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Great Wall of China. Built tc

AD&D Greyhawk
Scarlet Brotherhood
Adventure

You asked for it. so here it is: the

return of the monk and assassin char-

acter classes! The Scarlet
Brotherhood has emerged to spread
fear and terror throughout the
Tilvanot Peninsula. Hepmonaland.
and Amedio Jungle.

Look into the shadows and see
what awaits.

..

Ravenloft Novel
Spectre of the Black Rose
James Lowder

In this chilling sequel to Knight
of the Black Rese. Lord Soth.
infamous Dearh Knight of the
Dragonlance and Ravenloft
settings. fights to keep his reign
of terror from crumbling.

AD&D Forgotten Realms
The Accursed Tower
Adventure

Head to lIcewind Dale. home of the
famous drow ranger Drizzt
Do'Urden. and take on this action-
packed adventure designed by

R. A Salvatore.

Venture into the Accursed
Tower and discover unparalleled
challenges for low-level
adventurers.

AD&D Forgotten Realms Novel ‘
Evermeet: Island of the Elves
Elaine Cunningham

You want to know about the
elves? This novel is filled with
elven history. from the dawn of
time to the hour of their greatest
need. When Evermeet comes
under attack. Queen Amlaruil's
sacrifice holds the last hope of safety.
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keep out Les, the Rules Lawyer.
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FEATURES
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lan Malcomson
The Anglo-Saxon Dark Ages are the perfect setting
for an AD&D® campaign.

%

Fighting with Flair SR Dirirviets [
Lance Hawvermale
Make your Warriors more than hackers.
5“ Hj Wyrms of the North
Ed Greenwood In the North,
- Valamandarace is “The Dragon Queen.”

101 Paladin Quests }) AD&D Aliens

Johnathan M. Richards Pavid Eckelberry
Whether to seek a holy sword, find a bonded mount, or Quick and curious,
atone for failings, Paladins have dozens of quests to follow. ~ ~1he T'sa” makea

great addition to
5ﬁ your fantasy
- campaign.
Fiction aH Dragon
Ecologies
Charger Paul F. Culotta
Ben Bova Even the Wrath of the
Orion and Arthur face the Saxon threat. Old might not learn enough
ﬁ 4 about “The Ecology of the Firenewt
— and Giant Strider.”

28

ROLE MIODELS <« v vvn0 5 sighvs » s o
CONVENTION CALENDAR . .
DRAGONMIRTH™ ......... b

1[[2 Battlezone KNIGHTS OF THE DINNER '_TA LH
Stephen Kenson From the computer game to your TSR™ PREVIEWS .. ... dus
gaming table, these war machines can save or conquer PROFILES ........%

a solar system.

ON THE COVER

The art of Roger Raupp covers the gamut from SF to historical subjects—much as the editorial contepi®
does this issue. Roger’s interest in the historical, however, borders on obsessive when it comes )\
matters of King Arthur. This little-known fact made him our first and only choice for cover
artist this month. Pleased as he is at having his work on the cover of the magazinehe =
art directed a decade ago, he couldn’t stop there. (Did we mention obsessive?)
For another view of Roger’s Arthur, turn to Ben Bova’s story on page 64.
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TRAIN HARD WITH
FOUR GUILDS TO
STRENGTHEN YOUR
MIND AND BODY.
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Fasy toplay. - ‘98
Hard to resist, —~aner-

ENLIST A MAGICAL FAMILIAR TO FIGHT BY =—*
YOUR SIDE AND DO YOUR BIDDING.

" +—= ENGAGE IN REAL‘TIME COMBAT
AGAINST A HOST OF POWERFUL
AND DEADLY CREATURES.
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Turn
Changing History

urists point out the difference

between “hard” and “soft”

science fiction. (That’s not to say
there’s anything wrong with the latter;
even purists love Star Wars, as long as
you don’t claim it’s hard science fiction.)
These purists quibble even among them-
selves, but one way to identify hard
science fiction is to look for stories that
make one scientifically plausible
assumption and then follow its likely
effects on human beings to their logical
conclusion. What we call “soft” science
fiction usually appears as space fantasies
or superhero adventures. They might
include plenty of technological-looking
devices, but there’s no effort to explain
how or why any of it works. The
“science” in these stories provides little
more than props and costumes.

The same hard/soft division exists in
fantasy, though not as clearly and not
nearly to the same degree. “Hard”
fantasy is harder to define than is hard
science fiction. If there is such a thing,
then Larry Niven demonstrates it in The
Magic Goes Away, anovel in which he
defines the “science” of his magic, then
abides by his own rules. Still, it’s a mess
to define stories that depend on magic as
anything “hard.”

Instead, look at historical fantasy and
alternative histories. That's where
purists can draw the line between the
“hard” and “soft” forms. Alternative
histories, like hard science fiction,
depend on taking one plausible event in
history, changing it, and exploring the
probable effects of that change on
humans—and, of course, on our history.
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Historical fantasy, on the other hand,
requires only that you start with a world
somewhat resembling the historical one.
From that point, you can go anywhere
you like. As long as you can still recog-
nize your starting point, maybe it’s your
version of Elizabethan England, then it's
still “historical.” So what if Shakespeare
is the Queen’s Sorcerer and bids his
familiar Ariel to pluck off the beard of
that wicked alchemist, Christopher
Marlowe? You recognize the names, so
it’s “historical "—well, at least as much
as Star Wars is “scientific.”

Alternate history is the exception
rather than the rule in roleplaying game
settings. Think of how many “almost-
Englands” or “sort-of Romes” you've
seen in AD&D settings. They aren’t even
close to a true alternate history in most
cases, but somehow they still seem
historical. In that sense, they serve their
purpose by giving your game a more-
or-less realistic starting place. From
there, you can take your game wherever
your imagination carries you.

In this issue, we present you with the
Anglo-Saxon Dark Ages in a way that
we hope will please history buffs and
fantasy fans alike. Purists can easily
ignore the goblins and Runecasters,
while others can add Camelot and
Merlin with all their grandeur and
enchantment. However you change
things for your own campaign, drop us
a line to let us know how you decided to
change history.

Publisher
Wendy Noritake
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Pierce Watters

Editor
Dave Gross

Art Director
Larry Smith
Associate Editor
Chris Perkins
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Deathis the only rewa

BeHind you lie tHe gates to tHe strongHold of New Jollis, tHe
lArgest city in All of SoutH Vormis. You stAnd in tHe central
QuArter before tHe legendary Big Rocs’ Cafe. THe Duke

HAas declared A state of maArtial law until tHe brigands

tHAt HAve been terrorizing His IAnds Are defeated.

Great ricHes and fame AwaAiIt tHe Heroes tHAt

succeed, And tHeir names sHaAll be

sung by troubAdours

tHrougHout

tHe land.

Adventure and Glory
AWAIt you in tHis RAdicAl
New Online Role-playing GAME.

® Over 200 Race/Class combinAations
® Scores of sHops witH tHousAnds of items
® See wHAt your cHarAacter sees in A 3D world

® Hundreds of maAgic spells tHAt you cAn Alter to
Suit your needs

www.subie



A Source of Ideas

I've been reading DRAGON® Magazine
and playing the AD&D?® game since
the mid-eighties. Like a lot of people, I
started off thinking that numbers and
stats were the only components of the
game, and I read the magazine just for
the new spells and more powerful
magical items.

Somewhere along the way I started
DMing and began using your maga-
zine to get a better idea for rulings in
the spirit of the game. I still have a
closet full of back issues sitting in milk
crates in no particular order. Over the
years there have been many articles
and columns that I had no use for, so I

Keep in Touch!

To share your opinions on this issue of the magazine,
post a letter to “D-Mail,” DRAGON® Magazine,
1801 Lind Avenue S.W., Renton, WA 98055, USA.
Send email to. dmail@wizards.com.

Include your full name and mailing address if you
expect your letter to be printed, and let us know
how much of that address you’d like printed.
(We'll assume city and state otherwise.)

For subscription inquiries, send email to

DRAGON Magazine is not the law gov-
erning the AD&D game. Like it says at
the beginning of either the DMG or the
Player’s Handbook, feel free to change
the rules to fit your campaign ...
everything is optional. In that light,
DRAGON Magazine embodies the spirit
of the game.

As for the humorous articles that
some say will never be used in the
campaign, you are probably right. I
doubt that I will ever use a blink woo-
ley mammoth, a chainsword, or the
explosive familiar spell. I am not sure
that I really ever needed to know the
air speed velocity of a bozak dracon-
ian, and I don’t see myself quoting

RAGON Magazine is not the law governing

the AD&D game.

skipped over them. Now, my players
are used to the familiar rummaging I
do before just about every game. I dig
through the magazines looking for
something that clicked in my head
during the last game session, or dur-
ing the week. I flip through each table
of contents seeking what I remem-
bered and take a quick read through
the article or column. I know that there
are still quite a few pieces that I
haven’t read yet, but I can’t say that
they will never be of use to me.

I don’t recommend that everybody
try my style of GMing. I recommend
that those who write in complaining
about a specific piece remember that
their changing preferences might get
the best of them. Even if it merely stirs
your own imagination, any article
could come in handy in the future.
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poetry extolling the virtues of giant
space hampsters or Nodwick. I did,
however, enjoy a laugh the first time I
read them. I still dig them out and
show them to people who have never
seen them, and they laugh as well. I
don’t know about the rest of you, but I
need that occasionally. If you don’t
need the laughter, then please bear
with those of us who do.

I have never written in. Usually
someone would state my feelings for
me in their own letter, or at least many
have come close to the mark. My
advice to the great people at DRAGON
Magazine: you cannot please everyone
every issue, not even me. Don’t be
afraid to stand behind ideas. The mag-
azine suffered when it changed every
issue for a year or so trying to make
everybody happy. Now it looks great

and keeps getting better.

As for my games, I went from play-
ers balking at my every ruling to run-
ning, in their words, “the best game
they‘ve ever played.” I could not have
done it without y’all. Thank you for
the “sage advice.”

John Barnes
Spartanburg, SC

More for the Web

I just wanted to write to say what a
great annual you put out this year. It's
better than ever. I especially wanted to
say how much I liked “By Dragons
Ruled and Divided” by Ed Green-
wood. I'd been hoping for a summary
of the dragons in the North ever since
he started the “Wyrms of the North”
series.

What I'd really like to ask, though,
is that you put the map of the dragon’s
domains on your Website. Since the
Core Rules CD came out, I've found
using my computer while roleplaying
to be an invaluable resource. More
material on your website would be
greatly appreciated. Thanks, and keep
up the good work.

Matthew Avery
Berkeley, CA

Your wish is our ... ah, you know the rest.
The electronic copy of Linda Kekumu's
“Wyrms of the North” map is already
uploaded at http:/fwwuw.profantasy.com.
While you're online, stop by the TSR site
(www.tsr.com) and check out the message
boards and chat room in the “community”
section. That's yet another good place to tell
us what you think of the latest issue, and
once a month or so to chat with the editorial
staff and other gamers about topics ranging
from submitting your own articles to brain-
storming themes for the next few years.



Regarding 254

“PC Portraits”: I've heard it said by
someone else and I must agree. This is
a fantastic idea. If you are thinking of
doing it in color—don’t. I don’t like the
idea of cutting up my magazine, so I
would just photocopy the pictures,
ensuring that they’ll stay in black and
white on my character sheets. Besides,
the old tradition in AD&D is for each
player to have a little sketch of his
character in pencil. Black and white
copies allow this tradition to remain
somewhat intact. I can always go for a
box of crayons, right?

Giantkin Theme: I don’t recall you
ever doing that before. The NPC
giants were interesting, and the battle
tactics showed more thought in that
realm than I ever thought possible.
The new undead giants were neat,
especially Stephen Schwartz’s art-
work. Please let him know that I
appreciate his work. As for the mon-
sters, I guess I was disappointed—
they were all undead. I was hoping for
some different types of living giants,
but they were interesting.

“The Measure of a Monster”: |
liked this piece by Lester Smith. I like
historical elements of the AD&D
game, and I like introducing some of
those mythical archetypes. I would
like more of these.

“Are you Proficient?”: This was the
most useful article in the magazine.
Fantastic. I have organized all of the
proficiencies from all of the AD&D

game products over the years; now I
have all of the proficiencies in one
place. I was glad to see some new and
thoughtful ones by John Pitsker. I'll
add them the proficiency files.

“Life is the Pits”: This described
some great stuff to put into an adven-
ture, especially a low-level one with
younger players. Kind of a DM’s grab
bag of goodies. Reminds me of those
old traps books by some other com-
pany. Alec J. Baclawski did a good job.

“Wyrms of the North”: More stuff
from Ed Greenwood. I admire Mr.
Greenwood’s proficient creativity, but
I'm kind of getting to the point where
I skip over it every month. I usually
check out the new spells or magical
items.

“Rogues Gallery”: I like this col-
umn, especially if the characters are
always taken from your general read-
ership. What a kick for someone to see
his or her character in print! That’s a
great idea, and it’s useful too. DMs are
always looking for interesting NPC
personalities.

“Ecology of the Cyclopskin”: This
looks good, but I confess I didn’t read
it. I am just not as interested in these
ecologies as I was many years ago.

“DRAGONMIRTH™: | love the jokes. I
particularly like when you sprinkle
them through the pages of the maga-
zine. It’s like finding a hidden gem
while you are reading. A real treat.

“ProFiles”: Jeff Easley, great cover,
and great artist. It was good to find
out more about him. I like these little
tidbits of information.

Jason E Smith
Heber City, UT

Credit Where It’s Due

1 have been a subscriber for nearly
eight years now. I have begun to
notice you no longer place as much
interest in the descriptions of the cover
art as you used to. I, for one, think that
the artwork on the cover is as integral
to the magazine as an article or even
the letters columns; it is the first thing
people see when they receive their
new issue each month. However, I also
think that the artist deserves more
recognition for their hard work than
just their name along with some stale,
hastily written pun.

I used to like it when there would be
a blurb about when we could expect to
see more work by that same artist
along with something about how that
piece of art was found or how it was
produced. Maybe even something
about what medium the piece was
done in: watercolor, oil on canvas, col-
ored pencil, etc.

Fantasy art is a small but growing
business; the artist signings at this
year’s GEN CON"® game fair were testa-
ment to that. I would simply like to
see credit where credit is due. DRAGON
Magazine cover art has always been a
signature mark of the magazine, and
to date the pieces selected have always
represented what the magazine has
stood for. To deny the artists and the
readers the recognition deserved is
simply a step in the wrong direction.

Sean Crotty
Stony Point, NY

We think Sean’s right, so we've dedicated
more room on the Table of Contents for the
cover art. What do you think?

By Aaron Williams

DRAGON 257 + 9



Chronicles Casting Continued

In “DMail” from issue #255, Russell
Thraikill had some good suggestions as
for the cast of a TSR movie based on the
DRAGONLANCE® Chronicles. Being one of
the biggest DRAGONLANCE fans alive, I
just have to reply with a list of my own
personal choices for said movie.

Tanis Half-Elven: Mel Gibson and
Bruce Willis are not good choices for this
one. I would have to put Kevin Sorbo
(Hercules) in this part.

Sturm Brightblade: This is a role
made especially for Mel Gibson. "Nuff-
said.

= Goldmoon: This would have to be
DraGcoN Magazine Ariana Richards.
Riverwind: Lou Diamond Phillips is
Back Issue Order Form e
Tasslehoff: A toss up between
Name: Michael J. Fox and Jonathon Taylor
. Thomas.
Address | Tika Waylan: Nicole Kidman. Who
; . else has the right shade of red hair?
Sy Statelelp: Highlord Ariakus: This is where
Phone: Bruce Willis bEIOHgS.
#84 #103 __ #140 __ #167 __ #185 __ #206 __ #225 Kitiara: Lucy Lawless is perfect for
T #85 __ #105 __ #141 __ #168 __ #186 __ #207 __ #226 | thepart .
_ #86 __ #107 __ #143 __ #169 __ #187 __ #208 __ #231 Raistlin Majere: My favorite charac-
T #87 ___#108 ___#145 __ #170 __ #188 __ #209 __ #232 | terfrom the series would have to be
T #88 _ #109 __ #147 __ #171 __ #189 __ #210 __ #233 portrayed by Christopher Walkin (The
~ #89 _ #110 ___#149 __ #172 __ #190 __ #211 __ #235 Prophecy).
_ #90 __ #1719 ___ #151 ___ #173 ___#191 __ #212 __ #236 Lord Soth: Ricardo Montalban (Star
___#91 ___ #120 ___#152 ___ #174 ___ #192 __ #213 __ #237 Trek I1: The Wrath of Khan) is perfect for
T #92  _ #121 __ #153 __ #175 ___#193 __ #214 _#ggg thepait
_ #93  __ #124 __ #154 __ #176 __ #194 __ #215 __ # Soof vt Gtk
T 494 __#126 __#156 __ #177 __#195 __ #216 __ #240 (MP;:;: Koﬁ;ﬁ;ﬁiﬁg ectLanonbr -
#95 #128 _ #157 __ #178 ___ #196 ___ #217 ___ #241 e _ "
T 496 _ #129 _ #158 __ #179 __ #197 __ #218 __ #242 | Part withalittle computerized assis-
— #97 #130 _ #160 __ #180 __ #198 __ #219 _ #243 tance.
T #98  _ #131 __ #163 __ #181 __ #199 __ #221 __ #244 Theros Ironfeld: I would be hard
T $#99 __ #132 __ #164 __ #182 __ #201 __ #222 __ #246 | pressed tochoosebetween SamuelL.
—#101 #133 _ #165 __ #183 __ #203 __ #223 _ #247 Jackson and James Earl Jones.
: #102 : #138 ___ _#166 ___ #184 _  #204 __ #224  #248* Lauralanthalasa Kanan: Sharon Stone
(Basic Instinct) would be a good choice.
* Newly No. of Issues: Fizban the Fabulous: While Iagree
available x $8.00/issue $ with Russell that Christopher Lloyd
WA Residents add 8.6% tax: $ would be a good choice, I still have to
Total in U.S. Funds: $ say that Mel Brooks would be much
better as the befuddled old mage who is
Method of Payment I.ea_uy Paladine.
7 Check (71 Money Order (3 Mastercard 1 visa Tarnis Bl o ool sakasn
Card No.: Expiration Date: z‘;;]i?t Yoice e aiiver ovgald
Signature: Date: —
Price includes postage and handling. Issues will be shipped via regular mail. Raleigh, NC
Please allow 6-8 weeks for delivery. ’m
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Join the forces of good and evil as they battle to possess the Crystal!

Fantasy ol the Crystal Chess oet

Remarkably detailed pewter sculptures; chessboard included at no extra charge!

iscover the magic world of the extraordinary level of detail. A Crystal Chess Set comes with an
_/ Fantasy of the Crystal! A world sparkling, multi-faceted cut crystal exciting booklet describing the
of mystical characters—all battling adorns each playing piece. The ele- characters and their battle for mas-
to capture the power of the Crystal gant hardwood chessboard contains a  tery of the Crystal. Each piece is
and make it their own! convenient storage compartment, attractively priced at just $19.95
Exquisitely crafted and is included at no extra charge. (plus any applicable sales tax and
: . $2 .95 shipping and handling). You
Whether you join Melda, the Witch Superb value. . 'PPINg 4 Anciing
Oue o . . - _ will receive playing pieces at the
Jueen. . .or side with wizards and Created exclusively for the i T :
Tocle this o ) , ) : rate of two every other month. You
warlocks, this exquisite chess set will Danbury Mint, the Fantasy of the

keep you spellbound.

Each piece is crafted of lustrous,
antiqued pewter and features an

need pay for only one piece per
month. Your satisfaction is guaran-
teed. Return your Reservation
Application today!

Chessboard shown
much smaller than
actual size of
184" x 184" x 3".

© MBI
T RESERVATION APPLICATION
)
i The Danbury Mint Send no
| 47 Richards Avenue money now

} Norwalk, CT 06857

: Fantasy of the Crystal Chess Set

) .
Yes! Please accept my reservation for the Fantasy of the

3 Crystal Chess Set, as described in this announcement.

Name I w— - o
Please Print Clearly

Address _

L:ﬂ_\’ e —— I B ————

State: 7] |

Signature _

Oirders subject to acceptance

Name to print on Certificate of Registration (if different from above

Allow 2 to 4 weeks atter payment tor initial shipment 1001E DRE




1 by mal’fing”Fomm, DR
WA 98055, USA; dmail@

A Level Playing Field
The level system has been brought up
for discussion several times. Yes, the cur-
rent level system isn’t very realistic, but
come on: it’s fantasy, not real life. I agree
with Leon Chang’s premise (from issue
#252) that skill-based systems can be nit-
picky. Also, there is something to be said
for the feeling of accomplishment that
comes from finally reaching the next
level. That feeling just isn’t present in
games where a single statistic improves
by one at the end of each session. Skill-
based systems may currently be popu-
lar, but it doesn’t seem to have affected
the AD&D®game. After all, if you wanta
skill-based system you have the PLAYER'S
OrTION” books.

people to think that the current level
system is the only way to go, or even the
best way. I have a suggestion for adjust-
ing the level system that makes it more
realistic and also addresses some of the
other problems people have discussed. I
recommend splitting the system into
two different level scores. The first is the
Combat Level, and the second is the
Skill Level.

The Combat Level would be based on
XP gained from killing monsters. This
allows Combat Levels to increase more
uniformly across the classes. After all, if
your character can kill a red dragon, then
your character deserves to have a higher
Combat Level. This can be explained by
calling it practice with the weapon to

here is no reason that the AD&D game must

move away from the level system.

There is no reason that the AD&D
game must move away from the level
system. Justin Bacon’s computer anal-
ogy (issues #249 and #254) can be turned
completely around. DOS has been
around for almost twenty years. Win-
dows has been around for at least ten
years. Each of these systems have been
updated many times, and neither has
been abandoned. Windows 95 and 98
hide DOS in a shell, but the code for run-
ning Windows still operates out of DOS.
This is obvious just by watching the
command codes scroll by when the com-
puter boots up. My point is this: the level
system is still a valid way to run an RPG,
just as DOS is still useful, even in combi-
nation with the newer Windows system.

Now that I've said that, I don’t want
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increase THACO and generally increas-
ing the characters’ confidence in their
ability to face opponents. This promotes
realism because it clearly delineates the
veteran warriors from the green troops
(or the Mage that rose in level through
book knowledge alone). A Dungeon
Master (DM) who emphasizes hack-and-
slash gaming will have his or her players
rise more quickly in Combat Level.

Skill Levels act as the foil to Combat
Levels. A character’s Skill Level would
be based on XP for time spent roleplay-
ing, training, and working on proficien-
cies. The skill levels for each class could
differ as widely as necessary, but the
idea is to let characters learn more stuff
or get better at things the longer they
study and practice. It would certainly

make Mage schools and Lloyd Brown
III's “Weaponmasters of the Flanaess”
(DRAGON® Magazine Annual #3) more
popular with the players if they could
learn new skills at a quicker rate. Skill
Levels would determine nonweapon
and weapon proficiencies, specializa-
tion, and mastery. They would confer
spellcasting levels and might clarify
spell research. I think it should also
improve the proficiency checks for pro-
ficiencies a player has used for a while.
This brings realism to the game by let-
ting anyone attend college, whether
they are 18 or 388. A DM who empha-
sizes noncombat scenarios will have
his or her players rise more quickly in
Skill Level.
Tim Ellenbecker
Minneapolis, MN

Keep It Simple

At its roots, the strength of the AD&D
game is its simplicity. Simplicity allows
for faster play. It allows the core rules to
be applied to a variety of settings and
concepts. Most importantly, from a fiscal
standpoint and therefore to the game’s
survival and continued support, is the
game’s ability to incorporate people
who have never played an RPG in their
lives into an adventure rapidly, without
frightening them away with a wall of
complex numbers, charts, and jargon.
Indeed, if a more experienced player
takes but a few minutes to assist a novice
with the minimal bookkeeping, the
AD&D game can actually be played ona
nearly intuitive level without reading
the rules before “sampling” the game
itself. This ease of access to those who
would otherwise not even enter a hobby
shop is priceless. The AD&D game’s
most powerful sales tool is word of



mouth. The axiom of “Keep It Simple,
Stupid” is certainly applicable to game
design.

The above stated, what portion(s) of
the game should be more detailed,
even at the cost of game play? None.
The single possible exception could be
to “front-load” the game; that is, add
complications to the portions of play
that do not affect the playing session
itself (the most obvious example of this
is character creation) to simplify and
speed play during the group session.
In the case of AD&D, this design tech-
nique would undermine a novice
player’s ease of entry into the game. For
this reason, if a more complex system of
character generation (or similar innova-
tion) were to be employed, the game asa
whole would be better served if this
innovation was relegated to campaign
settings, optional rules, or similar areas
that would allow it to be applied incre-
mentally to prevent overwhelming the
new player. It cannot be expressed
strongly enough: no game change
should be introduced that would inter-
fere with or contradict the core rules or
require that these new, secondary rules
be learned before play may begin.

The issue of which portions of the
game should be simplified is more diffi-
cult to address, for in this area the dis-
cussion is not so clear-cut. At this point,
I must speak mainly from personal
experience (has it really been over
twenty years since I began to DM?) and
preference. '

Classes: Sub-classes and kits are
extraneous and counter-productive to
roleplaying. They cater only to power
gamers and are not efficacious to the
development of well-rounded charac-
ters. Too many players use character
class as a crutch for character develop-
ment. What is a Ranger? (50% Fighter,
25% Thief, 25% Mage or Druid), a Bar-
barian? (a Fighter with an attitude), a
Cavalier ? (a Fighter in armor with a
code of honor), an Illusionist? (a Wizard
with a special spell list), an Assassin?
(the best assassins may not even be
Thieves at all but Fighter /Mages), and a
Bard? (well the debate on that rages
across an entire host of class combina-
tions). Beyond this, the dual- and multi-
class rules are confusing and
inappropriately punitive. It makes little

sense that, to change to a new class, a
character must have very good statistics
in the class to be abandoned. It makes
even less sense to impose arbitrary lim-
its on the advancement of various non-
human races. (This does not result in
game balance, but instead in a pair of
imbalances with nonhumans dominat-
ing the lower levels and humans, the
higher.) It would be far simpler and
more fair to allow multi-classing of any
of the core classes (Fighter /Mage/
Thief/Cleric) in a pre-stated percentage
ratio, allowing, perhaps, no more than
three classes and a minimum percentage
per class of 25%. These changes allow
both the flexibility of character creation
and the rules clarity needed to keep the
game moving along smoothly.

the “memorize and cast” directness of
the AD&D game’s magic system, espe-
cially for the novice or social player.

Melee: A fast list of areas that are
usually changed to house rules for ease
of play and should be examined:
weapon speed factors, individual
initiative, missile fire into melee,
encumbrance, etc. Talk to a dozen dif-
ferent gaming groups and it rapidly
becomes apparent which individual
melee rules are being modified or not
being used at all. This is an area best
examined by playtesting with a few
teams of new players. Fans of detailed
combat are already playing Rolemaster*
or Warhammer*. The AD&D game
would be ill- advised to compete for
these players at the cost of the game’s
core audience.

ost nonweapon proficiencies are

redundant statements of skills that

all characters should obviously have ...

Race: On the surface, there seem to
be too many available races. On the
other hand, AD&D has always pushed
the envelope of racial roleplaying.
(The old Rogues Gallery had a lizard
man long before the actual rules even
hinted at the possibility.) Examination
of the many available races shows
that, excepting the one page summary
of the race presented in the PH, the
majority of the rules relating to charac-
ter race are about multi-classing, a
problem that can be fixed without
removing classes.

Magic: This specific subject is a
lightning rod for opinions. For the sake
of brevity, let me merely point out that,
to maintain the theme of simplicity, no
new magic rules should be instituted
that require a player to do more than
know the spell descriptions in the PH.
Options would be greatly welcomed
by the playing community, and the
large number of spells in print is a
source of confusion in itself, but the
options should never conflict with or
undermine the base system. If players
wish to play an intricate magic system,
they will be drawn to games like Ars
Magica*. There is a definite appeal to

Nonweapon Proficiencies: Most
nonweapon proficiencies are redundant
statements of skills that all characters
should obviously have, but are part of
the game because the players do not
trust the DM to assume that PCs have
obvious abilities without some quantita-
tive rule to defend themselves. The
remainder of these proficiencies, such as
Blind-fighting, are actually weapon
skills disquised as nonweapon skills.

If it is a new skill, learn it through role-
playing and write it on your character
sheet to remember it. If it is something
the character should rightfully be able to
know or do, they have the skill. The
AD&D game does not need these new
rules, just a fair DM.

The most important area of the AD&D
game which should be examined and
simplified is the layout and presentation
of the gaming material itself. AD&D
material has always been disorganized,
and 2nd Edition only exacerbated the
matter. Many nonplayers have the (false)
perception that they must invest a large
amount of capital into gaming material
before they can play—PH, DMG, one
MOoNsTROUS MANUAL™ book, Torme of
Magic, abook of kits (even if only for the
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one class the player wants to play), etc.
Even without getting into PLAYER'S
OptION: Skill & Powers and their ilk, the
external perception of the game is that
one must spend over $100 before run-
ning a character. This is not true, but the
perception is there. This could be allevi-
ated by packaging and presenting the
products in a different manner. Most of
the PH is spells, and a large portion of
the DMG is taken up with magical items.
If the number of spells given in the PH
and the number of items in the DMG are
reduced, the PH and DMG could be con-
solidated into a single book of core rules.
“One book and play” has a definite
appeal to the gamer who may be unsure
of which gaming system they wish to
invest in. Want more spells? Buy a book
of spells. Want more magical items? Buy
a book of magical items. More races? You
get the idea: minimal initial investment
followed by expansion as desired.

Once a player begins the game, the
supplemental products sell themselves.
If certain settings need special rules (like
the RAVENLOFT® campaign setting), a
detailed character background genera-
tion system (like the DARK SUN® setting),
special spellcasting rules (like the

ing. The “Tactical Simulations” distinc-
tion has been gone from TSR for years;
let’s not bring it back. Every moment of
a playing session spent on dice, num-
bers, books, and charts is a moment
spent not only away from roleplaying
but also away from playing at all.
M. Keaton
Center Line, MI

More Third Edition

We’ve been arguing about the 3rd Edi-
tion and the changes that should be
made. Here are my two cents on the
subject:

Experience: I love experience points,
and I think they work great. I give expe-
rience for all sorts of things, like role-
playing and problem solving, as well as
treasure gathering and monster slaying.
The rules should focus more on different
methods of gaining experience points. I
think it is the best way to measure the
success of a character.

Justin Bacon'’s Classes vs. Templates
Idea: Perhaps Justin hasn’t read the
PLAYER’s OPTION: Skills & Powers rules.
His desired template system is already in
place. Different templates (character
classes), which can be customized by

he rules should focus more on different

methods of gaining experience points.

FORGOTTEN REALMS® setting), or other
rules modifications, put these rules
within the campaign setting boxed sets.
If a module is for one of these specific
settings, these rule changes are reflected
within the module. If the module is not
setting specific, only the core rules need
apply to run the adventure. This change
drastically streamlines the interpretation
and application of the rules, increases
the appeal to new players, and actually
results in no real change in product line,
only a different presentation. All things
considered, this would be a large gain
for a little work (mostly in editing and
formatting).

The AD&D game is based on simplic-
ity. Tampering with that premise is tam-
pering with, and thereby risking, the
entire structure of the game. Simple, fast,
and open—the AD&D game is roleplay-
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using character points in these rule
books. Furthermore, character races can
be altered this way as well.

My group has even created a way to
integrate the Skills & Powers abilities to
each class without using the character
points. We allow these abilities or hin-
drances to be applied to a character and
then apply an experience point penalty
or bonus. This system is amazingly
effective. For instance, if a Fighter wants
to start using a few Thief abilities, or cast
some spells, or attack an extra time each
round, he takes a substantial experience
point penalty to all experience earned
throughout his career. The concept is
simple: a character can do anything she
wants; she just has to pay to do it by
advancing far slower than other mem-
bers of her class.

The continued use of classes (as tem-

plates) is comfortable to us old players
and is augmented by the excellent and
creative adjustments in the PLAYER’S
OPTION books. If I were designing the
3rd Edition, I would put both methods
of character and race creation in. I
would use the point system and the nor-
mal class system, with the augmented
abilities costing points or experience
penalties. This removes the ridiculous
multi- and dual-class concepts. Any
class or race can gain any skill in what-
ever combination; they just have to pay
for it. A multi-classed Cleric/Fighter
would advance half as fast as a normal
Fighter. With the experience point
penalties system, a Fighter who has
clerical abilities advances half as fast as
one without. They are the same. It's a
great system, one that is actually more
useful than the point system. The point

.system limits you because you only

have a finite amount of points. With
the experience penalty system you can
do whatever you want. If you want a
Fighter/Cleric/ Wizard /Thief, fine. It
takes roughly 10,000 experience points
just to reach 2nd level. Meanwhile
everyone else is achieving 4th level
and is probably far more powerful
than the mish-mash character. The
difference is that a 20th-level multi-
classed character would be far more
powerful. No one has been willing to
try and suffer through to that point yet,
so I can’t tell you what would happen.

Spellcasting: Geoffrey Plauche
expresses dislike for the current spell
system in which a Mage forgets his
spells after he casts it. He should refer-
ence the PLAYER’S OPTION: Spells & Magic
book which offers some excellent
options for spellcasters that are different
from the current system.

Is a 3rd Edition Necessary? Dana
Aquadro and Geoffrey Plauche have
stated that a 3rd Edition should be made
only if substantial changes were made to
the game; otherwise, why ask everyone
to shell out all that money?

Let me comment by referring to the
justification for making a 2nd Edition of
the game. The 2nd Edition was simi-
larly questioned when it was conceived.
Many people offered the opinion that it
wasn't necessary. But in truth, the 2nd
Edition was necessary. The first and
foremost reason for this decision was



because the 1st-Edition rules were
unorganized. A reorganization of the
rules was necessary. When David Cook
set out to create the 2nd Edition, he
refrained from reinventing the game
and simply created a streamlined,
highly organized edition that was more
useful and easy to use.

A few new ideas that had been intro-
duced earlier showed up in the 2nd Edi-
tion, namely spell spheres, Specialist
Mages, and proficiencies. A few charac-
ter classes were removed, and the Bard
was reworked. Overall it was cleanly
done and well conceived. Later they cre-
ated the Character Kit idea. But why a
3rd Edition? I can think of three possible
reasons:

1. The rules are unorganized. With the
accumulation of ten years of books,
there are as many new rules as there
were last time. The PLAYER’S OPTION
books have many different ideas. Fur-
thermore, there are newer and better
systems and ideas that need to be inte-
grated into the AD&D game. Basically,
the rules themselves need to be changed
and updated.

2. This idea is a marketing idea. Role-
playing games have had some problems
lately. Perhaps a new edition of the game
can bring in more dollars. Maybe they
are just trying to save the game. Such is
the power of the market.

3. Wizards of the Coast bought the
game, and they want to change it
because it’s theirs now. They just want to
fiddle with it, make it their own. Wiz-
ards of the Coast apparently has yet to
justify to anyone why they are thinking
about a 3rd Edition.

It seems funny that they ask us what
we think should be in it, but they aren’t
telling us why they are doing it. If you
think about it, it's probably a combina-
tion of all three of the reasons I've
listed, but I think it would be good
form if WotC told us why they are
doing this. To sum up, a 3rd Edition
could be useful, but not if it completely
changes the old system. If 3rd-Edition
AD&D is a completely different game, I
believe sales on the products will be
disappointing. If that’s the case, we can
all take solace in the fact that there is a
lot of 2nd-Edition material already out,
and we still have our brains and our
creativity. We can make it up for our-

selves ... but, of course, we've been
doing that all along.
Jason E. Smith
Heber City, Utah

Make Another Save
After watching the recent discussion in
these pages about the possibility of a 3rd
Edition, I'd like to bring up one aspect of
the current game that I think could use
improvement —the saving throw system.
I've always found this to be a some-
what abstract way of determining the
results of magic and poison, and the
way that high-level characters become
practically immune to such things has
always been a quirk in the game.

et ability scores do the work of saving throws.

testing a character based on their raw
abilities. The PLAYER’S OPTION rules
help somewhat, but many still seem
ambiguous or unsuited to situations
that arise.

Let ability scores do the work of sav-
ing throws. That way, characters would
not become mysteriously immune to
poison or magic at high levels. It would
dampen the heavy power that high-level
characters often achieve and clean up a
messy mechanic that has never worked
well in the first place.

David Higgins
Los Angeles, CA

It seems unrealistic to me that char-
acters become more resistant to magic,
poison, and other such things just
because they advance in levels, espe-
cially to the degree that it occurs in the
saving throw system. Or, to take
another good example, that surviving
the breath weapon of a dragon should
be based on this system, which has lit-
tle to do with the character’s ability
scores or talents.

The solution I would suggest is to
base saving throw situations around the
character’s ability scores instead. Consti-
tution checks can be used to resist poi-
son, Dexterity checks can serve to help a
character dodge dragon fire, and the
Wisdom score could be the basis of
resisting magical effects.

Indeed, the improvement I would
like to see in a 3rd Edition of the game
would be a comprehensive expansion
of ability scores and their role in the
game. I continually find that the ability
scores as they are currently broken up
prove inadequate to situations that
arise in our stories. When I want a PC
to determine whether they can notice
something out of the ordinary, I'm
often forced to fall back on an Intelli-
gence check, which doesn't quite fit.

I like the attribute systems presented in
the ALTERNITY® game and the SAGA®
system—they seem better suited to

Back to Nature

In the AD&D game, Druids are the
most overlooked class. Many people do
not understand how helpful Druids
are. They can make travel faster, slow
down foes, talk to animals and plants,
call on the powers of nature, and even
heal the sick. They are better in a fight
than most Clerics. Even when under-
ground or in a dungeon their powers
are useful! Most players use Druids
improperly, leaving them feeling thier
Druid characters are a waste of time. I
am currently playing a Druid. At first,
my party felt  was a useless character;
however, after years of playing as a
Druid, I showed them how powerful a
Druid can be.

I am writing this letter to encourage
players to be Druids and say, “Hey,
Druids are a very good class!” and for
DMs to wake up and think, “Hey! Mak-
ing an adventure for Druids would be
fun!” And, in writing this letter, 1
encourage TSR to make more outdoor
adventures.

Joseph E. Matons
Staten Island, NY

~W
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By Ray Winninger

Last month, we began fleshing out our
AD&D* world by beginning with the
“hook” or single characteristic that dis-
tinguishes our campaign world from
most others. We also explored the first
two Rules of Dungeoncraft:

1. Never force yourself to create more than
you must; and

2. Whenever you fill in a major piece of the
campaign world, always devise at least one
secret related to that piece.

[0F; ) o CONCTarT

§ it

advantages: it gets you up and playing as
fast as possible, and it keeps your options
open so you can add more later.

What sort of information do you need
to know about local politics to begin the
campaign? The quick answer is, “just
enough to give the players some idea of
the world in which they live.” For now,
you want to provide a rough sketch that
will help the players’ imaginations fill in
their surroundings. You won’t need

ince it has the greatest potential impact

upon your first several game sessions,

start by considering local politics.

This month, we'll continue sketching
out the basic overview of the campaign
world by looking at home bases, politics,
and government.

The Government You Deserve
Obviously, the sort of government in the
campaign locale is likely to have a pro-
found impact upon the PCs and their
adventures. Many of the published
AD&D game settings devote a lot of
pages to this topic, detailing noble hierar-
chies, laws, and taxation systems. While
such information will eventually prove
useful, for now you should follow the
First Rule and create only the informa-
tion you need to get started. Just to recap,
this approach gives you two important
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NPC write-ups for important govern-
ment officials, specific crime and punish-
ment systems, or detailed military
chains-of-command.

Two different levels of politics are of
interest, and you should consider them
separately. You must know something
about politics on the broad “national”
level and something about politics on the
focused “local” level, Although none of
this information will have a direct impact
upon a play session for quite some time,
it's likely to help you create other details
that are more directly relevant. Deciding
a few things about political matters also
provides a few more “secrets” (from the
Second Rule of Dungeoncraft) that you
can use to shape your world.

Need Help?

