people
should be the major nemesis of the play-
ers. After all, people have higher motiva-
tions than a hungry ogre.

5. Nobody’s perfect. The characters that
are the most fun to play are the ones with
faults. They lisp, have bad feet, are near-
sighted, and sometimes behave in a cow-
ardly manner. These characters are
unique, entertaining, and challenging to
play. Just watchThe Wizard of Ozfor
examples of entertaining faults.

6. There isn’t gold under every rock.

7. The good guys don't always win.
Sometimes, they aren’t even in the right.

These examples show two areas where
GMs should tread warily. Don’'t engage in
stereotyped situations and don’t cheapen
magic, gold, or fantastic creatures by
making them too common. Instead of 40
chests of gold and jewels in that treasure
trove, why not have a couple of statues,
some paintings, and a chest or two of
silver with a small bag of gold inside? This
makes gold that much more valuable
when it is found.

V. Run the adventures in color, not
in black and white.

Player: We ask around to see if there’'s a
tavern in the town.

GM: There’s one a mile up the road.

Talk about boring! This is about as excit-
ing as the Congression&ecord. Spice up
the dialogue a bit:

cies or is unrealistic, then it does not
entertain the reader. If a thief is plying his

the room. But all too often, the sneaky
littte guy that fast-talked the party out of a
big mess with the hill giants is left unre-
warded. Experience points should be

trade with no visible means of support and awarded whenever a player has success-

isn't sharing a portion of his income with
some principal of the local government,
realism is sacrificed and the game suffers.
If a character is an extremely high-level
wizard at age 22, even the credibility of a
fantasy world is stretched. If a troop of
100 armored men march 25 miles a day
for a week and are still fit for battle, real-
ism (i.e., game playability) is going straight
to the nether reaches of the Ethereal
Plane. The player who has to wrestle with
the realistic problems of being a general is
liable to develop a faster wit and better
gaming skills. This player learns to enjoy
the game more because he has accom-
plished something by his own doing.

VII. Don’t let the players argue with
the GM.

This one is a cardinal rule in Game Mas-
tering. Still, when a player brings up a
valid point, listen to him. Don’'t dismiss
what he considers an important factor as
an irrelevant point. Explain why a decision
is made. When the situation has been
discussed and weighed out carefulstick
to it. If the GM is fair, rulings will cause no
friction.

VIIl. Enforce statements.

When a player says his character tries
something, that character tries it. Remem-
ber our jumping halfling friend and the
25" wall? That character should lose one

fully exercised his gray matter. Both rapid
thinking and long-term strategy should be
rewarded. Also, small numbers of experi-
ence points should be given for such activ-
ities as commanding a body of men, falling
in love, or fouling up completely. People
learn from their mistakes.

More important than the awarding of
experience is letting the players actually
use stratagems and ploys. If a player
thinks of a way to reduce the morale of an
enemy troop, let that gambit have a direct
affect on the outcome of combat. Don’t
dole out 20 experience points and ignore
the effects of reduced morale; there’s no
need to make it too easy for the players.
But when someone comes up with a rea-
sonable tactic other than the standard
attack-or-die scenario, let them give it a go.
Just sit back and wait for an opportunity
to enforce Murphy’'s Law. Remember: The
more complicated the plan, the more likely
it is that Murphy exerts himself. Even if
the players try a stratagem and it fails,
gaming pleasure will be enhanced by the
effort.

A quick review of this article reveals the
extensive use of words such as “pleasure,”
“enjoy,” and “entertaining” The purpose of
playing the game is to have a good time. If
these Ten Commandments are followed,
Game Mastering may not be made any
easier, but it will surely be more reward-
ing for all concerned. Q
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by Wayne Goldsmith
and Dan Salas

Martial arts: The phrase conjures up
images of swirling combatants in flowing
robes, black belts smashing boards with
their bare fists, monks meditating on
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plateaus, French sailors brawling on foggy
European wharfs. ...

Qu’avez-vous dit?

Contrary to common belief, martial arts
are not the sole property of the Orient.
Nearly every civilization has developed its
own brand of martial arts. As a term,
“martial art” applies to any formalized

system of fighting techniques; the phrase
is not limited to styles which contain high
kicks or purely Oriental fighting tech-
niques.

With the introduction ofOriental Adven-
tures and its new martial arts system, a
new vista was opened to the character
who wanted to do more than swing a
sword. PCs now have the option of not
only choosing their weapon, but also
deciding how to use it. Likewise, PCs are
now able to choose not only which martial
arts maneuvers they wish to practice and
develop — they are also able to decide
which formalized style they wish to learn.
Unfortunately, Oriental Adventuresonly
gives four examples of martial arts styles
to use (page 101).

Admittedly, it is simple enough for a
player or DM to generate his own style,
but these styles often have the same con-
sistency as demons have when created
from random generation charts. Also,
what if a player wants to base a martial
art on a style already in existence and has
no idea what the style consists of? To
alleviate this problem, the following article
lists several martial arts still in practice
today.

A number of styles listed herein have
developed variant or synonymous arts
under different names. As these differ-
ences are minor in most cases, the statis-
tics for these styles are listed insofar as
they relate to the mother art in its basic
form.

Of course, there are as many styles of
martial arts in the world as there are
grains of sand in a sand castle. Conse-
quently, other existing styles can be
applied to the AD&IS game as well. This
article describes a dozen common martial
arts styles for monks and other charac-
ters.

Despite the fact that some of the styles
were developed by different civilizations,
at different times, and for different pur-
poses, many share a number of similar
maneuvers (which only goes to show that
there are only so many ways in which a
body can move). Thus, if a player happens
to like savate but is discouraged because it
was developed in France, there is no rea-
son that a martial artist could not have
developed the same style in an Oriental
campaign region. Also, if something about
the art bothers the player (for example,
the player prefers weapon use with his
PC’s martial art), feel free to add that
particular item to the art. These descrip-
tions provide only the basic styles. It is up
to the DM to flesh them out to meet spe-
cific needs.

Aikido (eye-kee'-doe)

One of the few soft, Japanese martial
arts, aikido is a non-combative art which
relies on defense and flexibility. The roots
of aikido are founded in Zen Buddhism,
which teaches a philosophy of nonvio-
lence. Aikido bases its maneuvers on the
ultimate goal of neutralizing— not



destroying — the opposing force. Aikido
specialists use circular techniques to redi-
rect the opponent's maneuvers and turn
his own force against him. To accomplish
this, an aikido practitioner is trained to

who had a need for protection but were
not allowed to carry weapons. Since they
could legitimately carry farming tools in
public, farmers created a style that made
use of these tools in a combative form.

move in the direction of a push and to give The walking stick became the bo stick, the

in to a pull. Fighting an aikido expert has
been likened to fighting water, which gives

grain flail became the nunchaku, the
churn handle became the tui-fa, and the

in to an opponent’s strikes, then surrounds hay blade became the kama. The sai,

him from the sides.

Aikidoists extend the art into their life
philosophy. Their behavior is flexible,
easy-going, and generally nonviolent.