Send your questions and anecdotes
about running AD&D game
adventures to:

~ “Dungeoncraft”
%o DRAGON Magazine
1801 Lind Avenue S.W.
Renton, WA 98055

Send email to
dmail@wizards.com

Home Base

Since it has the greatest potential impact
upon your first several game sessions,
start by considering local politics. Think,
at first, in terms of geography. Your goal
here is to decide upon a “home base” for
the PCs, somewhere relatively safe and
secure where they can rest and count
their treasure between adventures. This
base might serve as the locale in which
all the player characters came of age. It
should almost certainly serve as the site
of their first meeting. You shouldn’t ago-
nize over this decision for too long—
your PCs aren’t going to stay in this
location forever. (By the time they reach
4th or 5th level, you'll probably move
them along to bigger and better things.)
Once you've decided upon a suitable
base, you should think about who rules
this base (if anyone), where the nearest
uncivilized or wilderness areas are
located, how the home base interacts
with those areas, and whether there are
any local rules of interest. There are a
number of basic home-base templates:

City

You might choose to base your cam-
paign in a large fantasy city with thou-
sands of inhabitants. Such a locale has
several advantages—a wide variety of
shops and services at the players’ dis-
posal, constant traffic flowing through
the city, and a huge number of interest-
ing NPCs with whom the PCs might
interact. On the other hand, using a city
as your base of operations probably has



even more disadvantages. Cities are
large and time consuming to create and
map. Also, large cities are so rare and
important to most fantasy worlds that
they are bound to have lots of contact
with the outside world. In the early
going, this might be a problem, since
you don’t know all that much about
your world yet. Basing your campaign
in a city will almost certainly keep you
scrambling to create new details about
the game world. While some DMs prefer
such a challenge, most are best served
by trying to find a nice, semi-isolated
locale to use as the setting for the early
adventures.

Cities are generally overseen by an
important political official who sits atop
a large bureaucracy, usually an appro-
priately high-ranking noble (a duke) or a
civil servant (a Lord Mayor). (Of course,
nothing says you must use the standard
medieval European titles; feel free to use
or invent any titles you wish.) Since
cities normally serve as centers of trade
and knowledge, some of the bureaucrats
who govern the city are inevitably dedi-
cated to these functions—perhaps a
Master of the Docks who authorizes all
cargo that comes in and out of the city
(and makes sure the appropriate tax is
collected) or a Dean of Colleges who
grants visiting scholars permission to
use the city’s archives. Because a city is
bound to be of strategic importance to
the kingdom or empire that controls it,
it's likely to be heavily defended and
thus home to one or more large military
formations (and more bureaucrats, who
oversee these formations). Cities are also
likely to have their own highly orga-
nized constabulary serving as a sort of
medieval police force (with still more
bureaucrats to head them).

Stronghold

Astronghold is a keep or fortress built
on the fringe of an important border.
Because the stronghold usually sits at an
important crossroads or waypoint, it
often becomes a stopover on various
trading routes and a gathering point for
local loners (hunters, trappers, prospec-
tors, and adventurers). Strongholds
have an important characteristic that
makes them ideal home bases—the fact
that they are defensive constructs

suggests a close proximity to some sort
of perilous region (perhaps an enemy
nation, a dangerous wilderness, or the
territory of a threatening humanoid
tribe). Such a conveniently located “area
of mystery and danger” is an obvious
and accessible setting for adventures
(exploring ruins out in the perilous
wilderness, protecting the inhabitants of
the stronghold from the marauding
humanoid tribe, unmasking enemy
spies, etc.). Most strongholds are also
appropriately isolated from the rest of
civilization, cutting down on the amount
of game world detail you'll need to cre-
ate before beginning play.

Because strongholds are usually the
only outposts of civilization in their
vicinity, small towns or villages often
spring up around them, offering various
services to the stronghold’s steady
stream of visitors. Sometimes these
towns are encompassed by the walls of
the hold, sometimes they spring up
immediately outside the hold, and
sometimes they are founded a short dis-
tance away from the hold next to
another convenient geographical feature
(such as a pond or river). Since the
towns that grow up around strongholds

trongholds have an important characteristic

combined with the considerable military
forces at their disposal, this power can
make a despotic commander particu-
larly fearsome.

Feudal Towns

Feudal towns are mid-sized settlements
constructed in the shadow of an impor-
tant noble’s castle or fortress. Generally,
such towns are founded upon a pact
between the noble and the townspeople.
In return for overseeing his lands, the
noble offers the townspeople protection
from perils ranging from rampaging
monsters to famines and other calami-
ties. (In these cases, the noble is expected
to dip into his personal stores to provide
for his people.) Although the pact
between the noble and the townspeople
is rarely spelled out, it’s usually well
understood by both parties. Anoble
who fails to live up to his end of the bar-
gain may expect little sympathy from
neighboring nobles should the towns-
people decide to revolt against him. For
their part, the townspeople are typically
obligated to hunt, farm, or mine the
land, while ceding the lion’s share of the
spoils to the landowner. Usually, no one
questions the noble’s right to discipline

that makes them ideal home bases ...

are usually small and in a constant state
of flux, with new businesses frequently
opening and closing, they're easily man-
ageable for a DM. When gaming in such
a town, you can start with just a few
shops and key inhabitants and expand
as you're ready.

Typically, strongholds are under the
command of an important military offi-
cial, such as a marshal or warden,
though they are sometimes overseen by
a minor noble (such as a baron). Most
often, the stronghold commander ulti-
mately answers to a powerful noble or
prince who is responsible for the defense
of the entire region. Because strongholds
are usually located far away from more
civilized areas, their commanders are
usually given wide latitude when it
comes to enforcing justice. When

any townsperson who abuses this trust.
The exact stature of the noble respon-
sible for a feudal town generally varies
with the size of the kingdom in question.
In some small kingdoms, a full prince
might be responsible for his own feudal
town, though the post is customarily
held by a duke or baron. While the noble
who oversees a feudal town (or his
appointed underlings) has the last word
in justice, taxation, and privileges for the
town'’s residents, the typical proximity
to other, larger feudal towns generally
prevents him from exercising the sort of
total control commonly displayed in
strongholds. Typically, the noble is a vas-
sal of a nearby, more powerful noble
who'd like to avoid a peasant revolt that
can easily spread to other nearby towns.
All but the most evil or corrupt feudal
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masters are usually willing to intercede
and gently correct the behavior of a vas-
sal who violates the understood trust of
the townspeople.

Farming Village

While both the stronghold and feudal
village are largely defensive constructs,
some small villages are more valuable
economically. Typically, these villages lie
deep within the borders of a kingdom,
where defense is not as great a concern.
Most “farming villages” are actually

leads to the larger kingdom. The stream
winds through 15 or 20 miles of some
extremely inhospitable terrain and
down into a perilous valley. Although
the village is located far from the valley
and has nothing to fear from its inhabi-
tants, the PCs can quickly and easily
travel down into the valley by boat.
More importantly, since the intervening
rocky terrain is so inhospitable, there’s
no reason for you to make up any
details about it, so you can skip directly
to detailing the smallish valley.

o one says your base of operations must be

confined to a single geographic location.

devoted to one of four commercial ven-
tures: farming, mining, hunting, or fish-
ing. The village exists solely to allow its
inhabitants to practice their craft effi-
ciently. Because of the steady stream of
commodities they produce, most of
these villages are important stops on
various trade routes.

When viewed as a prospective base
of operations, a farming village has
both advantages and disadvantages.
On the positive side, they are usually
rustic and idyllic, providing the PCs
with a nice safe base of operations
where they can relax between adven-
tures. Usually, even long-term activities
(such as spell research or convales-
cence) can be carried out in a farming
village without fear of calamity or
interruption. On the other hand, the
fact that such villages are so neatly
tucked out of the way suggests that the
PCs might be forced to travel long dis-
tances to reach adventure sites, which
are typically situated in “dangerous” or
“mysterious” areas. It’s likely that bas-
ing the PCs in a farming village will
have the added effect of forcing you to
create a largish section of your cam-
paign world rather quickly. Sometimes,
you can offset this drawback by
employing a bit of geography. Suppose,
for instance, that your mining village
lies along a stream and a trail, high in
the mountains and isolated from the
rest of the campaign world. The trail is
a major route for trading caravans and
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Normally, farming villages are gov-
erned by a civil servant (perhaps a
mayor or burgermeister) who is
appointed by a distant noble. Nobles
rarely reside in or around such villages
and as a consequence, their residents
tend to greet the occasional visiting
knight or minor peer with a combination
of awe and fear. Farming villages rarely
boast any sort of organized constabu-
lary, instead relying upon volunteers
from among the townsfolk to protect the
village from interlopers.

Wandering Tribal Camp

No one says your base of operations
must be confined to a single geographic
location. Another perfectly acceptable
option is to base your campaign around
aroving locale, like a nomadic tribal
camp or a large merchant caravan. In
fact, this approach has several advan-
tages. The base’s mobility gives you an
excellent opportunity to move the PCs
to new parts of the campaign world at
your own pace; whenever you have a
new area ready to go, it’s time for the
camp to pull up stakes and move along.
Since most roving camps aren’t too big,
it shouldn’t be too difficult to detail the
camp and its major NPCs. Also, the
basic premise of the wandering base
might lead to some pretty entertaining
adventures. Once it’s ready to move,
perhaps the camp encounters an
unusual obstacle en route to its next
destination. Or perhaps the PCs are

dispatched to scout ahead to find a’
suitable location for the camp to estab-
lish itself.

If you select this option, you should
spend some time figuring out exactly
why the camp moves. Real-world
nomads tend to migrate in order to fol-
low game, resources, clement weather,
or some combination of the three. For
instance, the camp might migrate down
into a lush valley every spring to plant
crops. Just after harvest, the tribe wan-
ders back up into the mountains to
winter amid a collection of natural hot-
springs. Of course, you needn’t confine
yourself to such a mundane explanation.
Perhaps the camp is really a train of pil-
grims that aims to visit every sacred site
on the planet in the course of their life-
times to atone for some egregious sin. Or
perhaps the wandering camp is actually
a circus, and the PC characters begin the
campaign as performers or part of its
crew!

Befitting their migratory nature,
wandering camps usually have loose
laws and social structures. Sovereignty
over the camp is usually decided
according to the doctrine of “ascension
of the fittest.” In other words, anyone
who can outfight or outsmart the cur-
rent leader has the opportunity to
become the new leader. Although such
groups must generally rely upon vol-
unteer mobs to keep the peace, they
usually deal with criminals and
sociopaths swiftly and severely. Since
resources are often scarce in such
camps and survival a challenge, any-
thing that threatens that survival is
ruthlessly dispatched.

It's About the Economy

After you've decided upon an appropri-
ate base, there are two important steps
you should take to breathe a bit of life
into your selection.

Means

First, you should think about the local
economy. Basically, this translates into
“how do the inhabitants of this area
manage to get food and other necessi-
ties?” Common models include the fol-
lowing situations:

¢ The residents hunt or grow their
own food and trade for other necessities.



¢ The residents produce some
important commodity (such as mined
ores) or offer some important service
(such as expert blacksmithing) and
trade for food.

¢ The base is actually “funded” by a
wealthy noble responsible for providing
all food and necessities. (Strongholds
often fall into this category.)

¢ The residents earn their keep
through some unusual or “fantastic”
means. For example, the base might
stretch across a strategic mountain
pass, and its residents might impose
alarge “toll” that travelers pay to
traverse the pass. Or, the local gods
may have placed the base under their
aegis and required their followers to
make a pilgrimage to the base to pro-
vide its inhabitants with food and
necessities.

Some might be tempted to start work-
ing up detailed economic models and
complex trade schemes. For now, you
should remember the First Rule and
resist this urge. There will be plenty of
time to add such details later; for now,
you have more important things to
worry about.

Ways

The second step to breathing life into
your base is to invent at least one inter-
esting custom or cultural characteristic
that sets it apart from anywhere else on
the campaign world. Some examples
from history and legend include the
following situations:

v The inhabitants of ancient Sparta
were highly-trained warriors who
would rather die than surrender.

v Ancient Alexandria housed a
library that contained a good portion of
all the world’s knowledge.

v King Arthur’s legendary court of
Camelot was home to the Knights of the
Round Table, an order of noble warriors
sworn to protect the land and its péople.

These are all good examples of the
sort of thing you're looking for. Just one
simple, unique fact goes a long way

toward making the area seem alive in
the minds of the PCs. Other possibili-
ties include: a region internationally
known for the games it throws annu-
ally, a town that houses a holy oracle, or
a city in which any violent act is pun-
ishable by death.

At this time, it's also a good idea to
choose an alignment for the society that
dominates your base of operations (see
the DUNGEON MASTER® Guide). Since this
area is supposed to serve as a place of
relative peace and comfort for the PCs,
it's recommended that you select one of
the “good” alignments, though a base of
operations corrupted by “evil” might
make an interesting change of pace and
challenge.

The Body Politic

Once you've fleshed out your base of
operations and local structure, it’s time
to think about politics and government
on the “national level.” Since this infor-
mation isn’t likely to directly affect an
adventure for some time, you needn'’t
spend much time thinking about this
decision, and your choices are quite

Despotism

Asingle “dictator” (perhaps benevolent)
makes all decisions for the nation.
Because so much of the society is
invested in the dictator, the national
character is inclined to change suddenly
between regimes, and the nation tends
to plunge into temporary chaos. Most
humanoid tribes are essentially despotic
nations.

Monarchy
Like despotism, a single leader makes all
decisions for the society. In this case,
however, leadership is determined on a
hereditary basis, providing continuity
and stability to the society between
regimes. Typically, monarchies are based
upon complex social hierarchies (such as
the feudal system of medieval Europe)
that help determine the order of succes-
sion to the throne. The citizens of some
monarchies believe that their royal fami-
lies are descended from the gods them-
selves (and since this is a fantasy world,
they might just be right).

One noteworthy variation on the
monarchy is the city-state. City-states are

he second step to breathing life into your

base is to invent at least one interesting

custom or cultural characteristic that sets

it apart from anywhere else ...

simple. Your real goal here is to pro-
vide the PCs with a single paragraph
or so that paints the “big picture” of
the world in which they live. Don't
worry about the details—you’ll fill
those in later. For now, you just want
to give the PCs the rough idea that
they’re inhabiting a “big world”
comprised of mighty nations. The
simplest way to do this is to decide
something about the form of govern-
ment employed by the nation the
PCs inhabit and to roughly sketch
out a sentence or two describing any
of that government’s major enemies
or allies.

Basically, there are four forms of gov-
ernment likely to dominate most AD&D
game worlds.

essentially a collection of tiny indepen-
dent monarchies (usually based in indi-
vidual cities) that band together to stand
united against larger, foreign nations.
Typically, the united entity is governed
by some sort of ruling council agreed
upon by all the kings.

Republic

Republics invest their power in a large
ruling body that theoretically represents
the people, such as a senate or a parlia-
ment. Usually, the members of this rul-
ing body are elected by a noble class and
serve for a set term of office. The ruling
body selects a group of executives from
among its own ranks to preside over
meetings and oversee special govern-
mental functions.
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Anarchy

No national government at all is an
interesting option. Such an area is usu-
ally a collection of tiny, squabbling local
powers and warlords. Anarchies don’t
often last long since they’re ripe picking
for any larger, more organized nation
that is looking to expand.

Finishing Touches

Once you've chosen an appropriate gov-
ernment type for the PCs” home nation,
round things out by inventing one inter-
esting fact about that nation. Possibilities
include: something unusual about the
nation’s ruler, something unusual about
the nation’s history, a unique custom, or
an unusual commodity that can be
found in the nation. Then, invent a few
other nations (each with its own form of
government and interesting fact) to
serve as enemies and allies.

Example

Because they are easy to master and
develop, I'll choose a stronghold as my
base of operations. I imagine that this
stronghold sits on the border between a
mighty nation and a dark cluster of
woods dominated by three rival orc
tribes that might threaten that nation if
they were ever united. This gives me a
good area in which to set my first several
adventures.

Befitting the hook I selected for the
campaign world last month, the strong-
hold is actually a collection of fortified
towers and platforms built high into the
treetops. The only major pathway that
leads out of the dark woods and into the
great nation actually passes directly
beneath the stronghold, giving archers
and engineers an excellent field of fire
upon an enemy army attempting to
overrun the structure. Commanding the
garrison of troops that defends the
stronghold is an ex-adventurer who
now holds the title of Warden of the
Black Wood. The Warden was appointed
by the nearest noble, a Duke who runs
the equivalent of a feudal town about 45
miles away from the stronghold.
Though Neutral Good, the Warden is a
grim, determined man who is tough on
his troops and the residents of the small
settlement that shares the treetops. He is
worried about the threat posed by the
orcs and feels that only by enforcing the
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strictest discipline can he prepare the
area for their inevitable assault.

Economically, the stronghold is
divided into two classes that each
receive their food and necessities from a
different source. The soldiers who make
up the garrison receive their food and
wages via supply caravans dispatched
weekly by the nearby Duke. The towns-
folk, on the other hand, survive mainly
by offering goods and services to the
many drifters who stop at the strong-
hold on their way out to the black woods
and beyond. Most of these drifters are
adventurers or trappers who collect
pelts from the exotic wildlife that lives in
the murky woods.

As for a unique characteristic that dis-
tinguishes the stronghold, I've decided
that it’s known for the eerie wailing
noise that can be heard echoing through
its surrounding forests at night. The
noise is a complete mystery (even to
myself, at present); no one knows what
produces it or where it comes from.

Now that I've created some important
details about the campaign world, the
Second Rule compels me to invent an
appropriate secret based on these details.
Looking back over last month’s column
gives me an interesting idea. Suppose
that a fairly sizable cluster of the woods
surrounding the stronghold is actually
comprised of an army of elderly treants
whom the plant goddess has ordered to
take root and guard a sacred spot located
near the hold. From time to time, some of
these treants wander a bit, shifting the
course of several of the minor paths that
crisscross the area. Of course, only the
most skilled foresters understand that
the paths actually move; most people
who try to negotiate the area simply
believe the paths are unbelievably con-
fusing. Let’s further suppose that accord-
ing to local legends, several decades ago,
a great general was somehow able to
bypass the stronghold (which was once
originally held by one of the orc tribes) to
launch a surprise attack into the black
woods. No one knows how he could
have accomplished this feat, so most
people don’t believe in the legend. But
the legend is true. The general skirted the
stronghold by discovering the secret of
the treants and convincing enough of
them to move aside to form a second
path through the forest large enough to

accommodate an army. This secret has
several interesting opportunities for
future adventures: the PCs can discover
the secret of the treants, they can discover
exactly what the goddess has deployed
the treants to protect, and—if the strong-
hold is ever temporarily captured by the
orcs—they might duplicate the general’s
legendary feat to reclaim it.

Finally, turning my attention to poli-
tics on the national level, I've decided
the nation that maintains the stronghold
is a feudal monarchy. Its interesting fact
is that its kings, on their fortieth birth-
day, have always been known to bid
their friends and family farewell and
venture into the black woods alone,
never to return. No one knows why they
observe this ritual. Obviously, a future
adventure might give the PCs an oppor-
tunity to get to the bottom of this mys-
tery. In accordance with the Second
Rule, I've decided that the ritual has
something to do with a price the royal
family agreed to pay to forestall some
terrible calamity, though I'm not going
to develop it any further at this point.

In addition to the large, uncivilized
black wood, I've decided that three
nations border my feudal kingdom. One
is an enemy under the despotic rule of
an evil Wizard. Its interesting fact is that
the Wizard'’s palace is set amid a clump
of woods that continuously rages with
fire. The second is a republic of elves that
sometimes serves as an uneasy ally to
the feudal king. These elves are believed
to be the first inhabitants of the planet
and know a great many secrets. The
third nation is a second feudal monarchy
dominated by isolationists. Its rulers
have gained an impressive knowledge
of genetics which they use to selectively
breed the members of the nation’s noble
houses. As a result, most of the nation’s
nobles are are almost superhumanly
strong and intelligent.

Join me in thirty days for “World
Building, Part I1I,” where we’ll tackle
religion and finish everything we need
to do before drawing our first maps.

m

Ray Winninger has been a professional
game designer for fifteen years. He's
wanted to write this column for at least
twelve of those years.
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By Skip Williams

This month, the Sage makes a brief stop to
examine some AD&D® game mechanics
before moving on to consider the workings
of various spells and magical items. This
month’s excursion also includes a trip to the
MARVEL SUPER HEROES™ Adventure Game.

If a newly created player character
doesn’t spend a proficiency slot on any
modern language, can the character
speak any type of language? Do new
characters receive an extra proficiency
to spend on at least one language?

ince a roll of “1” on the

saving throw is always
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The sage cannot make personal replies;

please include no SASE with your questions.

failure, is a roll of “1” on the d10 roll
for surprise always a surprise, even for
characters with high Dexterity scores?

Technically, no. The result of the sur-
prise roll must be a 3 or less. Even so, a
high Dexterity score doesn’t make a
character immune to surprise, as there
are all sorts of cases in which characters
suffer penalties to surprise rolls. For
example, many monsters impose penal-
ties to opponents’ surprise rolls, and
Table 57 in the DMG lists several com-
mon surprise modifiers.

d20 for an attack or

a failure, is a roll of “1”

on the d10 for surprise always a surprise ... ?

Every character begins play knowing
his native tongue (see PH, Chapter 2,
under the Languages heading). For
humans, this is the “Common” tongue,
or the character’s national or regional
language (if the DM has created any).
For demihumans, this is the character’s
racial tongue. In either case, the charac-
ter doesn’t have to do anything special
to learn his native language—it’s free.
Characters cannot give up this ability to
gain a slot to spend elsewhere.

Since a roll of “1” on the d20 for an
attack or saving throw is always a
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On the other hand, you could impose
a house rule that says a roll of “1” always
equals surprise. Just be sure that you
don’t require a surprise roll at all in cases
where a character obviously knows trou-
ble is coming.

I hope you haven’t been asked this a
dozen times already. When charac-
ters are completely underwater, with-
out the aid of free action, is their
initiative penalty +6 (from Table 40
in the DMG) or +4 (from the Under-
water Combat section of Chapter 9 in
the DMG)? Also, do either of these

initiative penalties apply to spell-
casting, movement, etc., or just melee
combat?

Don’t worry, you're the first to ask.

According to Of Ships and the Sea, the
initiative penalty for land-based char-
acters fighting underwater is +4
(though there could be situations dur-
ing an underwater adventure in which
the +6 penalty could apply instead).
This penalty applies no matter what
actions a character takes in a round.

Does a yo-yo of fate allow the +1 to
any 1d20 roll for any character the
possessor wants? Or is it only for the
possessor? How often can the yo-yo
be used?

A yo-yo of fate works only for the per-
son carrying it and then only if that
person is a Jester (Bard kit). The saving
throw boost and +2% bonus to Jester
abilities that the yo-yo provides work
continuously and automatically. The
power to alter fate (in the form of
bonuses to d20 rolls) works only once
per day, as the owner desires. The
owner can gain a bigger bonus than +1,
but each +1 shortens the yo-yo’s string
by one inch, and the yo-yo can never
provide a bonus larger than the string’s
length in inches.

Just how much of a slain character do
you need to successfully raise or resur-
rect the character? Do you need a piece
taken from the body at the time of



death? Any piece? For example, will a
resurrection spell work on a character
who fell into a pool of lava and died,
leaving only a tuft of hair? If a character
leaves a fingemnail clipping at a temple,
can the Priests there resurrect the char-
acter if she dies and the body isn’t
recovered?

For a raise dead spell, you need the
whole body (though the spell still works
if the body is missing something the
character can live without).

For a resurrection spell, you need a
piece of the body that was part of the
body at the time of death. Hair or nail
clippings (or anything else) taken
before the fact don’t work, though a
tuft of hair left behind after a fatal event
is sufficient.

If an opponent uses a wrestling attack
on a character who has received a
stoneskin spell, what are the results? I
would assume that the wrestling attack
removes a charge from the stoneskin
but inflicts no damage.

A wrestling attack removes a stoneskin
charge and inflicts damage; the spell
doesn’t stop damage from constriction
or wrestling.

Can a spellcaster cast a spell if held
in a grappling attack? Can the
attacker use the “manipulate” lock
effect (from the Combat & Tactics
book) to stop the spellcaster from
speaking, thus negating spells with a
verbal component? Can the spell-
caster use a wand or other magical
item while held?

Characters cannot cast spells or use
spell-like effects from magical items
while grappled. An attacker who has the
character grappled doesn’t need to do
anything special to interfere with spell-
casting or magical item use other than
maintain the grapple. This is true even if
the caster tries a spell with only a verbal
component; an attacker who has the
character in his grip can easily thwart
the attempt.

One of the player characters in my
group has a scimitar of speed. Accord-
ing to the rules on page 69 of the
Combat & Tactics book, the scimitar
has a speed of very fast, and the
wielder always wins initiative if he

declares a combat action that
involves an attack with the scimitar.
On page 18 of the same book, it says
that when the character makes an
attack, his action phase is his base
initiative or weapon speed,
whichever is later. So, if the charac-
ter’s base initiative is fast, when does
he attack with a scimitar of speed?

In the very fast phase or in the fast
phase? Does a spell cast in the very
fast phase have any chance to go
before the weapon strikes? When the
scimitar of speed wielder decides to
charge with the scimitar, does he
begin the charge in the very fast
phase or the fast phase?

I'm not very happy with the C&T text
on the scimitar of speed. Here’s how I sug-
gest you handle a scimitar of speed under
the C&T rules:

The weapon strikes first in the very
fast phase regardless of the initiative roll
or the wielder’s base phase. This first
strike can be a charge. (The scimitar
makes the wielder speedy.)

against detection and location also has
no effect on warding spells. Note that
a nondetection effect also does not
interfere with creatures with the innate
ability to detect invisible creatures,
such as hell hounds or Mordenkainen's
faithful hounds. A nondetection effect
interferes with a creature’s spell-like
Divination abilities.

The Storm’s spell thrust spell (origi-
nally found in the Seven Sisters book),
allows the caster to force spell effects
back at their casters. How close to a
spell effect must the caster be to thrust
it back?

The caster of Storm’s spell thrust must
either be the target of a spell, or at least
within the spell’s area of effect, before
she can thrust it back.

Can a weapon treated with a dimen-
sional blade spell cut through flesh?
If so, how does the attack work?
Does it cause some kind of automatic
critical hit?

re death knights subject to damage from

their own ftireball spells?

The wielder must use his normal ini-
tiative roll to see who goes first on subse-
quent phases. Certain other magical
items, such as boots of striding and spring-
ing, use the wielder’s initiative roll to
determine what the wielder can do with
them each round.

If a character uses the nondetection
spell, can things like glyphs of warding
or alarm spells detect him and go off?
Does any similar warding spell work
against the character? Is the effect the
same for similar items such as an
amulet of proof against detection and
location?

The nondetection spell allows the
recipient a saving throw against most
Divination spells but has no effect
against warding spells. Most warding
spells are Abjurations, not Divina-
tions. Also, warding spells do not
detect anything; they simply go off
whenever something meets their trig-
gering conditions. An amulet of proof

A dimensional blade can cut flesh and
harm creatures, but its effect is not as
spectacular as you might expect. The
weapon ignores armor (but not Dexter-
ity or magical bonuses) and gains an
additional +2 attack and damage bonus.
Any Strength bonuses the wielder nor-
mally enjoys become irrelevant while
the effect lasts.

I was under the impression that
undead do not tire. If this is so, how do
undead spellcasters such as liches or
spectral wizards feel the effects of the
channeling spellcasting system in the
Spells & Magic book?

Undead spellcasters feel the effects
of channeling the same as any other
caster. It’s fine to assume undead don't
feel normal fatigue. Channeling, how-
ever, represents direct strain on a
being’s essence.

Are death knights subject to damage
from their own fireball spells? If so,
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Marvel Super Heroes Questions
The hindrances section for Threnody
in the X-Men Roster Book says she has
the Legacy Virus, but the history sec-
tion says she was apparently cured.
Does this mean she was somehow
cured of the Legacy Virus, or does it
refer to her psi-bafflers?

Neither, but I can understand your
confusion. The Legacy Virus can cause
the uncontrolled release of a mutant’s
powers, and Threnody’s psi-bafflers
prevent that for her Energy Conversion
powers. In any case, the character has
been infected with Legacy Virus. She
might or she might not have been cured
For now, Threnody is prone to Strength
and Agility reductions from the virus, as
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the discard pile or into the Doom
Bank?

All Doom Cards played during a
phase go into the Doom Bank at the end
of that phase (not the end of the
exchange), even when played to satisfy
wounds. Since cards don’t go into the
Doom Bank until the end of the phase,
the Narrator cannot use Doom Cards
during the same phase in which they are
played, but once a card is in the Doom
Bank, the Narrator can use it anytime.

Say a hero with a Strength of 8 has the
Boxing skill. If the hero chooses to
make a contingent attack, are the two
attacks resolved with Strength 8 or
Strength 4? Does the player use one
card ortwo?

If the hero uses the Boxing skill to
make two attacks, he plays one card

does their magic resistance apply? If
it does, what happens if the roll is
low enough to make the fireball
rebound? Do they suffer double
damage?

As a general rule, a creature’s magic
resistance doesn’t apply to spells it
casts on itself. The DM can make an
exception if a caster happens to be
caught in one of its own spell effects
when it was targeted elsewhere. I'm
inclined to suggest that you allow a
death knight a magic resistance roll if
it is caught in its own fireball blast.

If the resistance roll fails, the blast has
its normal effect (the death knight still
receives a saving throw). If the roll
succeeds, the death knight is unaf-
fected by the blast. In this case, ignore
the rebound effect if it occurs.

Is it possible to substitute a lower level
spell for a higher level spell slot? For
example, a character who anticipates an
encounter with an aboleth might want
to take an extra cure serious wounds
(4th level) instead of a cure critical
wounds (5th level) because cure serious
wounds can counter the aboleth’s skin
transformation attack, and the higher-
level spell won't.

In the core AD&D game, you can’t
switch around spell slots. (The optional
spell-point system in the Spells & Magic
book eliminates spell slots altogether.)

In the case of aboleth’s skin trans-
forming ability, I suggest you allow
any healing spell of 4th-level or higher
(namely cure serious wounds, cure criti-
cal wounds, and heal) to remove the
affliction once it sets in. Note that cure
disease stops the transformation if the
victim receives it before the transfor-
mation is complete.

How does the plane travel power from
a book of the planes supposed to work?
Can the reader go anywhere on the des-
tination plane? Is the trip instanta-
neous? Can the reader take other
characters along?

Once a character reads a chapter
in a book of the planes, the character
can instantly transport himself and up
to 550 lbs. of other material to the
plane described in the chapter. The
character can only reach the plane’s
“top” layer.



How many spells in a character’s mem-
ory can be affected by the draincone
spell? Also, once draincone drains a
spell, is there any limitation on when
the draincone caster can use the power
boost the spell provides?

A draincone affects only spells that
have been cast already. This includes
existing spell effects and spells that have
been cast for a delayed effect, such as fire
trap, explosive runes, glyph of warding, and
the like.

The draincone caster can use the
energy from a disrupted spell for one of
her own spells only if she casts that spell
immediately after the draincone destroys
a spell effect.

What is the correct area of effect for
the Torm spell swordward (from the
Faiths & Avatars book)? The book
lists the area as 5 to 60 square feet
(pretty small), but the spell descrip-
tion mentions the blade barrier spell,
whose area of effect is 5 to 60 feet

square. Also, the spell description
says any Lawful Good being within
the area of effect gains hit points
equal to the amount of damage it
inflicts. Is there any limit? Or can a
hasted and enlarged Paladin really
gain 200 hit points with this spell?

The area of effect for the swordward
spell is 5 feet square (25 square feet)
to 60 feet square (3,600 square feet).

If you take a look at the blade barrier
spell description, you'll discover a
similar error.

An enlarged and hasted Paladin sure
could gain a lot more than 200 hit points
from this spell, particularly if the Pal-
adin was high level.

All the damage an affected creature
inflicts is returned to the creature as
bonus hit points. The total can exceed
the creature’s normal maximum.
Though the spell description is not
clear on the point, I heartily recom-
mend that these bonus hit points last
only so long as the affected creatures

remain in the spell’s area of effect—

they go away immediately when the
spell ends or the creatures leave the

area of effect. If a creature leaves the
area of effect and enters again, the

bonus hit points don’t return, but the

creature can begin accumulating
them again.
While the creature has any bonus

hit points, however, any damage it suf-

fers is subtracted from the bonus hit
points first.

N

Skip Williams admits that he was lousy
in math while in school, but he seems to
have gained a better understanding of
numerous mathematical concepts from
playing; running, and writing about
roleplaying games.
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These superbly detailed and fully articulated sculptures are made expressly for the fans of heroic fantasy
and historic/legendary re-creation and are available only for a limited time direct from Supreme Dominion.
Each supreme action figure is a unique and striking work of sculpture artistry which i jned its own
minted number as one of five thousand pieces sold worldwide expressly for the collectors market. Each
richly detailed sculpture stands six inches high and includes an imp ive twenty points of articulation -
s0 these mighty exemplars of good and evil can be displayed in numer le ready poses. Included in
each set is a diorama presentation display and a short graphic novel that reveals the origins of the
Wrath Sword story - soon to be a live action film debut event!!!

Each of our brilliant sculptures are of the finest quality and | add power and glory to any castle and
each set is certified and numbered for premium investment value. Pre-order now and reserve your low
| numbered collectors set at a special discounted price. You will automatically become part of our collectors
e ong with the ability to order special items
of our debut short film for video.- Wrath Sword
r “Epic Quest” give-away sweepstakes
chance to be in one of our Ilim-r."” To qualify we musl receive your pre-order by
so order today and become part of history - and legend in the making!!!

club and be guaranteed fir
available strictly to club me
- The Call To Arms!!
where you can even win
January 30, 1999 -

Order Wrath Sword set one “The Vanquis 95 US e

Rare paint variant (Special Fin
Availability late "98/Early’
Supreme Dominion In

Note: Prototypes shown. Fin

r Vs. The Destroyer” for 5S¢ ch set plus $5.00 S&H
h) $§54.00 plus S&H. Order both 8.95 plus S&H.
C ed or make check or money order to:
279-9633.
ed product may vary c.hqhtl\. in det: se “The Dragon And The
Prize” Diorama set coming soon.
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Some while ago, at Your Majesty’s request, | gladly sent you the history of the
English Church and People which I had recently completed, in order that you might
read it and give it your approval. I now send it once again to be transcribed, so that
Your Majesty may consider it at greater leisire.

—Bede, in opening his Ecclesiastical History of the English People

he historical AD&D" game supplements cover many periods, but

not the heroic age of the British Isles. Here, then, are rules for

setting a campaign in the British Dark Ages, the period beginning
approximately one hundred years after the withdrawal of Rome from British
shores and ending with the succession of William the Conqueror.

A detailed look at the history and cultures of the Dark Ages would require
much more space than is available here. DMs and players interested in more
information will find a great resource in the local library or the World Wide
Web. A bibliography of related works appears at the close of this article, but
Bede's Ecclesiastical History of the English People is the greatest influence. Origi
nally written in the eighth century, this venerable book has been the mainstay
of all scholars of Anglo-Saxon history for centuries.

Disclaimer: Although much of the following material is based on accepted
historical fact, certain assumptions and changes have been made to integrate
the material with the AD&D game. In addition, information pertaining to reli-
gion presents a fantasy translation of the faiths existing in the Dark Ages. The
views expressed by the author are meant to provide the reader with a game

resource and should not be taken as commentary on any religion.
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The British Isles of the Dark Ages

Ifl 4 1 0 A.D., the Roman forces that had occupied Britain since 43 A.D. withdrew from the Isles as part of the attempt to halt
the downward spiral of the Empire. This retreat left Britain open and largely defenseless against the Germanic pirates of Northern Europe,
who were poised to attack what was one of the richest jewels in the Roman Empire’s crown.

Piratical raids by the Germanic tribes foreshadowed a full-scale invasion around 449 A.D. The Jutes, Angles, and Saxons came to the
Isles in force, with the sole aim of wresting control of the richest regions of Britain from its Romano-Celtic inhabitants. An age of war
began in the Isles, one that was virtually unrelenting for over four centuries, as the Germanic invaders first fought the Britons, then each
other, then themselves faced invasion at the hands of the Danes and the Vikings.

The backdrop to an Anglo-Saxon campaign is one of almost constant war, as kings fight kings, and pirates and raiders battle anyone
with something worth taking. Add to this the progression of the Pagan Anglo-Saxons into Christianity, and you have a campaign setting
with elements of warfare, political and religious intrigue, and the constant quest for more power and influence by the nobility—toward the

holy grail that was the position of King of All England.

Player Character Races

An Anglo-Saxon campaign is more human orientated than a
typical AD&D® game setting. Although traditional demihuman
races (dwarves and elves) appear in Anglo-Saxon mythology,
they were strange, fey creatures of the spirit world. A common
Anglo-Saxon peasant would react to the appearance of an elf as
he would to seeing a ghost. This does not prevent players from
choosing nonhuman races, but the number of such characters
should be limited to preserve the mystery that surrounds them.

Human PC Races

The following pages provide notes for DMs and players alike.
Special focus is, of course, given to the Anglo-Saxons, who
were the dominant human group of the Dark Ages. Informa-
tion on other human cultures is also provided, and further
material for the AD&D game can be found in the historical
sourcebooks (especially HR1 Vikings and HR3 Celts).

Ability Score Modifiers: A few of the following human cul-
tures gain bonuses to their initial ability scores, but all humans
remain limited by the normal ability score ranges provided in
the Player’s Handbook. Thus, no penalty can reduce an ability
score below 3, and no bonus can raise it above 18.

Anglo-Saxons

“Anglo-Saxon” here refers to the three main Germanic tribes
that participated in the invasion of Britain: the Saxons, the
Jutes, and the Angles. .

The Anglo-Saxons invaded the eastern shores of Britain,
gradually subduing the Britons, who had been stripped of their
protective force in the form of the Roman Legions. From 449
A.D., the Britons lost such major battles as Aylesford (455),
Deorham (577), and Fethanleag (584). The Germanic advance
was, however, checked for roughly fifty years by their defeat at
the hands of a Briton general, Ambrosius Aurelianus, a dux bel-
lorum, or “commander in wars,” at the Battle of Mount Badon
in 516 A.D. This general, who died on the field at the Battle of
Camlann in 537 A.D., remains the best candidate for the histori-
cal model of the legends of King Arthur.

Anglo-Saxons are standard AD&D humans with respect to
ability score adjustments, height, weight, and age. Anglo-
Saxon hair color ranges from mid-brown through sandy
blonde. Eye color varies among brown, hazel, gray, and blue.

Anglo-Saxon characters can attain any level as Fighters,
Rangers, Priests, or Thieves. They are limited to 14th level as
Wizards, using the Runemaster kit. They also enjoy unlimited




advancement as Bards, subject to the
Storyteller kit.

Anglo-Saxons may become dual-
classed, as per the rules in the Player’s
Handbook. However, they may not dual-
class in any combination involving
either the Bard (Storyteller) or Wizard
(Runemaster) classes.

Anglo-Saxon Society: The Anglo-
Saxon community was basically rural,
with all levels of society living off the
land. This made land the greatest of
commodities, and the quest for more
land is largely responsible for most wars
during the period.

Men were both warriors and crafts-
men-farmers. Their responsibilities were
divided between service to their com-
munity (in the form of craftsmanship
and maintenance of the land) and ser-
vice to the fyrd (the army, pronounced
“feared”). Each man, with the exception
of the theow (slaves), was expected to
keep and maintain his own armor and
weaponry, for use when called into the
ranks of the fyrd.

The Anglo-Saxon social hierarchy
went as follows:

Bretwalda—High king. The position of
bretwalda distinguishes between petty
and great kings. A bretwalda not only
ruled his own domain but also held
influence over all or part of neighboring
kingdoms.

King—The ruler of a kingdom. Kingship,
in Anglo-Saxon society, was relative. The
rulers of minor kingdoms, for example,
could not hope to approach the prestige

or influence owned by the great bretwal-
das, but he could perhaps contend, polit-
ically and in war, with a neighboring
king of equal or lesser station.

Aethling—The princes and would-be
kings. These individuals had common
ancestry with the king and held the right
of succession to the throne. They had
special responsibilities, including mili-
tary command. Being aethling, however,
did not guarantee succession. The witan,
a council of leaders formed of the eolder-
men, had the power to select the best
individual for the position of king from
the ranks of the aethling.