Escrima (es-kree’-ma)
This ancient and incredibly vast Filipino
art, also known as kali or arnis, stresses

which resembles several blacksmith tools,

Shotokan (sho'-to-kahn)

This style of karate uses linear attacks
more than circular motions. Strong
stances are learned (see Movement 3,
Oriental Adventures,page 103), whereas
flashy, high kicks are discouraged. Other-
wise, this style is similar to karate as
detailed inOriental Adventures.

Sumai (soo'-my or s'my)

was specifically designed to catch and lock Sumai, or sumo wrestling, is the national

a sword. There were originally no schools
of kobu-jutsu; instead, the peasants would
gather together at night to practice their
art and trade hard-won knowledge of
proper combat techniques. Needless to
say, the disclosure of this art would mean

weapons use as much as unarmed combatthe further restriction of the meager

Together, these techniques make an effec-
tive combination of attacks. An escrima
student initially trains with jo sticks to
achieve the intricate striking patterns on
which the style is founded. As the stu-
dent's skill grows, the sticks are replaced
with short swords and daggers. Only after
mastering these weapons is the student
taught how to apply the same techniques
with empty hands and feet.

Though the principal unarmed attack
method is the strike, escrima uses palm
strikes, finger jabs, and elbow strikes
more than closed-fist punches. The art
also mixes these hand and arm attacks
with a variety of low kicks and grappling

weapons the farmers carried. As a result,
kobu-jutsu practitioners operate in a high-
ly clandestine manner and do not openly
display their art except in a life-or-death
situation.

Ninjutsu (nin-joot'soo)

This is the unarmed combat art of ninja
characters. It is commonly employed as a
last resort, however, since ninjas prefer to
fight with weapons.

The art is usually used to get an oppo-
nent out of the way so the ninja can pass
by or escape. Throws and nerve strikes
are more effective for this purpose than

techniques. The end result is a remarkably regular kicks and punches. Maneuvers

adaptive combat skill. Accomplished escri-
madors should be allowed to use the jo,
stick, dagger, and short sword in any
combination without any penalty to hit or
damage (i.e., single dagger, double stick,
sword and dagger, etc.). They should also
be permitted to perform the special
maneuver “weapon catch” with any of the
style’s weapons.

Escrima is commonly known as a stick-
fighting art. Experts skilled in speed
(Movement 6) are able to use this maneu-
ver while wielding a jo stick in each hand.

Hwarang-do (wa-rang’ do)

This style combines a wide variety of
technigues into a complete and diversified
system. For this reason, there is no princi-
pal method or attack; likewise, there are
15 special maneuvers to be learned.

Hwarang-do developed in a warring
nation and was used by warriors in com-
bat situations. The style’s philosophy
stresses loyalty, courage, and willpower.
Specialists are proud (though not always
arrogant) in daily life and fierce in combat.

Monks do not like this style because of
its emphasis on violent behavior. Hwarang-
do is practiced mainly by bushi characters
of high social rank. This aristocratic nat-
ure allows hwarang-do practitioners to
gain honor points for having court profi-
ciencies as samurai characters do.

Kobu-jutsu (ko'-boo joot'-so0)
This Okinawan art specializes in weap-
ons. It was developed by local farmers

from Movement and Mental and Physical
Training (Table 70, page 103riental
Adventures)also show the need for practi-
cal applications in tight situations.

Pentjak-silat (pent-zhok see'-lot)

The national defense sport of Indonesia
has its base in combat forms of the 6th
century AD. Most schools train their stu-
dents (pandeka) to be proficient with both
the scimitar and whip. The pandeka do
not need weapons to be formidable, how-
ever. Their flowery, leaping art can send
devastating blows to an opponent from
any angle and from any position. Pandeka
have developed ground fighting to deadly
levels; they actually prefer taking an oppo-
nent to the ground (usually landing on top
of them) and finish the fight from that

sport of Japan. An ancient wrestling art,
sumai is practiced by men of large size
(rikishi) who use their bodies to push and
throw their opponents. As a sport, sumai
requires a rikishi to force an opponent
onto the mat or out of the ring. Sport
wrestlers are not taught the punches and
kicks which were originally included in
ancient sumai.

Combatant sumai in its ancient form,
however, relies on sweeps, stunning slaps,
and throws to crush opponents. Combat-
ive sumai also allows iron fist and crush-
ing blow maneuvers (Strike 1 and 2) as
shown on page 103 @riental Adven-
tures. This combination of fighting tech-
nigue with such sheer mass results in a
lethal and often underrated martial arts
style. Although sumai was traditionally
limited to male practitioners, there is no
reason that women rikishi could not exist
in an AD&D game campaign.

Sumo wrestlers are unusually tall and
powerfully built, and are selected for their
size and physique. They are trained and
conditioned to reach gargantuan propor-
tions in stature and power. Rikishi are not
the fat slobs so often portrayed in modern
media; rather, they are highly skilled war-
riors practicing a devastating style.
Because of the art’'s emphasis on weight
and size, sumo wrestlers increase in
strength and constitution as cavaliers do
(seeUnearthed Arcana).Bushi characters
are the most common practitioners of this

style.

Thai kick boxing (tie)

Thai kick boxing (muay thai) was devel-
oped in Thailand to supplement the pike
and sword in close-range fighting. There
are no set forms (kata) to muay thai, and

position. Pandeka do not need to be stand-training consists of constant sparring and

ing to perform any of their special abilities
and can leap from a prone position.

Savate (sah-vat’)

The national sport of France, savate is
the only martial arts style native to Europe
that still exists in both sport and combat-
ive form. Savate was created by street
brawlers in the 17th century and was
systematized in post-Napoleonic France.
Classic savateurs studied with the fencing
foil or, when weapons were legally barred,
the walking cane. These weapons were
used to supplement close melee combat,
but after using their long-range kicks to
close the gap, there was usually no need
for the savateurs to continue the fight.

heavy bag work. Muay thai is a brutal but
highly effective art. Thai boxers use their
feet and hands to block and push, but the
real power lies in their shin and elbow
strikes (which slam into opponents with
devastating force). Thai kick boxing is not
a pretty style, but it has become the single
most popular spectator sport in Thailand.
Furthermore, its champions are seen as
national heroes.

White crane

This style of kung-fu was inspired by the
behavior of cranes and apes. Pressure
points are the main targets of the foot and
hand strikes, making this art highly effec-
tive against humans and humanoids.
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Oriental AdventuresThe main weapons
of wing chun are the bo stick and the
dagger.

Wing chun (ing joon) arms allow practitioners to employ the
This style of kung-fu concentrates on locking block. Also, the martial artists AC
hand and arm maneuvers. Basically a soft becomes one point lower per two levels
martial arts style, wing chun allows two gained by the practitioner (to a minimum
attacks per round due to its double usage AC of 2). Thus, a monk has AC 6 at 1st and
of these maneuvers; attacks double as 2nd level, AC 5 at 3rd and 4th level, and so
defensive motions and defensive motions on, until the monk’s AC reaches 2 at 8th
double as attacks. and 9th level. Afterwards, the monk's AC
The intricate weaving patterns of the is determined by Table 21 on page 18 in

[Detailed and variant versions of some of
these martial arts will appear in future
articles in DRAGON Magazine. — Editor]

Table of Common Martial Arts Styles

Name
Aikido

Escrima

Hwarang-do

Kobu-jutsu

Ninjutsu

Pentjak-silat

Savate

Shotokan

Sumai

Thai kick boxing

White crane

Wing chun

Number
of attacks
1/1

2/1

2/1

2/1

2/1

2/1

2/1

2/1

2171

2/1

11

2/1

Damage AC
1-4 6

1-8 5

1-6

Weapon +4 8

1-8 6

1-8 8

1-8 8

1-8 7

1-6 5

1-6 6

Principal
attack
Body

Body

None

Weapon

Hand

Hand and
foot

Foot
Hand

Body or hand

Legs and
arms

Hand or
foot

Hand

Special
maneuvers
Lock 1,2,3,4
Move 3
Throw 1,2,3,4
Mental 1,3
Kick 3
Lock 1,2,3,4
Movement 2,6
Push 2
Throw 1,3
Weapon 1
Mental 2,3,4
Kick 1
Lock 1,2,3
Push 1,2
Strike 1
Throw 1,3
Vital area 1,2,3
Mental 1,2,4
Weapon 1,2
Mental 1

Lock 3
Movement 2,5
Strike 1
Throw 1,3
Vital area 1,2
Mental 2,4
Kick 1
Lockl
Move 1,2,5
Throw 1,2,3,4
Mental 4
Kick 1,2,3
Kick 1
Movement 1,3
Strike 1,2,3
Mental 1
Movement 3
Push 1,2
Strike 1,2
Throw 1,3,4
Mental 1,5
Kick 1,2,3
Move 1
Strike 1
Kick 1
Movement 6
Strike 1

Vital area 1,2,3,4

Mental 1
Lock 2
Movement 6
Strike 1,2,3
Mental 1

Weapons
None

Short sword
Dagger
Jo stick

None

Bo stick.
Sai, Kama
Nunchaku

Tuifa
None

Scimitar
Whip

None
None

None

None
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ZON

by Merle M. Rasmussen

The Administrator’s foreword

This is the third in a series of articles on
space missions for TOP SECREgame
agents[It had to be split into two parts,
however; part 2 appears next month. —
The Editor]. This article focuses on espio-
nage adventures on the Moon. Information
on space suits, weapons, and game
mechanics is offered to make lunar adven-
turing as realistic as possible. Next month,
a sample “future history” for campaign use
and three lunar-based, near-future adven-
tures are offered— ones that your agents
will never, ever forget. By linking up all of
the articles in this series, a super cam-
paign can be created for many sessions of
High Frontier adventuring. With a little
extrapolation and design work, a joint
Soviet/U.S. mission to Mars (with all the
intrigue you could hope for) can be devel-
oped. Use this information as you wi#
but most of all, keep the spacefaring
agents active, and your players will enjoy
the leap into the final frontier.

Merle M. Rasmussen

The Zondraker Operation

In the near-future history in which lunar
espionage missions occur, any American
“space-pionage” operations on Earths
Moon unofficially come under the heading
of Operation: Zondraker. “Zondraker” is a
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Part 1: Lunar equipment and survival in the TOP SECRET

name given to any politician fearful of
Soviet activities in space, or to an intelli-
gence officer assigning agents to lunar
missions. One particularly zealous opera-
tor was nicknamed “The Wizard of Oz.”

given on page 57-58 of issue #120, as well
as assorted weapons notes. The presence
of a weak gravitational field negates
chances for astronauts firing guns to

tumble, though high-recoil weapons

The program was first named by someone should still be avoided. Recoilless weapons

with tongue in cheek, combining the early
Soviet moon program title (Zond, meaning
“sound”) with the Moonraker book and
movie title of James Bond fame.

General notes

Most of the information on space activity
from DRAGON’ issue #120 (“Operation:
Zenith”) is applicable to lunar situations,
save that a weak gravitational field is
present on the Moon. Humans are not

subject to space sickness, and the number

of Life Level points lost due to exposure to
the reduced (one-sixth normal) gravity of

are preferred over all others. Any notes in
issue #120 which specifically refer to

weightless environments should be dis-

counted (e.g., removal of range restric-
tions beyond point-blank range). Projectile
weapon ranges on the Moon change as
follows: point blank, 0-6 meters (0-19.7°);
short, 7-100 meters (19.8-328.2") medium,
101-1,200 meters (328.3-3,938.4"); long,
1,201-6,000 meters (3,938.5-19,692’).
Despite some slippage and the bulkiness of

the lunar spacesuits, no loss on the num-

ber of available actions is taken.
Standard weapons (which violate Article

the Moon is reduced to one-third the usual !V Of the Outer Space Treaty) should have

value (see issue #120, page 59, Table 2).
Travel time from Earth to the Moon on a
direct flight usually runs 3-4 days.
Movement on the Moon consists of a
loping gait in which the walker must be
careful to keep his feet directly beneath
him, to avoid sudden dodges to the sides.
Stopping on the slick lunar dust can be a
problem for running agents (roll Coordina-
tion or less to keep from falling if stopping
or encountering a hazard in one’s path).
Damage to an astronaut’s Personal Life
Support System (PLSS) is handled as per
the article in issue #120 (page 60). The
chances of puncturing a spacesuit are

their trigger guards removed so they can
be used with gloved hands. Because of
extreme temperature variations, most
guns used in the vacuum of space misfire
on a roll of 92-93 and jam on a roll of
94-00 during the hit-determination dice
roll of combat. Revolvers misfire on a roll
of 97-00 but won't jam. Ammunition is
combustible because oxygen within the
shell reacts with the powder to cause the
bullet to fire.

Blowguns and flamethrowers can only
be used indoors in an atmosphere — but
any use of flamethrowers iextremely
dangerous, as high-oxygen atmospheres



game

and the presence of flammable material
aboard lunar stations are possible.

Survival on the Moon

Survival limits depend upon a charac-
ter's Willpower value. If a character
exceeds any environmental survival limit,
the character suffers unconsciousness. If a
character exceeds his survival limit on any
entry shown in Table 5, he loses 1 Life
Level per minute that he remains in that
environment.

Damage from exposure to the lunar
environment due to a puncture of a lunar
EVA suit is cumulative. A moon-walking
agent survives &low exposure to vacuum

ing irreparable harm. In sunlight, an

(11°F).
Atomic radiation and light have little

on the effects of radiation.

sure to prevent swelling and distortion
caused by gas forming in the tissues. The
human body (assuming the person has an
oxygen supply but no other protection)
can be exposed to vacuum environments
for around three minutes without suffer-

unprotected agent with oxygen can stand
about 10I°C (213°F) before passing out; in
darkness, he can stand about —12°C

immediate effect on the character. See
DRAGON issue #108 and #120 for details

The lunar surface near craters Tycho and Clavius.
Photo courtesy of Yerkes Observatory.