Eolderman (ul-dur-man}y—The nobility.
Responsible for administration of regions
of land, and the people therein, and for
the mustering of the fyrd. Eoldermen also
formed the nucleus of the witan. In the
tenth century, the upper ranks of the eol-
dermen became known as eorls, forming,
with the bishops and archbishops of a
kingdom, the high witan,

Thegn (thane)—Warriors, forming the
backbone of the Anglo-Saxon military. Good
service from a thegn could be rewarded
with riches, land, and promotion into the
ranks of the eoldermen. All thegns were
in service as professional warriors to the
eoldermen or the king himself. The
king’s thegns were synonymous with
the knights of later periods, and they
were land-holders occasionally called to
sitin the witan.

Ceorl (kurl)—Free men. They adminis-
trated regions within the domains of the
eoldermen. It is from the ranks of the

ceorls that the fyrd was mustered. There
were three ranks of ceorl: geneatas, who
paid rent for their land to their eolder-
man, and who were responsible for the
maintenance of that land and any fortifi-
cations, farms, and so forth that existed
on it; the kotsetla, who performed tasks
for the geneatas in return for general
freedom and living; and the gebur, peas-
ants who were totally dependent on
their lord and whose lives were domi-
nated by labor. Ceorls could, through
good service, rise to the rank of thegn
but could not become eoldermen.

Theow (thow)—The lowest social rank in
Anglo-Saxon society, the theow were slaves
and bondsmen. They were not permitted
to the ranks of the fyrd, but were allowed
to own property, could expect food and
shelter from their lord, and could earn
money in their spare time. In this, the
theow were more privileged than the
slaves of most societies.

Celts

During the Anglo-Saxon period, the peo-
ple of Wales and Ireland were still of
Celtic stock. With few exceptions, how-
ever, the old Celtic culture and religion
had been replaced by Christianity and a
society in which kings, not priests, were
the dominant force.

More information on using Celts in a
campaign can be found in the AD&D
historical sourcebook, HR3 Celts.

The Celts of the Dark Ages had
learned well from their experiences as
neighbors to a major Roman province.




Kings & Heroes of the Dark Ages

Alfred the Great (LG bm F17). Aethling of Wessex, 849 to
871; king of Wessex, 871 to 901. The son of Ethelwulf, Alfred suc-
ceeded his brother, Ethelred of Wessex, in 871, during a period of
continued Danish aggression. In 878, the Danes had completely
overrun Wessex, forcing Alfred to flee. Disguising himself as a
harper, Alfred entered the camp of King Guthrum of the Danes and
ascertained the weaknesses of Guthrum’s forces. In May, 878, Alfred
led his forces against the Danes at Edington, Wiltshire. Alfred’s suc-
cess in this battle forced the Danes to sue for peace. Later, hedrovée —
the Danes from London and destroyed the Danish invasion fleet.
Alfred allowed the Danes already in England to remain under a
set of terms known as the Peace of Wedmere: These terms allowed
the Danes to remain within the kingdom of East Anglia and insisted
that they embrace Christianity. After his suocessagamst the Danes,
all outside East Anglia recognized Al of:all England.
Alfred was an organized and scholarly kmg ‘He established laws,

promoted learning and literacy in his people, and ¢aused marny Latin -

manuscripts to be translated into English. thlmself translated the
Psalms, Aesop’s Fables, and Bede's Ecclesiastical History, as well as con-
solidating early records to form the Anglo-Saxon Chronicle. Alfre i
was also devoutly Christian, having twice journeyed to R
the Pope in his youth. J e
Alfred’s descendants ruled England until 1066.°

der of the Britons against the Saxons; ¢. 493 to,,c..537 :

Ed (LN hm F14). King (“Emperor”) of England; reigned
from 957 to 975. Edgar was the second son of Edmund I and became
king of Northumbria and Mercia when the northern nobles, dissatis-
fied by the rule of his brother Edwy, transferred their allegiance to
him. In 973, he was crowned Emperor of England in a ceremony con-
ducted by the Archbishop of Canterbury at Bath. During this year, he
was supposedly rowed on the River Dee by several kings, including
Malcolm of Strathclyde, Kenneth II of the Scots, Maccus of the Isle of
Man, and a handful of Welsh kings, as an act of subservience.

Edgar was a pious king and patronized Dunstan, Archbishop of
Canterbury, who led a reformation of the Church with his king’s
backing: Laws were introduced that punished those who did not pay
taxes due to the Chumh.. and some forty abbeys were founded dur-
ing his reign.

IS

according to Bede, was the last mmam:ggl!oxmnmblem ngland: sy Leofa, arvexiled tlpef

at the time of the Anglo-Sa%on invasions: He pleiftmany ;Peast of St. Augtmﬂne( ofMay) at Pucklechu:ch uried at'
battles, including the great Battle of B §ill in 516, whxdlhalted Glastonbury.
_the Anglo-Saxon invasion for many years. Although no hard evi- i s "3

~dmwm\q9mmmmmmelegendofmAmm.

bas:s Ohhemyﬂ'lt)logymm wding, S

Augustine, St. (I.thPl?[ananehmch]) Roman

" missionary; first archbishop of Canterbury; 598 to 604. Augustine

" was sent by Gregory the Great as a missionary to Kent, where he
succeedednvaertmgKngEt}mlbeﬁtotheRmnanChumthQB
He established the a1 pric of Canterbury and was, in his time,
ﬂmmost:mportﬂxfﬁgﬁewﬂwkomanﬂwﬂlmEngland

Bede (NGhmPlO{Rﬂnm Chmﬁ Priest and historian of
Jarrow; b.673, .739. A highly i uenuﬁchromcler Bede was born
; ‘-onlandownedbythem Nea thand atﬂ'leageof
<. sseven, came under the tutelage of its abbot, B i
ordained : gs‘-_a deaconat of ninetesr by John, Bishop of Hex-
became a priest by the age of thirty. During his time,
' tings, uu:ludmg Latin gramn‘!@rs books of ¢
¥ .'puhshcs and chronology, history, and comment on the Bible. .
His most famous work, The Ecclesiastical H:sr of the English Peo-
ple, presents the most concise and readable of England from
Gaius Julius Caesar’s first expedition in 54 B.C., to the Hisfory’s com-

Guﬁ:rm-n (N hm FI?) King of Bast Anglia; reigned from 880
t0 890. A Danish commander who attacked Wessex in 878, Guthrum
was the nemesis of Alfred the Great. After battling with

Guthrum was eventually forced to agree to the Treaty of! edmom,
which required him and his men to embrace Christianity. They were
baptized in the River Aller in Somerset. y

- After Guthrum had honored the Treaty, Alfred alhxwed hlm to
remainin England, bestowing the kingdomof East Angli:
Guﬂ'mml ruled from Cirencester until hsﬁdﬂu'v‘”- T '_

Oswy LG hm F17). ngofNorthtimbm mﬁm
_ 670. Oswy's reign sawlnshngdomxeachthezerﬁthahtspoﬂver Hg
“was originally the king of Bernicia but ‘ménaged to unite the north-
ern kingdoms of Bernicia and Deira into the smgle nation of
II;J:rthumbna by assasamatmg Oswm, l'us nephm and the kmg of .

ira

His greatest wctory, however, was over the nughty!’end; of .
Mercia in 655. He fought Penda and several of his subjec&-ﬁgs on
the flooded River Winwaed (near Leeds), slaying the pagan Mﬁman
'King and becoming bretwalda.. -

In 664, Oswy presided over the Synod of Whitby, the meehng that
was to decide for eithexithe Celtic or Roman Christian churches to be

pletion in 731. It remains perhaps the most important contemporary .. the ng]e form of Christianity followed mEng!and

historical source for the period. The History and his other works
gained Bede much renown, but he never saw hunself as anyttung
but a humble servant of God.

Beowulf (CG hm R20). Legendary king of the Geats, slayer of
Grendel. Beowulf is an important figure in the legends of the Anglo-
Saxons. The story dates back to before the Anglo-Saxon invasion and
is the oldest known writing inr the English language. He was the king
* - of the Geats, a Germanic tnbal people who dwelled north of the
lands of the Danes. i

After his battles w1tlLGmndel and its mother Beowulf returned to
his own lands, eventually becoming king. He ruled for fifty years,
until his Jands became threatened by a dragon. Once more, the hero~

king of the Geats faced the monster, but this tirae, although 'hﬁ&}a.n'-__:l

aged to SJaythe beast, he was mortally wounded as well. o
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Pemh (LE hmFZQ).ngofMema, reigned from 626&5655 A
po‘i'verful warliké, pagan king, Penda established Mercian -
supremacy by defei(tmg the West Saxons in 628, then the all-power-
ful Edwin of Northumbria at' Heathfield in 633 with the aid of Cad-
wallon, king of Gwimedd

Under Penda, the Mercians evolved from tribe to kingdom,
rapidly becoming powerful through the fear they inspired in their
enemies. He seems to havehad special enmity for the kingdom of
Northumbria, first annihilating Edwin’s army, then carrying out
destructive raids against Oswy's:people until he was slain by Oswy
during an attempted'invasion.

Bede writes extensively about Penda in his Ecclesiastical History,
from the death of Edwin (I[, 20), to Oswy’s victory (III, 24), portray- '

; mghlmasananh}uero




Thus, they add +1 to their initial Wisdom
scores. However, the age of mighty
Celtic warriors was past, and most Celts
of adventuring classes are scholarly in
nature. Thus, they suffer a —1 penalty to
initial Strength scores.

Celts were shorter than their Anglo-
Saxon contemporaries, so height is
determined by using a base of 56" (55"
for females), adding the result of 2d10 to
this base. Likewise, weight is generated
by rolling 6d10 and adding the result to
130 1bs. (94 Ibs. for females).

Celts had reddish to black hair and
green to hazel eyes. They had darker
complexions than their Anglo-Saxon
neighbors.

Celts are unlimited in their advance-
ment as Fighters, Rangers, Priests,
Thieves, Bards, or Mages. Owners of The
Complete Bard's Handbook or the 1st Edi-
tion Player’s Handbook are encouraged to
use the dual-classed Bard class pre-
sented therein in place of the standard
AD&D Bard described in the 2nd Edi-
tion Player’s Handbook.

By the Dark Ages, no Druids remained
in Celtic society. All Celtic Priests use
either the missionary role or the Scholar
Monk kit, with Celtic Christianity as
their faith.

Celtic characters may dual-class nor-
mally, as per the rules in the Player’s
Handbook.

Picts

The Picts of what is now Scotland
remained a minor irritation to the north-
ern Anglo-Saxon kingdoms throughout
the Dark Ages. Minor, that is, since
those who bore the brunt of warfare
with the highland barbarians were
the Briton and Celtic kingdoms that
neighbored them. It was not unknown,
however, for Anglo-Saxon and Briton
kings to employ Picts as mercenaries,
although such mercenaries were seen
by the Anglo-Saxons as being secondary
to the fyrd.

Picts were strong and hardy. They
lived in the coldest regions of the British
Isles and could continue to war even in
the depths of winter. Therefore, they
receive a +1 bonus to initial Strength and
Constitution scores. They were not great
learners or scholars, though, and accord-
ingly receive a —1 penalty to both initial
Intelligence and Wisdom.

Picts should be considered standard
AD&D humans for height and weight
determination. They generally have
dark brown to black hair and hazel to
brown eyes. Their complexions lie
between those possessed by Celts and
those of the Anglo-Saxons.

Picts are unlimited in advancement in
the Fighter, Ranger, and Thief classes.
They may become Priests but are limited
to 9th level, using the Tribal Priest kit.
They may not become Mages or Bards.

When dual-classing, Picts are limited
to combinations of Fighter and Thief.

Britons

The Celtic peoples of Britain, although
afforded the freedom of the Roman
Empire, were still seen as secondary to
Roman citizens. They did benefit from
Roman learning and technology, but
that still gave them little hope of safety
when the Legions left and the Anglo-
Saxons arrived.

The Britons, at the time of the initial
invasions by the Anglo-Saxons, were a
fairly advanced civilization, more than
the Celts of Wales and Ireland. Without
the Romans, though, they were militar-
ily weak, and only the actions of a few
heroic generals (such as Votigern and
Arthur) managed to slow the rate at
which their society was dominated by
the Germanic attackers. Their main
advantage lay in cavalry, which the
invaders largely lacked. But even that
could not save them.

In the Dark Ages, there are three types
of Briton: those under the domination of
the Anglo-Saxons, those in unconquered
kingdoms, and those who have taken to
the hills, to survive by raiding the vil-
lages of those who drove them away.

The benefit of Roman teaching pro-
vides the Britons with a +1 to initial Intel-
ligence scores. The years of having
Romans rule them, though, has also had
an adverse effect. They suffer a -1 to ini-
tial Charisma scores.

Britons are similar in physical build
and coloration to their Celtic cousins.

Britons are unlimited in level when fol-
lowing the Fighter, Ranger, Priest, Thief,
Bard, or Wizard classes. If opting to dual-
class, they may do so with combinations
of Fighter, Priest, and Thief classes.

Some few Britons, after the terrible
years following the withdrawal of the

Roman legions, have turned back to their
old gods. Speciality priests may thus opt
to follow Roman or Celtic Christianity, or
the Celtic deities and religions described
in Legends and Lore, the FORGOTTEN
REALMS® sourcebooks Faiths and Avatars
and Powers and Pantheons, or HR3 Celts.

Scandinavians

The Scandinavians include the Danes,
Norsemen, and Vikings who attacked
the British Isles from the late eighth cen-
tury, leading to invasion of the north and
eastern regions of Anglo-Saxon England
in the late ninth century.

More information on the use of Scan-
dinavians in an AD&D campaign can be
found in HR1 Vikings.

The climate of northern Europe makes
the Scandinavians hardy and strong.
Thus, they add +1 to initial Constitution
and Strength scores. Their low level of
learning and technology, in comparison
to that possessed by the other peoples of
the British Isles, is reflected in a -2
penalty to initial Intelligence.

Scandinavians generally have blond
to sandy hair and blue or gray eyes.
They use the Player’s Handbook tables for
height and weight determination.

Scandinavians are unlimited in
advancement as Fighters, Rangers,
Priests, Thieves, and Bards (the latter
using the Skald kit described in PHBR7
The Complete Bard’s Handbook, if avail-
able). Their Mages, who use the Rune-
master kit, have developed the art of
rune lore surpassing that possessed by
the Anglo-Saxons. Thus, they are also
unlimited in level as Wizards.

Nonhuman PC Races
Dwarves

The dwarves of Anglo-Saxon and Scan-
dinavian mythology are underground
guardians of mineral wealth, skillful in
their work of such. They are vindictive
and covetous by nature, driven by an
unending lust for gold.

Unlike their standard AD&D cousins,
they also lust for magic, specifically
items crafted from gold and jewels.
Although only the greatest of dwarven
crafters can create such objects, the
desire to own such items often leads
them into twisted plots and trouble of
their own devising.

Continued on page 36
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England

Bernicia & Deira: Major Anglo-Saxon king-
doms, founded in 547 and 560 respectively
‘and then unified into the kingdorn of
Northumbria by Ethelric in 588.."

Chintern Saeten (Middle Angul)- Mum_,.
Anglo-Saxon kingdom. Founded ¢.526, the

ing part of Mercia and East Anglia. _
Cumbria: Major kingdom of the Britons.
Eventually absorbed by Northumbria prior
to the ninth century.

Dumnonii & Durotriges: Celtic and Briton
kingdoms generally untouched by the -

Romans during their occupation but laie; “F

absorbedby‘i/\kssex TheDuromges

_. Mewia: Major Anglo-Saxon kmgdom One

Lindsey: Minor Anglo-Saxon kingdom.
Short-lived as an independent kingdom,
Lindsey became a province of (variously)
Mercia and Northumbria.

of&\elastkmgdomsto become Christian-

& m.aeame the most powerful (and feared)
‘w%ﬁm the reign of Penda{mled

kingdom was short-lived, evemm]ly bemm-_. ;

. > 4 ?"*’H
lcet)queredbquqsexh'lc&S r’t ;3’5" ‘dmnfomledbymemuﬁcammc)fBermaa
5 Bmﬂugha‘ﬁbh}or Anglo—-Saxonhnngﬂ'L and Deira in 588. Dominated briefly by Mer-

3 ;dmmg expanisions in the sévenm oentw'y
'Esnex: Major Mgb-smkg\gdom :
. Founded c.526 Submitted to Wessex, tficler

x pwssum due to Bgbert’s successes agamst

_ Foundedcméhlt never quite attained the -
level of power demonstrated byi&raa* R

Wessex, and Northumbria. Conqueredbyx
the Danes ¢.866+870 and later given to the

‘Danes under Guthrum by Alfred the Great

as part of the Treaty of Wedmore in 878. East

Anglia was evenmﬂy recovered from the
_Danes by Edwardﬁ\éﬁdetm 916.

wasabsorbedbmel:thbﬂa@ndea

Mercia and Kent, ¢.825.

Gododdin, Rheged, and Dumfries:
Minor Briton kingdoms absorbed by Strath-
clyde and Northumbria during the seventh
century. Dumfries survived into the early
ninth century.

Kent: Major Anglo-Saxon kingdom.
Founded in 449 by the Jutes Horsa and
Hengist—the first of the Anglo-Saxon king-
doms to be established. The region was
given to the Anglo-Saxons by Votigern in
payment for promised aid against pirate
attar:ka Seemg the weak state of the Britons,
the invitation led to invasion, and Votigern
was finally defeated in 455. Kent was finally
conquered in 825 by Egbert of Wessex. * °
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- Penda was slain in battle by Oswy (ruled

cia (under Penda) from 642 to 655 until

651-670). Under Oswy, Northumbria Nikidgs
" reached the height of its power. It was host Scoﬂaﬂd
to the Synod of Whitby (664), where Oswy
decided for the Roman Church over the Dal Riada: Established ¢ 5
Celtic as the single form of Christianity tobe ~ 1rish tribe of Dal Riata {
followed within the whole of England. fleeing from the encrsachment of the

Northumbrian influence was effectively
ended in 685 with the death of Eg,f'rifh in bat-
tle against the Picts under Brude. Conquered

““by the Danés in 867, Northumbria remained
- .. under Danish rule until Erik Bloodaxe was.

defeated by Edred, king of the English, in
§54 Northumbria became an earldom from _

tﬁat point. : ..

Strathclyde: Minor kingdom of the
Britons, constantly pressured by Northum-
bria and the southern Picts, #Ad by occa-
sional clashes with the kingdom of Dal ~
Riada until finally being subdued by-a ’Q
combined force of Picts under Angus and ~
Northumbrians under Eadbert in 756.
Remained a pacified kingdom until 870,
when Olaf the White (a Dane) invaded
from Ireland and forced Artgal, king of
Strathclyde, to flee. Malcolm II of Scotland
brought Strathclyde ander the control of
his kmgdom in 1016.

Sussex: Ma;mf_mgl&Saxon klngdom

E

55 -_%&m Major Anglo-Sa;mPhngd

. king in spite of the summion Wllliamof

 finally ended the Wessex line of Enghalt

=

Founded by Aelle in 477, the kingdom
played little part in the power struggles that
existed between Mercia, Wessex, and
Northumbria. !

; fnunded by Cerdic and

Normandy established by Edward in 105
The Battle of Hastings (14th October 1066)

Neill people. The kingdom grew m.im_'?:
mdmmmehmhhngdmmﬁgmgf 3
and east. Eventuﬁlly,m&,l&l(mne&\l '
Mac-Alpin, kingoftheiicms alaobecame
h:ugofthe!’ictsa::ﬂmutedﬂ\eﬁeotsand
Picts into the kmgdomof Scﬂtlaﬁd. :
Picts: The Picts wemascattﬂredpéh[ﬂe;

most of the time only nominally under the: e
rule of their monarch (or monarchs). Saint W

“ Coluriba setup his church on the island of

Tona as a'mission to convert the Picts to
Christianity in 563. Until the unification of
Picts and Scots in 844, the Picts fought
against all of their neighbors with varying
degrees of success. It sometimes appears,
when reading the histories of the northern
regions of the British Isles, that they faué‘ht
for each of their neighbors at some pomt too!

Wales _
A Note on Welsh Pronunciation: Most of the

words of the British Isles of the Dark Ages
follow modern English pmnu{\aahon. (Aﬂw 4

J&i




il 311 thé'language of the Dark Ages was Eng-
- ).lsha-ahhough itis hard to recognize it as

- 8i asthe “sh” sound inshop
- th as inthink, never as in the

~ sound.

X sueh today ) The Welsh language has a few

Excepaons Briefly, these are:

as in cake, never as in ace :
as in Bach or loch, never as in church
as the “th” sound in those

f  asthe “v” sound in of. Dyfed, for exam-
ple, is pronounced “Dih-ved.”

ff as the “f sound in film,

g asinget, never asin forge.

ng as in'sing, never as in danger

11 produced by forrrung the “1” sound wnth
the tongue, then trying to hiss

as the “ff” sound, but used at the b;.'gin-
ning of words

ph

r trilled, as 1ts use in Spanish or Italian
8§ asinsit, never as m TOse

*  (whichis the “dd”

sound)
Yy asinthe“i”sound 4
of sit or the “ea” -
v of seat Dk
W as m;th_g "oﬁf_’
,,' of book
% Welsh has'
m M’zﬂ'

Ystradtowy: Minor Welsh kmg—
doms, generally dominated and /or
absorbed by the kingdoms of Gwynedd,
Gwent, Dyfed, and Powys during the sev-
enth and eighth centuries. Brycheiniog, a
small mountain kingdom, was never actu-
ally conquered and lasted until the tenth
century.

Dyfed, Gwent, Gwynedd, and Powys:
Major Welsh kingdoms that play roles to
varying degrees within the tales of The

Mabinogion. The royal lineage of Dyfe&_

claimed origin from Ireland; and its people

were bilingual (Welsh and Irish): Po{'\"r'yskwa's
the most privileged of the Welsh kingdoms

- during the Roman occupation. The death'of

its last native king, Cyngen; was recorded in
the Annales Cambriae in 852. Cadwallon of
Gwynedd (ruled 625-633) was an ally of
Penda of Mercia and aided him in his.cam-
paigns against Northumbria.

Unliké the kingdoms of Wales, England, and
Scotland, the Irish never came under Roman

L

24

control or influence and remained largely
true to their Celtic roots (if not religion)
throughout the Dark Ages. The northern
Irish kingdoms suffered invasions and raids
by the Vikings, and Dublin became the seat
of power of Olaf the White and his heirs. The
first attacks probably came from the Outer
Hebrides (the “Sea-King of Lewis"”). The
Norsemen established independent

kingdoms throughout Itelanﬁi during the
ninth and tenth centuries, only to have the:r

' donunanoé end through their mbihty{'o

stave off the Irish once thearresmtanceto :

occ upahqn began.

The kingdoms mapped are generally
those political regions that existed before the
Viking invasions. Dal Arridhe and Dal Riada
Ulaid were the remaining regions populated
by the old Ulaid people. The other kingdoms
(Ailech, Connacht, Laighin, Midhe, Mumha,

_and Uladh) were transient, splitting and re-

uniting with other kingdoms history men-
tions (Ossoxy and Cahsel in the South, Oriel
[or Airgialla] in the north, Brega as a break-
away part of Lﬁdhe etc.). X

As the Vikings were pushed back in the
nhf;h century, the kings of these regions,
espeaally in the north, attempted tu‘ﬁélab—

. populated by a Welsh/Irish
- mixed p;ople until itwas

. conquered by the Vikings in
the tenth century.

" Danish rule as the Jarl-
% dom of Ol'kﬂEy

Thule' Situated in the mod-
em Shetland Islands (probably), Thule was a
place of near-legend. The pre-and early
Celts of Britain considered it to be the north-
ern extremity of the world. The Shetlands
came under Danish rule prior to the tenth
century.

Wight: An independent island kingdom
before it came under the jurisdiction of
Wessex in the late fifth to early sxxth
centuries. £ v

vy
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Dwarven player characters are created
using the standard rules presented in the
Player’s Handbook. They have all the spe-
cial abilities of their standard AD&D
counterparts.

Dwarven characters must observe the
standard AD&D limits, with the follow-
ing exceptions and alterations. Dwarves
may become Wizards, using the Rune-
‘master kit, to a limit of 7th level. They
cannot be multi-classed Runemasters,
nor can they be Priests or Clerics, but
dwarves may be multi-classed charac-
ters as combined Fighter/Thieves.

Elves
There are three distinct groups of elves in
the Dark Ages setting: the alfar (pl. alfen),
the dockalfar (pl. dockalfen), and the fey.
The fey are the nearest counterparts to
AD&D game elves. They dwell in hidden
places, usually within wooded wilder-
ness regions, and are most common (but
still rare) in Ireland. Although benign in
temperament, the fey are a remnant of an
ancient race that thrived in the old Celtic
world and are regarded as spirits and
demons by the Christian Irish and
Britons. Thus, the fey seek seclusion, hid-
ing themselves from the world at large.
PC fey are created using the same
rules as presented for elves in the Player’s
Handbook. They usually have blonde to
red-blonde hair and piercing green eyes.
The alfar, on the other hand, are very
active. Although they.are subject to the
same persecution as their fey brethren,
most possess magical powers (in the
shape of illusion and polymorph magic)
that enable them to disguise their appear-
ance and walk among humans. In true
form, they have fuller figures than the fey
and are slightly taller. The alfen are nei-
ther benign nor malevolent, or rather
they can be either as whim takes them.
However, certain alfen have risen to
become leaders, even rulers, of men. (The
Anglo-Saxon name Aelfric is literally
translated to mean “ruler of the elves.”)
Alfen characters gain a +1 to initial
Charisma scores for their great confi-
dence, while their generally chaotic

Elven Ability Score Ranges
Str. Dex.
Fey 3/18  6/18
Alfen 4/18  4/18
Dockalfen 3/17  10/18
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nature means their initial Wisdom scores
suffer a penalty of —1. Alfen do not pos-
sess infravision, but secret and concealed
doors are just as hard to hide from their
perception. Although they are resistant
to charm-related magic, the level of this
resistance is only 60%. Alfen possess the
standard elven bow, sword, and surprise
bonuses. Hair color ranges from brown
to sandy, and their eyes range through
shades of gray and hazel. Alfen deter-
mine height by adding the result of 1d12
to a base of 57 inches (53 inches for
females). They determine weight by
rolling 3d10 and adding the result to a
base of 130 Ibs. (95 Ibs. for females).

The final elven group, the dockalfen,
are an evil offshoot of the alfen, roughly
equal to the feared drow of the AD&D
game. They dwell underground, plot-
ting their wicked schemes against the
alfen, dwarves, and humans alike.

Dockalfen are the most agile of the.

elven races, with a +2 bonus to Dexterity.
They are not physically strong and thus
are penalized by -1 to both initial
Strength and Constitution scores. As an
underground race, dockalfen possess
better infravision than other elves, rang-
ing up to 90 feet. They have the same
resistance to charm-related spells as fey.
In addition, their use of deceptive magics
makes them harder to fool with illusions,
so they receive a +2 saving throw bonus
against illusion-related spells. Although
dockalfen are as adept with swords as
other elves (they retain the standard
elven +1 to hit with swords), they do not
generally use bows and gain no special
bonus with such weapons. Dockalfen are
subtler than their cousins, receiving a —6
bonus to surprise rolls when alone or in
the company of other elves in nonmetal
armor (-3 if some kind of portal must be
opened). The dockalfen have chalk-
white skin and very pale hair (ranging
from light blonde to stark white). Their
eyes are black, and it is hard to tell where
iris ends and pupil begins. Dockalfen use
the standard elven height and weight
tables from the Player’s Handbook.

Fey may follow the Fighter, Ranger,

Con. Int. Wis. Cha

7/18 8/18 3/18  8/18
3/18 5/18 7/18 10/18
3/16 6/18 3/18 4/18

Thief, Mage, or Bard classes. They are
limited to 12th level as Fighters and
Rangers, 13th level as Thieves and
Bards, and are unlimited in advance-
ment in the Mage class. They may
become specialist Wizards in the fields of

'Abjuration, Enchantment/Charm, and

Divination. They may multi-class in these
combinations: Fighter/Thief, Fighter/
Mage, Fighter/Mage/Thief, Ranger/
Thief, and Ranger/Mage.

Alfen characters may become Fight-
ers, Rangers, Thieves, Mages, or Priests.
They are limited to 12th level as Priests,
15th level as Fighters, Rangers, and
Mages, and are unlimited in level as
Thieves. They may become Specialist
Wizards in the following schools: Abju-
ration, Alteration, Enchantment/Charm,
and Divination. An alfen character may
opt to multi-class in the following com-
binations: Fighter/ Thief, Fighter/Mage,
Fighter/Mage/Thief, Fighter/Priest, or
Ranger/Thief.

Dockalfen may become Fighters,
Thieves, and Mages. They are limited to
10th level as Fighters and 15th level as
Thieves. With the exception of Specialist
Illusionists, dockalfen Mages are limited
to 12th level. They are unlimited in
advancement as Illusionists. As multi-
classed characters, dockalfen may oper-
ate only as Fighter/Thieves or Thief/
MMusionists.

Humanoid Races

In addition to dwarves and elves, Anglo-
Saxon myth contains a number of other
humanoid creatures suitable for use as
PCs. Many of these humanoid races are
dealt with in more depth in The Complete
Book of Humanoids. The erlking and trow,
unique to an Anglo-Saxon campaign, are
detailed below in the format of The Com-
plete Book of Humanoids.

Erlking (Forest Goblin)

Related to goblins and hobgoblins, the
erlking dwell in the depths of forests,
luring travelers into ambushes and
traps. Although most of their race are
malevolent, there are a few who have
risen above the petty evil of their
brethren to become adventurers.

Erlking have forest-green skins, often
mottled with earth-brown patches. They
typically stand around 5Y% feet tall. Their
eyes glow with a deep, golden color, the



twin points often being the last thing a
traveler in the deep forest sees before the
forest goblins descend for the kill. Their
features are bestial, framed by coarse,
black hair and dominated by hairless
snouts lined with rotting teeth.

Ability Score Adjustments. Erlking
are a hardy race, so they add +1 to initial
Constitution rolls. Their natural agility is
supreme, allowing them to move among
the trees with ease. Their initial Dexterity
rolls carry a +2 bonus. Although possess-
ing high cunning, they are not endowed
with great Intelligence and suffer -1 to
initial Intelligence scores. Finally,
because of their barbaric habits and foul
features, they are penalized by -2 to ini-

Ability Score Range
Ability Min. Max.
Strength 5 18
Dexterity 10 18
Constitution 8 18
Intelligence 3 17
Wisdom 3 18
Charisma 3 14

Class Restrictions
Class Max. Level
Warrior
Fighter 12
Ranger b
Rogue
Thief 15

Erlking may operate as multi-classed
Fighter/Thieves.

Hit Dice. Erlking receive Hit Dice by
class.

Alignment. Erlking tend toward Neu-
tral or Chaotic Evil. PC erlking may be of
any alignment, usually retaining either a
Neutral or Chaotic attitude.

Natural Armor Class. 10.

Languages. Erlking, Goblin.

Roleplaying Suggestions. Erlking are
bandits by nature. They have little ability
with craft and so steal what they need.
This general attitude is usually seen in
those rare erlking who become adven-
turers. Braver and less inclined to evil
than their brothers, the erlking PC excels
in the role of a fighting rogue, bringing
his knowledge of the wilderness, natural
ability in the subtler arts, as well as a
good sword arm to the few adventuring
groups that tolerate an erlking in their

midst. Even fewer erlking completely
discard their racial tendencies, taking up
the Ranger class and defending the very
travelers their people enjoy waylaying.

Special Advantages. Erlking possess
infravision to a distance of 60 feet. Their
natural coloration, combined with their
knowledge of their habitat, bestows
them with the ability to Hide in Shadows
and Move Silently through forest
regions, with the same chances for suc-
cess as a Ranger of equal level. This also
provides them with the edge of surprise,
causing opponents to suffer a -2 to sur-
prise rolls should the erlking attack in
ambush within wooded regions.

Special Disadvantages. Erlking are
recognized by most races as evil, twisted
bandits. An erlking arriving at a human
town is likely to be set upon before enter-
ing the gates.

Monstrous Traits. Appearance.

Superstitions. Erlking believe they
have been cursed by the gods, so they
hide in the dark forests. This gives them
a fear of open spaces that approaches
agoraphobia, for they believe that out-
side their natural environment they are
naked to the perception of the gods, who
laugh at the twisted, bitter creatures the
erlking have become.

Weapon Proficiencies. Erlking use
whatever weapons they can find.

Nonweapon Proficiencies. Recom-
mended: Direction Sense, Hunting, Set
Snares, Survival (temperate and subarc-
tic forests), Weather Sense.

Height. Erlking determine height by
rolling 2d6 and adding the result to a
base height of 60 inches (58 inches for
females).

Weight. Base weight for an erlking
character is 130 Ibs. (110 for females). To
this they add the roll of 4d10.

Age. Erlking begin play at an age of 20
+ 2d8 years old. Their maximum age is
determined by adding the roll of 2d20 to
a base of 90.

Thief Ability Adjustments.

Find /Remove Traps +10%

Move Silently +5%

Hide in Shadows +10%

Read Languages -10%

Firbolg

Firbolgs are detailed in The Complete
Book of Humanoids. In a Dark Ages cam-
paign, they are the remnant of an ancient

race, largely driven into small, isolated
pockets by the ancestors of the Irish.
They can be found within the forested
hills of Ireland and Wales, trying to hold
onto what little remains of their culture
before human domination of the British
Isles finally drives them into extinction.
Wise by nature, they recognize that the
struggle their race now faces is within
the natural order of things. This makes
them taciturn and melancholy, often
appearing depressed to those few out-
side their own people that come into
contact with them.

Goblins and Hobgoblins

These two races are described in The
Complete Book of Humanoids. Hobgoblins,
also known as hill goblins, make their
homes in the isolated valleys in the hills
of the British Isles. Like their erlking
brethren, they waylay travelers for sup-
plies, equipment, and food.

Ordinary goblins are the most com-
mon of the three types of goblin in a Dark
Ages campaign. They dwell in hidden
places in the lowland regions, often mak-
ing their homes within striking distance
of major trade and travel routes. It is not
uncommon for an eolderman to raise a
fyrd to hunt these evil beings to keep his
people safe from their predation.

Ogres

Ogres are detailed in The Complete Book of
Humanoids. They dwell in the wilderness
regions of northern England and the
highlands of Scotland, raiding human
villages and waylaying travelers. The
Picts respect their strength and often
employ them as mercenaries in their bat-
tles against the Britons neighboring their
kingdoms. Because of this relationship,
half-ogres (also described in The Com-
plete Book of Humanoids) are not entirely
unknown in Pictish society.

Trow

Loosely related to both dwarves and
trolls, the trow dwell in and around the
northern isles off the coast of Scotland—
the Shetlands and the Orkneys. There
are two types of trow: aquatic and land.
Both have Anglo-Saxon skin color.

Petty thieves by nature, trow live by
stealing fish from nets and sneaking into
settlements during the night to burgle
warehouses and stores. In desperate
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murder to get what they need. Thus, the
island people fear the trow, setting
guards against their incursions.

Trow have flat faces with wide, flaring
noses that almost dominate their fea-
tures. Their eyes are sunken and piggy,
their mouths small and thin, providing
even more attention to their disastrous
nostrils. Although not as stocky as their
distant, dwarven cousins, they roughly
equal them in height. The sea-trow’s
nose has gill slats in place of nostrils.

Ability Score Adjustments. The trow
possess little physical prowess, suffering
a -1 penalty to both initial Strength and
Constitution scores. Their sneaky, thiev-
ing ways provide them with a +2 to ini-
tial Dexterity. When confronted, they are
generally nervous and cowardly, suffer-
ing a -1 penalty to initial Charisma.

Ability Score Range
Ability Min. Max
Strength 3 17
Dexterity 9 18
Constitution 4 17
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Wisdom 3 18
Charisma 3 16
Class Restrictions

Class Max. Level
Warrior

Fighter 4
Wizard

Illusionist 5

Transmuter 4
Rogue

Thief U

Trow may be multi-classed Fighter/
Thieves, Illusionist/Thieves, or Trans-
muter/Thieves.

Hit Dice. Trow receive hit dice by class.

Alignment. Trow tend toward
Chaotic Neutral. Player character trow
may be of any alignment but are gener-
ally Chaotic in nature.

Natural Armor Class. 10.

Languages. Trow.

Roleplaying Suggestions. On occasion,
trow parents who have not managed to
steal enough food to support their chil-
dren may sneak into human homes,

own. What becomes of the human child
in such cases probably doesn’t bear
imagining. The fate of the trow-child is
much better. Until fully grown, there is
little to differentiate an ugly human child
with the trow usurper. Given that the
trow also have some knowledge of Illu-
sion and Alteration magic, it may be
some years before the human surrogate
parents realize what has befallen them.
The fate of such changelings once discov-
ered is often harsh.

Trow changelings present the best
role for PCs. Brought up apart from the
culture of their parents, they are given
better chance to learn useful skills.
Given the attitude of a human settle-
ment “blessed” by the presence of a
trow changeling, it is likely that such
trow who are not initially slain and
manage to survive the perils of the
wilderness will become adventurers of
a sort. Some may even be confused
about their actual heritage, spending a
good portion of their lives believing
they are human and wondering about



their parents’ treatment.

This trow practice has led to the island
saying “Trow tak’ thee,” a phrase used to
scare children into good behavior.

Special Advantages. Aquatic trow
can breath underwater with no penalty.
However, they may spend only a length
of time equal to their Constitution scores,
in hours, away from their watery homes.
Although all trow have particularly bad
eyesight, their sense of smell surpasses
even that of canines. Thus, trow can
detect illusions, including invisibility,
unless the illusion also produces an
accurate olfactory component, some
method of masking the smell of an invis-
ible creature, or some other olfactory
effect (such as the stench of a ghast) is
also present.

Special Disadvantages. Because of
their keen sense of smell, trow suffer a -2
to all saving throws made against
gaseous or olfactory attacks (such as
stinking cloud spells). Their poor eyesight
leaves® them particularly hampered
when using missile weapons at range,
giving them an additional -2 penalty to
all attacks made beyond a range limit of
30 feet (this is in addition to any penal-

ties due to weapon range).
Monstrous Traits. Bestial Habits
(Cowardly).

Superstitions. Trow fear the moon,
seeing it as the monstrous eye of the
baleful god that causes all their ills. If
they must act during nights with a full
moon (and they do so only under excep-
tional circumstances), they do so with a
=4 (or, where applicable, -20%) penalty
to all die rolls.

Weapon Proficiencies. Trow use small
weapons, such as daggers and knives.
Their small size and relatively poor
strength leads them to avoid larger
weaponry. In addition, they tend to shun
missile weapons, given their poor ability
with them due to their eyesight.

Nonweapon Proficiencies. Carpentry,
Fishing, Leatherworking, Swimming.

Height. Being of similar height to
dwarves, trow roll 1d10 and add this to a
base value of 43 inches (41 for females).

Weight, Trow roll 3d8 to defermine
weight, adding the result to 100 Ibs. (90
Ibs. for females).

Age. The starting age of a trow charac-
ter is equal to 10 + 1d10 years. They live
for 85 + 3d12 years.

Thief Ability Adjustments.
Pick Pockets +5%

Open Locks +5%

Move Silently +10%

Hide in Shadows +10%
Read Languages —10%

PC Kits

Below are presented several kits for
use within a Dark Ages campaign. All
kits are presented in the format of the
Complete book relevant to the specific
class group (e.g., the Warrior kits are pre-
sented in the format of the Complete
Fighter’s Handbook). Additional notes
provide advice for using existing AD&D
kits within an Anglo-Saxon setting.

Land
Several of the following kits give an
option for starting funds to be trans-
lated into parcels of land, which the
character owns in the name of his lord.
The amount of land owned, in addition
to the character’s own position in the
social hierarchy of his culture, deter-
mines his status. For example, a ceorl
who owns five acres of farmland affords
higher status than one of similar rank
who owns a single acre.

In general, every 10 gp remaining from
a character’s starting funds after all items
of equipment have been purchased may
be traded in for a single acre of farmland.
Within this land, the character also has a
house (usually of wood, but it may be of
stone if more than three acres are owned)
and one or more barns and other such
structures as necessary. A character gains
income from the land equal to 5 gp per
calendar month per acre, except during
winter months. The character must tithe
20% to the local lord. To gain income
from a parcel of land, the character must
also employ one laborer per acre, using
the standard wage rates provided in the
DMG (i.e., 1 gp per month).
Warrior Kits
The only Warrior classes available in an
Anglo-Saxon campaign are Fighters and
Rangers. The age of chivalry, knight-
hood, and holy deeds has not yet come,
so there is little place for Paladins.

Additionally, although Warriors are

the most common class in most AD&D
settings, this is even more true of the

Anglo-Saxon campaign. The social hier-
archy of the Anglo-Saxons is built
around the military, and every free man
is expected to provide service to the fyrd.
Hence, even the lowliest gebur is likely
to possess skills as a 1st-level Fighter.

Kits from Existing Sources

The Berserker kit (from the Complete
Fighter's Handbook) is relevant to certain
Warriors of Scandinavian descent. Cer-
tain eoldermen could also make use of
the Noble Warrior kit from the same
source. Both Scandinavians and Anglo-
Saxons were initially pirates, raiders of
the coastal lands held by the Britons,
which makes the Pirate/Outlaw kit rele-
vant to both these peoples. The Celtic
Irish also did their fair share of pirating
after the withdrawal of the Roman
legions from mainland Britain.

The Ferelan kit (from the Complete
Ranger’s Handbook) provides an excellent
model for' those rare erlking Rangers.
Other kits of use to most Rangers of the
Dark Ages include the Giant Killer,
Guardian, Justifier, Mountain Man,
Pathfinder, Sea Ranger, and Warden.

Ceorl

Classes: Fighter

Description: The Ceorls are the main-
stay of Anglo-Saxon culture. They repre-
sent the free-men of society, ranging
from laborers to landed commoners.

Unlike Thegns, Ceorls are not profes-
sional military men. They are craftsmen
and farmers who are required, by the
law of their king, to maintain a readiness
for joining the fyrd when it is required.
Thus, although adept in their own craft-
ing skills, they also have some military
training in the use of arms and armor.

Ceorls must have a minimum
Strength score of 7.

Role: Most Anglo-Saxon Fighters
belong to the ranks of the Ceorls, but it is
more likely that adventuring Fighters
will be Thegns. For a Ceorl to enter the
ranks of professional adventurers, he
must have been assigned to such a role
by his Thegn or eolderman, or some-
thing disastrous (such as a major ogre,
giant, or goblin raid) must have hap-
pened to propel him from his normal
duties. A Ceorl whose eolderman has
been slain could, for example, find him-
self becoming an adventurer through
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necessity. Of course, a Ceorl may engage
in adventurous pursuits as part of a
mustered fyrd.

Secondary Skills: Ceorl characters:

should select a secondary skill that rep-
resents their professional duties outside
the fyrd. Suggestions for relevant Ceorl
secondary skills include: Armorer,
Bowyer/Fletcher,  Farmer,  Fisher,
Groom, Hunter, Leatherworker, Mason,
Miner, Shipwright, Tailor/Weaver,
Teamster/Freighter,  Trader/Barterer,
Trapper/Furrier, Weaponsmith, and
Woodworker/ Carpenter.

Weapon Proficiencies: Required: Ax
(francisca or sparte—treat as handaxes),
Spear. Often, proficiency with the scra-
masax (Anglo-Saxon dagger) is also
attained. Some influential Ceorls may also
gain proficiency in the seax (Anglo-Saxon
short sword, pronounced “say-ax”). A
few, especially those who are professional
hunters, may also select proficiency in the
use of the longbow or shortbow.

Nonweapon Proficiencies: Bonus
Proficiency: A Ceorl gains a single bonus
nonweapon proficiency relevant to his
chosen secondary skill. Required: A
Ceorl’s initial nonweapon proficiency
slots must be spent on proficiencies
related to his chosen craft. For example,
a leather worker may gain the Leather-
working proficiency as his bonus, and
spend his initial quota of slots on profi-
ciencies such as Cobbling, Seamstress/
Tailor, and so forth. Of course, some of a
character’s initial slots may be spent on
the bonus craft nonweapon proficiency
to increase the character’s skill in his
chosen field. Recommended: Agriculture,
Animal Handling, Animal Lore, Ani-
mal Training, Armorer, Artistic Ability,
Blacksmithing, Bowyer/Fletcher, Brew-
ing, Carpentry, Cobbling, Cooking,
Engineering, Fire-building, Fishing,
Herbalism, Leatherworking, Mining,
Pottery, Rope Use, Seamstress/Tailor,
Stonemasonry, Weaving

Equipment: Ceorls must spend their
initial funds on one weapon, one suit of
armor, and miscellaneous items of equip-
ment relevant to their professional duties.

Special Benefits: A Ceorl gains a +1
bonus for every three levels attained to
the primary nonweapon proficiency of
his profession (i.e., the one he selected as
his bonus). Upon attaining 5th level, or
any time thereafter, a Ceorl may be
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raised into the ranks of the Thegns by his
lord. In exception to the standard rules
for abandoning a kit, the elevated Ceorl
effectively abandons the Ceorl kit and
replaces it with that used by Thegns.

Special Hindrances: Unless special
circumstance dictates, a Ceorl is at the
beck and call of his lord (whether a
higher-ranking Ceorl, a Thegn, or an eol-
derman). He may not resist the orders of
his betters without risking banishment,
Or Worse.

To determine the initial social class of a
Ceorl character, roll 1d6: 1, gebur; 3-5,
kotsetla; 6, geneatas.

Ceorls may not specialize in any
weapon. If using the PLAYER'S OPTION®
rules, Ceorls may not gain Armor or
Shield proficiency, nor may they select a
weapon of choice.

Wealth Options: Ceorls of gebur and
kotsetla social classes begin play with
only 3d4 x 10 gp, which must be spent
on equipment. Any funds left over after
character generation are lost. Geneatas
rank Ceorls begin play with 4d4 x 10 gp,
with any excess funds being kept or
translated into land ownership.

While in the service of another, Ceorls
gain pay per week, depending on their
social class: geneatas gain 2d10 sp, kot-
setla 1d12 sp, and gebur 1d6 sp.

Races: Of the human races, only
Anglo-Saxons and Britons who live
within Anglo-Saxon lands may become
Ceorls. Some few alfen, posing as
humans, may also select this kit.

Horseman -

Classes: Fighter, Ranger.

Description: Although horses and
horse-drawn vehicles were, along with
waterborne craft, the primary form of
vehicular transport in Dark Ages Britain,
the use of cavalry was neglected by all
but the Britons after the withdrawal of
Rome until about the mid to late eighth
century. To the Britons, this represented
their best advantage against the Anglo-
Saxon invaders.

In Briton culture, the Horseman repre-
sents the elite of the warrior classes. Not
only were they one of the few profes-
sional military figures left, they also rep-
resented one of the few military tactics
that the ancestors of the Britons had
taught the Romans. Unfortunately for
the Britons, a good cavalry needs to be

supported by an effective infantry, and .
that is something they lost with the
Roman legions.

Horsemen must have a Wisdom of at
least 12, a Dexterity of 9 or more, and a
Charisma of 12 or more. They may not
be Chaotic or Evil in alignment.

Role: Horsemen represent the profes-
sional military of the Britons. While in
the saddle, they lead the desperate fight
for freedom against the Germanic
invaders. While out of it, they attempt to
bolster their people and bring them
together into a force that has some
chance of success. Horsemen may
adventure as representatives of their
people, perhaps heading into the hills to
gather together those Britons who have
fled there or seeking some artifact that
may serve as an icon to bring hope to the
beleaguered.

Secondary Skills: Being professional
military men, horsemen tend toward
those secondary skills that best serve
them in this field. Thus, should they take
a secondary skill, it should be from the
following list: Armorer, Bowyer/
Fletcher, Groom, or Weaponsmith.

Weapon Proficiencies: Required: Lance
(light or medium) or Spear. As members
of the elite military, Horsemen often
become adept in using the short sword.

Nonweapon Proficiencies: Bonus Pro-
ficiency: Riding (horse). Recommended:
Animal Handling, Animal Training, Eti-
quette, Armorer, Weaponsmith.

Equipment: All Horsemen begin play
with a battle-trained mount (a light
warhorse), as well as bit, bridle, riding
saddle, saddle blanket, and a pair of
small saddle bags. Their initial funds
may be spent as they please (probably
investing in armor and weaponry).

Special Benefits: A Horseman has a
special empathy with his mount. Thus,
he performs all Riding proficiency
checks pertaining to his mount with a +1
bonus. This bonus increases by +1 for
every four levels attained.

Because of their station within the
society of the Britons, they receive a +2
reaction bonus when dealing with any
Briton. Additionally, when a Horseman
is traveling, any Briton will gladly pro-
vide shelter and provisions under nor-
mal circumstances.

Special Hindrances: Horsemen are
bound by duty to their people. They can



never refuse to aid a Briton in peril, los-
ing half their earned experience points
for the game session should they do so.
Additionally, if word of such neglect
spreads, their normal —2 reaction bonus

toward Britons is replaced with a +4 |

penalty.

Wealth Options: Because of their sta-
tus, Horsemen are well off in both coin
and land. Thus, they receive 8d4 x 10 gp
for starting funds, and any coin remain-
ing can be translated into land.

Races: Only Britons may take the
Horseman kit.

Thegn

Classes: Fighter, Ranger.

Description: Thegns are the profes-
sional military of Anglo-Saxon society.
They can be guards employed by eolder-
men, the nucleus of any fyrd mustered by
their lord, or the elite King’s Thegns—the
nearest equivalent to the knight.

Role: The duties of a Thegn to his lord
~ include aiding and organizing the fyrd,
administrating the Ceorls who labor in
the lands of the eolderman, and per-
forming all military duties (such as
guard duty) that lie outside the battle-
field of war (i.e., those duties that are still
required while no fyrd is in existence).
Of all the fighting types of Anglo-Saxon
culture, the Thegns are the most likely to
engage in adventure, performing mis-
sions for their lord, including such tradi-
tional adventuring pursuits as keeping
the land free from human and humanoid
incursion and guarding trade routes.

Secondary Skills: Although a good
proportion of Thegns have been born
into the ranks of the military, some have
also been elevated from the social ranks
of the Ceorls. Thus, any secondary skill
isrelevant to characters taking this kit.

Weapon Proficiencies:  Required:
Spear, Ax (sparte or francisca—treat as
handaxes). Other weapons a Thegn may
learn the use of include scramasax (dag-
ger), seax (short sword), framea (lance),
and bow (long or short). A handful may
still practice the use of the falx, an old,
two-handed sword with a curving blade
in common use from the first century B.C.
by Celtic and Germanic tribal warriors
(treat as a longsword, in terms of
weapon speed and damage).

Nonweapon Proficiencies: Recom-
mended: Armorer, Bowyer/Fletcher,

Etiquette (especially for King’s Thegns),
Hunting, Leatherworking, Seamanship,
Weaponsmithing.

Equipment: Thegns are not limited in
terms of what equipment they may own.
They must initially purchase at least one
weapon (spear or seax), a suit of armor
(usually some form of chainmail), and a
shield (small or medium).

Special Benefits: Thegns carry all the
benefits of their class. Thegns of the
Fighter class may specialize normally,
and, if using the PLAYER’S OPTION rules,
they may take proficiency in Armor and
Shield use.

Any Thegn of 5th level or above may,
subject to the campaign, be called upon
to enter the ranks of the King’s Thegns.
King’s Thegns have no living expenses
beyond those required for the upkeep
of land they own, since the king houses
and feeds his warriors. They must,
however, tithe 15% of all treasures they
gain, whether from adventuring in
the name of their king, or from battle-
field spoils.

At 9th level, a Thegn who has per-
formed well might be elevated to the

position of eolderman, unless the charac-
ter previously followed the Ceorl kit.

Special Hindrances: Thegns are
bound by honor and duty to their lord.
They cannot refuse an order from their
superiors. The penalty for doing so is
execution on a charge of treason.

Wealth Options: Thegns receive the
standard 5d4 x 10 gp for initial funds.
Any remaining funds can be retained or
converted into land.

Races: Only Anglo-Saxons and alfen
who are posing as Anglo-Saxons may
become Thegns. Although any member
of any race who has performed great ser-
vice to a king or eolderman may hold the
title of Thegn, they can never follow the
Thegn kit.

Wizard Kits

Wizards in an Anglo-Saxon campaign
are keepers of ancient lore. Although,
in regions where Christianity has
become dominant, they may be viewed
with mistrust because of their learning
in what is, essentially, pagan lore,
Wizards are not tied to following the
pagan faith. A good many Wizards
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from contemporary legends (Merlin,
for example) were respectful of Chris-
tianity, some even following the faith
devoutly.

Kits from Existing Sources

There are a few Wizard kits described in
the Complete Wizard’s Handbook that are
relevant to a Dark Ages campaign. The
introspective, philosophical wise men
who live in the wilderness as isolationist
hermits are eminently suited to the Mys-
tic kit. Hedge wizards who perform their
magic to aid the community in which
they live can be represented by the Peas-
ant Wizard kit. Finally, British folklore is
filled with stories of practitioners of for-
bidden arts, in the name of ancient,
pagan gods. The Witch kit can be used to
represent such individuals.

Runemaster
Description: Both Anglo-Saxon and
Scandinavian legends speak of the wis-
dom of rune-lore. Woden of the Anglo-
Saxons (the god of magic) and Odin of
the Scandinavians both suffered greatly
to learn the power of runes and pass this
learning on to their people. Runemasters
are the mortal receivers of this lore.
Unlike standard AD&D Wizards,
Runemasters do not cast all spells
directly. Instead, they prepare items by
carving or otherwise marking a rune or
series of runes that temporarily empower
the item with the desired spell or spells.
Instead of rolling balls of sulphur, incant-
ing strange words, and waving their
arms around to produce a fireball spell, for
example, a Runemaster may prepare a
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. staff or wand with the specific combina-

tion of runes required to later produce the
effect. This means that, generally, a Rune-
master is weaker than a standard AD&D
Wizard if caught short-footed but more
powerful if given the time to prepare.
The exception to this practice is their
use of Divination spells. All spells of the
Divination school require only a full set
of special runestones (flat stones, each
inscribed with a single character of the
runic alphabet). In place of verbal, mate-
rial, and somatic spell components, the
runemaster casts these runestones in a
manner particular to the spell in ques-
tion, and then reads them to determine
the result of his divination. For detection
spells, such as detect invisibility, the Rune-
master places the correct runestone onto
his forehead, holding it in place with a
single finger, while the spell is in effect.

Preferred Schools: Abjuration, Div-

ination, Enchantment/Charm

Barred Schools: None

Role: The Runemaster is a respected, if
feared, member of the community in
both Anglo-Saxon and Scandinavian cul-
tures. Although very rare (even the
mighty bretwaldas can boast only a sin-
gle Runemaster of power, with a handful
of lesser pupils), they are nonetheless
mighty figures.

Although, like all people, Runemasters
are subject to their king, they can boast a
certain amount of independence. This is
mainly due to the respect they gain from
even those of higher social rank. This
leaves them with the ability to come and
go as they please, performing whatever
personal schemes they might plot.

Secondary Skills: Although Rune-
masters are generally above the mun-
dane crafts practiced by their people,
they must still possess skills that enable
them to create the items upon which
they etch their runes. The most relevant
secondary skills are Mason and Wood-
worker /Carpenter, although a few may
also be skilled Weaponsmiths.

Weapon Proficiency: It is rare to see a
Runemaster without his staff, upon
which he often scribes several runes to
ensure the times he is caught unpre-
pared are few and far between.

Nonweapon Proficiencies: Bonus:
Ancient Language, runes. The most com-
mon runic alphabet in use by Anglo-Sax-
ons and Scandinavians of the Dark Ages

is the Futhark, but regional variations of
this exist. Required: Artistic Ability (rune
scribing). Recommended: Carpentry, Spell-
craft, Stonemasonry, Weaponsmithing.

Equipment: Other than his staff, his
runes, and the lore books from which he
draws his magical knowledge, the Rune-
master feels the need for little in the way
of equipment. A newly created Rune-
master begins play with a full set of pre-
pared runes (of which there are usually
twenty five individual stones or the
equivalent), and a single volume
describing the combinations of runic
enchantments required to perform the
spells he knows.

Rune Magic: Runemasters enjoy the
same spell progression as standard
AD&D Wizards, even though they cast
the spells differently and in advance of
the spell’s actual use. All Divination
school spells must be memorized nor-
mally before they are used.

To prepare runes on an item, the Rune-
master must first memorize the spells he
wishes to cast onto the item. The item
must then be prepared with a scribe rune
spell (described above), after which the
desired spells are cast (using standard
casting times) as the runes are etched
onto the object.

There are two different types of rune:
bonus runes and spell runes. Bonus
runes require no further spells beyond
the scribe rune spell, but each rune
requires a separate casting of that spell.
Spell runes require a single casting of the
scribe rune spell, for which the Runemas-
ter may etch any number of spell runes
onto an item by “casting” the relevant
spell. All spells to be cast onto the rune
must be cast within a single hour of the
initial scribe rune spell.

Either type of rune remains active for a
number of days equal to the Runecaster’s
number of additional languages for Intel-
ligence (see Table 4 in the Player’s Hand-
book). After this time, the power of the
rune fades completely. When one rune on
an item fades, there is a 10% chance that
each of any other runes on the same item
spontaneously fades, even if its duration
has not expired.

Example: A Runecaster with an Intelli-
gence of 16 places a bonus rune on his dagger.
Two days later, he places a sleep spell rune
on the same dagger. On the sixth day after he
cast the bonus rune, that one fades, and there



is a 10% chance that the spell rune fades too,
even though it would normally last three
more days.

A bonus rune bestows certain bonuses
to the item in question or the wielder of
the item. Possible bonus runes include:
+1 to hit, +1 damage, +1 to a specific cate-
gory of saving throw, or +1 bonus to
Armor Class. For example, a Runemaster
could enrune a short sword to provide a
+2 to hit bonus and a +1 damage bonus,
by casting three separate scribe rune spells
within the space of one hour—two attack
bonus runes and one damage bonus
rune. Being magical spells in nature,
bonus runes are subject to magic resis-
tance, dispel magic, and similar effects.
Dispel magic effectively removes the
runes from the item. In such cases, each
bonus rune must be dispelled (or resisted
against) individually. Bonus to hit runes
can provide a weapon with the magical
bonus required to hit certain creatures.
True magical items that confer a bonus
(such as a properly enchanted short sword
+2) are not open to runic scribing—their
magical nature prevents the runes from
being etched upon them.

Spell runes provide a single casting of
the spell so enruned. A 5th-level Rune-
master could, for example, enrune a sin-
gle fireball spell upon his staff. When the
spell is cast from the rune, the rune van-
ishes. Of course, a Runemaster may
place multiple runes of the same type
(two fireball runes, for example) on the
same object provided there is enough
room. Only one spell rune may be
released (“cast”) in a single round, but
the initiative modifier of a rune is always
1. Spell runes may only be released by
the Runemaster who scribed them (with
the exception of accidental release—see
below), and their effects are determined
by the casting level of the Runemaster
when he originally scribed them.

As with bonus runes, spell runes can-
not be etched onto true magical items.

The number of runes that may be
scribed onto a specific item depends on
the size of the item. As a rule of thumb, a
dagger-sized item may hold up to two
runes, a short sword four, a staff eight,
and a medium shield up to ten. No item
may hold more than ten runes, regard-
less of its size.

Both types of rune are subject to acci-
dentally release. Any time an enruned

item is subject to violence (this includes
hitting an opponent with an enruned
weapon), and any time the item needs to
make a saving throw, there is a flat 10%
chance for bonus runes (rolled sepa-
rately for each rune) and a 10% chance
per spell level for spell runes that a rune
is released. Bonus runes are rendered
ineffective. Spell runes release their
spells, centered on the item to which
they are attached.

Wealth Options: Runemasters receive
standard initial funds, equal to (1d4+1) x
10 gp.

Races: Only Anglo-Saxons, Scandina-
vians, dwarves, alfen, and dockalfen
may be Runemasters.

Priest Kits

Priests in the Dark Ages were of utmost
importance. In the early part of the
Anglo-Saxon dominance of England, the
pagan priests were almost as important
as the kings themselves. When the Irish
and Roman Christian missionaries began
the long, arduous task of converting the
pagan invaders, it was to the kings they
came, making the religious canon held by
the people a part of royal doctrine. The
political connections did not end there.
The great Celtic Christian missionary,
Saint Columba, was no common priest—
his blood-right led to the very throne of
the Irish High King. In later periods of the
Anglo-Saxon kingdoms, the various
bishops and archbishops became as influ-
ential (often more so) than the eoldermen
and eorls. Royalty and religion became
inextricably connected.

Some of the most celebrated recorders
and scholars also heralded from the
church. Bede, who wrote the definitive
work on early Anglo-Saxon histories,
was a monk of Jarrow, and his works
became renowned among both kings
and bishops alike.

Kits from Existing Sources

The Nobleman Priest, Peasant Priest,
and Scholar Priest can be found within a
Dark Ages setting, particularly the
Nobleman Priest, which can be best used
to represent the bishops and archbishops
of the mid to late periods of the age. The
Scholar Priest and the Scholar Monk,
presented below, are related, but where
the scholars of the general clergy tend to
be recorders of lore from their own point

of view and are generally active in the
hierarchy of the church, the Scholar
Monk represents a more neutral histo-
rian, more determined to record what is
accurate, rather than what is acceptable
to the ethics of his faith.

The Role of Missionaries
Some of the more adventurous Christian
priests left the sanctity of their estab-
lished churches to bring their faith to the
invaders. They became missionaries,
entering into the courts of the pagan
kings, often at great risk, but with the
possibility of great reward for success.
The role of a missionary is open to
any character following either Christian
faith, with the exception of those who
opt to take the Scholar Monk kit pre-
sented below. This option is secondary
to class and kit, however, being more an
opportunity for roleplaying than any
definition of skills. DMs and players
should consider the possible impacts,
conflicts, and situations that may arise
through the inclusion of such a charac-
ter within their games. For example, a
missionary operating within the king-
dom of Kent may well find himself
attached to St. Augustine’s mission, and
might be subject to the rewards his men-
tor gained through the successful com-
pletion of his task. On the other hand, a
Christian missionary operating within
the early Mercian kingdom may well
find himself the target of insults, and a
number of much sharper implements,
for daring to speak out against the
revered Germanic pantheon.

Scholar Monk

Description: Monks of the Dark Ages
were deeply spiritual individuals who
dedicated their lives to their faith. Many
of them became noteworthy scholars
during their monastic careers. The
Scholar Monk is such an individual.

Unlike the related Scholar Priest kit,
however, the vows taken by the monks
prevent them from either invention or
subjective interpretation of the subjects
they study. Although this often brings
them at odds with the established
church, it does make them more
respected by kings and others, who view
their works as accurate observations
rather than yet more religious doctrine.
Indeed, it is to the Scholar Monk that
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kings and eoldermen often turn to
answer questions that they may have
with respect to some subject or another.
Examples of Scholar Monks in a Dark
Ages setting include the venerable Bede
and Peter Ellis’ literary detective-monk

" Cadfael. Those interested in medieval

detective fiction should see Jon Picken'’s
“The Murder Medieval” in DRAGON'
Magazine #240.

Unlike Scholar Priests, Scholar Monks
may discard their kit should they begin
to question their faith and their role
within the monastery.

Scholar Monks must have a Wisdom
of at least 10 and an Intelligence of 12 or
more. They must be Lawful Good or
Lawful Neutral.

Barred: Monks must follow the Chris-
tian faith.

Role: Often, a Scholar Monk travels to
visit the subjects he is studying. This
may lead them on long journeys of dis-
covery. This, and the respect they com-
mand as neutral observers, provides
much scope for players wishing to use
this kit for their Priest character.

Secondary Skills: Scholar Monks
must take the Scribe secondary skill.

Weapon Proficiencies: Although
pacifism is generally part of the vows
each monk is required to make, carrying
a staff for defense is permitted. This is

- the only weapon a Scholar Monk is per-

mitted to gain proficiency in.

Nonweapon Proficiencies: Bonus:
Reading/Writing (Latin and native
tongue), Artistic Ability (illumination
and calligraphy). Recommended: Agricul-
ture, Ancient History, Astrology, Eti-
quette, Healing, Herbalism, Local
History, Religion, Singing.

Equipment: A Scholar Monk may
own nothing due to his vows. He may be
permitted to retain certain items for per-
sonal use by his monastery (such as Cad-
fael’s books on herbal lore), but these are
exceptions to the rule. Initially, a Scholar
Monk character has a staff, his robes, a
prayer book, and a simple crucifix, but
all of these items remain the property of
the monastery rather than the individual
monk himself. Scholar Monks may
never wear armor.

Special Benefits: As with Scholar
Priests, a Scholar Monk may spend any
or all of his weapon proficiency slots on
nonweapon proficiencies instead. In



addition, a Scholar Monk is never
refused food, shelter, or aid by one who
follows the Christian faith. If they
require coin or equipment to perform
some task they have been assigned, they
may request the items from the abbot of
their monastery, who usually grants
such requests unless they are extrava-
gant or the task for which they are to be
used is in conflict with the interests of the
monastery itself. By the late eighth cen-
tury, the resources a monastery could
draw upon were pretty impressive.
Special Hindrances: As has been men-
tioned before, a Scholar Monk may not
own any equipment. Monies they gain
must be donated, in full, to their
monastery. They must also uphold their
faith at all times. A lapse means that they
lose all spellcasting ability until some
form of atonement (usually including the
casting of an atonement spell) takes place.
Wealth Options: Monks do not begin
play with any form of monetary wealth.
Races: Any individual of any race that
is willing to take his vows and live a
faithful life as a monk may take this kit.

Tribal Priest

Description: This kit may be used to
represent the pagan priests of any non-
Christian culture of the Dark Ages. This
includes non-Christian Anglo-Saxons,
Picts, and Scandinavians, along with
Britons who have turned away from
Christianity to return to their old gods.
Although often seen as barbaric to the
Christian church, the cultures served by
the Tribal Priest have largely discarded
the typical trappings of barbarism, serv-
ing a community just as, or at least
approaching, the measure of civilization
evident in their Christian neighbors.

A Tribal Priests ability score require-
ments, alignment, and other special ben-
efits and hindrances are determined by
his deity. Good sources for possible
deities followed by a Tribal Priest
include HR1 Vikings, HR3 Celts, Legends
and Lore (Celtic and Norse chapters),
Faiths & Avatars, and Powers & Pantheons.

Barred: Tribal priests may not be
Christian in faith. :

Role: Tribal priests are the most akin
to traditional AD&D game Priests in that
they worship one or more deities, and
gain their spells and powers from
those deities. They are highly influential

individuals, often having more influence
over the population than the king him-
self. In a Dark Ages campaign, Tribal
Priests engage in politics and quests in
the name of their gods. They also must
defend their faith (and position within
their community) from the onset of Chris-
tianity represented by the ministrations
of the Christian missionaries, who often
attempt to convert the pagan masses.

Secondary Skills: A Tribal Priest must
select a secondary skill that is relevant to
the deity he worships.

Weapon Proficiencies: A Tribal Priest
is restricted in weapon proficiency
depending on the description provided
for the deity he worships.

Nonweapon Proficiencies: Recom-
mended: Etiquette, Reading/Writing,
Religion.

Equipment: No special restrictions are
placed upon a Tribal Priest, other than
those proscribed by the specific deity he
worships.

Special Benefits: Tribal Priests may
attempt to counter the conversion ability
of a Christian missionary, as long as they
are present and in good standing with
the subject of the conversion. In this
function, they may add their Charisma
reaction bonus as a negative modifier to
the missionary’s initial reaction roll.
Once a missionary has been accepted,
however, it is only their influence within
their community that is applicable.

Beyond that, a Tribal Priest gains the
special abilities provided by the deity he
follows.

Special Hindrances: Tribal Priests
must work hard to maintain their influ-
ence within their community, especially
in the face of potential conversion by
Christian missionaries. Should their peo-
ple be converted, a Tribal Priest has the
option to turn to Christianity himself,
attempt to disrupt or discredit the practi-
tioners of the new faith, or leave his peo-
ple in a form of self exile.

Of course, any special hindrances or
restrictions due to the Tribal Priest’s own
faith must also be observed.

Wealth Options: Unless otherwise
indicated, Tribal Priests begin play with
the standard 3d6 x 10 gp. Funds remain-
ing after purchase of initial equipment
may be converted into land.

Races: Any pagan culture of any race
is eligible for this kit.

Rogue Kits

Most Rogue player characters in a Dark
Ages.campaign are wandering freemen
adventurers or those unfortunates who
have been forced (or who have chosen)
to follow a life of banditry. Such individ-
uals may band together for mutual sup-
port, or because they have no other
choice, but the traditional notion of
thieves’ guilds (and thus such other indi-
cators of organized units of crime, such
as Thieves’ Cant) are, by and large, obso-
lete in a Dark Ages setting.

Thieves thus tend to be wilderness
oriented, requiring survival skills neces-
sary to live outside the stockades of civi-
lization. Skills such as lock picking and
trap detection are virtually worthless in
this environment, especially considering
the technology level of security present.

Although the Dark Ages Thief, given
the above challenges, enjoys few of the
roles the class holds in other AD&D set-
tings, the lot of the Bard is a completely
different matter. The old Welsh order of
bards, affiliated with the druids of an
older time, are still present and com-
mand a great deal of respect. The Anglo-
Saxons also placed great worth on their
tale-tellers, being at once keepers of lore,
recorders of deeds, and purveyors of
news throughout the kingdoms. Even
the skalds of the Scandinavian people
hold positions of reverence and respect
within their culture.

Kits from Existing Sources

Although many of the traditional roles of
the Thief are not present within the Dark
Ages setting, a few of the kits presented
in the Complete Thief’s Handbook remain
relevant to the campaign. Adventurers,
Bandits, Buccaneers, and Scouts all fit
well and are available to players of Thief
characters.

The Complete Bard's Handbook has
fewer kits of relevance to the setting, but
the position afforded by the status of the
class within the cultures of the Dark
Ages campaign provide bards with
greater opportunities for adventure than
their subtler cousins. The Loremaster kit
can be applied to bards of both Celtic
and Anglo-Saxon cultures, and the Skald
kit should be taken by all Bards with a
Scandinavian background. In addition,
The Complete Bard’s Handbook provides
details for the 1st-Edition AD&D Bard.
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The dual-classed, druidic nature of this
class makes it ideal for representing the
highly respected Bards present in Welsh
and Irish Celtic cultures.

Rustler
Class: Thief
Description: Second to land, livestock
represents the most important commod-
ity in the Anglo-Saxon economy. Theft of
land is the province of armed forces, but
theft of livestock requires those subtler
qualities possessed by the Thief class.
Livestock theft was a common problem
for the cultures of the Dark Ages, espe-
cially since loss of food and work animals
often carried disastrous implications to
the community suffering such predation.
This means that the act of livestock
theft is one of high risk. At the least, any-
one caught rustling will find his life for-
feit. At worst, such theft may instigate
the mustering of armed forces with the
intent of burning the offender’s home
settlement to the ground. The possible
returns for such activity, however, are
great. Several common farm holders
managed to raise themselves into the
ranks of the nobility on the gains reaped
through the practice of livestock theft.
Role: Rustler characters might be
owners of farms who wish to raise their
lot in life, or they might be professional
thieves who work for some second party.
They tend to be hard-bitten individuals,
immune to the harm they inflict on their
victims, their minds set on the personal
rewards their actions might bring.
Rustlers can be used in several differ-
ent ways within a Dark Ages campaign.
The player characters may belong to a
group of Rustlers, making a living by
planning and executing livestock thefts.
Conversely, they may be employed by a
worried farmer or community to defend
livestock from Rustlers, or to track down
missing livestock after a successful raid.
Secondary Skills: Animal related
skills are essential to the Rustler. Thus,
they may possess the secondary skills of
Farmer, Hunter, or Trapper/Furrier.
Weapon Proficiencies: Given the
importance of livestock in the Dark
Ages, attempted theft rarely results in
anything other than conflict. Rustlers are
thus restricted in weapon choice only by
their culture.

Nonweapon Proficiencies: Bonus:
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Animal Handling. Recommended: Animal
Lore, Animal Training, Riding (Land-
based), Rope Use, Tracking,.

Skill Progression: A Rustler concen-
trates on skills that allow him to sneak
into livestock compounds (Move Silently,
Hide in Shadows), avoid any snares or
similar traps that may be set to protect his
targets (Find/Remove traps), and to
track the movement of guards and ani-
mals in the dark nights that are his pre-
ferred time to strike (Detect Noise). Note
that Rustlers gain fewer points to spend
on Thief abilities than other Rogues.

Equipment: To carry out their chosen
profession, Rustlers tend to equip them-
selves with a decent amount of rope. If a
large amount of livestock is the target of
a particular raid, a rustler may also hide
a saddled mount nearby to better drive
his prize back to his home.

Special Benefits: Rustlers may control
groups of domestic animals through use
of the Animal Handling nonweapon pro-
ficiency. In addition to the normal effects
possible with the proficiency, Rustlers
may also excite domestic animals into
performing controlled stampedes. If a
successful Animal Handling check is
made upon attempting such a feat, the
rustler may direct the stampede in any
direction he desires (within the limits of
the movement capabilities of the animals
in question). Such stampedes may thus
be used to break fencing, trample guards,
and quickly move the animals away from
the steadings of their former owners. See
the entry for herd animals in the Mon-
STROUS MANUAL™ book to determine the
possible capabilities of a stampede.

Special Hindrances: Rustlers gain
only 40 points to spend on Thief abilities
initially, but gain the full 30 points per
level thereafter. They may still spend a
maximum of 30 points on a single ability
at Ist-level.

Rustlers strive for absolute success in
their endeavors. If caught in the act, they
are generally killed by hanging. Should
they be recognized, and a complaint
brought to their lord, it is likely that they
are shown the same justice, since the lord
would probably rather avoid a war over
livestock for the sake of a bunch of
Thieves. Of course, that same lord
would be quite happy to see new live-
stock coming into his lands, as long as
the risk to his own holdings is minimal.

Races: Any human or alfar character
may become a Rustler.

Thief Skills Adjustments: Rustlers
have the following base Thief ability
scores:

Pick Pockets 0%
Open Locks 10%
Find /Remove Traps 10%
Move Silently 10%
Hide in Shadows 10%
Detect Noise 10%
Climb Walls 40%
Read Languages %

* This ability is never gained

Storyteller
Class: Bard

Speciality: Teller of legend, keeper of
lore.

Qualifications: Storytellers must pos-
sess a Wisdom score of 9 or more, in
addition to the standard Bard class abil-
ity requirements.

Introduction: “Aye, harper I am—the
harper to the King’s hall! Ne’er did folk
need the glorious tales of the old heroes
as they do in these dark days. Rally all to
the saga of the great king of the Geats—
Beowulf, the slayer of the dark Grendel!
Draw from the courage of our blood,
and draw ye closer yet to this ember that
fires the hearts of all true warriors
within. Battle is but the hour of dawn
awakening, butbe ye strong in spear and
shield, for "tis the red of God’s own ene-
mies that shall paint the fields of war’s
harvest. Draw ye closer, and listen.”

Description: Storytellers are the Bards
of the Anglo-Saxons. Their duties to their
lord are manyfold, from the inspiration
of the fyrd, to the provision of back-
ground music during feasts. They keep
the lore of their people alive within their
culture, an important role considering
the lack of literacy that pervades all lev-
els of Anglo-Saxon society outside the
clergy. They often assume the role of
diplomats, advisors, and messengers,
individuals of charisma and knowledge
who can pass on the lessons of history to
those, friend and foe alike, that listen to
their words.

Role: The Storyteller is an important
figure in Anglo-Saxon culture. As
player characters, Storytellers may
wander the land, gathering and passing
on news and lore wherever they visit.
They may, on the other hand, be the



Oral tradition becomes written chronicle when Anglo-Saxon Bards befriend literate Scholar Monks.

advisors of thegns, eoldermen, or kings,
called upon to advise and inspire when
battles must be fought, or judgements
must be made.

Secondary Skills: Storytellers may
have any secondary skill but are rarely
scribes, relying mainly on the oral tradi-
tion their profession thrives upon.

Weapon Proficiencies: Storytellers are
limited in weaponry by their culture.
They may become proficient in the use of
the spear, the seax (short sword), the
Scramasax (dagger), and the bow (long
or short).

Nonweapon Proficiencies: Bonus:
Singing, Musical Instrument (harp,
whistle flute, or lyre). Recommended:
Ancient History, Languages (Ancient
and Modern), Local History

Armor/Equipment: Storytellers are not
limited in armor, equipment, or weapons.

Special Benefits & Hindrances: Sto-
Tytellers have all the standard abilities of
the Bard class, as described in the Player’s
Handbook, with the following exceptions.
They are limited in spell use to spells
from the Divination and Enchantment/
Charm schools. They do not gain the
Thief abilities of Pick Pockets and Read
Languages, although they retain the
same number of discretionary points as

—

standard Bards. Finally, a Storyteller uses
the Priest group THACO instead of that
used by Rogues.

Thief Skills Adjustments: Story-
tellers possess the following base Thief

ability scores:
Pick Pockets =
Detect Noise 10%
Climb Walls 30%
Read Languages %

* This ability is never gained

L] L] ]
Campaigning in
the Dark Ages
So your appetite for the Dark Ages has
been whetted, and you want to start a
campaign based on these themes? The
following sections offer advice to those
DMs wishing to base a campaign on the
world of the Anglo-Saxons.

Historical vs. Fantasy Campaigns

The main benefit of creating a historical
campaign is the sheer amount of research
material available. The main downside,
ironically, is the amount of work required
to ensure a coherent campaign consistent
with the history. Of course, even within a
historical campaign, you need not stick
entirely to actual events.

On the other hand, a fantasy cam-
paign gives you free reign to include
whatever you desire. The downside is
the lack of resources for such a game.

In general, a historical campaign
requires more reading, while a fantasy
campaign requires more writing.

Campaign Conflicts and Themes

The Dark Ages were a period of much
conflict, both spiritual and physical. A
glance at the timeline reveals only the
surface of the variety of conflicts in
Anglo-Saxon Britain.

Britons vs. Britons: As the Roman
legions withdraw, the struggle for power
begins. In the early days, this conflict
might represent the aspirations of certain
individuals to impose their regime over
the old province of Britannicus. In the
days leading up to the Anglo-Saxon
invasion, these struggles become a mat-
ter of survival as plague and famine
strike. Characters caught up in these con-
flicts might be vassals of an aspirant to
Britannicus or active opponents of one;
they might even have aspirations of
power themselves. As matters deterio-
rate, they might operate as the guardians
of a group of Britons, aiding the survival
of their people where they can.



Britons vs. Pirates: Saxon, Irish, and
Pictish pirates ravaged the Britons for
many years after the withdrawal of
Rome. In their role as protectors, a Briton
party might attempt to ward off such
attacks. On the other hand, perhaps the
characters are pirates themselves, bent
on stealing one more piece of the fading
Roman legacy.
~ Anglo-Saxons vs. Britons: The char-
acters might take roles on either side of
the invasion—as Britons trying to
defend against the Saxons (and perhaps
changing the course of history), or as
part of the various Germanic attackers. A
small group could act as advance scouts,
spying out the locations and dispositions
of the enemy. This conflict also opens the
possibility of introducing Arthur, either
as Ambrosius or as another incarnation.

Anglo-Saxons vs. Anglo-Saxons vs.
Britons vs. Picts: This is perhaps the con-
flict that offers the most scope within the
Dark Ages campaign. It represents the
struggle among the post-invasion king-
doms for supremacy and survival
Within Anglo-Saxon culture, the charac-
ters could operate as vassals of an eold-
erman, the witan, or even their king as
the race toward the crown of a united
England begins. They could engage in
diplomatic missions to other kingdoms,
take part in military operations, or head
out on quests for artifacts of legend from
earlier periods of Celtic and Roman
dominance within Britain.

Humans vs. Nonhumans: Despite the
preponderance of humans in a typical
Dark Ages campaign, this conflict pro-
vides several opportunities. The defense
of trade and communication routes
against the erlking, goblins, and other
humanoids living in the wilderness, dire
plots hatched by the fey and dockalfen,
and other such possibilities exist. Richard
Wagner s story of Der Ring des Nibelungen
(“The Ring of the Dwarves”), although
not Anglo-Saxon, gives an interesting
theme for a campaign, as dwarves,
humans, and the gods themselves battle
for mastery, through intrigue and war,
for artifacts of great magical power.