Characters in pressurized, no-oxygen
environments can hold their breath volun-
tarily for a number of seconds equal to
their Willpower value, no matter what
they are doing. If the character cannot
take a full breath after his last breath runs
out, the character becomes unconscious in
1-10 seconds. One full breath of air revives
the character with no damage within a
few minutes. Once the character passes
out, no appreciable brain damage occurs
for (Willpower x 5) seconds. After that,
the character loses 1 Life Level and 10%
Knowledge immediately, and every (Will-
power x 1) seconds afterward.

for as many seconds as shown on Table 5,
plus 1-10 seconds more if holding his
breath. However, with a sudden exposure
to vacuum, any human character passes
out after the number of seconds shown, as
the decompression literally blasts the wind
from his lungs. The immediate expendi-
ture of all Fame-and-Fortune points might
allow the agent to gain a single last action
(slapping an airlock-closing button, firing
off a last burst from a gun, diving for an
open spacecraft door, etc.) before uncon-
sciousness sets in. Every second after the
agent passes out, 5 points are permanently
lost from Knowledge scores as brain death
begins and accelerates due to the absence
of oxygen in the bloodstream.

Humans do not explode during vacuum
exposure from blood boiling in their veins.
Human skin exerts an elastic counterpres-

Table 1
The Moon: Basic Information
Gravity: .165 Earth normal

Mass: 81 x 1067 tons

Atmosphere: Virtually none
Moisture: Trace only

Diameter: 3,476 kilometers (2,160 miles)

Circumference:10,917 kilometers (6,785 miles)

Surface area37.93 x 10° square kilometers (14.6% 10° square miles)
Orbital radius:356.330-406,610 km (221,423-252,667 miles)

Average distance to horizo2.41 kilometers (1.5 miles) for 1.83 meter (6’) viewer
Length of day or night355 hours each (14.79 Earth days)

Temperature in sunlight: $34°C (+270°F)

Temperature in darkness:170°C (-270°F)

Dust conditions:Fine, slippery, clinging, and gray

Terrain: Heavily cratered, frequently rocky, occasionally mountainous

Radiation sourcesRadioactive mineral deposits and solar winds of charged protor

7]
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Alan B Shepan, Apaio 14

Lunar athletic feat limits

Many athletic activities can be reduced
to basic body movements such as lifting,
jumping, running, throwing, and kicking.
Most body movements are based on a
fitness rating which is derived from the
character's Movement Value. Not all Earth
movement can be multiplied by six to
determine what happens on the Moon. Air
friction indoors and ground slippage due
to lack of traction indoors and out prevent
a lighter person from performing at six
times his Earthly abilities. Add the
confinement of a spacesuit to the massive
inertia which impedes quick stops or
turns, and the would-be athlete is lucky to
perform at two to three times his Earth
abilities. For simplicity, the force of indoor
air resistance is equal to the loss of motion
in a spacesuit, so Table 6 can be used for
either indoor or outdoor conditions.

The physical law, “Force equals mass

the object’'s weight also attracts it at only

1.62 meters (5.31") per second, slowing its
fall. Outdoors, there is no atmosphere to

cause air resistance, so objects fly farther
horizontally before hitting the ground.

Characters can lift and hold above their
heads a mass in kilograms (1 kg2.2 Ibs.)
equal to their Physical Strength value for
five seconds. Other balanced, nonbulky
loads are carried according to Table 7.
Characters can budge, but cannot lift or
carry, any object up td.5 times their
maximum lift capacity. This requires
handholds, friction, and administrative
discretion. Remember, on the Moon, mass
remains the same, but weight is one-sixth
that of Earths.

A character falling from a great height
will sustain some injury. A fall from 30" or
less will not cause injury, and a fall from
31-60' has a 5% chance of causing damage,
which is calculated on result W from HTH

times acceleration” means that you cannot Combat Results in the TOP SECRET rule
throw an object much faster on the Moon book. There is also a 5% chance of tearing
than on Earth (unless you throw it straight one’s spacesuit. A fall from 61-120" does

up), but you can throw it a lot farther.
This increases the range of projectiles
noted above) as well as hand-thrown

objects. The same gravity which lightens

1-10 hp damage, with a 10% chance of
(as tearing a suit. For every 60" of distance
fallen beyond 60" of height, add 1-10 hp
damage and a 5% chance of a suit tear.

Table 2

Manmade Artifacts on the Lunar Surface

Artifact (origin)
Luna 2 (U.S.S.R))
Ranger 4(U.S.A)
Ranger 6(U.S.A.)
Ranger 7(U.S.A)
Ranger 8(U.S.A)
Ranger 9(U.S.A)
Luna 5 (U.S.S.R))
Luna 7 (U.S.S.R))
Luna 8 (U.S.S.R))
Luna 9 (U.S.S.R))
Surveyor 1(U.S.A)
Orbiter 1 (U.S.A))
Surveyor 2(U.S.A)
Orbiter 2 (U.S.A)
Luna 13 (U.S.S.R))
Orbiter 3 (U.S.A)
Surveyor 3(U.S.A)
Surveyor 4(U.S.A)
Orbiter 5 (U.S.A))
Surveyor 5(U.S.A)
Surveyor 6(U.S.A)

Surveyor 7(U.S.A)
Apollo 10 (U.S.A)
Apollo 12 (U.S.A)
Luna 15 (U.S.S.R.)
Apollo 12 (U.S.A)
Luna 16 (U.S.S.R.)
Luna 17 (U.S.S.R.)

Apollo 24 (U.S.A)

Landing
09/13/59
04/26/62
02/02/64
07/31/64
02/20/65
03/24/65
05/12/65
10/08/65
12/07/65
02/03/66
06/02/66
08/14/66
10/—/66

11/10/66
12/24/66
02/09/67
04/19/67
07/17/67
08/05/67
09/10/67
11/09/67

01/09/68
05/22/69
07/16/69
07/21/69
11/14/69
09/20/70
11/17/70

01/31/71

date

Approximate location

Crater Autgicus

Far Side, unknown area
Sea of Tranquility

Crater Guericke

Sea of Tranquility

Crater Alphonsus

Crater Deslandres

Crater Marius

Crater Galilaei

Crater Cavalerius

Crater Flamsteed

Crater Mendeleyev (Far Side)
Seething Bay, near Crater Copernicus
Crater Lobachevsky (Far Side)
Crater Seleucus

Crater Einstein

Crater Lansberg

Central Bay

Cater Schluter

Crater Sabine

Central Bay

Crater Tycho Brahe
Sea of Tranquility
Sea of Tranquility
Sea of Crises
Ocean of Storms
Sea of Fertility

Sea of Rains

Fra Mauro Hills

Probe weight and remarks

390.2 kg*, crashed

366.8 kg, crashed

366.8 kg, crashed

366.8 kg, crashed

366.8 kg, crashed

366.8 kg, crashed

100 kg, crashed (failed soft landing)