Pagan vs. Christian: The early period
of the Anglo-Saxon invasion and settle-
ment produced a bewildering array of
religious conflicts. The Britons were
Christianized during the Roman occupa-
tion, but the hardships suffered after the
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withdrawal caused some to revert to the
older Celtic faith of their ancestors. The
Anglo-Saxons brought their own brand
of pagan religion, imposing it upon the
people they conquered. Add to the mix
the missionaries from the Celtic and
Roman Christian churches, and the scope
for religious confusion can add an inter-
esting theme to a campaign. An interest-
ing twist could be to have a Christian
priest operating within a pagan environ-
ment, as he tries to prove the worth of his
own faith over the established religion of
those he chooses as companions.

Other Concepts

Arthur: King Arthur is the best known
contemporary figure of the Dark Ages,
mainly through the myths and legends
that have grown around him over the
centuries. In history, the best candidate
for the real-life Arthur is Ambrosius.
Aurelianus, possibly the last remaining
Roman military commander in Britain.
But there is no reason why an AD&D
Dark Ages campaign shouldnt go
beyond the historical and introduce
some element of the myth behind the
man. In your game, maybe Arthur is not

Ambrosius but another, more fantastic |{

individual. Arthur has his place, should
you wish to use him, in nearly every con-
cept of a Dark Ages campaign.

Rome: Rome is dying. A mere century |
after the withdrawal of the legions from
Britain, the Empire was no more. But
Rome still has some important consider-
ations to bring to a Dark Ages campaign.

Roman technology, for instance, was
superior to any possessed by the cultures
in the British Isles. Although not particu-
larly true to a historically correct cam-
paign, part of the quest for power could
involve the recovery of items of Roman
craft. Perhaps, in addition to technology,
the magic used in Roman society could
likewise have been more advanced and
refined, giving rise to the search for the
few items of power, and possibly even
books of magical lore, that remained hid-
den after the withdrawal. ’Q

lan Malcomson is a freelance technical writer
who also writes for historical and archaeolog-
ical projects. A gamer for twenty years and a

member of the UK RPGA® Network, this is |5 ;

his first roleplaying article.
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character’s blood enemy. Whenever he is
faced with his chosen foe, the Warrior
enjoys a +2 bonus to attack and damage
rolls. However, his hatred toward this
enemy is so great that it requires an enor-
mous effort of willpower to resist an

This is the stuff of which warriors are made.
The metallic cry of sword against shicld, the tremor of a charger’s
booves, the sweat on sculpted muscle, and the clamor of arms:
these are the ballmarks of AD&D® game Warriors, the images
that their names and legends conjure in the mind. Muscle over

matter. Sinew and steel.

hat about the cat-nimble
Warrior who invests in
speed and stealth rather
than bulk and brute force?
Or the mystic Fighter who dwells not in
the realm of thunderous battle but in a
higher place, where thought is synony-
mous with action, and the mind rather
than the sword is the primary weapon?
These, too, are Fighters, perhaps even
deadlier than their more mundane coun-
terparts. The role of the Fighter need not
be pedestrian. The life and times of your
Fighter PC can be just as ornamental and

- unexpected as the most multi-faceted

Mage or colorful Rogue.

To make a more interesting Warrior,
envision the character you wish to create
even before you generate his ability
scores. Have a firm idea of the PC’s out-
look and personality before you roll a
single die. Then proceed to the list of
Fighter options presented in Skills &
Powers. To add a few choices, here are
some new options exclusively for the
Fighter class. If your campaign doesn’t
use the PLAYER'S OPTION® rules, any of
these abilities may instead be purchased
as nonweapon proficiencies as per stan-
dard 2nd-Edition rules. The point cost or
proficiency slot cost is included, as is the
relevant ability score for each skill.

New Skills & Powers

Anomalous Intuition (10 CPs or 2 profi-
ciency slots; Wisdom): Like many
heroes of literature and myth, this War-
rior maintains an unexplained connec-
tion with some mysterious power or
magical entity. Perhaps he has divine
parentage, as did Hercules, or maybe
his mother was years ago blessed by

fairy folk, and the Warrior still—per-
- haps unknowingly—carries this bless-

‘ing. At the least, the character has a

~ distant kinship with elves or a similar
- magical race, and retains an echo of

Oris it?

Whether he is aware of its origins or
not, the Warrior with Anomalous Intu-
ition has the uncanny ability to detect
things that are normally beyond the
range of mortal perception. By simply
passing within a few feet of a secret door,
the character has a 1-in-6 chance of sens-
ing its existence, or a 1-in-3 chance if the
Warrior is an elf. Furthermore, his
hunches or his “gut” guide him when
danger is afoot. The Warrior possesses
the equivalent of the Trouble Sense profi-
ciency, as detailed in PLAYER'S OPTION:
Combat & Tactics.

Athleticism (10 CPs or 2 slots; Dexter-
ity): A Warrior with this talent is the
physical epitome of the epic Greek ath-
letes of ancient Athens. Robust and natu-
rally fit, a Fighter with this skill is
capable of heroic feats of bodily prowess
and puissance. He epitomizes the animal
grace of the human form. As a result of
his strength and agility, the Warrior
receives a +2/+10% bonus to all checks
involving running, jumping, throwing,
and climbing. Furthermore, he can pur-
chase the Endurance proficiency for half
the standard cost.

Blood Oath (5 CPs or 1 slot; Wisdom):
Much like the Ranger’s special racial
enmity, this option allows the player to
select a certain type of creature as his

opportunity to combat his foe. If the
Warrior wishes to avoid a confrontation,
he must first make a Wisdom/Will-
power check to see if he has the force of
will to turn around and walk away. If he
fails, his Blood Oath gets the best of him,
and he charges forward, teeth bared and
weapons flashing.

Combat Sense (10 CPs or 2 slots; Wis-
dom): By selecting this skill, the Fighter
enjoys an innate kinship with the pulse
of battle, enabling him to act with more
precision and accuracy than others who
are less comfortable in melee situations.
He receives a +1 bonus in three different
combat situations:

* Fighting in the dark (reducing the
penalty to -3 instead of the standard 4,
or -1 if the Warrior also knows the Blind-
fighting nonweapon proficiency).

e Attacking opponents who are par-
tially or wholly concealed (reducing all
penalties by 1, as per Player’s Handbook).

* Surprise (the Fighter’s chances of
being surprised are reduced by 1 in 10).

Comitatus (5 CPs or 1 slot; Charisma):
By purchasing this option, the Warrior is
essentially entering his character into a
feudal contract. The exact interpretation
of this pact is the domain of the DM, but
the Comitatus generally entitles the char-
acter to a special favor or privilege from
his liege lord or other powerful NPC. For
example, in return for protecting the
region from local brigands, the Fighter
can expect food and lodging from the
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baron of the land. On a greater scale, a
Warrior in command of his own castle
may be responsible for the housing and
upkeep of several platoons of the king’s
army. In exchange, he is granted legal
protection and various privileges nor-
mally reserved exclusively for nobility.
Comitatus was the old Danish practice
of swearing brotherhood between a
thane and his vassals. Certain duties
were expected of the vassal, but in return
for his loyalty, he could expect an occa-
sional favor from his lord. The player is
encouraged to develop a story behind
this relationship and should manipulate
the Comitatus to be consistent with the
campaign. Comitatus is not restricted to
a lord and his vassal; the player is free to
form the Comitatus with any appropri-
ate NPC: guildmaster, sage, city alder-
man, etc. As long as he is faithful to the
relationship, the character can expect an
occasional petty favor from his benefac-
tor, as governed by the DM.
Concentrated Strength (5 CPs or 1 slot;
Strength): Though he might not be capa-
ble of sudden bursts of intense power, the
Warrior choosing this option can apply a
great deal of muscle to a single task
requiring concentration and will. In
effect, this is the difference between the
Open Doors check (which requires a
quick application of motion and mus-
cle) and the Bend Bars percentage
(which relies upon a deep inner
focus and the steady increase of
continuous pressure). By opting
for this ability, the character dou-
bles his normal chances of Bend-
ing Bars and Lifting Gates.
Coup de Gras (10 CPs or 2
slots; Strength): The Coup de
Gras is the Warrior’s signature
strike, the stroke of grace that
ends combat with a single
blow and inspires Bards
to compose epic poetry,
romanticizing the battle. If
the critical hit rules from
Combat & Tactics are
in use, the Coup
de Gras translates
into a consider-
able bonus to the
Warrior who suc-
ceeds in scoring a
critical strike. Before
rolling for the severity
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of the blow, the Warrior makes a
Strength/Muscle check. If successful, his
weapon is considered to be one size
larger than usual, so that a size M
longsword is now size L, while a two-
handed sword is considered a size H
weapon for purposes of critical hits.

If the critical hit tables are not in effect,
the warrior with the Coup de Gras power
is still entitled to additional damage
whenever his attack roll is a natural 18, 19,
or 20 and is at least five points above the
required roll to hit. In these cases, the War-
rior inflicts double damage.

Heroic Boast (5 CPs or 1 slot
Charisma): Much like mythic Beowulf, a
fighter with this option has the ability to
rouse the morale of his comrades. By
uttering a brief, passionate oration on
his prowess in battle and the glory to be
won, a Fighter can inspire friendly
NPCs, granting them a +2 to morale for
the duration of the upcoming struggle,
so long as the Fighter is leading them.
This skill should be roleplayed by the
player to be effective.

TIaijutsu (5 CPs or 1 slot; Dexterity): As
adapted from the 1st-Edition Oriental
Adventures rulebook, Iaijutsu allows the
Warrior to unsheath his weapon with
startling speed. A successful Dexterity/
Balance check means that the Warrior
suffers no delay in terms of game rounds
when removing or returning his weapon
from and to its scabbard.

Mettle (10 CPs or 2 slots; Constitu-
tion): Like many legendary heroes, the
Warrior with this natural gift possesses a
nearly indestructible frame; indeed, he
seems to be cast of iron. With bones that
are inherently resilient, this character has
a Herculean fortitude that allows him to
resist the punishment of bludgeoning
weapons and falling damage. Any dam-
age from these attack forms is halved if
the Warrior makes a successful Constitu-
tion/Fitness check.

Mythic Lore (10 CPs or 2 slots; Intelli-
gence): In his youth, this Fighter spent
many sleepless nights listening to the
tales of magnificent Warriors and their
weapons. The Fighter now has a 5%
chance per level of knowing the history
of any magical or legendary weapon or
piece of armor, as well as facts concern-
ing the known owners of those items.

War Cry (5 CPs or 1 slot; Constitution):
By uttering a withering battle cry

seconds before striking, a Fighter with
this skill receives a +1 bonus to damage
rolls for a single strike. This strike must
always be the Fighter’s first in any com-
bat situation, used as he engages an
enemy for the first time. This skill may
be used a number of times per day equal
to the character’s level, but never more
than once in any battle.

TNew Restrictions

As a counterbalance to these skills and
talents, several new restrictions are now
available to assist players in tailoring
their characters. When choosing these
restrictions, players should keep in mind
their ultimate goals for the character from
a roleplaying point of view. Restrictions
should not be chosen simply as a means
of acquiring additional CPs to spend
on weapon proficiencies. Players are
encouraged to create a story behind each
restriction they choose. What happened
in the Fighter’s past that now makes him
hesitant to attack an unarmed opponent?
What is the relationship he has with his
chosen dependent? Restrictions are
important roleplaying tools.

Dependent (5): A Fighter laboring
under this restriction is limited in his
actions by a young child or elderly rela-
tive who depends upon the PC for at
least a portion of his livelihood. The limi-
tations placed upon a PC by such a
dependent are obvious. Perhaps the war-
rior must support the dependent finan-
cially (anywhere from 10 to 100 gold
pieces per month, depending on the
affluence of the campaign), or he has an
obligation to stay close to home in case
he’s needed. In the worst-case scenario,
the dependent could become the victim
of one of the Warrior’s enemies.

Fragility (10): Due to a serious vita-
min deficiency during his youth, the



Warrior’s bone structure is unnaturally
weak. Very much aware of his frail con-
dition, the Warrior stubbornly seeks to
overcome his debilitating weakness.
The character suffers double damage
from all bludgeoning attacks, as well as
from falls from any height.

Glass Jaw (5) Much like the Fragility
restriction, this option manifests itself
in the Warrior’s increased susceptibility
to bludgeoning damage. Prone to black-
outs, a character with this restriction
is twice as likely to be knocked uncon-
scious as the result of an unarmed com-
bat attack, as per the punching and
wrestling rules in Chapter 9 of the
Player’s Handbook. Furthermore, any
severe head trauma also carries a greater
risk of unconsciousness. A fall from any
height greater than 10 feet results in a
25% chance that the character is struck
unconscious; any critical hit to the head
knocks him out for 1d6 rounds.

Night Blindness (5): This restriction
increases the Warrior’s penalties when
fighting in near-dark or lightless envi-
ronments. Due to a physiological defi-
ciency, the character suffers a —4 attack
penalty in twilight conditions and -8 in
total darkness,

No Retreat (10): A Warrior with this
restriction can never run from combat,
regardless of the odds. Driven by an
unremitting sense of honor, the charac-
ter must always fight as long as
someone challenges him. Retreat is tan-

tamount to death. Like the wolf, this -

Warrior wins every fight but one, and in
that one he dies. :

Qualm (5): Though he may be a fear-
less combatant, there is one thing that
invariably causes the Fighter to hesitate.
Due to some emotional unrest or moral
code, the Warrior sometimes refuses to
act, even in his own best interest. A list of
potential qualms includes the following:

¥ Refuses to strike a woman.

*f Cannot attack an enemy from behind.

 Will not fight an unarmed opponent.

¥ Believes it is a disgrace to his honor
to travel in disguise.

Only in the most extreme circum-
stances could a Warrior ever overcome
his particular Qualm, such as in a situa-
tion where his inaction would result in
the certain death of a friend. Even then, a
successful Wisdom/Willpower check is
required to surmount his Qualm.

Short-winded (5): The Short-winded
Warrior is quickly exhausted by exten-
sive demands on his respiratory system.
Whenever a Constitution/Fitness check
is called for by the DM, the player suffers
a—4 penalty to the roll. If the fatigue rules
from Combat & Tactics are in effect, the
player receives only half of his standard
allotment of fatigue points. This restric-
tion also prohibits the character from
purchasing the Endurance proficiency, as
the two traits are mutually exclusive.

Weakness (5): Finding himself irre-
sistibly drawn to a petty vice, the Fighter
must make a successful Wisdom/Will-
power check to avoid succumbing to his
instinctual urges whenever he’s tempted
by his particular weakness. Typical
weaknesses include gold, alcohol, gam-
bling, and members of the opposite sex.

Proficiencies from Other Sources
There are many nonweapon proficien-
cies from sourcebooks other than the
Complete Fighter’s Handbook and Skills &
Powers that a Fighter can utilize to give
his character added dimension. Players
are encouraged to peruse the gamut of
the Complete Handbook series and
select a variety of “unfighterlike” abili-
ties. Even a proficiency so bizarre as
Fungi Recognition has its uses in defin-
ing the idiosyncrasies of your Fighter.
The list below contains but a few exam-
ples of useful proficiencies from other
sources.

Complete Book of Dwarves: Intimida-
tion, Slow Respiration, Sound Analysis

Complete Book of Humanoids: Close-
quarter Fighting, Drinking, Eating, Wild
Fighting

Complete Bard’s Handbook: Chanting,
Poetry, Whistling/Humming

Complete Gladiator’s Handbook: Arena
Acting, Dirty Tricks, Massage, Tactics,
Taunting, Weakness Identification

Complete Ninja's Handbook: Enamor,
Escape, Night Vision, Toxicology

Complete Paladin’s Handbook: Diagnos-
tics, Jousting, Oratory

Complete Ranger’s Handbook: Falconry,
Spelunking

Complete Thief's Handbook: Fast-talk-
ing, Looting, Observation

DARK SUN® rules: Armor Optimiza-
tion, Weapon Improvisation

AL-QADIM® rules: Awareness, Display
Weapon Prowess, Metalworking

Optional
Rule: “Learning
on the Fly.” When
making a nonweapon
proficiency check, any
attempt that succeeds
with a roll of “1” per-
manently increases that particular ability
by one point, as the character gained
new insight into the skill during its
application.

Skills & Powers Kit Conversions
There may come a time in an ongoing
campaign when it becomes necessary to
convert regular 2nd-Edition rules to the
PLAYER'S OPTION format. This is espe-
cially true when dealing with the invalu-
able Complete Barbarian’s Handbook. This
sourcebook is rich in information for the
player who favors the Warrior classes. In
addition, the many kits presented in the
other Warrior handbooks—Fighter, Pal-
adin, and Ranger—can all likewise be
converted for PLAYER’S OPTION play. To
assist DMs in updating these rules, the
following guidelines are presented as
examples for altering standard-rules
character kits to the Skills & Powers format.

In addition to the CP cost, all kit-based
abilities come with a price. Included in
the descriptions of each kit are several
“Special Hindrances” that can be used to
balance these options. It is recom-
mended that for each ability chosen, the
player must also assume a particular
hindrance. These talents and hindrances
are fully described in the appropriate
handbooks.

Barbarians

Barbarian characters of the Complete Bar-
barian’s Handbook begin character cre-
ation with 25 CPs. They have access to
the following Fighter options: Defense
Bonus (10), Followers (5/10), Leadership
(5), Magic Resistance (10), Poison Resis-
tance (5), Spell Resistance (5), and
Weapon Specialization (5). Additionally,
any of the new options presented in this
article are also appropriate for the Bar-
barian character.

Barbarians may also use their allotted
CPs to select from several skills that are
unique to their own sub-class. These
particular abilities are detailed in the
Complete Barbarian’s Handbook and
include Movement (5), Leaping and
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Springing (5), Back Protection (5), and
Climbing (10).

As another option, DMs can include
1d12+2 for hit points (10). This option
can be seen as the natural progression of
the “hit point option” as found in Skills &
Powers. To maintain the Barbarian’s high
hit-point mystique, players should be
allowed to select this option, unless the
DM deems that it overpowers the char-
acter class.

Cavaliers

The Cavalier begins play with 35 CPs.
Not only does he have access to all avail-
able Fighter options, he may also select
from the following abilities unique to the
Cavalier kit: To-hit Bonuses (5), Saving
Throw Bonuses (5), Fear Immunity (5),
Warhorse (5), Reaction Adjustment (5),
and Obligated Shelter (5). These special
benefits, as well as the corresponding
hindrances, are fully detailed in the Com-
plete Fighter’s Handbook.

Rangers

The various kits from the Complete
Ranger’s Handbook are all suitable for
PLAYER'S OPTION conversions. Some
examples include the Beastmaster, Fer-
alan, Forest Runner, Greenwood Ranger,
and Sea Ranger. All Rangers making use
of a kit receive 75 CPs, to be dispersed
among the standard abilities of their
class, as well as their unique, kit-based
talents. ;

Beastmaster: The Beastmaster’s
manifold skills are simple to convert to
a PLAYER’s OPTION format: Stealth (5),
Animal Henchmen (10), Animal Telepa-
thy (5), Animal Bonding (5), and Ani-
mal Horde (5). Each of these skills
should be tempered with a selection
from the Special Hindrances of Beast-
masters, as described on page 49 of the
Complete Ranger’s Handbook.

Feralan: The Feralan PC is unlikely
to possess such nonweapon proficien-
cies as Reading/Writing or any of the
fine craft skills such as Weaponsmithing
and Carpentry. He also disdains most
steel armor, making Armor Restriction a
natural choice for this Ranger. All of the
optional skills presented above can be
chosen by the Feralan, with the excep-
tion of Mythic Lore. His own range of
options include Stealth (5), Feral Rage
(5), Climbing (5), Speak With Animals
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(5), Familial Rapport (5), Animal Train-
ing (5), and Call of the Wild (5).

Forest Runner: Like the Feralan, the
Forest Runner tends to prefer light, sup-
ple armor, such as leather or hide. Being
something of a rogue and scofflaw,
his repertoire of nonweapon proficien-
cies often includes several choices from
the Rogue list, including Tumbling,
Tightrope Walking, and Jumping. Also
at the Forest Runner’s disposal are the
options of Stealth (5), Inspire (10), Dis-
guise (5), and Reaction Bonus (5). The
Forest Runner almost certainly opts for
the Weapon Restriction hindrance, as his
arsenal is often limited to such ready
arms as spear, bow, and knife.

Greenwood Ranger: The most
unusual of all the Ranger kits, the
Greenwood Ranger normally limits his
proficiencies to those dealing directly
with flora. Like the Druid, the Green-
wood Ranger possesses a special pen-
chant for languages of the woodlands;
many of his nonweapon proficiency
slots might be spent on languages such
as Treant and Nymph. His other abili-
ties include the following: Speak With
Plants (5), Photosynthesis (5), Buoyancy
(5), Rooting (5), and Limbing (10).

Sea Ranger: The Sea Ranger has
access to several unique options: Sea
Tracking (5), Land Scent (5), Sea Legs
(5), Aquatic Combat (5), and Parliament
of Fishes (10). Furthermore, the Sea
Ranger has unlimited access to all stan-
dard Ranger options with the sole
exception of Tracking, which doubles in
CP cost for this water-based Ranger.

Paladins
The Paladin player normally receives
60 CPs to customize his character. How-
ever, if he opts to further expand his PC
by choosing a kit from the Complete
Paladin’s Handbook, his CP allotment
increases to 75. Some sample Kkits
include the Ghosthunter, Inquisitor,
Skyrider, and Wyrmslayer.
Ghosthunter: The Ghosthunter
makes frequent use of such non-Warrior
proficiencies as Religion, Spellcraft, and
Ancient Languages. An exceptionally
useful proficiency for the Ghosthunter
can be found in The Complete Book of
Necromancers: Necrology. No Ghost-
hunter should be without it. The
Ghosthunter’s own options include

Dispel Evil (5), Paralysis Immunity (5),
Improved Ability To Turn Undead (10),
and Holy Sword Awvailability (5).

Inquisitor: Inquisitors are by nature
more studious than the average Paladin
and may have a tendency to select abili-
ties that lend themselves toward investi-
gation rather than combat. While the
Inquisitor might neglect the Warrior
skill Combat Sense, he would certainly
make use of the Blood Oath. Options
appropriate for this kit include Detect
Evil Magic (5), Immunity to Illusions
(10), Immunity to Possession (5), and
Mental Control (5). When selecting non-
weapon proficiencies, Inquisitors often
pay the extra CPs for wizardly talents
such as Spellcraft and Ancient Lan-
guages—two useful skills when your
business is tracking evil sorcerers!

Skyrider: The most obvious distinc-
tion between the Skyrider and the stan-
dard Paladin is his choice of bonded
mount. Skyriders receive equal access
to all typical Paladin skills and restric-
tions, so long as they are consistent with
the tactics of a Warrior who spends
most of his time airborne. For example,
many Skyriders forego the protection of
heavy armor and select the Armor
Restriction limitation. Skyrider abilities
include Combat and Proficiency
Bonuses (5), Longer Relationship (5),
Faster Training (5), and Telepathic Com-
munication (10).

Wyrmslayer: A favorite among War-
riors, the Wyrmslayer kit is not only
permitted the full range of standard
Skills & Powers options for his class but
also has access to these skills and bene-
fits, all uniquely his own: Dragon Lan-
guages (5), Fear Inmunity (5), Damage
Bonus (5), and Special Reward (10).

Whether your Fighter is a jungle native
and grandmaster of the blowgun, or a
nationally acclaimed poet and statesman,
these new options and proficiencies
should enliven the Warriors of any cam-
paign world. Halfling gladiators, war-
rior-prophets—the options are truly
innumerable. Only one thing is certain:
the Fighters of your AD&D campaign
world need never be the same !

R

Lance Hawvermale is a staunch proponent of
the power of the pen over the sword. You
could say he prefers writing with flair.
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PALADIN QUESTS

WH THEIR STRICT CODE OF CONDUCT,  game. They cause all kinds of headaches for the
Paladin characters are arguably some of the most DM as well. They want not only to go on a quest
difficult PCs to roleplay accurately in the AD&D®  to seek out their bonded mount but also, at some

By JOHNATHAN M. RICHARDS - 1LLustratep By RON SPENCER

56 - MARCH 1999



point in their careers, to go on a quest to find a
holy sword. If that weren’t bad enough, there are
those nasty ethical and alignment restrictions.
Every time the poor DM turns around, the
Paladin is seeking to undergo a quest to atone for
some minor transgression.

What’s the DM to do? He must be able to whip
up a suitable quest on a moment’s notice. As an
aid to the harried DM, here are 101 quests suit-
able for Paladins. The usefulness of these quests
is not limited to Paladins; with proper prepara-
tion (possibly replacing a monster or two with
creatures appropriate to the party’s experience

level), each of these quests could become a suit-
able adventure for nearly any group of player
characters (PCs).

The quests are divided into three categories:
bonded mount quests, holy sword quests, and
quests of atonement. Some are long and involved,
while others are short and to the point. Which one
is most appropriate depends upon how long the
DM wishes the Paladin to toil at his quest, or (for
the quests of atonement) how great a transgression
he committed. Similarly, not all bonded mounts
and holy swords are alike; for the more powerful
ones, a more challenging quest is in order.




BONDED MOUNT QUESTS

1. The Paladin has a recurring dream
showing his future mount in the grip of
a large carnivore (dragon, chimera, man-
ticore, etc.) and must travel to the site in
his dream to be there when the mount is
first endangered by the beast.

2. The Paladin’s future mount is cur-
rently a solid stone statue in a medusa’s
lair. He must slay the medusa and have
a stone to flesh spell cast upon the mount.

3. The Paladin is sent to a remote Wiz-
ard’s tower. The bonded mount is to be
created by the Wizard by making a sim-
ulacrum of the Paladin himself, then
polymorphing it into the desired creature.
Control of the mount is transferred from
the Wizard to the Paladin during the
bonding process. The Paladin’s bonded
mount has mental processes similar to
those of the Paladin—the DM might
wish to give full control of the mount’s
actions to the Paladin player.

4. A stone horse is part of the treasure in

a wicked ogre’s cave. The Paladin must

slay the ogre and shatter the stone horse

on the ground, at which time a war-

horse springs up to serve as the Pal-
g adin’s mount.

5. A Paladin with the Artistic Ability
nonweapon proficiency has an image of
~ the perfect mount in his mind’s eye and
" sees a vision of himself painting the
. image of his mount with a set of Nolzur's

~ marvelous pigments. Finding a set of these
" magical pigments might be a quest in
itself. When the Paladin finishes the
_ painting, the mount springs to life
~  before him. The DM might require the
o player to draw a picture of his preferred
mount.

polymorphed into some fearsome creature
believed responsible for recent cattle
slayings. The Paladin must return the
b t to its natural form and take care
real culprit —before an angry mob
kes matters into its own hands and
s the polymorphed mount in error.

8. The Paladin must go into a vast forest
with no armor and only one weapon.
After traveling through the forest for
four days, living off the land as best he
can, he comes to an open plain. Three
days of travel on the plain leads him to a
pack of wild horses, one of whom will
serve as his bonded mount. This can be a
“survive alone against the elements”
quest, or the Paladin could encounter a
random monster or two on his way to
the wild horses.

9. The Paladin is granted the ability to
see through the eyes of his future
mount, but it is up to him to deduce the
mount’s location from what he sees.

10. The Paladin’s future mount is cur-
rently the property of a greedy mer-
chant. It is up to the Paladin to find

some way of convincing the merchant to -

part with it—without violating the Pal-
adin’s ethos. (The merchant comes up
with all sorts of nasty ideas once he
learns that the noble warrior wants
something of his—ranging from an
obnoxious selling price to a string of
“favors” the Paladin must first perform
for the merchant.)

11. The Paladin’s bonded mount is not
yet born, but he feels a pull in a certain
direction that leads him on with greater
and greater urgency. The mount’s birth
is difficult, but if the Paladin can make
it there in time, he can save the new-
born’s life and raise the mount as his
from birth. .

12. The bonded mount can be acquired
only through a carefully worded wish
spell. A ring of three wishes is said to be
part of the treasure of an ancient wyrm
who lairs in the high mountains. If the
Paladin can gain the ring and return it to
his church, one of the three wishes will be
granted to him.

13. The bonded mount’s life energy is
imprisoned in a magical globe held by
an evil Necromancer, lich, or vampire.
The globe must be shattered to restore
the mount to physical form.

14. The Paladin’s future mount has bro-
ken a leg and lies helpless on a moun-
tainside. The Paladin must reach the

S

animal before it becomes victim to
predators or the environment, then
nurse it back to health.

15. The Paladin’s future mount was

,recently captured by a Wizard who

intends to experiment upon the creature
in an attempt to understand the process
by which magical crossbreeds are cre-
ated. Depending upon how soon the
Paladin reaches the Wizard’s fortress
and defeats him, he may gain a normal
bonded mount or some one-of-a-kind
hybrid (part warhorse and part iguana,
perhaps, or equal parts warhorse, parrot,
and badger).

16. One of a Necromancer’s animal
zombies was once a warhorse of excep-
tional quality. If the Paladin can over-
come the Necromancer and find a way
to restore the warhorse to life, it serves
him as his mount.

17. The Paladin’s future mount is cur-
rently alive as a human—but is destined
to be slain and reincarnated as a type of
mount. The Paladin might be sent to
seek the human, not knowing that the
quest he is undertaking leads him to a
bonded mount, and an exceptionally
intelligent one at that.

18. The Paladin is told he is destined to
ride a famous mount who served a
member of the Paladin’s order centuries
ago. The Paladin must seek the site of
the famous Paladin’s final battle, from
which neither Paladin nor mount ever
returned. The battle was with a Wizard,
whose miscast spell sent a bolt of tempo-
ral energy hurtling at the Paladin and
mount, throwing them centuries out of
time and into the Paladin PC’s time.
When he arrives, he finds the time-lost
Paladin prematurely aged as a result of
the spell, and with his dying breath he
passes custody of his mount to the PC.
The mount did not age as a result of the
Wizard'’s spell and is as strong as he was
during the battle centuries ago. The Wiz-
ard might still be alive in the PC’s time.

19. The mount is a creature from a dis-
tant plane, accessible through a magical
mirror in the study of a powerful (but
not necessarily evil) Wizard. The Paladin
might be able to overpower the Wizard
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to gain access to the mirror, but if
approached amicably (and with appro-
priate roleplaying), the Wizard might
allow the Paladin into the other realm.
The specific hazards of the strange, oth-
erworldly realm are left to the DM'’s
imagination.

20. A suitable mount is part of a large
group of captured quadrupeds waiting
to be fed to a large guardian beast of
some sort (an owlbear, displacer beast,
or young dragon, perhaps). The beast
might be guarding the entrance to a
Wizard’s lair, a secret organization’s
meeting place, or possibly the back door
to a Thieves’ guild headquarters.

21. An appropriate potential bonded
mount is the prize at a king's festival. To
win it, the Paladin must enter and win a
contest pitting him against a variety of
competitors. The mock battles are won
by first blood, but a few competitors
might not be as eager to play by the
rules as the Paladin.

22, Six horses have been stolen from a
local breeder. If the Paladin can track
them down and return them to the
owner, he may have his pick of the six,
who then serves the Paladin as his
bonded mount.

23. The Paladin is sent to an enchanted
isle in search of a suitable mount. A
group of elves has been poisoned by a
toxic substance in the stream from which
they drink. If the Paladin comes to their
aid, curing them of their afflictions and
finding and negating the cause of the
poisoning (a small group of heways—
see the listing under “Snake” in the
MoNsTrROUS MANUAL™ book), he is
rewarded with a bonded mount unusual
for a human—perhaps a unicorn or a
moon-horse. (Information on moon-
horses can be found in the MonsTROUS
CoMPENDIUM® Annual Volume Two).

24. The Paladin’s future mount is not a
living creature but a mechanical con-
struct created by a tinker gnome or
possibly a Sha’ir (see the section on
mechanicals in- The Complete Sha’ir’s
Handbook). The Paladin might need
to help the inventor collect specific
materials necessary for the mount’s

construction, but once built, the mount
is a fully intelligent artificial being
capable of serving the Paladin as faith-
fully as a living warhorse.

25. One of the magical powers of the Pal-
adin’s holy sword is the ability to sum-
mon a bonded mount. The Paladin must
thrust his sword point-down into the
earth at the top of a certain hill at sun-
down, then kneel in supplication to his
god before his sword during the night.
As the sun rises in the morning, the Pal-
adin’s bonded mount approaches. The
Paladin might or might not know about
this power of his sword—and might not
yet even have the sword when he begins
this quest for his mount!

26. The Paladin is sent to the aid of an
underwater race (possibly merfolk, tri-
tons, or locathah). After the underwater
adventure is complete, the Paladin is
given a magical underwater riding
mount (giant sea horse or hippocam-
pus), able to polymorph into the form of a
warhorse when on land. When on land,
the creature’s mane remains as white as
the foam cap of an ocean wave.

27. The Paladin is sent to an ancient ring
of megaliths, used for centuries by forest
druids. After an evening of prayer, a star
falls from the sky and a bonded mount
appears in the ring of standing stones,
ready to serve the Paladin.

28. The Paladin is sent to excavate the
bones of a famous mount in his order’s
history. Once dug up and reassembled,
the Paladin’s deity imbues the once-
dead creature with life, and it serves the
Paladin faithfully as a bonded mount.

29. The Paladin sees a mount being cru-
elly treated by its current master and
must find a way to purchase, trade, or
otherwise rescue the beast from the
owner. Once this is done, the bonded
mount requires a month or so to heal to
its full potential.

30. The Paladin’s future mount is cur-
rently in the form of a painting of a
warhorse, kept on the wall of a Wizard's
den or hidden among a batch of paint-
ings in the basement of an art museum.
The warhorse can be summoned from

the painting by the activation of a com-
mand word (the horse’s name). In addi-
tion, the horse is able to return to the
painting at will, or activate a duo-dimen-
sion spell upon itself and its rider, once
per day.

31. The Paladin must go to the aban-
doned island of a magic-wielding sculp-
tor to find his bonded mount. The
creature is a life-sized stone carving, but
when drops of the Paladin’s blood
touch the sculpture, its skin softens
from rock-hardness to resilient flesh,
and the mount comes to life, forever
bonded to the Paladin through the
blood he shed for it.

32. The Paladin’s bonded mount is said
to be in a certain meadow on a certain
night. When the Paladin goes there, he
can hear the creature’s breathing and
footsteps, but it is nowhere to be seen. If
the Paladin looks into a reflective sur-
face, the mount is visible there. The only
way to bring the mount into the physical
world is to provide a mirror or similar
reflective surface large enough to allow
the mount to pass through.

33. The Paladin is certain beyond reason
that his mount will be found in a wine
cellar. When the appropriate wine cellar
is located and searched, all that is found
is a single piece of paper that radiates
Alteration magic. The paper, when
folded correctly (origami-style), magi-
cally alters into the type of mount into
which it was folded. (The DM might
wish to provide the player with a piece
of paper and have him research the
proper method of folding it into the
desired shape—any library should have
several suitable books on origami.)

HOLY SWORD QUESTS

34. The Paladin must recover a holy
sword lost at sea during a hurricane. The
sword now rests in the hold of a sunken
ship currently inhabited by weresharks,
a giant octopus, or possibly a band of -
scrags.

35. A holy sword is currently in use by a
drow noble who is unaware of its higher.
powers. The Paladin must seek out and
defeat the drow if he wishes to have the 2=




36. A holy sword lies buried to the hilt,
unnoticed, between the thick scales of a
reptilian gargantua, the top predator of a
rocky island chain far to the east. The
Paladin must find and slay the great
beast in order to claim the sword.

37. A holy sword, along with the remains
of the Paladin who once wielded it, lies
at the bottom of a bog patrolled by a will
o'wisp. The Paladin must defeat the will
o’wisp and find some way of retrieving
the holy sword.

38. In a section of winding passageways
deep under the earth lives a basilisk.
Long ago, he slew a Paladin by turning
him to stone. The Paladin-turned-statue
tipped over and shattered into many
pieces, but his right arm, still holding his
holy sword, remains intact. If the basilisk
can be slain and the arm and sword
recovered, they can be returned to their
natural states.

39. A holy sword remains in place,
watched over by a guardian naga, in a
forgotten passageway inside a volcano.
The sword will be given to the Paladin,
providing he can make it past the red
dragon and fire mephits that have since
made the volcano their home.

40. The Paladin is led by his deity to the
place where a holy sword currently
resides: each morning the Paladin drops
an arrow at his feet and travels in the
direction indicated. The DM can make
this quest last for as long as desired,
drawing the Paladin into all kinds of
short adventures in this fashion.

41. The Paladin’s holy sword is currently
one of hundreds of weapons hanging

- on the wall of a Neutral Evil cloud

giant’s mountain-top castle, part of a
vast display of the weapons of the many
heroes who have tried in vain to slay

~ him. The cloud giant keeps a behir as a

. guard animal.

42. The Paladin is told that his holy sword
ill be found in a certain creature’s trea-

e horde. When the creature is slain,

y a chest of gems is discovered. How-
ver, one of the gems has been used as
material component of a Drawmij’s

1t summons spell. If activated, the

o
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gem summons forth the holy sword, cur-
rently floating free on the astral plane.

43. A tiny chest inside the lair of a fam-
ily of jermlaine (and their osquip riding
mounts) is really part of a Leomund’s
secret chest spell, although the jermlaine
do not realize this. It can be used to
summon a larger chest containing the
holy sword from another remote cave
network.

44. The holy sword destined for the Pal-
adin’s use is currently stashed on a spell-
jamming vessel, slated to be used as fuel
for the vessel’s magic-burning furnace.

45. A holy sword has been rendered invisi-
ble and currently lies at the bottom of a
well. Living in the well is a water weird,
water elemental, or aballin, charged
with preventing anyone from gaining
access to the sword.

46. A holy sword lies at the bottom of a
cave network, covered in a foot or so of
brown, russet, or yellow mold. The Pal-
adin knows that the sword is some-
where in the cave network but doesn’t
know exactly where. Of course, the net-
work of passages is home to all sorts of
nasty creatures.

47. A holy sword is kept in an evil sanctu-
ary where unholy rituals are often per-
formed in its presence. The site is
guarded by a high-level Warrior wield-
ing an intelligent, Evil sword, and to
“rescue” the holy sword the Paladin will
also have to overcome the many practi-
tioners of the unholy religion.

48. A holy sword is imprisoned in the wall
of an ice cave, the lair of a remorhaz.
Getting to the ice cave, deep in the heart
of the frozen northlands, will be as
daunting as overcoming the sword’s cur-
rent guardian.

49. A holy sword is in the hands of a
pirate captain who is unaware of its true
power. However, getting the sword from
him requires hiring a ship filled with
enough men to overcome the pirate’s
own shipload of cutthroats.

50. The holy sword destined for the Pal-
adin’s use is in the form of a katana and

lies in an ogre mage’s cave in a land far
to the east, where the creatures, cus-
toms, and even language are all strange
to the Paladin. This quest gives the DM
a chance to use some of the unusual

creatures and adventures he’s never
used before.

51. A holy sword lies in the lair of a sleep-
ing silver dragon who served the Pal-
adin who last wielded it. If approached
correctly, the Paladin might convince the
dragon to allow him to wield it and gain
a powerful ally in the bargain! However,
before handing over the holy sword, the
dragon requires the Paladin to pass a
series of tests to prove his worthiness.

52. Deep in the bowels of the Underdark
is an area infested with dozens of
undead shadows. The largest of these

- was once a Paladin, and the holy sword

he used is now at the bottom of a deep
pit along with the other material posses-
sions of the former humans now making
up the shadow society. The Paladin
must destroy all of the shadows before
he can investigate their treasure pit and
recover the holy sword.

53. A holy sword is part of the current
inventory making up a metalmaster
slug’s  whirling  defenses. (See
Monstrous COMPENDIUM Annual, Vol-
ume One for details on this creature.) It
lives in an abandoned copper mine that
provides passage to the Underdark.

54. A holy sword is rumored to be part of
the treasure horde of a powerful
beholder. If the Paladin defeats the
beholder, however, there is no sword to
be found. That’s because the small cube
mixed in with the rest of the creature’s
treasure is really a Daern’s instant fortress,
and once the item is activated (requiring
investigation into the item’s command
word, which the beholder never knew),
the holy sword is found within one of the
rooms of the magical fortress.

55. Deep in the tunnels of the Under-
dark lives a brain spider of exceptional
size. It possesses a holy sword (unaware
of its true potential in the hands of a
Paladin) and used its psionic ability to
graft the weapon to one of its front
legs. Removing the sword from the




spider’s anatomy once the creature is
slain may require the assistance of a
Psionicist. Details of the brain spider
are found in the MonsTrRous Com-
PENDIUM Annual, Volume One.

56. There are legends of a powerful
sword held by a mysterious woman at
the bottom of a lake. She occasionally
lifts it up out of the water like Excalibur
in the hands of the Lady of the Lake. The
sword is a holy sword, and the mysteri-
ous lady is a nixie, who, having heard of
similar legends from the humans her
nixie band has captured, uses the sword
to entice human Warriors to investigate.
In this fashion, the nixies have gained
many human slaves over the years.

57. A holy sword lies among the refuse in
the common living area of a band of
wererats nesting in the sewers under-
neath a large city. Because of the silver
ornamentation along the hilt and scab-
bard, the wererats have left it to lie in a
corner rather than have one of their
Warriors use it. Retrieving it can be an
especially daunting task for the Pal-
adin, for whom lycanthropy remains a
great fear.

58. The Paladin must find the where-
abouts of a holy sword that belonged to
a fellow member of his order. The
sword was taken by a band of brigands
who attacked the Paladin at night, and
they in turn were killed by a band of
ogres who brought the sword with
them to their lair, from which it was
stolen by a goblin slave who escaped
while the bandits lay in a drunken stu-
por. The goblin in turn traded the
sword for his life when accosted by a
trio of gnolls. This little quest can go on
and on as the DM sees fit, with the Pal-
adin always one step behind the cur-
rent wielder of the holy sword.

59. A holy sword is being used to power
a mechanical construct (perhaps a
mechanical golem, automaton, or a
large autognome) created by a crazed
Wizard. The sword is inside the Wiz-
ard’s creation, and the construct must
be destroyed and dismantled to get to
it. Being used as a power source has in
no way drained the holy sword or
diminished its effectiveness.
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60. A holy sword with the special ability
to slay vampires was used in a final bat-
tle against a powerful vampire. It pro-
trudes from the ribs of the slain undead
being, still in the (now skeletal) hands of
its former user, who used the sword to
slay the vampire with his dying breath.
However, if the sword is removed from
the vampire’s ribcage, the vile creature
returns to its undead state, forcing the
sword’s new wielder into pitched battle
with the vampire.

61. During a fierce battle in a wild
magic zone, a Paladin’s holy sword was
absorbed into the skin of the giant two-
headed troll he was fighting. As a result,
the troll was triumphant, but a sword-
shaped discoloration remains present on
the creature’s back to this day. The Pal-
adin must track down this two-headed
troll and find a way to restore the sword
to its normal state, possibly by returning
the troll to the wild magic zone.

62. What seems to be a short sword to
the iron golem who wields it (at least in
respect to the size of the creature) is
really a holy sword, a fact unbeknownst
to the Wizard who created the golem
and set it the task of guarding the Wiz-
ard’s treasure room. As a result, if the
sword is removed from the golem, or the
golem is destroyed in battle, the holy
sword is drained of all powers. Only a
specific series of spells allows the holy
sword to be removed from the iron
golem intact (perhaps a dispel magic cast
directly on the sword, followed by a lim-
ited wish, after which the golem must be
destroyed within one turn). In any case,
the Wizard who created the golem is
unwilling to dismantle the golem to
retrieve the sword.

63. A holy sword lies at the bottom of a
seabed, brought there by a band of crab-
men, where it has become part of one of
their intricate sculptures. The Paladin
must locate the crabmen’s dwelling and
then pick out the sword among the rest of
the seaweed-covered metallic items
comprising the crabmen’s “artwork.”

64. A slain Paladin was laid to rest by
his adventuring companions, deep in
the earth at the site where he was
killed. Following what they thought

were his beliefs, he was buried in his
armor and with his holy sword in hand.
The body was later discovered by a
drow priestess, who, unable to take the
sword for her own (it caused pain to
any evil being trying to grasp it), sum-
moned a crypt thing to guard over the
fallen Paladin’s body so that such a
powerful weapon would be kept out of
the hands of those who might wield it.
The Paladin must therefore find the
tomb and defeat the crypt thing before
claiming the holy sword.

65. The Paladin is sent to retrieve the
holy sword wielded in life—and now in
undeath—by a former Paladin who has
since become a death knight for the vile
transgressions and betrayals he per-
formed while alive. The holy sword no
longer performs the higher functions for
the death knight, but the death knight
knows full well its true power and will
not let it fall into good hands again.

66. A holy sword, and the Paladin that
once wielded it in life, remain imbedded
in a section of living wall making up part
of a Chaotic Evil Wizard’s subterranean
laboratory. There he has created no less
than two flesh golems that serve as the
Wizard’s bodyguards at all times. The
living wall must be totally destroyed
before the holy sword can be regained.

67. A holy sword juts from the common
neck area of two of a Lernaean hydra’s
nine heads. The Paladin who used it to
cleave halfway through one of the crea-
ture’s serpentine necks was slain before
completing the action, and an extra head
sprang up from the partially-severed
neck, embedding the sword in the crea-
ture’s body. The creature lives in a vast
cave network in the Underdark

QUESTS OF ATONEMENT
68. The Paladin is given a sealed scroll
and told to follow a certain road for
seven days, giving the scroll to its right-
ful owner at the end of day seven.
(“You’ll know him when you see him,”
he is told.) On the fifth day of his jour:
ney, he comes across a crippled begg

heading in the opposite direction who
asks for aid in traveling to the city tha
the Paladin left five days ago. At the en
of day seven, the Paladin realizes tl
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message is for his own eyes. If he aban-
doned his own journey to assist the beg-
gar, the message announces his
restoration to full paladinhood. If he
thought his own needs more important
than the beggar’s, the message informs
him of his own failure, and he loses all
Paladin abilities (and perhaps on the
way back home he finds the beggar’s
body, slain by bandits or savaged by a
vicious animal).

69. The Paladin must establish a shrine
to his deity at the outskirts of a border-
land where the human towns are often
plagued by bands of roving humanoids.

70. To the Paladin’s amazement, all color
gradually fades from his surroundings,
and his companions become insubstan-
tial and disappear from view. He finds
himself in an endless, snowy-white
wilderness, stalked by a huge white
wolf. If the Paladin kills the wolf, he
returns to his own world, as if nothing
has changed.

71. To the Paladin, the entire world
seems caught up in a time stop spell—
birds hang motionless in the sky, rivers
stand frozen in place, and cities have
become vast gardens of colorful statues.
Only the Paladin, the equipment he car-
ries, and a murderous double of the Pal-
adin remain unaffected. If the Paladin
kills the evil replica, time is restored, and
the Paladin returns to his own place and
time. If he’s slain, time is restored, but to
the Paladin’s companions it’s as if the
Paladin vanished into thin air and is
never seen again.

72. The Paladin must recover a revered
religious icon that was stolen from his
- church years ago by one of the Priests
. responsible for its protection. The Priest,

~ a servant of the spellcasting vampire
who ordered its theft, has switched alle-
giance to an evil deity as a result of his
thralldom.

73. The Paladin must travel to a faraway
pical island and return with a special
lant whose leaves can be used in heal-
ing poultices. The island, however, is

~ home to a primitive but dangerous race
_the Paladin has never before encoun-
(here the DM can create a

humanoid race of his own devising:
weregorilla savages, perhaps, or thorn-
men of the deep forest).

74. The Paladin is offered the opportu-
nity to take his own life, hara-kiri fash-
ion, to restore his honor. If he attempts to
do so, his blade passes magically
through his body without harm, and he
is restored to full paladinhood. If he
refuses, he lives the rest of his life as a
simple Warrior.

75. A captured goblin is sent before the
Paladin, who is told that his sins have
been transferred to the bound creature
before him, and that slaying the goblin
will expunge his guilt. However, only
by refusing to slay the helpless goblin
(or perhaps by freeing and arming the
goblin and then fighting him in fair
combat) will the Paladin’s powers be
returned. Of course, a more powerful
foe can be substituted for higher-level
Paladins.

76. The Paladin is told by his deity (via a
dream) that he must spend the next
week upholding all of the Paladin’s
tenets (tithing, upholding Lawful Good
behavior, never turning down honorable
combat, etc.) without using any of his
Paladin abilities (no turning undead,
laying on hands, curing diseases, etc.). If
he can do so successfully, his powers are
restored. If he strays from the way of the
Paladin during the week, he becomes a
Fighter forevermore.

77. The Paladin must travel to a moun-
tainside village several days away to lay
hands on a dying girl, encountering ban-
dits, wolves, and possibly an avalanche
on the way. The girl is destined to one
day be a powerful Priestess of the Pal-
adin’s faith.

78. The Paladin must sell all of his
worldly possessions, give the money
thus earned to his church, and spend the
next month as a beggar dependent upon
the kindness of others to win back his
paladinhood. He must eat only that
which is given to him or bought with
coins given to him by strangers (not
PCs!). During this time, he will presum-
ably learn what it’s like to be helpless
and humble.
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79. Temporarily stripped of his powers,
the former Paladin must destroy an
intelligent undead creature—usually a
lich or vampire—before being restored
to full paladinhood.

80. The Paladin must bring peace to a
pair of warring orc tribes, whose ongo-
ing battles have caused chaos in the
once-peaceful forest in which they dwell.

81. The Paladin is sent to the Underdark
as a hostage-negotiator to bargain for the
life of an important nobleman’s daugh-
ter who was captured by a band of
derro. In exchange for her life, the derro
want the Paladin and his companions to
lead an attack against the derro’s ene-
mies (illithids, duergar, or some other
Underdark race who have begun to
encroach upon the derro’s territory).

82. The Paladin is sent to investigate the
disappearance of a courier carrying an
important message to the church. The
courier disappeared somewhere in a
dark forest (He was captured by a green-
hag, but the Paladin might have to deal
with other forest dangers in his search,
including ettercap snares, a giant beetle,
and a wood giant hunting party.)

83. The Paladin must travel to a faraway
monastery hidden in the mountains and
serve the Lawful Good monks there
faithfully for a month. At the end of that
time, he is restored to full paladinhood.
However, the monastery is often attacked
by brigands, and a white dragon has had
its eye on the place recently.

84. A Wizard was recently hired by the
church to create magical armor for its
Paladins. To atone for his transgressions,
the Paladin must seek out the magical
ingredients necessary for the Wizard to
create the armor. There can be as many
ingredients as the DM sees fit, sending
the Paladin on a whole series of little
quests for strange and unusual items
(the feather of a couatl, the heart of a ki-
rin, the ashes of a demilich, and so on).
Of course, once the armor is finished, the
Paladin gets to watch it presented to a
different (and more worthy) Paladin of
his own order. Coveting the armor for
himself might be grounds for another
quest of atonement.



85. The Paladin must free a band of
slaves from a cruel taskmaster. What can
make this quest an eye-opener is the fact
that the slaves are a band of kobolds,
and the cruel taskmaster is a human,
possibly known to the Paladin—per-
haps even related to him.

86. The Paladin is sent to retrieve a rod of
resurrection, part of the treasure at a sanc-
tuary recently overrun by a large band
of evil humanoids. The rod must be
returned to the Paladin’s church imme-
diately upon recovery.

87. The Paladin must escort a wounded
soldier to his home town, many days’
journey from his present location, with-
out using any of his Paladin abilities.
The normal dangers encountered on
the road are more difficult because the
Paladin must protect the injured soldier,
who cannot move quickly due to a

leg injury.

88. The church has just unearthed a cubic
gate, and the Paladin must lead the expe-
ditionary force to explore the areas to
which the magical item is linked. Since a
cubic gate has six sides, only one of which
represents the Prime Material Plane, the
DM has the option of having the Paladin
explore from one to five extra-dimen-
sional planes, depending upon the depth
of the Paladin’s transgression.

89. A member of the Paladin’s order was
believed to have been assassinated
while investigating an assassins guild in
a nearby city. The Paladin must pick up
where the slain Paladin left off, exposing
and bringing down the Guild.

90. The Paladin is sent to stop a maraud-
ing giant from terrorizing a series of
small villages. The giant demands that
each village send a champion to fight
him in battle or he’ll raze their
dwellings. Each time a champion comes
forth, the giant easily bests him and
takes him off for his dinner. This has
been going on weekly for months, and
the villages finally managed to get word
to the Paladin’s order. '

91. The Paladin is sent to stop a
gynosphinx that has been waylaying
travelers between two desert cities. She
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loves riddles, and attacks those who
cannot solve them. If the Paladin doesn't
wish to engage this creature in combat,
she can be driven away if he challenges
her to a riddle contest and wins.

92. The Paladin is sent to a distant shrine
where strange complaints have been
received about the Priest in charge there.
It turns out that the elderly Priest
is being tormented by a mischievous
creature (a sprite, leprechaun, or faerie
dragon) that’s been slipping philtres
of love into the Priest’s meals, causing
rather embarrassing results and affect-
ing the reputation of the Paladin’s order.

93. The Paladin is sent on a mission of
mercy to a plague-ridden city where his
healing abilities are desperately needed.
With some investigation, he finds that
the plague has been generated by an evil
order of Priests worshipping a god of
pestilence.

94, The Paladin is sent to investigate
sightings of creatures from the Lower
Planes in a small town. With some
investigating, the Paladin discovers a
permanent magical gate being built
under the supervision of a Wizard who's
made a pact with a group of tanar’ri.
The Paladin must destroy the gate
before construction is completed.

95. The Paladin is sent to guard a deliv-
ery of medicinal supplies to a distant
hospital founded by the church. The
way is fraught with danger from brig-
ands and worse.

96. The Paladin is sent to serve at the
king’s castle to set a good example for
the king’s unruly son and (one hopes)
inspire the prince into following the
ways of paladinhood. While there, the
Paladin may discover all sorts of politi-
cal intrigue, including an attempt upon
the king’s life. At the end of the Pal-
adin’s “sentence,” the prince could end
up as one of the Paladin’s henchmen,
sent by the king to gain valuable “on-
the-job training.”

97. The Paladin is sent into a forest to
meet with a group of demihumans
wishing to form a Paladin-like organiza-

ft up to the Paladin to help

particular quest met with failure.

organize these beings into an order of
demi-paladinhood as he sees best. It is
possible that a henchman or two could
come from such a quest.

98. The Paladin is sent to aid in the con-
struction of a stronghold being built by
a higher-level member of the Paladin’s
order. This may give the Paladin PC
some ideas about the eventual con-
struction of his own stronghold and
should at least open his eyes about
some of the unexpected costs, delays,
and requirements that go into such an
undertaking.

99. The Paladin is sent to serve as the
squire for a higher-ranking Paladin for
a period of time. It is hoped that the
Paladin might learn from his supe-
rior’s example, and this gives the DM
an opportunity to have the PC
encounter foes normally out of his
league (since he’s aiding a Paladin
character much more powerful than
himself). At the DM’s discretion, the
high-level Paladin could be generally
interested in the PC’s well-being, or he
could have a pompous and overbear-
ing personality, seeing the PC as little
more than a servant.

100. The Paladin is sent to serve at a
newly formed hospital, using his abili-
ties to heal the sick and wounded. If the
PC has a nonweapon proficiency slot
open, the DM could allow him to learn
the Healing proficiency as a result of his
time spent there.

101. A Paladin with a nonweapon profi-
ciency in a category useful to the Paladin
order (such as Animal Training,
Weaponsmithing, Armorer, or Black-
smithing) is sent to work in the order’s
appropriate workplace for a time.

Johnathan M. Richards was recently &
involved in a quest of his own—trying to
find a videotape of the Goodies (a Monty =
Pythonesque television show) while on a
vacation to the British Isles. Alas, that

.....
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Fiction by
Ben Bova

I LOOKED OUT OVER THE PARAPET OF AMESBURY FORT
AND SAW THE CAMPFIRES OF THE SAXON INVADERS
dotting the twilight landscape like a thousand angry red eyes.
As far as the hilly horizon they stretched, more oﬂhgﬂi‘each
night. -

“They’ve never done this before,” w}'nspemd young A}‘thm',
standing grimly beside me. I heard bewdden:nent and deep
foreboding in his hushed voice.

“What are they waiting for?” grumbled Sir Bors, standing
on Arthur’s other side. “Why don't they attack?”

“Each night their numbérs grow,#Arthur murmured,
staring transfixed at the Saxon campfires. “Their leader, Aelle,
calls himself Bretwalda now—king of Britain.”

“H'mph,” Bors snorted.

“The barbarians are joining his host: South Saxons, West Sax-
ons, Jutes, Angles—they have sworn their allegiance to Aelle.”

We had been hemmed inside Amesbury fort for nearly a
week. Usually the barbarians raided a village or farmstead and
ran away before the British defenders could find them. But
now they were camped outside this hilltop fort, with more and
more of the raiders joining the besiegers every day.

Ilooked up into the darkening sky. A fat gibbous moon
grinned mockingly at me, while the Swan and the Eagle rode
low. off in the west. My namesake constellation of Orion was
climbing above the eastern horizon. Autumn chill was in the
air, yet the barbarian invaders showed no sign of heading back
to their settlements on the coast and leaving Britain a season of
peace and healing.

Wheezing old Merlin joined the three of us up on the para-
pet, climbing the creaking wooden stairs slowly, painfully. In
the starlight his tattered white beard seemed to glow faintly.
With his long robe he seemed to glide along the platform
toward us, rather than walk.

“I have determined when the Saxons will attack,” he
pronounced in his quavering, thin voice.

“When?” Arthur and Bors asked as one.

“On the night of the full moon,” said Merlin.

“ A week from now.”

Bors growled, “It makes sense. They know we're starving in
here. They’ll wait until they figure we're too weak to fight.”

“Then we've got to do something,” Arthur replied. “And
soon.”

“Yes,” Bors agreed. “But what?”

_legions had left the island. NowtheSaxomandﬂ'lejrbrotlwr
b mbesofbarbanamwerebuﬁdmgpemanent settlements in
: thecoastal regions.

forts that Ambrosius had hoped would stand against the .

Arthur hadbeenputmcha;geofﬂm}ull fort’s defense by
his uncle, Ambrosius;who styled hi High King of the
Celtic Britons. The Saxon barbanans raiding the
qoasts ritain for years, dgcades, ce the Roman

““’And moving inland. Amasbury was onegof astring ofh;lltop 7
Saxon tide: Some called it a castle, but it was nothing more
than a wooden palisade enclosmg a few huts and stables, with
a single timbered tower, a rude wooden chapel, and a black-
smith’s forge. Even so, it stood against the barbarians well
enough. They knew nothing of siege warfare, had no knowl-
edge of rock-throwing ballistas or any devices more compli-
cated that a felled tree-trunk for a battering ram.

Yet crafty old Aelle had decided to bring all their strength to
Amesbury and destroy the fort. And afterwards? I wondered.
Would they methodically reduce each of Ambrosius’ forts and o
leave the interior of Britain open to their ravages? :

The dark night wind whispered to me, and Ilooked up at
the stars scattered across the black sky. I had seen the same
stars at ancient Ilium, f remembered, in another life. I had built
a siege tower there, under the watchful eye of wily Odysseos,
and led my men over the high stone wall of mighty Troy.

In another life. I am Orion, the Hunter. I have lived many
lives, and died many deaths. I have travelled among those
far-flung stars bedecking the night sky. I have fought battles on
distarit worlds under strange suns.

My creator is Aten, the Golden One: haughty, powerful, and
mad with:ambition. Aten has sent me to this place and time to
serve Arthur, until the moment comes when I must stand
aside and let him be killed. Or perhaps the Golden One plans
for me to murder Arthur. I have assassinated others for him, in
other lifetimes. I knew that I must obey my creator’s com-
mands, yet with every fiber of my being [ wanted to defy
them, to disregard his murderous orders and raise young
Arthur to the power and authority that would save Briton
from these barbarians.

Yet I stood helplessly in the gathering darkness beside
Arthur, the son of a Roman father and Celtic mother, adopted
by Ambrosius and guided by Merlin. Barely old enough to
begin growing a beard, Arthur had been marked by my creator
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for a brief moment of glory—and then ignomin-
ious death.

To Bors and Merlin and all the others I was

' Arthur’s squire, a servant, a nonentity. Arthur

knew better, but we kept our friendship a secret between us. It
was easier for me that way: I could remain at Arthur’s side and
provide him with advice and guidance—and help in the fight-
ing, when it was necessary.

“Well, what do you want to do?” Bors asked again; gruffly.
He was a blunt, hard-faced man, scarred frommany battles, -
his thick beard already showmgs’heaks of gray.

Without taking his eyes from the hundreds of Saxon camp-
fires dotting the night, Arthur replied softly, “Instead of wait-
- ing for the barbarians o Build enough strength tobring down
- mmfmmsmudsquimrtandaﬁackﬂ\m ok
" Bors said flatly, "Theresfoomanyof emalmady We’dbex-
. massacred.” g
. Butsome of Arthur’s yguthful enthusxasm was returning. -

could de them great hurt.” x

“We could get ourselves killed and save the Saxom&le
trouble of scaling the walls,” Bors snapped.

“Not if we surprised them,” Arthur insisted. “Not if we
. attacked them tonight, after the moon sets, while most of them
are sleeping,”

“Atnight?” Bors frowned at the idea.

“Yes! Why not?” Eagerly, Arthur turned to Merlin. “What do
you think, Merlin? What doyou foresee?”

Merlin closed his eyes for several long moments, then

4%, wheezed, “Blood and carnage. 'I'he barbanans will fly before

your sword, Arthur

“You sée?” Arthur sald to BGI‘S :

Bors glowered at the mystic. “Do you see the Saxons
running away and heading back to theirships?”

Merlin shook his head slowly. “No ... the mists of the future
cloud my vision.”

Bors grumbled with disdain.

But Arthur would not be denied. Bors had more battle
experience, but Arthur had the fire of youthful vigor in him.

“Orion,” he commanded, “get the horses saddled and fit.
And ask all the knights which of them will honor me by
joining in this sally against the enemy.”

As a squire, of course, [ went where my master went.
Knights could offer excuses to remain safely inside the fort.
There were no excuses allowed for squires.

It was well past midnight by the time we were armed and
mounted, thirty-two knights and squires on snorting, snuffling
horses that pawed impatiently on the packed earth of the
courtyard. Arthur and the other knights were helmeted and
wore chain mail and carried spears as well as their swords. The
moon was down. Firelight glinted off the emblems painted on
their shields: Arthur’s red dragon, Bors’s black hawk, the green

~ serpent of Gawain, lions and bears and other totem symbols.

1 was the only squire who wore a chain mail shirt. The

“If astrong group of us charged out at them on horseback.m e

others, mostly beardless youths, went into battle in their
tunics, protected only by their helmets and shields. I carried
neither helmet nor shield nor spear, only the sword strapped to
my back, as I sat on'my mount at Arthur’s side.

Sir Bors, still grousing, nosed his horse up to Arthur’s other
side. “This is madness,” he muttered. “They outnumber us a
hundred to one.”

Arthur smiled grimly in the starlight. “Their numbers will
be smaller before the sun rises again,”

“As will ours,” Bors mumbled.

Arthur pointed with his spear and a pair of churls lifted the
timber bar from the palisade gates, then slowly swung the
gates open. They creaked horribly in the stillness of the night. I
thought that any chance of surprise was mostly lost already.

But Arthur bellowed, “Follow me!” and we charged out into
the night, each man screaming his own battle-cry.

Jl'heharbanamwem truly surprised. We thundered down
into their camp at thelbase of the hill, trampling the embers of
their camp fires a.r_ld scattering the startled men like dry leaves
before the wind. I stayed close behind Arthur, saw him transfix
a running Saxon with his.spear and lift the shrieking barbarian
off his feet, Arthur was nearly knocked off his horse by the
shock of the impact, and he had to let'go of the spear. The
barbarian warrior, clutching the shaft where it penetrated his
chest, fell over backward, already dead. b

I rode close behind Arthur, my sword in  hand, ready to
protect him against anything. My senses went into overdrive,
as they always do in battle. Everything about me seemed to
slow down into a languid, sluggish torpor, I saw a naked bar-
barian run in dreamlike slow motion at Arthur’s left side, his
long blond braids flying behind him. Arthur took his sword
stroke on his shield and, while drawing Excalibur from its
jeweled scabbard with his right hand, bashed the warrior’s
head withrthe edge of the shield. The man staggered back, and
Bors pinned him to the ground with his spear.

Another warrior hurled his'axgat Arthur’s unprotected
right side. I saw it turning lazily through the flame-lit air and
reached out with my sword to flick it harmlessly away. Then1
drove my mount at the barbarian and slashed him from
shoulder to navel with a stroke that nearly wrenched me out
of my saddle.

Waving Excalibur on high, Arthur urged his mount forward
against a gaggle of barbarian warriors who stood naked but
armed with swords and axes. I pulled up alongside him, and
we sliced the lives out of those men, their blood spurting as
they screamed their death agonies.

But still more were coming at us, roaring with anger and
battle-lust. The first shock of our surprise attack had quickly
worn off and now they were hot for our blood. They seemed to
grow out of the very ground. No matter how many we killed
still more rose against us. We waded into them as they
swarmed around us, pulling men off their mounts, pulling
down the horses themselves. Men and beasts alike screamed
as the barbarians hacked them to bloody pieces.



The knights fared better than the lightly-armed squires, but
even they were being hard-pressed by the teeming, swarming
barbarians. Arthur and I weaved a sphere of death with our
swords. Anyone who dared to come within reach of our blades
died swiftly.

But still more of the barbarians rushed at us, swarming like
hordes of wasps, surging like the tide of the sea.

“We've got to get back!” Bors shouted. “Their whole army is
aroused now.”

“Yes,” Arthur agreed. “Sound the retreat.”

The squire who served as bugler put his ram’s horn to his
lips and blew mightily. We turned back toward the fort, fight-
ing and hacking our way through the maddened barbarians.

The Saxons made no effort to climb the hill and get. through the.

guarded gate; they were content to drive us out of thtﬁ" camp

We were tired and dispirited as we alit fmm ur-mmmts
Eleven of our number were gone, nine sq\mg&and two- 3 .
knights. Each of us was spattered with blood, mostly Saxon
although almost every one of us had been nicked or wounded.

Except for Arthur. He was untouched and.' still brimming
with excitement.

“How many did we ldﬂ, do youﬁfin.k?‘” he asked.

“How many did we lose?” Bors countered.

Merlin watched us from the parapet as we dismounted
wearily and helped the wounded off their horses. Several of
the men groaned with pain. Many of the young squires were
white-faced with shock or loss of blood.

“Well, you had your moment of glory,” Bors said sourly. “It
didn’t do us much good, did it?”

Arthur did not argue against him. Bors was an experienced
fighter. Arthur had been named commander of this fort
because he was the High King’s nephew, and he knew it. The
Saxons and their barbarian allies were still encamped around
the base of the hill. There were fewer of them, yes, but still
more than enough to take the fort when they finally decided
to attack.

At last Arthur Sﬁ‘.ld, “We' d better getsome sleep No sense
standing here until dawn.”

Arthur and the others headed wearily for the timbered
tower at the far end of the wall. I went to the stables, where my
pallet of straw awaited me amidst the steaming, sweating
horses. The heat of their bodies kept the wooden shelter warm
despite the breeze that whistled through its slats. I automati-
cally tuned down my sense of smell; the stables and horse
grounds were not the most fragrant areas of the fort.

I stretched out on the pallet and thought of Anya, the only
one of the Creators who cared for me. I loved her, and she had
taken human form in many placetimes to be with me. It was
she who had handed Arthur the matchless sword Excalibur.
She and I had faced the alien Set in the time of the dinosaurs.
We had lived together for a brief interlude of happiness in the
beautiful wooded glades of Paradise.

Always Aten pulled us apart, jealous of her love for me. Yet
time and again Anya had found me, helped me, loved me no

\' \
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gold and gleaming white, Aten looked every inch the god he
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matter where and when I'had been sent by the
Golden One.

I closed my eyes and pictured her perfect face,
those fathomless silver-gray eyes that held all of
eternity, her raven-black hair cascading like a river of onyx
past her alabaster shoulders. She was a warrior goddess, a
proud and courageous Athena, the only one of the Creators
who dared to oppose Aten openly.

Suddenly a fireball of light blasted my senses, a glare of
golden radiance so bright that I ﬂl.mg my arms across my eyes.

“Iknow your thoughts, creature.”

1 was no longer at Amesbury fort. IHad been wrenched out
of that pointin spacetime, translated, mtﬁ avastly different
place, of the Creatnts. .

/1 could feel the brilliance of his presence: Aten;the Golden

. “Getup, Orion,” the Go!glmﬁne conm:anded “Stand

ﬁkean automaton I climbed slowly to n&y feet, myarmastﬂl ik
covermgn}yey&s shielding them from his blazing splendor:
The radiarice burned my flesh, seamd into the marrow of my
bones.
“Put your hands down, Orion, and face the glory of your
master,” he said, his voice sneering at me.
1 did as he commanded. I had no choice. It was as if Iwerea
mere puppet and he controlled my limbs, my entire body, even
the beating of my heart.
It was like staring into the sun. The glare was overpowermg,
a physical force that made my knees buckle and forced my :
eyes to squint painfully.After'what seemed like an eternity, the
blinding radiance contrac:ed eompmssedaiself and tookon
human form. My eyes, watering with pain, beheld Aten, the
Golden One who had created mie.
He was glorious to Jook upon. Wearing splendid robes of

pretended to be. To the ancient Greeks he was Apollo; to the
first Egyptians he was Aten, the sun-god who gave them light
and life. I first knew him as Ormazd, the fire god of Zoroaster
in ancient Persia.

Iloathed him. Aten or Apollo or whatever he chose to call
himself, he was an egomaniac who schemed endlessly to
control'all'of the spacetime continuum. But he is no more a god
than I am. He—and the other Creators—are humans from the
far future, or rather, what humans have evolved into: men and
women of incredible knowledge and power, able to travel
through time and space as easily as young Arthur rides a horse
across a grassy meadow.

"Aten created me. He built me to be his Hunter, his warrior,
his assassin. He has sent me through the continuum to many
times and places on missions of death and murder. I have died
many times on those missions, often in horrible agony, only to
be revived by Aten and sent on still another grisly task.

Now I was with Arthur in the darkness of an era wherea .
few brave men tried to stem the tide of barbarism that was



' Tremembered differently: “I d:sabeyedyou at Troy," I tofd.«; :
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destroying civilization all across the old Roman
world.
1looked into Aten’s haughty gold-flecked

the spacetime continuum, glittering with what may have been
madness.

“You hate me, Orion? Me, who created you? Who has
revived you from death countless times? How ungrateful you
are, creature. How unappreciative.” He laughed at me.

“You can read my thoughts," I said tightly, “but you cannot

control them:” "
“That mak&s no dxffex‘mce worm. Yuu will obey me, now
and forever.” 75/ ;‘/ CRIIF N
Whyshomd{?"‘ oy B RRRG,
“You have no chom"he &aid. | =

him. “I refused to a.nmhxlate xhe_Nﬂandertals baek in the Ice

"_Age."'. "r'_m, ‘1_
. H;g flawlessly ha me face set into a hard scowl “Yes; -
and you came to unravelling the entire fabric of space-
time. It costme much laborto rebuild the conhnuum, Orion,”

“And you have cost me much pain.”
“That is nothing compared to the agonies you will suffer if

¥ you dare to resist my commands again. Final death, Orion.
.

Death without revival. Oblivion. But much pain first. An
infinity of pain.”
“Twill not murder Arthur,” I said.

"Almost he smiled. “That may not be necessary, creature.

" There are plenty of Saxons available for killing him. Your task
is merely to stand aside and letlt‘happen

“Ican’t,” I said. “Bwon’t.” S

He laughed again. “Yes, you will, Onon When the moment
comes you will doas 1 command. Just as you assassinated the
High Khan of the Mongols.” 5

I blinked with the memory. Ogatai. He had befriended me,
made me his companion, his trusted aide—just as young
Arthur had.

“You can’t make me—"

But I was in the darkness and stench of the stable again,
alone in the night, The Golden One had played his little game
with me and sent me back to Arthur’s placetime.

Alone, Ilay back on the brittle straw once again. Why had
Aten sent me here? What schemes was he weaving about
Arthur and these barbarian invaders of Britain?

Anya. She was the only one who could help me, the only ™
one of the Creators who openly defied Aten. She loved me;
and I loved her with a passion that spanned the centuries and
millennia, a love that reached out to the stars themselves.

Yet I could not find her that night, could not reach her. I
called to her silently, searched out with my mind through the
dark cold night. No response. Nothing but the aching empti-
ness of infinity, the lonely void of nothingness. It was as if she
no longer existed, as if she never had existed and was merely a

~ dream of my imagination.

< eyes, gleaming with vast plans for manipulating

No, I told myself. Anya is real. She loves me. If she doesn’t
answer my plea, it's because Aten is blocking my efforts,
keeping us apart.

I strove with every atom of my being to translate myself to
the timeless refuge of the Creators, far in the future of Arthur’s
world. To no avail. I strained until perspiration soaked every
inch of my body, but I remained in this smelly, dank, unlit
stable.

Exhausted, I fell into sleep. And dreamed of Alexander.

The crown prince of Macedonia, son of doughty Philip II,
Alexander was also young and impetuous when I knew him.
Proud and ambitious, driven by his cruel mother Olympias,
young Alexander learned battle tactics—and the strategies of
war-—=from his masterful father, Philip.

Inmy dream I was at Alexander’s side once again as he led
the cavalry at the epic battle of Charonea. We galloped across

¥ the ﬁe]d.tcwvard the Athenian foot soldiers, thrusting and

ng at their hoplites in a wild melee of dust and blood,
screams of trmmp_h and agony filling the air. I felt the horse
beneath me pounding across the corpse-littered plain and
strained mightily to rein him in, hold him back, as I slashed
with my sword at the sold)ers millingabout us.

Alexander pushed ahead on old Ox-Head, his favorite
steed, wading through the Athenian infantry, nearly sliding
off his mount while jamming his spear into a screaming ..~
hoplite. Clutching my mount between my knees, I urged the
horse on through the wildly surging tumult until I was beside
Alexander, protecting his unshielded right side. Together we
drove through the scattering Athenians, then began the grim
task of riding down the fleeing hophtes and slaughtering them
tothe last man.

My eyes snapped open. It was still dark, well before dawn.
Why did I dream of Alexander? Of all the lives I have led, of all
the deaths that I have known, why did I dream this night of
Alexander and the Macedonian cavalry?

“Find the answer, Sarmatian,” wh:spered an mws:ble voice,
A woman'’s voice. Anya!

I sat up on the pallet, ignoring the cold wind that sliced
through the rickety slats of the stable, disregarding the smell
and the snuffling of the drowsing horses.

Sarmatian. Anya called me a Sarmatian. I remembered that
I had claimed to be a Sarmatian when I'had first found myself
at Amesbury, begging a skeptical Sir Bors for a place in
Arthur’s service.

Sarmatian.

I sat on the pallet wondering until daylight slanted through
thecracks in the stable wall. I washed at the horse trough,
drawing the usual laughs and jeers from the other squires
and churls. :

“You washed yesterday, Orion! Aren’t you afraid you'll
drown yourself?” laughed one of them.

“He washes every morning,” called another, already at
work shoveling in the manure pile. “He wants to smell pretty
for the girls.”



There were no women in Amesbury fort. All the women and
children and old men of the region had been moved farther
inland to be safe from the Saxons. If the fort fell, they would be
defenseless.

“Don’t you know that washing makes you weak, Orion?
You're scrubbing all your strength away!”

They laughed uproariously. It was the only relief they had
from the tension. We all knew that there was an army of
Saxons and other invaders just outside our gate, a barbarian
army that was growing with every passing day.

Ignoring their jibes I walked across the dung-dotted court-
yard to the timbered tower of the fort. The guard recognized
me and let me pass unchallenged. Instead of going to'Arthur’s
quarters, however, I climbed the creaking wooden sta,us to
Merlin’s tower-top aerie.

There was no door at the top of the stairs. 'Ihe toplevel of the

tower was a single open area, roofed over with hea\’y bar}\msnf ¥

rough-hewn logs. It was a misty autumn morning, dank and
chill. On a clear day, I knew, from up at this height you could
see almost to the waters of the Solent and the Isle of Wight.

Merlin was standing at the low wall, staring out across the
fog-shrouded camp of the barbariaris, his back to me: His
possessions were meager: a table that held several manuscript
rolls, a few unmatched chairs, a couple of chests, a few
blankets for a sleeping roll. Nothing more.

“What do you want, Orien?” he asked, without turning to
look at me.

“How did you know it was me?” I asked.

He shrugged his frail shoulders. “Who else could it be?”

That puzzled me. He had a reputation as a wizard, a
magician who could cast spells and foresee the future. Yet, as
he finally turned to face me, all I saw was a wizened old man
in a stained, wrinkled robe of patched homespun with a long,
dirty-white beard and thin, lank hair falling past his shoulders;
both beard and hair were knot'bed and filthy.

“Ineed your help,” I'said. -

“Yes, I know,” he replied as he walked slowly, arthritically,
toward his table.

“Then you know what I am about to ask.”

“Naturally.” He slowly sank his'emaciated frame into the
cushion-covered chair. :

I stood before the table and folded my arms across my chest.
I'wore only a thin tunic, scant proof against the frosty autumn
morning, but I have always been able to clamp down my
peripheral blood vessels to keep my body heat from radiating
away. I can also step up my metabolic rate when I have to,
burning off fat stored in the body’s tissues to keep me warm.

“Sit down, Orion,” said Merlin. “It hurts my neck to have to
crane up to see your eyes.”

AsTsat, I said, “Can you help me, then?”

“Naturally,” he repeated.

“Well, then?”

He stared at me for a long, uncomfortable moment. Old
though he may have been, there was a gleam of intelligence, of

T8,
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curiosity, in his gray-green eyes.

Slowly, a smile spread across his wrinkled
face. “You are playing a game with me, Orion.”

“And you with me, sir,” I answered.

“Must ] ask you what your problem is?”

“You implied that you already knew.”

His smile broadened. “Ah, yes. That is part of a wizard's kit,
you see. Allow the supplicant to believe that you know every-
thing, and the supplicant will believe whatever you say.”

1 grinned back at him and recalled, somehow, that psychia-
trists ina future c1v1.hzatlon Wm:h:l use the same tnck on their
patients. £

“So tell me truly, Onon, why do you gee,k my help"” :

“I.can’t remembermy past,” fsa:d?"Iean t femember
anythmg from before ﬂ\eﬁnstdaylcagntoAme-sbuiyand

He leaned fm'wa.rd all tlsentron now. “Nothing at all?” ==
“Only my name, and the idea: that-[qm aSarmatlan,

“You dor’t even know whata Sam;at:an 13?” : )‘/ Sl e
““No,”1said. “Thaven't thefamtzst idea.” :
Merlin steepled his fingers. They were long and bony, the
backs of his hands veined in blue.

“The Sarmatians were a warrior tribe from far to the.east,
somewhere in Asia,” Merlin told me. “Many of them joined
the Roman legions, where they served as cavalry. They were
great horsemen, great fighters.”

“Were?” I probed. -

“They left when the legions departed Britain. I had assumed
that you were one of them wﬁghad stayed behind, deserted ¢
the legions.” : S

“You thought me adeseﬂer?" r

“Bors did, as soon as you told him you were a Sarmatian.
That is why he was sosuspicious of you at first.”

Nodding with newfound understanding, [ asked, “Tell me
more about the Sarmatians.”

Merlin leaned his head back, raised his eyes to the beamed
ceiling. “They were fine metalworkers. They claimed to have
invented chain mail, and something else ... I can’t quite recall
what it was.”

“Chain mail is a great advantage.”

“Yes, we have our smith working night and day to produce
more.”

“They came from Asia, you say?”

“So I remember.”

Merlin spent much of the morning asking me questions
about myself, questions I could not answer. Aten always
erased my memories before sending me on a new mission. He
said he provided me with only enough information to perform
my task. Yet on more than one mission I fought through his
mental blocks and recalled things he would have preferred I
did not know. A3

But on that chill, foggy morning I could remember nothing
beyond my first moments at Amesbury fort. A young serving

\ -
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boy brought up a tray of bread and a few scraps
of cheese with thin, bitter beer for our breakfast. I
realized that even with the fort besieged and our
food supply dwindling, Merlin had better
rations than the knights and squires down in the courtyard,
despite his frail frame.