100 kg, crashed (failed soft landing)

100 kg, crashed (failed soft landing)

100 kg, soft landing, TV camera

1,000 kg, soft landing, TV camera

386 kg, crashed

1,000 kg, crashed (failed soft landing)
386 kg, crashed

109 kg, soft landing, TV camera

386 kg, crashed

1,000 kg, soft landing, TV camera

1,000 kg, crashed (failed soft landing)
386 kg, crashed

1,000 kg, soft landing, TV camera

1,000 kg, soft landing near Surveyor 4, TV
camera

1,000 kg, soft landing, TV camera

Lunar Module jettisoned and crashed
Lunar Module descent stage**, soft landing
Possible soil retriever with descent and
ascent stages***, crashed

Lunar Module descent stage**, soft landing,
near Surveyor 3

1,880 kg, soil retriever's descent stage***,
soft landing

1,080 kg, descent stage; 756 kgjnakhod 1
(robot lunar rover)

Lunar Module descent stage**, soft landing
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NASA ELEVA Suit

A possible Experimental Lunar Extravehi-
cular Activity Suit (a.k.a. “ELEVA suit”) for
NASA or Zondraker-mission astronauts is
described in general form here. Administra-
tors should supply specific information on
the characteristics of this suit to fit the
nature of the campaign being run (e.g., a
“tough” suit may be designed if the cam-
paign involves a great deal of combat; a
“weak” suit may be designed for campaigns
with a minimum of gunplay).

The standard NASA ELEVA suit consists
of seven parts, which allow an astronaut to
put the suit on and take it off unassisted.
Putting on the suit takes five minutes;
taking it off takes one minute. Because of
the thick padding of any EVA suit, all dam-
age from physical combat is halved, includ-
ing both projectile and hand-to-hand
combat damage, as well as any micromete-
orite and shrapnel damage.

The ELEVA helmet is bulletproof and
protects against high-speed projectiles and
hand-to-hand blows. The auxiliary antenna
serves as a backup for the main radio link
atop the PLSS. The ELEVA helmet also

The ELEVA helmet visor assembly sup-
ports two heat-reflective visors, optically

The detachable Experimental Lunar
Manned Maneuvering Unit (ELMMU) is

coated against specific radiations, especially mounted below the PLSS backpack and

ultraviolet. The faceplate is bulletproof and
protects against micrometeoroids. It is also
light-sensitive and darkens instantaneously
in the presence of intense illumination. This
photosensitive device was developed for
aircraft pilots, to protect their vision from
being blinded by nuclear blasts. The face-
plate lightens as the illumination fades (1-10
seconds after the flash).

The Portable Life Support System (PLSS)
backpack is permanently attached to the
upper torso of the Extravehicular Mobility
Unit (EMU; i.e., the spacesuit) and connects
to the modified ELEVA helmet through an
oxygen purge system umbilical. The com-

connects through cable umbilicals to pro-
pellant nozzles worn around the ankles.
The ELMMU has a lift capacity of 91 kg
(200 pounds, by Earth measurement) and
an operational lifetime of 20 hours. It has a
45.7 meters (150) per turn velocity and a
maximum speed of 32 KPH (20 MPH) just
above ground level. Used sparingly, the
device has a maximum range of 46.2 km
(28.7 miles) and can climb 90° slopes. The
flight controls (not shown) can be held in
one hand and allow straight line motion
along the X, Y, and Z axes.

The Thermal Meteoroid Garment (TMG)
has four more layers than the standard

munications antenna serves as the primary EMU suit. Together with the Liquid Cooling

radio link. The PLSS is controlled by a
chest-mounted Display and Control Module
(DCM, not shown in the illustration).

A Liquid Cooling and Ventilation Garment
(not shown) lies beneath the suit. Cool
water from the PLSS circulates through
plastic tubing woven into this one-piece

and Ventilation Garment, a damage-
reducing barrier is formed. Projectile and
hand-to-hand damage is reduced by half.
The TMG is temperature resistant from
0-400°C (32°F to 752°F), negating all such
heat damage.

The astronaut carries a modified recoil-

mesh garment to remove excess body heat.less Uzi submachine gun with an enlarged

contains a liquid refreshment dispenser andAir ducts attached to the garment provide
an abrasive and absorbent “nose scratcher.” ventilation to the limbs.

trigger guard and a gas-engaged recoil
damper which slides its mass against the

Artifact (origin) Landing date

Apollo 15(U.S.A) 07/26/71
Luna 18(U.S.S.R)  09/11/71
Luna 20(U.S.S.R)  02/21/72
Apollo 16(U.SA)  04/16/72
Apollo 17(U.S.A) 12/07/72
Luna 21(U.S.S.R)  01/16/73
Luna 23(U.S.SR)  11/06/74
Luna 24(U.S.SR)  08/18/76

Approximate
Apennine Mountains

Crater Apollonius

Sea of Fertility
Descartes Highlands
Taurus-Littrow Valley
Crater LeMonnier
South Sea of Crises

Sea of Crises

location

* The Luna 2 probe impacted with an empty 1,513.6 kg final-stage rocket.

Probe weight and remarks

Lunar Module descent stage**, two-man
lunar roving vehicle, soft landing

1,880 kg, soil retriever with ascent and
descent stages***, crashed

1,880 kg, soil retriever's descent stage***,
soft landing

Lunar Module descent stage**, two-man
lunar roving vehicle, soft landing

Lunar Module descent stage****, two-man
lunar roving vehicle, soft landing

1,040 kg, descent stage; 840 kgnakhod 2
(robot lunar rover)

1,950 kg, soil retriever with ascent and
descent stages***, damaged

1,950 kg, soil retriever's descent stage***,
soft landing

** The Lunar Module descent stage is surrounded by scientific instruments including an Active Seismic Experiment, Heat-Flg
Experiment, Solar Wind Spectrometer, Suprathermal lon Detector, Cold Cathode lon Gauge, Lunar Surface Magnetometer,
Particle Lunar Environment, Passive Seismic Experiment, and Laser Ranging Retroflector. Other artifacts include a U&.A. flag
plaque on the Lunar Module descent stage, and various Earth mementoes.

*** Soviet soil retriever and return probes were robots which scooped up lunar soil and returned it to Earth, leaving diehind
descent stages much in the way Apollo lunar module lditha 15 was probably a soil retriever, but the Soviets have never releas
information concerning the craft's true mission. It may have had a live animal aboard it, possibly a dog.

**x% - Apollo 17 left behind three additional instrument packages: the Lunar Surface Gravimeter, Lunar Surface Composition
ment, and Lunar Ejecta and Meteorites Experiment.