A horn blast ended our conversation. Arthur was calling all
his men together. I got up from the chair before Merlin’s table
and took my leave as politely as I could.

As] got the stairs leading down, the old man called out to -
me. “Orion! Iremember the oﬂlertlung that the Sarmatians are
reputed to have mvented T :

“ And what is that; ",!asked N

“Some sort offootgear’laoh,élp amangetupontolnshorse I
beheveﬂ\eymlledxtaaﬁrmp £ 2
». “Oh, and one thing more. Ac{emqe that they fixed to the _
o heels of their boots, fopn& their mounts.” : :‘_-{

iglutrls\at tday [ thought about stirrups and spurs, two simple
and obwous-seemmg invéntions. Yet they were obwous only
in hindsight, as most great inventions are.

Arthur and the other knights had neither stirrups nor spurs.
'~ When they rode into battle, they had to rein in their horses or
" the first shock of impact with their spears would knock them
out of their saddles. Often.a knight went down with his victim
when he forgot to slow his mount. Even in Alexander s day, I
remembered, we had to be careful to stay on our mounts as we
. speared footmen.

. It was the same using our swords. A mounted warrior had
to grip his steed tightly with hxskhw& ifhe wanted to remain

. mounted while he slashed at the enemy with his sword.

/ But with stirrups a man could stay in the saddle despite a

* smashing impact. And with spurs he could goad his steed into
a flat-out gallop. Instead of wading into the enemy so slowly
that they could eventually swarm us under, we could charge
into them like a thunderbolt, crash through their formation,
then wheel around and charge again.

As the sun was setting I went to the blacksmith. He was a
big, ham-fisted, hairy man with bulging muscles and little -
patience for what seemed like a hare brained idea.

“I've got all I can do to make the chain mail that my lord
Arthur is demanding,” he said in a loud, barking voice. Wip-
ing sweat from his brow with a meaty forearm, he wenton,

“I don’t have time to make some trinkets for you.” v

“Very well,” I replied. “I'll make them for myself.”

“Not until the dinner horn sounds,” he said petulantly. “I've
got to work this forge until then.”

“I'll wait.”

For the next few hours I watched the brawny blacksmith
and his young apprentices forging chain mail links, heating the
metal in their fire while two of the lads wearily pumped the
bellows that kept the coals hot, hammering the links into

 shape, quenching them in a bucket of water with a steaming

Stirrups,  thought. Yes. " "¢ B

-

hiss. It was hot work, but it was simple enough for me to learn
how to do it merely by watching them.

The dinner horn sounded at last and the blacksmith took his
grudging leave.

“If you steal or break anything,” he warned with a grow],
“I'll snap your spine for you.”

He was big enough to do it, if I let him.

I stripped off my tunic and, clad only in my drawers and,
strapped to my thigh, the dagger that Odysseos had given me
at Troy, I began forging a pair of stirrups.

They were lopsided and certainly no things of beauty, but I
admired them nonetheless. Forging a pair of spurs was easier,
especially since I did not want them to be 50 sharp that they
would draw blood. They were nothing elaborate, merely
shgl'ltly'curgéd spikes of iron.

‘When Iwerrt'ﬁo ymy pallet that night I was physically tired
bt emotionally eager to try my new cre-
ahcmgm the mm\mgl looked forward to a good night’s sleep.

But no sooner had I closed my eyes than I found myself
standing on the shore of a fog-shrouded lake. The moon
ducked in and out of scudding elouds. I was wearing a full
robe of chain mail with a lightlinen tumc over it, my sword
buckled at my hip.

I remembered this lake. It was where Ihad brought Arthﬁr
so that Anya could give him Excalibur. A

Ilooked out across the water, silvered by the moonlight,
expecting to see the fortress of stainléss metal arising from the
lake’s depths as it had then. Nothing. The waves lapped softly
against the muddy shore, a Nightingale sang its achingly
sweet song somewhere back among the trees.

“And then Anya’s voice called' low, “Orion.”

Swiftly I turned and she was there standing within arm’s
reach, as beautiful as only a goddess can be, wearing a simple,
supple robe of purest white silk that flowed to the ground. Her
midnight-dark hair was bound up with.coils of silver thread;
links of silver adomed her throatand wrists. -

We embraced and I kissed her with all the fervor of a
thousand centuries of separation. For long moments neither of
us said a word, we scarcelyblreathed, so happy to be in each
other’s arms again. #¥

But at last Anya moved slightly away. Her hands still on my
shoulders, she looked up into my face. Her silver-gray eyes
weresolemn, sorrowful.

I can only remain a few moments, my love,” she said ina
near-whisper, as if afraid someone would overhear us. “I've
come to warn you.”

“Against Aten?”

She shook her head slightly. “Not merely him. Several of the
other Creators are working with him to help the Saxons and
other invaders conquer Arthur’s Celts and make themselves
masters of this entire island.”

“But why?” I asked. “What purpose does it serve to tear
down what little is left of civilization here?”

“It involves forces that reach across the entire galaxy, Orion.



This point in spacetime is a nexus, a crucial focal point in the
continuum.”

Irecalled Aten’s words to me from years earlier. “He wants to
build an empire of barbarians that will reach from the steppes of
Asia to these British Isles—all under his domination.”

Anya hesitated a moment, then said, “It may be necessary,
Orion. Aten’s plan may be the only way to keep the continuum
from shattering.”

“I can't believe that.”

She smiled, sadly. “You mean you don’t want to believe it.”

“It means that Arthur mustbe killied e

She nodded solemnly. - o

“No,” Isaid. “I won't let that happen.” -

“You can’t oppose Aten’s will! He'll obliterate you!”.

Anger was seething within me. “If 1 do what Aten wants, can
we be together? Can we return to Paradise and‘ Bve-m peace?”

Her lovely face became tragic. “I want' to¢ my‘ lovei But Jt will

be impossible.”
“Because he’ll keep us apart,” I snapped.

“Because the work of saving the continuum, the task of
keeping this worldline from collapsing and destroying every-
thing we know, requiresiall my strength, all my energy.”

“Forever?” ol

“For as long as it takes,” she said. “My darling, I want to be
with-you for all the eternities. But how can we be together if
the entire universe implodes? Everything will be gone, wiped
away as if it never existed.”

For many long, silent moments I stared into her beautiful
eyes. I saw sorrow there, a melancholy that spanned centuries
of yearning.

Atlast I found my voice. “And to save the universe, Arthur
must be killed.”

“That is Aten’s plan. The barbarians are uniting amongst
memselves now. There is no need for Arthur in this timeline
any more.”

“Tell Aten to make anotherplan,” I said. “As long as I live
will protect Arthur and help him to drive the barbarians out of
Britain.” \

If I had thought halfa second about my words;Twould have
expected Anya to be surprised, shocked perhaps, even angry.

Instead she smiled. “You would ‘defy Aten, even at the risk
of final death?”

I smiled back at her, grimly. “He promised me an éspecially
painful final death.”

Her smile faded. “He means to keep that promise.”

“And I mean to stand by Arthur until my final breath.”

“Iwon’t be able to help you,” Anya warned. “1 have other
tasks to do, far off among the star clouds.”

I'nodded, accepting that. “Tell Aten he’ll have to save this
timeline with Arthur in it. Let him buiild an empire of the Celts
from this island to the farthest reaches of Asia.”

“You run great risks, Orion.”

“What of it? If we can’t be together, what good is living
tome?”

|
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She kissed me again, lightly this time, on the
lips. “Protect Arthur, then. Help him all you can.
But be warned: Aten is not alone in this. Others
of the Creators will be working against Arthur.”

“Thanks for the good news,” I said.

“Farewell, my love,” said Anya. “I'will return to you as soon
as [ possibly can.”

1 wanted to say several million other things to her but she
vanished, simply disappeared before my eyes, like a light
winking out. I'love you, Anya, I called silently. I'll find you
again wherever and whenever you are, no matter if | have to
a-osstheerm.weumverseofspaceﬁme Mlﬁnd youand we'llbe
together for eternity. ~ - .

But when Fawoke T was Bk on mgpaxfet ihthe dung?
smellmgstéble with the resn,ﬂts of 1 my iranwork lyingon the

Sy
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I washed asusual at the horse trough and tbok the u.syal
jeering ba11ter from the squires a andthurls But onceTsat on
the bare dirt and started tying my crudely-made spurs to my
ankles, they howled with laugher.

“Are you going to a cock fight, Orion?”
“Maybe he’ll put on wings next and fly out of the fort'" y
They rolled on the ground, laughing.
‘Without a word to them, I went back into the stable and took

one of the horses out into the courtyard When I began to
attach my lopsided, ill-formed stirrups to its saddle, they
crowded around, curious and grinning.

“What are you doing; Orion?” one of thém asked.
Instead of answering, Iworked my sandalled foot into one

of the stirrups and hoisted myself up into the saddle, careful
not to touch the spurs to the horse’s flank. Not yet.

“It’s like a little step!”

“Orion, can’t you swing up on a horse the regular way? Are
you so weak from washing every morning that you need a
step to help you up?”

They roared with laughter, slappmg their thighs and pound-
ing each other’s backs. Wordlessly, I nudged my mount
through them and cantered around the courtyard several
times. The stirrups felt a little loose. I dismounted and tight-
ened the thongs that held them to the saddle.

By now some of the knights had come outinto the courtyard
toSeewhat was making the other men laugh so hard.

“What's that you've hooked your feet into?” Gawain called
to me. He was several years older than Arthur, built more
slightly, his dark hair curled into ringlets that fell past his
shoulders.

“It’s an old Sarmatian device,” I answered, walking my
horse to him. Better to tell them it’s an old and well-tested idea;
new ideas are always suspect. Besides, it was the truth.

Two more young knights joined Gawain, each of them
looking just as puzzled as he. ;



“Why did the Sarmatians need help getting
into their saddles?” Gawain asked.

I smiled tightly. “These are not for help in get-
ting into the saddle,” I replied. “Their purpose is
to keep you in the saddle.”

Gawain and the others were plainly baffled. Looking up, I
saw Merlin peering over the edge of his tower at me. Arthur
stood beside him.

Time for a demonstration. I trotted over to the corner of the
courtyard where the spears stood stacked like sheaves of
wheat, leaned over and drew. onefrom the stack. Turning my

mount around, I centered my gaze upon one of the stout
timbers that held the thatched roof overihe blacksmith’s open
forge. The smithr and\hl;yam;g apprentices werejust st starting

) up their fire, off to onesiﬂeof theirwork area. ¥

were stinging him. Icrmxchedfgmardmtl‘nesaddle my :
weighton the stirrups, levelled thespearaslgalloped straight

- .forttlatmught\ewnmr Men and boys scattered out of the

way. aslraaed forward with my spear jutting out ahead. The
smith stood transfixed, staring with eyes so widel could see
white all around his pupils. His boys ran, wailing.
~ Irammed the spear into the timber. The spear shattered
from the force of the impact, but its point buried itself in the

" wood almost to the haft. I wheeled my mount around and trot-
ted back to the center of the courtyard.

" “Tunderstand now,” said Gawain, with a smirk on his
*'_ handsome face. "That' s the Sarmatian way of breaking a

. perfectly good spear.”
. Clod!1Ithought. But Thad toremember that I was only a

squire and had to be réspectful toa kiight.

“Not s, sir. With these stirrups I can drive a spear through
an enemy at full gallop withoutbeing knocked out of my
saddle.”

“ And what good is that if you break the spear?” Gawain
sniffed. He turned and walked away; the two younger knights
 went with him.

“Wait!” 1 called. When they turned back toward me I

directed the young boys standing off by the woodpile to bn.ng

me the thickest, hardest log they could find.

It took two of the lads to carry the massive log to the center
of the courtyard, their legs tottering under the load. As T
directed them to stand it on end, I saw Sir Bors came up beside
Gawain, a skeptical scowl on his scarred face.

I trotted my horse back to the main gate, then spurred it into
an all-out charge, drawing my sword as the steed galloped
madly across the packed dirt.

With one swing I split the log in half.

Gawain and the other knights seemed impressed—but only
a little.

“You'd make a good woodcutter,” Gawain joked as I got
down from the horse.

“Don’t you understand?” I said. “With the stirrups to hold
you in the saddle you could charge into the enemy at full

e, o

~ Tspurred the horse and He took off asif a swamiofhometm B

speed and hit with all the power of a thunderbolt.”

“We've never used stirrups before,” said Bors. “Don’t see
why we need ‘em now.”

“Because they can multiply the force of your attack!” I
insisted, almost pleading with him to open his mind.

But Bors raised his thick-muscled right arm, criss-crossed
with scars, and said, “This is all the force I need in battle. I've
killed hundreds of Saxons, Jutes, Danes, Angles—all with this
strong right arm. I don’t need fancy contraptions to help keep
me in my saddle.”

“But—"

Gawain laughed gently. “Use your stirrups if you want to,
Orion. If that's the Sarmatian way, then go right ahead. But we
don‘tmed such tricks.”

Ifeltcrushed. They didn’t understand what I was offering
them. I lookad up toward Merlin’s aerie, but neither the

‘ vnza.rdmrAnhqr were still watching me. I trotted the horse

back to the stables and alit.

Ihanded the horse to a grinning stableboy, wondering what
I could do to convince these men that stirrups would allow
them to hit their enemies with the full force of a charging steed,
instead of milling into battle slowly and hoping they could
stay mounted by gripping the horse with their legs—whﬂe
their enemies had plenty of time to fight back.

Out in the courtyard I saw Arthur standing by the black~"
smith, talking. I went to him. The blacksmith shied away from
me, anger and fear plain to see on his heavily bearded face.

Arthur was fingering the spear point still imbedded deep in
the timber.

“] thought you were going to kill yourself " he said tome,

“racing across the courtyard like that.”

I made myself grin ruefully. “I'm sure the smith thought I
was going to kill him.”

- Arthurlaughed lightly. “He did look petrified, dxd.n’t he?”

“My lord, what I'm trying to show—"

“I understand, Orion,” said Arthur. “Those little things on
your feet allowed you to stay in the saddle even when you hit
hard enough to shatter your spear.”

He was no fool, this young knight.

Ireplied, “It could turn your knights into a powerful battle
force, my lord.”

“If only they would listen to reason,” he said.

“You are their appointed leader. Can’t you make them
accept this new idea?”

He shook his head slowly. “I am their leader, true: appointed
by the High King to direct the defense of this fort. But I can’t
force them to do anything.”

“But—"

“This isn’t Rome, my friend,” Arthur said quietly, sadly.
“These knights are free-born Celts. They don’t bend to author-
ity. They follow a leader only as long as they wish to. It's the
curse of the Celts: they treasure freedom even in the face of
disaster.”

“Freedom is hardly a curse, my lord,” I said.



“Yes, perhaps. But discipline is something that we sadly la

“If only one or two of them would try the stirrups,” I said.
“That would show the others what an advantage they are.”

Arthur smiled at me, the warmth of true friendship in his
eyes. “I will try them with you, friend Orion. We will sally out
against the Saxons together and show them all what we can do.”

Xk

“Absolutely not!” Bors thundered. “Your uncle would have
my guts for his garters if I permitted it!”

“ThenI'll go alone,” Arthur said, “with no one beside me
but my lowly squire.” He nodded in my direction.

“You'll get yourself killed!”

We were standing in Arthur’s chamber, notl'ungmoﬁetlmna
small room made of rude logs at the bottom of the fort’s lone

tower. Its floor was packed earth; its ceiling of rougfﬂy—pgpned '

timbers a bare few inches above my head,

Arthur did not argue with the surly Bors. He merely smiled
his boyish smile and said gently; “But if you came with us, then
you'll probably be killed along with me and Iyou wouldn‘
have to face Ambrosius/ '~

Bors went so red in the face that the scar along kus jaw stood
out like a white line. He was speechless.

- "¥ou will come with me,” Arthur prodded, “won’t you?”

With a great fuming gasp of exasperation, Bors growled,
“You're determined to do this, are you?”

“Yes,” said Arthur. “Iam.”

“Then I have no choice, do I?” )

Arthur’s face lit up like a Christmas tree. ”You']l come?”

Nodding sourly, Bors said, “I'll come with you.”

“Fine!” Arthur exdalmed “Now let’s see how many of the
others will come.”

I worked all that night, going without sleep to make seven
sets of stirrups and spurs. By the time the sun had climbed
almost to its noontime high, Arthur gathered his knights around
him in the courtyard and told them what he proposed to do.

Most of the men shook their heads warily, not trusting these
Sarmatian innovations to be of any.real use against the teem-
ing hordes of barbarians outside the fort's walls.

“We sallied out against the Saxons three nights ago and it
did little good,” said Sir Peredur, his arm still wrapped in a
blood-soaked bandage from that fight.

“But this will be different,” Arthur urged. “We will strike
them like avenging angels.”

“1 prefer to meet the barbarians from behind these stout
walls,” Sir Kay said, in his booming, bombastic voice. “Let
them come to us.”

The gathered knights nodded to one another and muttered
their agreement.

Arthur turned to Gawain. “Sir krught will you let Sir Bors
and me ride into the Saxon midst alone?”

Gawain grinned like a man who knew he was being
outwitted. “By God, never! Where you lead, Arthur, Gawain
will follow. Right into the mouth of hell, if needs be!”

; tl‘latArﬂ\urhlmselfwasba:elymore»&lanasmpln@
~““Turning to Sir Kay, who still stood smbb?mb( off taoonqsnde,
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Arthur clasped his shoulder thankfully.

In the end, only five of the knights agreed to
join Arthur’s sally. I handed out six pairs of
spurs and rigged seven horses with stirrups,
plus my own, hoping we could find a seventh to join us.

One by one I led the horses out into the courtyard. One by
one the knights mounted—some of them obviously with great
reluctance. The seventh horse remained without a rider. I held
the seventh pair of spurs in my hands, waiting.

“Is there no one here who will join us?” Arthur called out.

The knights and squires sandjng in the courtyard shufﬂed
uneasily, guiltily, but none moved toward us. o

Until one of the squires, a slightly-built youth, pushed
through 4§1eu'owd and said, “1 wu]l ywith you, sir, if you will
have me.” & e O R

< Arthur smiled downathinLAtffratItlwughtAﬁhurwomd _ A

turn the lad away because bhwasso )y young, but then I realized +=H

Arthur commanded “Kay, find this squire chain d
and helmet.” Then he leaned‘towaﬁ mrie and sald, "lee him
the last set of spurs.”

Ina few minutes the lad was mounted on the seventh horse,
armed with coat of mail, a helmet that wobbled on his narrow
shoulders, a dented, patched shield, a sword that segmed too
big for his delicate hands, and a long spear.

I could no longer see Arthur’s face, hidden by his helmel:,
but his voice rang out clearly: “Follow me, men, and we will
drive the invaders back to the sea!”

The fort’s gates creaked open, and the seven of us pnckecl
our mounts into a thundéring charge. Fora brief instant 1
wondered what the Golden One was thinking. Was I playing
into his hands and sehding Arthur outto his death?

Not while I breathe; I swore to myself. I'll die before I'll let
Arthur be killed.

As always in battle, the world around me seemed to slow
down into a lethargic dreamy languor. My senses raced into
overdrive, adrenaline flooding my arteries, everything around
me seen in microscopically crisp detail.

The barbarian host had hurriedly formed abattle line as
soon as they heard the fort’s gates begin to creak. Fhey were
standing waiting for us as we charged down the hill, hard
muscled men bare to the waist gripping their swords and axes,
long blond braids running down their powerful chests, half a
dozen lines of them arrayed to absorb our charge and then
engulf us.

I saw spittle form and drip in slow motion from the foaming
mouth of Arthur’s mount, at my left side. He was crouched
forward in his saddle, spear levelled, weight on his stirrups. I
picked out one of the Saxon warriors and aimed my spear at
his chest.

The barbarian tactic for dealing with a cavalry charge was to
absorb the impact with as many men as possible and then,
once the horsemen had slowed down, to bring in more men
from the flanks to swarm the riders under.



But this time we didn’t slow down. Arthur
was the first to strike, snapping a Saxon’s head
off his shoulders with the power of his thunder-
ing charger behind the point of his spear. I hit
my man in the chest, wrenched the spear free,
and charged into the next rank. I could hear our seven men
roaring as they drove through the barbarian battle line like a
hot knife through butter, and the death screams of the invaders
as those long spears smashed the life out of them.
b We smashed through their battle line, wheeled, and charged
into them again. This time they broke and scattered before us,
wailing with'sudden fear. - e

“Stay together!” Art]:l'ur bellowed, and we rode as one terri-
fying fist of deathwith seven lorlg spears that smashed flesh
and bone whemver\l;wzxuﬂ

The barbarians weméaxrrymgaway fmm us hkerats,run—
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spear points. But nomatter how fast they ran, our steeds were
faster. Spears brokef,andhughis pulled out theif shining -

: thehvesofevery‘n%nmeyreached %3

ITwas spatbered with eﬁen:ly bleod up to my thighs,. my
sword wasred and dripping.

“Look!” I called to Arthur. “Up on the ridge.”

A small band of mounted warriors stood on the crest of the
ridge, wearing helmets that bore horns and shone with gold
. andjewels:
“Aelle!” shouted Arthur. “He who styles himself king of
Britain.”

. Hespurred his mount up the slope toward the Saxon leader
#i%, and his band of picked guards, I'tharged up after him, leaving
A Gawain and Bors and the others’ tocamplete the route of the
. terrified invaders.

f I wondered how wise it was“for Arthur to charge against

' nearly a dozen mounted warriors, but he was swinging Excal-

ibur over his head, yelling wildly and spurring his steed up the

. slope.Icharged after him.

A For several eternally long moments we raced up toward the

crest of the ridge. I could see, in slow motion, the troubled

looks Aelle’s men were giving each other. Their horses shifted
and stamped, as if sensing the riders” unease. They all looked
toward Aelle. The old man whom they had elected Bretwalda
sat on his mount, wide-eyed with shock and sudden terror,
stunned at what had happened to his warrior horde.

I expected them to charge downhill at us, eleven against
two. Instead, Aelle abruptly yanked at his reins and turned
from us. He and his men disappeared behind the ridge’s crest.

By the time Arthur and I reached the crest they were already
halfway across the glade below, galloping for their lives.

Arthur reined in his mount. “No sense chasing after them,
Orion,” he said firmly. “Our mounts are tired, theirs fresh.”

I turned back toward the plain before Amesbury fort. The
invading barbarian army was gone, run away, scattered to the
four winds. Arthur’s knights were trotting their spent horses

 slowly up toward us.

“‘nirrgmeve:ydxrechom desperately trying to avoid ourbldocfy._

-..swqrdsmth&\el:ussofmetalonmetal 'Ihosebladeslidcedout'

“You've won a great victory, my lord,” I said.
Arthur pulled the heavy helmet off his head and shook his
thick sandy hair free.

“Thanks to you,” he answered, smiling broadly, “and your
Sarmatian tricks.”

“It was your courage and leadership that won the battle, my
lord. Without those qualities, my ‘tricks’ would have been
mere scraps of iron.”

Gawain was grinning widely as we walked our mounts
back to the fort. “They won't be back,” he predicted. “Not for a
long time.”

Arthur was also in a boyishly ]owal mood. “Did you see old
Aelle run away! One glimpse of Excalibur and he turned tail!”

Even Bors was pleased. “My lord,” he said to Arthur, “you
should note the bravery of this youngster.” He pointed to the
squire who had volunteered to join us. “He fought like St.
Michael the Archangel himself.”

“Thelad-drooped his chin timidly, hardly daring to look at

Arlhh:

“Don’t be shy, youngster,” said Arthur. “Praise from Sir Bors
is as rare as snow in July.”

Everyone laughed, except the youngster.

Once inside the fort, the knights began to hand their shields
and weapons to their squires while the knights who had
remained behind watched in envious, shame-faced silence.

The youngster walked through the men to Arthur, and held
out the spurs he had worn.

“Here, my lord. Thank you for a]lowmg me to wear them.”

“Keep them,” Arthur said. “You went into battle a lowly
squire, but your courage and skill demands better for you.
Kneel.”

Dumbfounded, the boy dropped to one knee.

Arthur drew out Excalibur, still caked with barbarian blood.
Then he hesitated.

+ "I don’t know your name,” he said.

“Lancelot, my lord.” '

Arthur smiled and tapped him.on each shoulder with the
blade, leaving two dark red smudges. : f

“Rise, Sir Lancelot. Welcome to the company of knighthood.”

Lancelot’'s mouth hung qpén. He swallowed visibly before
he could utter, “Bless you, my lord.”

The other knights crowded around to congratulate the
lad. But I thought I heard, in the far-off echoes of my mind,
the Golden One laughing mockingly and saying, “The seed
of destruction has been sown, Orion. Arthur’s days are
numbered.”

-

Dr. Ben Bova was a champion fencer (novice class) in New England,
worked on the Vanguard satellite program two years before NASA
was created, and learned to fly a plane ... and even land it! Orion is
his way of examining the past; the character has been to Troy and
made love to Helen, seen the extinction of the dinosaurs, and pre-
vented the eradication of the Neandertals. Now Orion's helping
Arthur, making kz'm almost as busy as Ben himself has been.
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THE DRAGON QUEEN

Valamaradace

ALAMARADACE IS A LIVING LEGEND OF THE NORTH.

The Dragon Queen of Silverymoon is seldom seen (in her own

shape, at least) by humans, but many have felt the warmth and aid

of her power and decrees. With her consort Deszeldaryndun Silver-

wing, the Guardian Worm of Everlund (an adult male silver dragon

covered in an earlier “Wyrms of the North”), Valamaradace reigns

over a domain as absolutely as any human ruler. Thankfully for the

future of civilization in the North, she’s chosen to further Alustriel of

Silverymoon'’s dream of Luruar by allowing that realm to take in her

own domain.

That’s not to say the Dragon Queen
has renounced her self-appointed duties
of guardianship over her domain or
become a lackey of Luruar. Instead, Vala-
maradace has dedicated herself not only
to maintaining her personal standards
over conditions in her domain, but also
to continually testing the fledgling realm
of Luruar, ferreting out deceit and
treachery among its rulers and agents.
For such work, the venerable female
gold dragon takes on many guises. Her
favored form when making one of. her
rare forays into cities is that of Targarda,
an agile, diminutive female human pos-
sessed of “elfin” looks and a little magic;
only the Chosen of Mystra and a few
Harpers know that this beautiful
mageling is in truth the Dragon Queen.

When in disguise, Valamaradace con-
siders herself “on holiday” so far as sur-
face inclinations and manners are

concerned. Though she clings always to
her goals and views of how the world
should be, she’ll act out a chosen role to
the hilt, straying far from her true nature
in words and apparent actions if need
be. When appearing as herself, however,
she reverts to her own gentle, soft-spo-
ken ways. The Dragon Queen quietly
and calmly thwarts violence, stops cru-
elty, and rebukes pride and arrogance
whenever she encounters it. Often she’s
forced to remind “good” beings that
they cheapen themselves when they
adopt the fierceness, bad graces, and atti-
tudes of the creatures they struggle
against.

Valamaradace did not confer a title
on herself; rather, it was given to her
sometime around 826 DR by the dying
Dragon Queen Mairogra, a red dragon
who’d ruled a domain centered roughly
on Everlund but hunted vigorously



elsewhere. Mairogra was laid low in
the end by the concerted attacks of
many adventurers. Valamaradace came
upon the mortally wounded Queen
and cast the only spell she had that
could help Mairogra: a painquench
magic that made the red dragon'’s last
hours easier. Many sages suspect she
agreed to act as a monarch because nur-
turing an area of countryside to be “the
way she wanted it” is the task she most
wanted to do, and the way she wanted
to spend her life.

The keys to Valamaradace’s character
are her kindness, empathy, and desire to
understand the beings she encounters
and cater to their needs as long as she
doesn’t harm other living creatures. She
finds the concepts of traps, vandalism,
and wanton destruction abhorrent, and
she is a foe of arsonists, orc hordes, and
others who visit destruction upon a
whim or for their own pleasure. Pru-
dence for the maintenance of her
own reputation (and therefore,
that of her teeitories) leads her
to engage in snooping or fight-
ing in disguise, rather than
openly as the Dragon Queen.
She and her consort are working to
give the impression that many other
dragons besides themselves patrol their
domain, attacking predators and aiding
others in Valamaradace’s name. They
often do this by assuming other
forms, and the Dragon Queen in
particular has become an accom- -
plished mimic. Valamaradace loves
acting, and her subtle sense of
humor comes through when she’s
“being someone else” more than it
does when she’s playing the role of the
gently regal Dragon Queen.

Valamaradace knows more about the
doings of humans, demihumans, and
other civilized creatures (dismissed by
many wyrms as no more than loud,
swarming “small prey”) than almost all
other dragons. Her desire to under-
stand other beings leads her to con-
verse with them and really listen to
what they say, remembering almost all
of it without the distortion wrought by
the egos of most dragons.

Her relationships with other wyrms
have been, in the words of the human
sage Velsaert of Baldur’s Gate (fast
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becoming recognized as an authority
on the history of dragons up and down
the Sword Coast), “a series of avoid-
ances while in dragon form, and careful
observance from disguise. Trust comes
slowly to the Dragon Queen—the sole
exception is Deszeldaryndun Silver-
wing, now her consort. He won her
heart after a courtship that followed on
his thrice rescuing her from the attacks
of other wyrms. Many red dragons
down the years have coveted

the territories Valama-
radace now com-
mands, thanks

to a legend

widespread among dragons that claims
Mairogra had amassed a half-mile-
deep pit entirely filled with gems.” If
there ever was any such pit, it's been
covered over with a deep layer of earth
and never sought out by the Dragon
Queen, and most sources (including
both Volo and Elminster) agree it prob-
ably never existed ... but its lure
remains strong.
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Valamaradace’s Lair

The Dragon Queen and her consort
Deszeldaryndun dwell in the Floating
Mountain. This gigantic, hollow, oval
rock is kept aloft by the Dragon
Queen’s magic, which also enshrouds
it in mists, and directs it wherever she
desires. Usually it hovers low over the
woods due west of Everlund, or south
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The Dragon Queen'’s favorite disquises are human and elf females.

P,

of there on the verges of the High For-
est. The dragon couple refer to it as
“Softwing.”

Valamaradace inherited Softwing
from her predecessor Mairogra, who
left it in a resting bed of deep sand (a
natural sandpit) southwest of Ever-
lund when she didn’t have it aloft.
Old Northern legends of wandering
children “kidnapped by a dragon
who moved its lair with them inside”
are believed to have stemmed from
human encounters with the Floating
Mountain.
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Today, the Floating Mountain looks
like a large, mottled-gray potato rid-
dled with gaping holes. Inside are a
series of tunnels and chambers with
silky-smooth walls. Spells concealing
“cupboard” holes are set high in the
caverns, where some treasure—
including magical items—is kept.
(In particular, the Dragon Queen
seems to delight in collecting
two sorts of trophies from foes
who battle her: magical armor
and any enchanted items car-
ried by Wizards.) Other spells
are known to warn the dra-
conic couple from afar if
intruders have entered the lair
and to awaken the equivalent of
long-range wizard eye spells that
can transmit what they see to
Valamaradace no matter how dis-
tant from her lair she might be.

The Dragon Queen keeps no
servitor creatures at her lair and
rarely invites anyone into it
but enemies seeking to sneak
in and steal have sometimes met
Harpers and others waiting to
meet Valamaradace. These
guests vigorously defended
the Floating Mountain against
intrusion.

Valamaradace’s Domain
The Dragon Queen determines the
borders of her domain. In recent
years its boundaries have changed lit-
tle. They take in the entire Moonwood
to the north, running southeast to
Sundabar and back southwest along
the River Rauvin to Turlangtor (west-
ernmost of the rocky heights that run
south of the river and east to Turnstone
Pass). From there her domain extends
southwest through the Woods of
Turlang to the Lost Peaks, then west
along the Dessarin to a point south of
Flint Rock. At this point, her border
turns to run due north across the Ever-
moors to the River Surbrin, then along
its banks back to the northern tip of the
Moonwood again.

Within this area, Valamaradace tries
to change the bounty of the land and
activities of inhabitants and visitors to
her will; she and her consort patrol often
and watch diligently over unfolding
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events—and all intrusions. She knows
that her work has made this area even
more attractive to preda-
tors (orc hordes, for
instance), and she

"‘»,, looking for the
approach of
raiding forces.
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The Deeds of Valamaradace
The Dragon Queen gathers, grows, and
markets (in Everlund and Silverymoon)
many sorts of food-crops, herbs, and
their seeds in her domain. She maintains
several “root cellar” storage caverns
(their temperature modified by control
weather spells) in the wilds west of Ever-
lund. A resident colony of sprites guards
them against depredations by rodents
and more intelligent foragers.
Valamaradace treats her entire
domain as a gigantic garden, patrolling
its borders and planning how best to
tend its growing things. Her consort
Deszeldaryndun deals with most
intruders and “civilized” beings within
the territory, while Valamaradace sees to

is always warily’

removing diseased trees and plants,
planting new ones, balancing light and
shade, marsh and dry land, altering
drainage, and so on to create as lush and
stable a land of plenty as she can. She’s
constantly busy “adjusting the balance”
of living things and refining her spells to
give her greater control over the
domain.

Neutral-aligned beings are tolerated
as travelers in her territory, but not as
settlers; evil beings are destroyed or
driven out when detected (which has
led some Harpers and other Good-
aligned beings to dub the domain
“the Haven”). Good creatures discover
that though temples and abbeys are
few and far between, many hermit-
priests and other healers dwell in the
Dragon Queen’s domain, and that
it’s largely free of strife. Wounded and
sick beings often tarry in the Haven

to recover.

Valamaradace uses her skills and

gifts for the benefit of all so that none
might go hungry or needy in the
Haven. Beings who misuse her
bounty, however, to laze away their
days in her domain expecting free
food and handouts are visited by
superiors, creditors, or their agents (sent
by the Dragon Queen), to be “set back to
productive tasks.”

Valamaradace’s Magic

The Dragon Queen wields an impres-
sive roster of spells, but they pale beside
the most powerful item at her disposal.

The Crown of the Mountain

This ancient artifact appears as a crown
or spike-studded circlet of rough,
unadorned stone that can’t be shat-
tered by any known means. It alters to
fit the brows (or wrist, or tail) of its
wearer and seems immune to most
spell effects (and all Divinations,
Enchantments, and destructive magics
thus far applied to it).

The true origin of the Crown is in
dispute. Some say it was a gift of the
dwarven gods to their people, others
that it was yet another overpowerful
tool devised by a Netherese sorcerer-
king—and there are even some who
hold to the view that it was brought to
Toril from some other world, suffering



the loss of its primary purpose and
some of its greatest powers in the
process.

History

The first reliable record of the Crown
(as opposed to the disputed, fanciful
tales of it being bestowed upon mortals
by various gods, or worn by a
Netherese archwizard as he went down
fighting a titanic spell-battle against
over forty hostile mages) occurs in
three separate adventurers’ diaries, all
of which mention a hitherto-unknown
Wizard by the name of Larbrand “from
southern lands” who used the Crown
in a quarry in the Tashalar circa 336 DR.
The writers hailed from different cities
around the Shining Sea; their attri-
bution of a more southerly origin
for Larbrand has led many to
think he came from Halruaa or
perhaps even Zakhara. The truth is
now lost; even Larbrand’s fate is
unknown, beyond his later
encounter with the sage Hoar-
mandar, whose description of
the Crown is Elminster’s main
source.

What is certain is that two
dwarven scouts exploring the
Underdark near Chessenta in
523 DR (they reported “a realm
of spiders” and similar
unpleasantnesses there-
abouts) met with a human mer-
chant, one Urabbastrar Tholokh,
who was busily using the Crown to
carve out ever-larger storage cellars,
with plans of perhaps establishing a
mine if he could find an ore-vein. Hor-
rified at the thoughtlessly large and
unstable cuttings Tholokh had already
made, the dwarves agreed to steal the
Crown away from him—even if they
had to slay him on the spot to get it. A
few breaths later, Tholokh broke
through into an existing cavern and
was swarmed over by carrion crawlers
so numerous and so energetic that the
dwarves were forced to flee. When
they dared return, days later, the
dwarves found no sign of whence the
human had gone.

The Crown surfaced once more, this
time in 811 DR, ere it came into the
possession of the Dragon Queen

Mairogra. A priest of Talos was using it
to hollow out a pinnacle-shaped island
in the Nelanther to create a large tem-
ple-citadel. Unfortunately, he either
stumbled upon or attracted the atten-
tion of someone or something magi-
cally powerful, and one night lightning
rained “down into the sea like white,
crackling fingers” from the sky. In the
morning, the temple was no longer a
pinnacle of rock, but only a few
drowned fingers jutting out of the
rolling waves ... and the Crown was
hidden again.

How the first Dragon Queen acquired
it remains a mystery, as are its original
purpose and possible additional, related
powers—and Valamaradace shows no
interest in seeking these out or letting

anyone experiment with or even

touch the stone circlet.
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Campaign Use
The Crown does possess other powers
not revealed here; Valamaradace is
aware of some, but not how to access or
control them—and will never be able to
do so, as certain of these powers can
only be awakened by wearing the
Crown in the right location (ruins out-
side the Dragon Queen’s domain) and
undertaking the proper processes. It's
rumored among sages who study such
things that Candlekeep and even some
far humbler libraries might hold hints
of the procedure. It's also rumored that

the Crown can control other items
besides the Floating Mountain, includ-
ing certain “floating” ruins or downed
flying ships, castles, or even cities. At
least one lorebook warns that using the
Crown for such purposes forever
changes the mind of the user or brings
him under the fell influence of some
ancient, malignant sentience.

Powers
Constant: Any being(s) wearing, hold-
ing, or directly touching the Crown of
the Mountain can withstand (ignoring
all damage and effects) all natural and
magical forces that normally do harm
due to extremes of temperature, precip-
itation, and wind. For instance, a
Crown-wearer could walk normally
into a gale-force opposing

o ‘-\ wind, breathing and
i ,..q/// \ conducting feats of

R 2N

manual

L careful
N dexterity (such

as writing a note) where others would
be swept away or reduced to clinging
helplessly to a rock or other immovable
object.

The Crown also protects its wearer
from being buried, struck, or injured in
any way by the impact or weight of
stone missiles (even enchanted ones),
avalanches, rockslides, and deliber-
ately-telekinesed or dropped rocks,
including sand, mud, and gravel. It sur-
rounds the wearer with an aura of pro-
tection that is only about 2 inches deep
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but turns aside even stone spears, fired
stone-headed ballista bolts, shards of
rock from explosions only feet away
from the Crown-wearer, and even colli-
sions between the wearer’s falling, fly-
ing, or hurled body and jagged stone
spars. This can allow a Crown-wearer
to deliberately leap off a cliff and land
without taking any falling damage—so
long as that landing is on rocks. The
magic of this item allows even a bound
and blindfolded wearer to land without
harm on rocks upright and on “safe”
footing ... even if that footing is a tiny
ledge on the face of a cliff, or a pinnacle
with empty space on all sides. If such a
perch collapses into an avalanche, the
magic of the Crown keeps its wearer
“riding” the avalanche without being
buried and can bring him or her to any
number of other “safe standings” dur-
ing the slide, if circumstances (not the
deliberate will of the wearer) call upon
it to do so.

Invoked: When worn or held and
invoked, the Crown allows its wearer
to cast many Wizard and Priest spells
as noted hereafter, all at the 22nd
level of magic use. Awakening any
invoked power cancels any “limited”
invoked power that is in operation
but has no effect on “unlimited”
invoked powers.

The limited powers are as follows:
control  weather . (once/day); dig
(twice/day); disintegrate (once/day);
great teleport (six times/day): this 8th-
level variant of the familiar teleport spell
moves up to 2 tons of material at a time,
which can include up to two living
beings and /or any amount of nonliving
objects that are touching each other
directly (such as a pile of gear or
stones); invisibility (once/day); mass
telekinesis (thrice/day): this 8th-level
variant of felekinesis has a range of 40
yards/level and a weight limit of 300
Ibs. (a successful saving throw by the
target still negates it). Like mass levitate
(see below), the correct magical process
allows multiple mass telekinesis spells to
be combined on a single object; stone
shape (six times/day); stone tell
(twice/day).