NOTES: The 12,700-kg (14-ton) S-IVB stages Apollo 13-17 impacted on the lunar surface in various places at high speed. No
other information on their location is available. The 2,090-kg (2.3-ton) Lunar Module ascent sta@psliorll, 12,and 14-17 also
crashed on the Moon after their use. All five Lunar Orbiters lamta 9-12 and 14 went into orbit around the Moon and appar-
ently crashed in various locations at the end of their missions, from 1966-1968. Two sub-satellites releasgalfoodb and 16,

and Explorer 49 also went into lunar orbit in 1971, 1972, and 1973, respectively, and all may have crashed as well. Only spag
with known crash locations are given in the above table. Crashed and soft-landed equipment may possibly be of use in emé
salvage operations, or it may contain material of interest to artifact collectors or space intelligence agencies. It quade also
be hazardous.
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Table 3 SOVIET LUNAR EVA SUIT
Typical Lunar Equipment

Lunar EVA suit

Cooling and ventilation garment (CVG) (1)

Lower torso or trousers with overshoes (1)

Upper torso with Display and Control Module (DCM) (1)
Portable Life-Support System (PLSS) (1)

Pressure gloves with molded rubber finger caps (1 pair)
Plastic bubble helmet with snap-on visor (11
Communications carrier “Snoopy hat” (1)

Indoor clothing
Underwear (7 sets)
Stockings (7 sets)
Footwear (2 pairs)
Gloves (1 pair)

Jacket, zippered (1)
Trousers, cotton (2 pairs)
Shirts, cotton (3)
Coveralls, cotton (1)

Personal items

Felt-tip and pressurized pens (variable)
Mechanical pencils (variable)

Knee note pad with attachment straps (1)
Sectional and circular star charts (1 set)
Rio-sensor attachments (3)

Radiation survey meter (1)

Radiation dosimeter (1)

Emergency oxygen mask and hose for indoor use (1)
Sunglasses (1 pair)

Swiss Army knife (1)

Surgical scissors (1)

Chronograph (watch) (1)
Penlight (1)

Sleeping mask (1)

Oral hygiene kit, with toothpaste (1 tube), toothbrush with rubber toothpick (1), and
dental floss

Toilet kit, with safety razor with multiple blades (1)

Emergency Earth survival gear, with multipurpose light with flashlight, flashipg
strobe, signal mirror, compass, fire-starting kit, and fishing kit (1) SR

Machete and sheath N

Medical kit with bandages and self-medications (1) 2

der repair material (3 pieces), optical surface cleaning pads (3), optical surface de
fogging pads (3), and replacement gaskets (3)
Collection bag for geological and other specimens (1)
Soil sampler bag with folding handle (1)
Core sampler (1)
Combined lens and specimen brush (1)
Dust and soil brush (1)
Soil and rock scoop (1)

Tools < 5 >N
Kit with tools for minor spacecraft repairs (1) g Y
Spacesuit repair kit, with cloth tape (1 roll), exterior patches (3), sealant (1 tube), blad- \\\/ 7

NG 7

Digging and trenching tool (1) N

Rake for picking up coin-sized fragments (1) /
Gas analysis sample containers (3) TSt
Gnomon to determine color, scale, and slope (1) = : / -
Color television camera (1) - RN
16 mm data acquisition camera (1) ' O N
Single-lens reflex still camera with color film (1) b st
Hammer (1)

Clamps (2) S

Lunar surface maps (1 set)

Adhesive tape (1 roll)

Wheeled instrument and tool carrier (1)
Vacuum cleaner (1) N )
Inflatable shelter (four man-week capacity) (1) . S
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weapon’s recoil, reducing the chance of
the firer tumbling backward.

Soviet lunar EVA suit
One possible experimental suit used in

lunar campaigns by Soviet lunar personnel

with a flashing red light locator is posi-
tioned on top of the PLSS. The rotating
light can be turned on by the wearer for
use as a distress signal or to identify the
wearer as a cosmonaut.

The Soviet Manned Maneuvering Unit

is described and illustrated here. As above,(MMU) is mounted behind and below the
the suit should be detailed to suit the lunar PLSS. The detachable unit is used on the

campaign circumstances.

The Soviet EVA helmet is designed along
the same lines as NASA'’s, but it lacks the
auxiliary antenna and has an opaque,
bulletproof, facial blast shield that must be
positioned manually. Although vision is
obscured during use, the blast shield dou-
bles the faceplate’s bulletproof quality.

Unlike NASA’s PLSS, the Soviet version is
detachable and has ventilation tubes built
into the suit rather than using a cooling
garment. The PLSS ventilation tube umbili-
cals are shown stretching from the PLSS

lunar surface and in the weightless envi-
ronment of space. Equipment specifica-
tions and movement statistics are similar
to NASA's MMU and ELMMU. The Soviet
device’s flight controls (not shown) are
located on the suit's chest protector and
allow straight-line motion in lunar gravity.
In weightless conditions, the orientation
controls allow for pitch, roll, and yaw.
Soviet EVA overshoes are reinforced foot
coverings that protect against punctures
and have 33 insulating layers of materials
which protect against temperatures from

to connect to the side of the suit under the +120°C to—120°C (+248°F to —184°F).

cosmonaut’'s arm. The PLSS controls and
monitors are located on the suit's chest
protector. An omnidirectional antenna

The bulletproof chest-protector vest
doubles as a display and control carrier

protector is useless against explosives and
always reduces the wearer's Coordination
by 5%.

The cosmonaut in the foreground of the
illustration holds a bulletproof shield, an
opaque hand-held device with a small
bulletproof glass window. Mounted
through the shield is a recoilless rifle with
a modified scope attached. The gas-
engaged recoil damper reduces the chance
of tumbling backward when the weapon is
fired. The scope’s wide-angle eyepiece lens
allows the gun to be used with a space
helmet. The shield reduces the holder's
Coordination by 30%. Attaching or detach-
ing either the recoilless rifle or scope from
the shield takes five seconds.

The cosmonaut in the background holds
a recoilless missile launcher that sports a
laser sight with a modified wide-angle
eyepiece for use with a space helmet.
Laser sights in clear atmospheres and
vacuums improve a telescopic sight's Pro-
jectile Weapon Value (PWV) modifiers by a

for both the PLSS and the MMU. The chest factor of 2. Therefore, a telescopic sight

Table 4
Typical

NASA Lunar Roving Vehicle

(“Moon Buggy”)

Weight: 210 kg (462 Ibs., Earth weight)

Storage capacity83 kg (182 Ibs., Earth
weight)

Drive: Four-wheel

Steering: Four-wheel

Power sourcesTwo 36-volt silver-zinc
batteries

Operational lifetime:78 hours during
lunar day

Range:92 km (57.5 miles)

Climbable slope:25°

Maximum speedi6 KPH (10 MPH) on
level ground

Velocity: 23 meters/turn (75'/turn)

Wheels: Four wire mesh

Fenders: Fiberglass

Antennae:One low-gain, one high-gain

CamerasiOne 16 mm, one color TV

Seating:Two 91-kg (200-Ib.) space-suited
passengers with under-seat bag stow-

Lunar Vehicles

age
Number available1-6 at any American
lunar base

NASA Individual Rocket Propulsion
System (“Jet Packs”)
Weight: 52.5 kg (115.5 pounds)
Lift capacity: 91 kg (200 pounds)
Propulsion: Ignited gases
Flight controls:
Right hand = Orientation
(pitch, roll, yaw)
Left hand = Straight line motion
(X, Y, Z axes)
Power sourceOne 18-volt silver-zinc
battery
Operational lifetime:39 hours
Range:92 km (57.5 miles)
Climbable slope:90°
Altitude: 2,000 meters (6,540')
Maximum speed64 KPH (40 MPH) just
above level ground
Velocity: 91.5 meters/turn (300’ turn)
Antennae:One low-gain, one high-gain
Number available1-4 at any American
lunar base
Special noteit takes one minute to put on
a jet pack and 15 seconds to take it off

Soviet Individual Personnel Carrier

(“Go-Cart")

Weight: 105 kg (231 pounds)

Storage capacity4l kg (90 pounds)

Drive: Four-wheel

Steering: Two-wheel

Power sourcesOne 36-volt silver-zinc
battery plus solar collectors

Operational lifetime:156 hours in the
lunar night or 355 hours lunar day

Range:184 km (83.6 miles)

Climbable slope:30°

Maximum speed32 KPH (20 MPH) on
level ground

Velocity: 46 meters/turn (150'/turn)

Wheels: Four oversized wire mesh

Fenders: Fiberglass

Antennae:One low-gain, one high-gain

Cameras:One color TV

Seating:One 91-kg (200 Ib.) space-suited
passenger

Number available1-6 at any Soviet lunar
base

Table 5
Environmental Limits Tolerance
Willpower Value:

Perserverance Rating:
Temperature, dry

Freezing, unprotected
Acceleration

Atomic radiation, annual

Light, foot-candles

Vacuum, exposure to

0-40 41-73
Weak Average
24°C (75°F) 101°C (213°F)
0°C (32°F) -12°C (11°F)
1g 49
15 rem 27 rem
10,000 18,250
3 sec. 5.5 sec.

74-100 100 +
Strong Super
163°C (325°F) 226°C (438°F)
—14°C (70F) -15°C (5°F)
79 10 g
38 rem 46 rem
25,000 30,500
7.5 sec. 9.2 sec.
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with 4 to 1 magnification (4 x) has a PWV
modifier of +80 (40x 2). The red pinpoint
of light from a laser sight can be seen on
the target at the aiming point of the weap-
on. This device can be used to intimidate

Recoilless devices

The more massive the projectile and the
greater its acceleration, the greater the
recoil produced upon firing. A recoilless
device may be placed on conventional

would-be aggressors since their attention is firearms which normally have recoil in

drawn to the fact that a particular part of
their body is being aimed at. Where the

laser light hits, the bullet will strike!

Earth gravity. Certain weapons cannot be
fitted with recoilless devices: weapons

without barrels, blowguns, 13 mm gyrojet/
microjet launchers, 80 mm missile
launchers, tasers, high-intensity light
devices, high-intensity sound devices,
aerosol spray devices, and electrical shock
devices. At earth gravity (1 g) and at each
additional 1 g of acceleration, increase the
PWV per .100" caliber, as shown on Table
8, Recoilless Weapons, By 10.

Table 6

Lunar Athletic Feat Limits
Movement Value Range:

Fitness rating:
Crawling*
Loping (walking)*

Hopping (running)*
Hopping and dodging*

Pole vault

Running high jump
Running long jump
Standing broad jump
Standing high jump
Standing vertical jump
Baseball throw (1 0z.)
Body throw (27 Ibs.)
Discus throw (.75 Ib.)

Driving a golf ball

Grenade toss (2.7 0z.)
Hammer throw (2.7 Ibs.)
Javelin throw (4.7 o0z.)
Shot put (2.7 Ibs.)

* When moving uphill or over rough terrain, reduce the distance covered by 75% of the amount shown.

0-120 121-220
Weak Average
10 20’
40' 50
120' 150
70' 80"
9' 24"
3.6' 9.9
12 36'
9’ 15'
3" 7.5
1.5 4.5'
210 570
6" 21"
105 300
528' 1,500
60" 174'
120 330"
150 405"
30 90"

Note: 1 Ib. =.4536 kg; 16 oz. = 1 Ib.; 1’ = .3048 meter.

221-300 301+

Strong Super
30' 40"
60" 70"
180° 210
90" 100
36' 48"
15 20.1
57 75"
21" 27"
12 16.5'
6.8 9.3"
870" 1170
33" 45"
450" 600’
2,292 3,087
264" 357"
510°' 690’
630" 840'
135' 180

Yerkes Observatory

Table 7

Lunar Astronaut/Cosmonaut Carrying Capacity

Weight carried

50% maximum to just under maximum
4.5 kg* to just under 50% maximum
Less than 4.5 kg

* Equal to 10 Ibs.

Movement rate
50% normal
75% normal
Full normal

Table 8

Recoilless Weapons

Power rating

N WO O LN HMND WoY Otk W=

Equivalent to:
.001-.100 cal.
L101-.200 cal.
.201-.300 cal.!
.301-.400 calt
401-.500 cal. ®
.501-.600 cal’
.601-.700 cal.
.701-.800 cal.t
.801-.900 cal.
.901-1.000 cal.”
1.001-1.100 cal.®
1.101-1.200 cal.”
1.201-1.300 cal.
1.301-1.400 cal.
1.401-1.500 cal.

1.501-1.600 cal.'’

Modifier Cost ! Includes 5.56 mm and 7.62 mm

+10 $100 ammunition.

+20 $200 % Includes 9 mm short and 9 mm stand-
+30 $300 ard (Parabellum) ammunition.

+40 $400 3 Includes .410 caliber shotgun ammu-
+50 $500 nition.

+60 $600 * Includes shotgun 28 gauge ammuni-
+70 $700 tion.

+80 $800 ® Includes and 16 and 20 gauge shotgun
+90 $900 ammunition,
+100 $1,000 6 Includes 20 mm ammunition, plus 10
+110 $1,100 and 12 gauge shotgun ammunition.
+120 $1,200 " Includes 23 mm ammunition.
+130 $1,300 % Includes 27 mm ammunition.
+140 $1,400 ® Includes ammunition. 30 mm
+150 $1,500 % Theludes ammunition. 40 mm
+160 $1,600 Q
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by Steven E. Williams

It's a Saturday afternoon, and you and a
group of friends are enjoying a STAR
FRONTIERS game. Take a moment to step
outside the game and observe your fellow
players. Is one known for the ability to
crack a joke at just the right time? Does
another come alive in a situation involving
a no-nonsense decision to accomplish a
specific task?

Some players steer a group socially.
Others steer a group toward a predeter-
mined goal in the adventure. In real life,
these types of behavior have been sepa-
rated by psychologists into two kinds of
leadership: social and task-oriented. This
division is drawn in the STAR FRONTIERS

(thug) whose PER/LDR score is 30/40. He
enters a bar in an unsavory section of the
city and tries to make a new friend, upon
whom he hopes to unload a hot hover-
cycle. The referee modifies Rico's PER
according to his familiarity with the set-
ting: Since the bar is in his home city, the
referee gives the roll a modifier of +20,
adding an additional modification of +10
for the stranger’s receptive mood (i.e.,
slightly drunk). That gives Rico a chance of
60 (30+ 20 + 10) on the percentile dice

of befriending the stranger. A 43 is rolled;
Rico makes a good first impression on the
stranger. The stranger tells Rico that his
name is Carlos.

When the referee rolls a PER check, he
should observe the table of racial reaction
modifiers (STAR FRONTIERS Expanded
Rules, p. 60). Because both Rico and Carlos
are Human, there is no racial modifier. But
only highly intelligent societies have eradi-
cated stereotypes. Therefore, racial modi-
fiers usually belong in calculations
involving personality. Otherwise, the ref-
eree should restrict the modifiers to the
general mood of the NPC and to the PC’s
familiarity with the setting.

Having gained Carlos’ confidence, Rico
decides to tell his new friend that he has
acquired a new hovercycle. The outcome
here depends on PER as well. In addition
to the ability to win friends, PER deter-
mines a character’'s persuasive abilities.
When a PC tries to persuade a group of
NPCs, regardless of whether or not he has
learned Persuasion, the referee should roll
a PER check.

As a rule, a PER check should accompa-
ny any negotiations for money or seduc-
tion attempts. Successful or unsuccessful
rolls don’t necessarily mean success or
failure in negotiations, although they may
influence just how much a PC can get.
Charm, or the power of personality, can
swing a deal to the advantage of either
participant.

Rico, rolling against the same modified
chance of 60 that allowed him to rub
elbows with Carlos, now tries to persuade
Carlos to buy the hovercycle. The roll is
32; Carlos is interested. Unfortunately, he
lacks the cash to put forth even a trifling
offer. In return for Cr 50, however, Carlos

game universe as well, and is indicated by offers the name of someone who needs a

the PER/LDR ability pair.
A PER score, or personality score, mea-

hovercycle. Rico the Snake accepts the
lead. He gets up to leave the bar to find his

sures a character's ability to adapt in inter- prospective client.

personal situations. Wit, charm, comeli-

In meeting strangers or settling a busi-

ness, and a sense of humor contribute to aness deal, a high PER score can be a great

high PER; gravy stains on a shirt and bad
breath don't. All of these characteristies
both good and bad- are reflected numer-
ically in a character's PER score.

A great use for PER lies in replacing the
Carousing skill that TRAVELLER game
players miss in STAR FRONTIERS games.
To accommodate this need, the referee
should roll a PER check in any situation in
which a PC socializes with an NPC.

For example, consider Rico the Snake, a
20-year-old Human military specialist

asset. Social grace and magnetism help
characters in many situations. In a crisis,
however, a different brand of leadership
emerges. Measured in LDR, this type of
leadership involves the no-nonsense com-
munication taught to military officers.
Task-oriented leaders are less interested
in cordial relations than are social leaders.
Whether Human flesh or Vrusk hide is on
the line, danger affords no time to crack a
joke. While in command, task-oriented
leaders are more direct and more control-



ling. In fact, a good task-oriented leader
may have a lousy personality.

So how does recognizing task-oriented
leadership spice up the game? By way of
rolling against the value of LDR, charac-
ters can advise others under pressure.

Suppose Rico and Carlos, while carous-
ing in the bar, find themselves caught up
in a brawl. Three upset Yazirians have
started a fight. Rico, who holds Skill Level
3 in Matrtial Arts, yells, “Slap them in the
eyes — they're sensitive!” Rolling against
his LDR score of 40, Rico rolls a 29; he has
told Carlos, who knows nothing about the
martial arts, what to do. In the melee
phase, Carlos tries to whomp his aggres-
sor's reflective goggles. He succeeds and
escapes being hurt. In this example, Rico
has lent his Martial Arts skills to Carlos.

Translated into figures the referee can
understand, the lending of a skill requires
verification that the prospective listener
can hear the speaker and a LDR check for
the speaker. If both conditions are met and
the LDR check succeeds, the listener bor-
rows the skill. In all cases, the borrowed
skill is received at Skill Level 1 on a tempo-
rary basis. In the case of Rico slapping the
eyes of the Yazirian, the temporary basis
was one round.

Keep in mind several limitations for
lending and borrowing skills. A PC must
reach Skill Level 2 in a skill before being
able to lend it. Skills that may be shared
include only military skills and the most
basic in the remaining categories (such as
Operating Computers, First Aid, Operating
Vehicles, Stealth, and Concealment). Fur-
thermore, a skill is received at Level 1
despite the expertise of the lender. It is
impossible for a PC to make everyone
nearby an expert in these skills.

Consider another application of skill-
lending at the scene of the barroom brawl.
Eventually, the fighting subsides and the
Yazirians stumble out the door. Rico has
suffered 20 points of damage from being
clubbed with a Yazirian paw and a broken
bottle. Even though Rico possesses First
Aid at Skill Level 2, he cannot perform
First Aid on himself; that skill can be per-
formed on others only. But he is still con-
scious and decides to lend First Aid to
Carlos. To succeed, Rico must roll less than
his LDR score: 40. He rolls 84; as a result,
he has failed to communicate the remedy
effectively. Carlos, who finds himself
unable to set the bandage, could try again,
but getting his friend to the hospital might
be more helpful.

Skill-lending, though limited in itself, can
really improve an adventure on the whole
by encouraging players to cooperate. An

injured medic can advise another person Surely, you’'ve noticed. More color, more articles, a whole new
on treating wounds. A vehicles specialist look —and still, more than ever, the most powerful creature in
can coach non-drivers in the ways to use the fantasy gaming world. See the DRAGONMVagazine
various kinds of transportation. By point- subscription card in this issue for more information.

ing out solid cover, a military character

can help his friends evade enemy fire. DRAGON is trademark of TSR, Inc. °1987 TSR, Inc. All Rights Reserved,

Using LDR in this way justifies characters
of different interests and professions
coming together in the first place. Q
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NEW PRODUCTS FOR JULY 1987

B1-9 In Search of Adventure
D&D® Game Supermodule
This D&D® campaign adventure is reprinted from
nine Basic Set modules, for character levels 1-3.
From the little town of Threshold to the dangerous
city of Specularum, the adventurers encounter a wide
range of exciting challenges.
Suggested Retail Price: $15.00
Product No.: 9190

DA4 The Duchy of Ten
D&D® Game BLACKMOOR™ Adventure
by David Ritchie
Travel into the Duchy of Ten and become
enmeshed in a wild and dangerous adventure! Can
you make it out alive? Based on David Arneson’s
original campaign in Blackmoor, for levels 8-12
(Expert  Set).
Suggested Retail Price: $8.00
Product No.: 9205

H3 Bloodstone Wars
AD&D® Game Adventure
by Doug Niles and Michael Dobson
Using the BATTLESYSTEM™ 