The unlimited powers (usable as
often as desired) are abeyance, focal
stone, and mass levitate. The first two
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spells are detailed in Volo’s Guide To All
Things Magical; the third spell is a 5th-
level variant of the familiar levitate
spell, with a weight limit of 2 tons.
Through use of abeyance and focal stone,
multiple mass levitate spells can be cast
“in abeyance” on a focus. This enables
the wearer to affect a lone object of
titanic weight. The Dragon Queen uses
such a combination to keep the Float-
ing Mountain aloft.

Curse: Any creature of less than 8 Hit
Dice or levels who attempts to invoke a
power of the Crown (as opposed to
merely benefiting from its “constant”
properties) is affected as if by an impris-
onment spell for 1d6 years. (The Crown
falls to the ground, and the user van-
ishes into the earth, trapped until a free-
dom spell is properly cast on the spot or
the curse expires, whereupon the earth
returns the being to where the user was
standing when the curse took effect.)

Any being who invokes the control
weather, disintegrate, mass levitate, or
mass telekinesis powers of the Crown
must immediately make a successful
saving throw vs. paralyzation or be ren-
dered immobile for 2d20 hours. The
being’s intellect and senses remain
unaffected, and both the power
invoked and other Crown powers
remain under the being'’s control, inso-
far as the being can function while
immobile and unable to speak. The first
time a Crown-wearer calls on any of
these powers, the save is made at a -3
penalty; the second time, at —2; the third
time at —1; the fourth time at par; the
fifth at +1; and so on until +4 is reached.
Forever after, all such Crown saving
throws are at +4 for that individual. An
exception to this progression occurs
whenever a saving throw fails. If a
being survives paralyzation and calls
on such Crown powers again (no mat-
ter how much time has elapsed
between the failed save and this next
attempt), the second saving throw is
made at the same modifier as the failed
one. This occurs at each failure; a
creature repeatedly failing a saving
throw at a —1 penalty would make all
such saves at -1 until a success
occurred. Removal of the Crown from
a paralyzed being doesn’'t end the
paralyzation, and neither does any

attack affecting a paralyzed Crown-
wearer, but attacking that being after
the Crown has been removed ends the
paralysis instantly.

" Suggested Means of Destruction

¢ The Crown of the Mountain melts
away harmlessly if cast into a flow of
molten volcanic rock and then targeted
by six disintegrate spells simultane-
ously.

# The Crown can be crushed by the
blow of any enchanted hammer or tool
if struck while on an altar dedicated to
Grumbar or any dwarven or gnome
deity. A furious release of wild magics
accompanies such a passing.

¢ The Crown can be destroyed by
enclosing it together with no less than
six earth elementals inside a sphere of
magical force (several spells afford
usable barriers; only trial and error can
determine which dweomers are insuf-
ficient), then causing the sphere to
dwindle to a fist-sized or smaller
extent. This results in an explosion in
which the elementals perish, wild mag-
ics are hurled forth in all directions,
and the ground and immediate sur-
roundings are shattered, pulverized, or
hurled away.

Valamaradace’s Fate

The Dragon Queen is too tempting a
target to avoid attacks from evil Faer-
nians who are truly mighty in sorcery.
Elminster foresees a grim future for
her but pledges that he and the Seven
will do what they can to see that
“her shining presence remains as long

as possible.”

Ed Greenwood might well have created
the FORGOTTEN REALMS® setting in his
formative years, but he'd like to visit
Krynn once, just for an afternoon. Riding a
dragon, lance under arm while the wyrm
loops and dodges between rocky pinnacles,
chasing after rival riders, looks like fun!
Elminster, who's tried it, said merely,
“Fun, eh? I'd not be quite so swift and sure
in the use of the word. Gut-unsettling is
nearer the mark.”



hy Roger Raupp

So Larry says something like, “only faces, no backgrounds ...
whatever you want.” To me, that was like saying, “pick the icing
off the cake, child.” The face is such a fun and engrossing thing to
draw. It’s there that a character can be given the illusion of life.
That’s my kind of magic.
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These
fuick-learning
reptiles make a
curious addition
to your AD&D®
campaiga.

hy
David Eckelberry

illustrated by
Jim Crabtree
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HE T'SA ARE A FALLEN PEOPLE. Once possessed of
technology far beyond that of humankind, the t'sa now

find themselves living in a world of medieval magic—one

not of their choice or creation. Since t'sa generations pass

quickly, it’s no surprise that these reptilian humanoids have lost

much of what they once knew. Now they have only a few stray

relics to remind them of their former glories. However, the high-

spirited t’sa are quickly adapting to their new world, learning all

that it has to teach—including magjic.

Ability Score Adjustments: Initial t'sa
ability scores are modified by a +2 bonus
to Dexterity, a +1 to Intelligence, and a -2
penalty to Strength and Constitution.

Thieving Skill Racial Adjustments:
Pick Pockets: +10%; Open Locks +15%;
Find/Remove Traps +10%; Move Silently
-10%; Hide in Shadows -5%; Detect
Noise —; Climb Walls -5%; Read Lan-
guages —.

Class Mixing: At'sa PC may become a
Fighter /Thief, Fighter/Cleric, Fighter/
Wizard, Wizard/Thief, Cleric/Thief, or
Ranger /Cleric. Single-classed t’sa with
extremely high ability scores in their
prime requisites may gain additional lev-
els above given racial maximums, as per
Table 8 in the DUNGEON MASTER® Guide.

T’sa PCs generally cannot be Specialist
Wizards or Specialty Priests. They're
new to both magic and an understand-
ing of the gods. In addition, the t'sa tend
to be generalists, trying to learn a little

about everything rather than devoting
themselves to a single subject.
Suggested Kits: T'sa PCs can begin in
any environment, urban or wilderness.
The t'sa tendency to wander means that
they can be found practically anywhere,
and their inquisitiveness drives them to
encounter new regions and new peoples.
As a people, the t'sa have learned much
of the knowledge common to their set-
ting, and their selection of kits and profi-
ciencies should reflect this experience.
Fighter—Peasant Hero, Swashbuckler,
Wilderness Warrior (PHBR1).
Ranger—Explorer, Pathfinder
(PHBRI11).
Mage—Academician (PHBR4)
Priest—Peasant, Scholar (PHBR3).
Thief—Acrobat, Investigator, Scout,
Swindler, Spy, Swashbuckler (PHBR2).
Bard—Charlatan, Gypsy-Bard,
Jongleur, Riddlemaster (PHBR?).
Skills & Powers Kits—Acrobat,



Explorer, Merchant, Peasant Hero,
Scholar, Scout, Spy, Swashbuckler,
Weapon Master.

Hit Dice: T’sa PCs receive Hit Dice by
class; because of their limited Constitu-
tion, it’s impossible for t'sa to gain addi-
tional hit points as a result of exceptional
Constitution scores.

Typical Alignments: Most t'sa tend
toward Chaotic alignments, but t'sa PCs
can select any alignment.

Natural Armor Class: 4. T’sa possess
natural body armor that covers almost
all of their bodies. Combined with a high
Dexterity, this makes the t'sa quite diffi-
cult to hitin combat.

Age Categories: Starting Age = 7 +
1d6 years; Maximum Age Range: 33 +
1d6 years; Average Maximum Age: 37
years; Middle Age = 18 years; Old Age =
25 years; Venerable = 33 years.

Average Height and Weight: 49 + 2d6
inches; 75 + 2d10 Ibs.

Movement Base: 12.

Appearance: T’'sa are similar in size to
most humanoids, but they look like
small, fast-moving lizard men covered in
red, brown, gold, or green scales. In addi-
tion to their utility in attracting mates,
the resplendent scales are extremely hard
and dense, yet remarkably light. Essen-
tially, the scales provide protection
equivalent to banded mail armor.

Male and female t'sa can be distin-
guished by the ridges and plates that rise
over their heads and backs. While these
plates appear in a variety of shapes, the
male’s are generally larger and more
likely to branch out. Some sages theorize
that t'sa male ancestors may have used
these plates as sharp weapons, charging
forward with heads lowered. Today,
though, the spinal crests are vestigial,
having atrophied into ornamentation.

Their forelimbs, each equipped with
an opposable digit, double as arms and
front legs; the t'sa sometimes behave as
bipeds but use quadrupedal movement
to assist in climbing and running over
rugged terrain.

Habitat: T’sa have no special environ-
mental aversion or vulnerability. They
can live in any climate but have a prefer-
ence for warm, wet regions such as
swamps, marshes, or lake shores. The
oldest t'sa legends catalog all of the

virtues of living near a source of fresh
water, a source of food, and easy trans-
portation. In biological terms, warm
mud or sand might have helped more
primitive t'sa build nests and care for
eggs. More rare, but still possible, are t'sa
settlements on a continental coast. The
t'sa have no great gift for sailing but can
learn the skills as well as anyone.

Likely places for the t'sa to find a
home include lands near the Marsh of
Telimber (or any of the great marshes
near the Sword Coast) in the FORGOTTEN
REALMS” setting, the warm Gnat Marshes
along the Nessee River in the GREYHAWK®
setting, or the realms of Kal Kalathor or
Osoerder in the BIRTHRIGHT® setting.

Society & Religion: T'sa society is
centered around the existence of broods.
Every three to five years, a t'sa enters a
reproductive phase for a week and seeks
out a similarly interested t'sa of the
opposite sex. Only a month after a suc-
cessful mating, a t'sa female lays 5d4
eggs. After these clutchmates hatch a few
weeks later, they never demonstrate a
strong attachment to their mother;
instead, they bond with one another as a
brood. Within a few months, the hatch-
lings have grown to adult size and can
care for themselves. The mother leaves
them to fend for themselves.

Since reproduction is such a capri-
cious affair, the t'sa never develop a
sense of family toward those outside
their siblings, focusing their loyalty on
brothers and sisters. Within t'sa society,
an individual’s stature depends on the
behavior of the entire brood. The
broodlings relate to one another through
a sense of achievement and social stand-
ing. Initially, a brood’s social status is
determined by its birth mother. Yet each
brood tends to quickly distinguish itself,
for good or ill. A single remarkable or vil-
lainous clutchmate can lift the entire
brood to a high standing or plunge the
brood into ignominy.

To determine the relative importance

of a PC t’'sa brood, simply roll 1d20. A -

low roll indicates that the brood has
a long social ladder to climb before gain-
ing, or regaining, the respect of the
society. A high roll means the brood has
the admiration of their peers and the
advantages of high birth.

Individual t’sa relations focus on the
brood from which a t'sa emerges. While
one t'sa may be the chief or mayor of a
settlement, all of the leader’s brothers
enjoy a similarly high status. Yet given
that t’sa aren’t conformists, the actions
of individual t'sa can make the social
order seem chaotic and unintelligible to
outsiders.

In t'sa society, an inferior, lower-caste
brood pledges fealty to a higher-class
one for protection, land, and support.
Meanwhile, this higher brood may
pledge itself to a still higher-ranking one,
and so on. More than a dozen different
caste levels seem to exist, all functioning
under the management of a leader caste.
This relationship among t'sa castes is
called xakksha.

Two factors make this xakksha web of
loyalties different from the typical feudal
codes. First, given the ability of a single
t'sa to change his brood’s standing in
society for good or ill, social mobility
borders on the extreme. In theory, a t'sa
brood could begin the month as little
more than peasant, and end it sleeping in
the perfumed and pillowed houses of
nobility. For the last few decades, a mod-
erate amount of stability has ruled over
the highest brood castes, but it’s typical
that every fifty years or so, great
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events—often at the hands of only a
few—change t'sa society, bringing up
new broods and new leaders.

Another characteristic that distin-

guishes t'sa society from human society
is a lack of ignorance. It's no surprise that
evolution produced a dextrous species,
but it surprises many to discover how
quickly t’sa learn new concepts. While
the most intelligent humans can keep
pace with the most clever t'sa, no t'sa
falls below human average. In addition,
every broodling caste of t'sa benefits
from an education that provides reading
skills. As a result, the t'sa do not suffer
from many of the social ills that result
from an uneducated population.
Intelligence doesn’t mean perfection,
however, and though t'sa don’t seem
vicious or ill-willed, legends abound
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with tales of t'sa villains as often as t'sa
heroes. They also make clear that t'sa
impulsiveness—sometimes even head-
strong foolishness—has always been a
part of the t'sa psyche.

The same legends reveal that, until
recently, the t'sa demonstrated little
concern about or belief in gods or an
afterlife. The oldest legends make cur-
sory references to a belief in reincarna-
tion. Today, however, the ambitious t'sa
have begun to embrace many of the
gods of their new homeworld. While
they can’t account for the power of
indigenous priests, they acknowledge its
effectiveness. In this, though, the t'sa
have the same approach to priestly pow-
ers as they do to wizardry. They remain
dabblers in these new “sciences” of sor-
cery and priestcraft, still experimenting

g \__ In the FORGOTTEN REALMS setting, the

and often surprising themselves.
The most popular deities among the
t’sa vary according to campaign setting.

most likely power is Oghma, from

0' v whom many t'sa priests hope to

uncover details of their race’s origin.

Other popular deities among the t'sa
include Chauntea and Tymora. In the
GREYHAWK setting, Celestian and Fhar-
langhn are the most likely choices. In the
BIRTHRIGHT setting, Sera and Avani.

Language: For as long as the t'sa can
remember, a single language has been

predominant in their history. Their

oldest documents (see below) all

use this script. Since the t'sa began
to adapt to their world, however, the
language has grown and changed.
Many words from common human
tongues—especially those involving
magic and its principles—have made
their way into the t’sa vocabulary. Now
the t'sa language has changed so much
that ancient script is unreadable to all
but a few scholars.

Thanks to their extroverted nature,
t'sa characters begin play knowing the
common tongue in addition to their own
language. Additional languages can be
learned in the usual fashion.

Special Advantages: The two advan-
tages of the t'sa biology are speed and
armor.

T’sa armor (AC 4), as noted above,
provides a significant edge over the
fleshy, unprotected hides of most sen-
tients. As a result, few t'sa ever don artifi-
cial armor; most armor can’t match their
own, and the few that could would be
too encumbering for their small frames.

Incredible speed and reaction time
may offer t'sa characters an even greater
advantage during their careers. A t'sa
receives a —2 bonus to any initiative roll.
This bonus is cumulative with any other
modifiers (haste or slow spells, high
ground, etc.).

Special Disadvantages: T'sa suffer no
special disadvantages as such. However,
their small size and ability score adjust-
ments make them ill-suited for careers as
single-classed Warriors.

Even if the t'sa have existed in your
campaign for years, their period of
adjustment continues. Someday, their



inquisitive nature might make them
completely familiar with the customs
and cultures of their new world—but
not yet.

Conversely, t'sa are often mistaken for
other, often hated beings. While a skilled
observer might notice several differences
between a t'sa and other lizardlike
humanoids, the average passerby isn’t
likely to realize that a t'sa is neither a
lizard man nor a troglodyte. Even a com-
pletely peaceful t'sa entering a human or
demihuman settlement is apt to
encounter hostility and suspicion, if not
immediate assault.

Weapon Proficiencies: Use of melee
weapons is common among t'sa war-
riors. Their talons are little more effective
than human fists when it comes to
inflicting harm. The most common
weapons among the t'sa are relatively
short-bladed weapons like daggers and
short swords. For missile weapons, the
t'sa have taken to crossbows—mostly
light crossbows. The use of such
weapons is becoming common among
the younger t’sa.

T’sa heroes can begin play with any of
these weapons, or similar ones with the
Dungeon Master’s permission. Eventu-
ally, it should be possible for a t'sa to
master all but the largest and heaviest
human weaponry.

Nonweapon Proficiencies: Most non-
weapon proficiencies can be found in
use among t'sa society. Proficiencies tied
to the specifics of the setting, such as
Local or Ancient History, are available
only at the DM’s discretion, once the t'sa
have lived on their new world long
enough to have learned them.

Starting Possessions: The amount of
gear that a starting t'sa PC can expect is
largely based on his brood’s position
within his community. Once the Dun-
geon Master and the player have deter-
mined his brood’s position, feel free to
double—or halve—the PCs starting
allotment of equipment.

Roleplaying Suggestions: The one
trait that marks all t'sa is inquisitiveness.
Even in the last years of a short-lived life,
the t'sa desire to discover and learn
never fades.

Whether it is a result of their passion
for learning or simply another racial

characteristic, the t'sa have developed an
almost reckless optimism. They have a
positive outlook on life even in the worst
situations. About the only things they
avoid in life are the trite, dull, or mun-
dane. Life is all about doing more, going
somewhere, asking questions, and find-
ing answers. T’sa want answers to the
mysteries of life. How did they get here?
Where are they going now?

Other Information: The t'sa are carni-
vores with a snout full of sharp teeth.
Today, the t'sa continue to prefer meat
over vegetarian foods, although they can
survive on either.

T’'sa have the normal chance to
develop wild talents or psionics, if pre-
sent in the campaign.

T’sa Artifacts

Long ago, according to their own leg-
ends, the t'sa were a great people who
flew through the air and even the dark
night beyond. Today, only a few
reminders exist to prove that the t'sa
once possessed a culture different—and
much greater—than their current exis-
tence. The greatest of these mementos,
other than stories told around a dinner
table, are the t'sa artifacts. Scattered
relics of an earlier age, these objects are
a new form of treasure for your AD&D
campaign.

Ultimately, it’s up to you to decide
the nature of these artifacts. They are
most likely the last pieces of actual sci-
entific technology, microscopic circuity
completely beyond the understanding
of the creator’s current descendants. If
you want to avoid introducing scien-
tific gadgetry, perhaps these items are
nothing more than representatives of a
long-lost t'sa sorcery. Or t'sa artifacts
can be something else entirely in your
world: tokens of a lost god or even
reservoirs of psionic energy.

Whatever their origin, the power
behind t'sa artifacts has one important
consequence: they don’t work like spells
and thus are immune to magic that
affects other spells. For example, a t'sa
artifact and its effects are unaffected by
dispel magic, anti-magic shell, and even
Mordenkainen’s disjunction.

Another feature of t'sa artifacts is that
they require no command or power

words to activate. All of them are config-
ured with small switches or buttons that

activate or deactivate them. Once a
t'sa—or any character—has seen the
operation of one of these artifacts, he can
use the artifact freely.

All t'sa artifacts, however, have a
limited store of energy. Much like the
charges of a wand or staff, a t'sa artifact
can only by activated for so long, or so
many times, before becoming depleted.
The exact number of cell charges that an
artifact contains depends on the indi-
vidual artifact. Within each such device,
a small cell (either a battery or a magi-
cal energy crystal, depending on your
point of view), provides power to
the artifact. After a cell is depleted, it
must be replaced or recharged (see
Recharger, below).

In addition to the t'sa artifacts
detailed here, you can create additional
artifacts of your own. Likely sources of
inspiration can be found in technical
journals, the description of gear in the
ALTERNITY*® game rulebooks (or any
other science fiction game), and your
own creative imagination.

Along with each device mentioned
below, a note is included on the artifact’s
rarity among the t'sa. Charge cells are
uncommon objects, and fewer than 10%
of t'sa possess one. Most artifacts and
charge cells are hoarded by a few leaders
or t'sa heroes. Among other races, the
appearance of these artifacts would be
very rare, almost unique.

Adder (uncommon): The adder is a
small device similar in function to an
abacus. It is hand-held and lined with
buttons. Although modern t’sa can use
the device for addition and subtraction,
they have been unable to determine its
other, more complicated functions. The
difficulty lies in translating old t'sa
symbols.

The adder works for a total of thirty
days of use before depleting its charge
cell.

Airtight Armor (rare): A suit of rela-
tively heavy (20 Ibs.) armor, this artifact
provides AC 6 protection versus attacks.
More importantly, the armor is airtight.
Abackpack attached to the armor allows
the user to breathe in airless environ-
ments. In addition, the suit can be heated
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and cooled by its charge cell, allowing
the wearer to survive in the hottest or
coldest environments.

The charge cell can function for a total
of eight hours of use, after which time
the suit stops pumping fresh air or pro-
viding thermal protection. The suit auto-
matically stores and compresses air
when charged and doesn’t need its air
tanks refueled.

Darkseer (uncommon): This device
resembles a crystal ball like the weather
predictor (see below). The darkseer
allows its user to detect objects and indi-
viduals, regardless of lighting condi-
tions. Staring into the darkseer, the user
can see it emit pulses of energy that
reflect from all objects back to the dark-
seer. Then, the darkseer constructs a
visual representation of the area within
its viewing crystal.

The darkseer can detect invisible
objects, creatures, and characters. After a
total of 10 rounds of use, the darkseer
depletes its charge crystal.

Decharger (very rare): The decharger
is one of the most prized and protected
artifacts of the t'sa, and only a dozen or
so still exist. The decharger is an area of
effect weapon resembling the more com-
mon lightwand. It has a range of 20
meters. When activated, all charge cells
within 5 meters of the target become
depleted. The decharger can fire only
once before becoming depleted itself.

Farspeaker (uncommon): The fars-
peaker is a long-range communications
device. Its maximum range is 100 miles.
Two farspeakers are necessary for opera-
tion. Beyond this, the number of fars-
peakers that can be linked to the first two
is unlimited. Serial linkage of farspeak-
ers can extend the range. The farspeaker
cannot penetrate substantial barriers
such as yards of earth and stone. Each
farspeaker becomes depleted after
twenty-four total hours of use.

Lamplight (common): This artifact is
nothing more than a small but powerful
lantern. It sheds full lighting out to a
radius of 120 feet. The lamplight can be
used for up to twenty total hours before
depleting its charge cell.

Lifter (rare): A small device that
appears to be a metal strongbox at first
glance, the lifter can be attached to any
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device of up to 20,000 Ibs. Once
attached, the lifter makes the object
effectively weightless. It can then be
pushed or pulled about without need-
ing to account for its friction against a
ground surface. The device operates for
only one hour against its maximum
weight but for correspondingly longer
times against smaller weights (e.g., two
hours for 10,000 lbs., twenty hours for
500 Ibs., etc.)

If attached to an individual, the lifter
doesn’t allow flight, but it can allow a
character to automatically succeed in
any Climbing proficiency checks as long
as the device is active.

Lightwand (uncommon): A wand
with a trigger attached underneath, the
lightwand can release small bolts of
energy at a target. An attack roll is
required, and normal missile bonuses
apply. The range of the lightwand is
50/100/150, and it inflicts 1d6 + 2 points
of damage on impact. It can be fired up
to two times per round, but after a total
of twenty shots the lightwand is
depleted.

Lightrod (rare): Essentially a longer
version of the lightwand, the lightrod
has a greater range (80/160/240),
greater damage (1d8 + 4) and greater
rate of fire (three shots per round). The
lightrod can fire only ten shots per
charge cell. Unlike most t'sa artifacts,
the lightrod can hold two charge cells,
doubling its longevity.

Noisecopier (rare): A device about the
size of a medium-sized beltpouch, the
noisecopier resembles a cylinder cov-
ered with metal grills. The noisecopier
has two modes of operation: copying
and playing. After copying a noise, the
device can replay the sound exactly.
After a total of eight hours of copying or
playing, the device becomes depleted.

Recharger (very rare): A device resem-
bling a small table (4 feet square), the
black, metal recharger can restore energy
to a charge cell. First, a charge cell is
placed within the small covered metal
dish at the center of the recharger. Then,
the recharger must rest in sunlight (par-
tial cloudcover is okay, but full cloud-
cover is not) for a period of twelve hours.
At the end of this time, the cell is fully
recharged and ready for use.

Unfortunately, charge cells are not
perfect. Each time a cell is recharged,
there is a one-in-twenty chance that it
fails to receive energy and becomes
useless.

Shield Belt (very rare): A heavy belt
worn around the wearer’s waist, the
shield belt surrounds its user with a pro-
tective field. When activated, the shield
is visible as a haze in the air. The shield
belt provides a -2 bonus to its wearer’s
Armor Class and a +2 bonus to saving
throws from physical and energy attacks
(including fireball, color spray, disintegrate,
etc.). It takes one round to activate or
deactivate the shield belt and can remain
on for only 20 total rounds before
becoming depleted.

Timekeeper (common): Nothing

_more than a small bracelet with flashing

numbers, the t'sa proclaim that this
device keeps perfect time. Of course,
since the symbols that the watch dis-
plays are t’sa hieroglyphics, this asser-
tion is difficult to prove to others;
however, those who experiment with the
timekeeper might find it useful in mea-
suring such things as spell durations and
the length of alchemical reactions.

The timekeeper functions for five
years before becoming depleted.

Weather Predictor (uncommon): A
device about the size and weight of the
typical mystic’s crystal ball, the weather
predictor must be outside and turned on
for at least twelve hours before it pro-
duces a prediction of weather to come in
the next two days. The weather predictor
actually speaks—in the t'sa language—
when giving its prediction of tempera-
ture and precipitation, and it has a 90%
accuracy.

The weather predictor is difficult to
understand, even for t'sa. The artifact
can be activated for as much as a week
total before depleting its charge cell.

:-Q

David Eckelberry is a designer and editor for
the ALTERNITY game and STAR*DRIVE™
setting, but his character’s first encounter
with armored reptilian humanoids didn't go
well. When he first heard a description of
the t'sa, his character opened fire with an
automatic shotgun,
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THE ECOLOGIES OF THE FIRENEWT & GIANT STRIDER

Hammer & Anvil

RE YOU SURE YOU FEEL UP TO THIS, MUFTI? Grandfather

will wait if you need more time to rest.”

“I can manage, Letifa. I must,” he grunted. With a lurch, Mufti

got to his feet. His face, arms, chest, and feet were still wrapped in

concealing gauze. The bandages covered the cooling salves that

worked on his tortured, blistered skin. His long black hair was uncov-

ered, as were his brown eyes. There were two holes in the gauze over

his face: one for breathing, one for drinking. But he could stand and

walk. Most importantly, he could speak. He had to speak. Mufti gri-

maced through the pain as Letifa dressed him in a black aba.

The glare of the merciless sun staggered
Mufti as he and Letifa emerged from the
tent. He clutched at her arm to steady
himself. How long had he endured the
sun’s searing heat without burnoose or
sandals? Men, women, and children
squinted at the pair as they slowly
walked toward the large tent at the cen-
ter of the oasis. Many of the people whis-
pered, and he could imagine what they
were saying. How it was written that
Mufti should have died, yet he had not.
How no one had survived alone in the
desert known as the Genie’s Anvil with-
out camel or water. Off to one side, the
tribe’s goats bleated anxiously, as if
agreeing with their nomadic owners.
Mufti and Letifa entered the tent and
immediately went to their knees, making
obeisance to their leader, Mustafa al-Kor,
Preserver of Knowledge, Enemy of the
Ignorant, Protector of the Bedine, and

Grandfather of the Wrath of the Old.
With a gesture, he signaled them to rise.
He sat amid a pile of fringed and tasseled
pillows, puffing on his hookah. Today he
was dressed in his black robes and tur-
ban. Mustafa’s long mustache and beard
were white. His face was wrinkled from
the sun and his long years. He smiled
wryly, showing that his teeth were still
strong and white.

“Mufti, once again you have cheated
death. This time it was rather close, no?”

“Grandfather, I must tell you ...”

“All in good time, Mufti. Letifa will
take notes of your account as you speak,
and I am anxious to hear it. It seems you
have more lives than the Loregiver’s cat,
and you must start from the beginning.
But first, have some juice. According to
our healers, it is the best thing to drink
after such an ordeal. And I expect you
will share salt with me?”



Mufti took the proffered cup and
drank deeply. Faint, dim memories
returned. Plodding through an endless,
white-hot hell, water gone. Falling, curs-
ing the gods. Baking. Blackness. Excited
voices. Water splashing on his face and
body, then pouring down his throat.
Finally awakening in the dark tent to
Letifa’s soothing voice, gently urging
him to drink more. Screaming as the
healers applied their ointments and ban-
dages to his burnt skin. He slept.

Mufti gathered a pinch of salt from the
nearby bowl and tasted it. He winced as
it dissolved and seeped into his cracked
lips. He quickly drank more of the juice
and waited for the pain to subside.
Meanwhile, Letifa went to a nearby chest
and pulled out paper, pen, and ink.

“To begin with, grandfather, you recall
that you assigned me to join the expedi-
tion to find the lost tomb of Anak-Raya. I
did so, hiring on as the caravan barber.”

“An excellent disguise. The training
you had for the mission in Huzuz has
had many uses,” said Mustafa.

“Yes, grandfather. After many adven-
tures, we finally reached the High Desert
and...”

“Oh no, Mufti. I want to hear it all!
What adventures?”

Mufti sighed impatiently. “Grandfa-
ther, I beg your indulgence. I know how
you love a good story, but just hours
from here is a lair of evil creatures that
could attack and kill us all. Please let me
tell this part to you first.” :

Mustafa frowned and puffed furi-
ously on the hookah, causing clouds of
smoke to billow around his head. He
shouted, “Hassan!”

A tall, muscular man quickly came
into the tent and knelt. “Yes, grandfa-
ther.”

“Double the guard immediately! And
the patrols as well!”

“As you wish, grandfather.” Hassan
scowled briefly at Mufti as he bowed his
way out.

1. Firenewts are generally encountered in vol-
canic regions, but they may be found in any area of
extremely hot temperatures, such as a desert. Their
coloration varies from dark brown to a grayish
brown that becomes white around the belly,
although the belly is no softer than the rest of the
creature, and they can easily bury themselves in
sand and remain hidden with only their noses and
eyes (which look like rocks) sticking out. Most PCs
have only a 5% chance of noticing anything strange

“Very well, Mufti, continue.”

“Thank you, grandfather. As I was
saying, we entered the High Desert and,
after days of searching, found the tomb.
Several of the workers died from
hideous traps that Anak-Raya had left
for looters, but in the end we found the
Scrolls of Destiny. As you suspected,
they were large rolls of papyrus in gold
cylinders.”

“And no doubt Sadam al-Tajar was
incensed when you approached him and
made him our offer to, ah, relieve him of
the Scrolls?” Mustafa grinned.

“Frankly, grandfather, I was waiting
until we were closer to this oasis where I
was to meet you with the scrolls. But I
never got the chance to make the offer.
Two days after leaving the tomb, we
were attacked by creatures I had never
seen before. As you know, Sadam had

when walking into a firenewt ambush. Rangers and
PCs with the Survival (Desert) proficiency have a
10% chance, while Desert Riders have a 15% chance.
PCs with the Alertness NWP gain a 5% bonus.

2. Attacking mounts first is a favorite firenewt tac-
tic. As carnivores, they appreciate the large amount
of meat that a horse, camel, or elephant provides.
Moreover, killing the mounts ensures that no one
can ride away. If the victims of the firenewts” attack
prevail in battle (or escape), then they are without

hired many guards, many of them fear-
less desert riders rarely surprised by ene-
mies. But as we traveled through a
sandy gorge, several heavily armed
monsters wielding pikes and swords
burst out of the sands on our right flank.’
They were dark brown, lizardlike beings
that stood and fought upright like men.
Worse yet, they breathed fire on the
camels and stabbed them with spears,
which greatly panicked the beasts and
put the entire caravan in an uproar.”

“Mufti, excuse me. My report must be
complete. What time of day was this? And
how large were these creatures?” asked
Letifa, who was scribbling furiously.

“It was about two hours after sunrise.
The creatures were a little taller than me,
or about as tall as Hassan.”

“Thank you. Please continue.”

“Grandfather, the fight was terrible.

mounts, which means that they face a long walk
home and probably won't survive. Firenewts focus
their attacks on mounts for the first 3 rounds of com-
bat or until at least half the mounts are down before
turning to the riders.

3. Firenewts can not abide the coldness of the
desert night and do not set ambushes until at least an
hour after sunrise. This is yet another good reason
for traveling the desert only at night and stopping
promptly when the sun comes up.
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The ambushers await their victims.

As the first attackers burst from the sands, reinforcements await their command.,
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At that point, I dropped my disguise as
the caravan barber and fought with the
others. I found myself pitted against a
creature clad in chain armor ...”

“In this heat?” Mustafa exclaimed
incredulously.

“Yes, and it fought like a mamluke, the
way it wielded that battleax.* Had it not
been for my training, I most likely would
have died. As it turned out, after a few
moments of dodging the creature’s
heavy blade, I finally drove my dagger
into the creature’s eye. With a final gasp,
it shot fire on my robe.”

“l heard about the burns on your
chest, Mufti. From what the healers tell
me, the scars will be permanent. I am
sorry for this, but please continue. Did
you escape and make your way here?”

Mufti snorted and then grimaced in
paiin.

“I wish that I had. Men and camels
were dying everywhere, but Waleed, our
guard commander, had rallied us. Just as
we were fighting the creatures to a stand-
still, we heard high-pitched horns and a
muted drumming behind us. I turned.
Thundering down on us were at least
forty giant two-footed lizards, each as
large as a camel and bearing a lizard-
beastman with a lowered pike.’ As they
charged at us, the giant lizards made a
terrible screeching noise, and several of
the guards fled, only to be speared in the
back or trampled into the dust.’

4. While there is one elite Warrior (3+3 HD, AC 3)
for every ten firenewts, there is a 30% chance that this
Warrior has weapon specialization (+1 to attack rolls,
+2 to damage rolls, 3/2 attacks, 420 XP).

5. Giant striders are not lizards, but large, flight-
less birds. Although firenewts primarily use the giant
striders as mounts, when one outlives its usefulness
(usually no longer than fifteen years) it is slaughtered
for food, and its inedible parts scavenged to make
other products. Firenewts fashion saddles from the
creatures’ tough leathery skins, saddle bindings from
tendons and ligaments, and signal horns from bones.
Nothing goes to waste in firenewt culture.

6. T%le second feature of the classic firenewt
ambush occurs when the victims are totally engaged
in battle with the first group of firenewts that
emerged from the sands. At this point, the leader of
the dismounted firenewts signals with a polished
stone, metal shield, or horn to a concealed band of
firenewts mounted on giant striders. At the signal,
this group charges from its concealed position and
lays into the defenders’ rear, causing maximum
shock and panic. Just before impact, the giant striders
are trained to bellow ferociously, and their terrible
cries cause all NPC defenders to make a morale
check. The firenewts call this ambush the “hammer
and anvil,” with the firenewts on foot being the anvil,
and those charging on striders being the hammer.
The result, combined with the defenders’ loss of
mounts, is usually a bloody rout. Figures 1-4 graphi-
cally depict the hammer and anvil strategy.



“Jaheira, the flame sorceress who
had accompanied us, cast a ball of fire
at this group, which heartened me
greatly. Alas, her magic did little. The
blast knocked some of the riders off
their mounts, but the big lizards kept
coming as if nothing would stop them.
Indeed, when they came close, balls of
fire blew out of their eyes as they all
converged on Jaheira. I was knocked
flat by the explosions, and when I
looked up, there was nothing left of her
except one charred slipper. It was then
that something hit me in the head and
all went black.””

In a mass charge, mounted firenewts use long
pikes that inflict double damage. The normal
bonus and penalty for a charge apply. A victim
struck by the pikes must make a Strength check
(-5 penalty) or be knocked to the ground and
trampled by the giant strider for an additional
1d10 points of damage. If the firenewt rider misses
with his pike, the giant strider gains a separate
attack roll with the same mechanic (-5 penalty to
Strength check; 1d10 points of trample damage if
knocked down).

If one must travel in the desert during the day,
the best way to avoid the hammer and anvil is for
the caravan to have someone with flying magic
reconnoiter ahead and spot the “hammer” ele-
ment. Those who do not have such means are
strongly advised to have a screen of riders posted
ahead and to the flanks of the caravan. In game
terms, aerial reconnaissance has a 65% chance of
spotting the “hammer” while screening riders
have only a 40% chance (+5% for each rider who is
a Ranger, has the Desert Rider kit from Arabian
Adventures, or who has the Desert Survival non-
weapon proficiency).

A variation of the hammer and anvil tactic
occurs in volcanic regions. Firenewts call this tac-
tic the fire box. In this case, a few firenewts
mounted on striders slowly flee in plain sight
from armed opponents. They lead their pursuers
to an area where the opponents are channeled by a
cliff on one side and a pool of lava on the other. At
the end of this passage are three ranks of dis-
mounted firenewts with bristling pikes firmly set
to receive any charge. Behind the firenewts is a
Priest who first casts pyrotechnics (smoke effect),
causing the channel to become obscured and pos-
sibly causing wayward opponents to plunge into
the lava. A blown horn signals a unit of mounted
firenewts to fall upon the rear of the pursuers. As
the opponents are trapped by dismounted fire-
newts, a cliff, lava, and mounted firenewts, the
Priest casts a unique firenewt spell, lava splash,
which causes lava to splash onto the opponents
and their mounts. Firenewt Priests may cast this
spell three times a day. The details of this spell are
in the sidebar.

7. As the MonsTROUS MANUAL” book points out,
giant striders are immune to magical fire; indeed,
intense heat, such as that produced by a fireball,
acts as a cure light wounds spell on a giant strider.
Lesser fire effects (burning hands, Greek fire, etc.)
cure 1-6 hit points of damage. Because giant strid-
ers receive healing benefits from fire, typically
one of the first priorities after battle is for the
firenewts to breathe fire on badly wounded giant
striders. !

Giant striders are also trained to fight even when
their riders are knocked off. Furthermore, they are
trained to focus their fireballs on any defender who
attempts to use magic.

Firenewts are not immune to magical fire, but
they do receive a +3 to their saving throws, and all
damage is reduced by 1 point per die of damage.

Finall, the reinforcements attack from the rear.
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“Somehow you awoke and wandered
here? Surely Fate was kind to you.”

“Oh, how I wish that were the case,
grandfather. When 1 awoke, I found
myself in a dark cavern, chained to the
wall, along with dozens of my comrades.
The chamber was intensely hot, made so
by a mound of glowing, heated rock off
to one side.”

“We lingered there for days. Each day,
several of the creatures would come. One
wore a beaten metal breastplate with a
design of a bonfire on the chest, and it
was he who would examine us, give
us a little food or water, then poke at us
with his heavy mace. Finally, he would
hiss something and point at one of the
prisoners. The others then fell upon the

8. Giant striders become sluggish in cold tem-
peratures found in such places as the desert night
or underground. Their droppings, however,
retain heat for up to ten hours in confined areas
and keep any cavern lair toasty. Oddly, the drop-
pings have no odor. They look like piles of oozy
rock, and anyone unfortunate enough to step in a
pile suffers 1-6 points of heat damage. Fortu-
nately, they are easily detectable, as they glow
with as much light as a torch.

9. Although a tribe of firenewts is ruled by an
overlord, the day-to-day activity is run by the
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designated prisoner and dragged him off
to a neighboring chamber where we
heard his screams for hours. We would
never see him again. Grandfather, I have
known fear before on many occasions,
but never have I been so terrified as
when those creatures would appear each
day to make their selection.”

“So how did you escape such a
place?” asked Mustafa.

“One day I awoke and noticed that
one of the chain links was weak and thin.
I twisted the chain several times until the
link snapped cleanly. From there, I was
able to pick the lock on the other mana-
cle and free myself.”

“May the Old One be praised!”
exclaimed Letifa softly.

priesthood. Firenewt Priests worship Kossuth,
the tyrant-king of fire elementals, and receive
their spells from that entity. It is the Priests who
designate which captive human or humanoid
becomes the daily meal (after a grueling torture
routine) since such prisoners are considered deli-
cacies. Humanoid prisoners (dwarves, gnomes,
elves, orcs, etc.) are always the first to be selected.
The Priests typically keep the juiciest tidbits for
themselves and dole out the rest to the Warriors.
Offal (entrails, organs, brains, etc.) is given to the
giant striders.

“Two of those few comrades who
remained were dead. The rest were so
weak they could not even stand. I had
to leave them.” Mufti spoke carefully.

'He would not shame his order by

breaking down.

Mustafa put down the tube from his
hookah and came over to Mufti, putting
his arms around him and patting him
gently on the back. “You did what was
necessary, grandson. Think on it no
more. It was their fate to die,” he said.

Mustafa poured Mufti another cup of
juice and gently urged him to continue.

“1 went through their caverns, keep-
ing to the shadows, close to the walls as
have been taught, trying desperately to
find a way out. There were numerous
chambers filled with the beastmen, their
lizard mounts, and more of the ones
with the metal breastplates.”

“What of the place where you heard
the screams?” interrupted Mustafa.

Mufti looked at the ground and
shook his head. “Please, grandfather, I
do not wish to talk about it. Maybe
later, but not now.”

“Well, yes, later is good,” he replied.
“But can you tell us how many of these
creatures there were and whether they
took the scrolls?”

Mufti shook his head. “No, I cannot say
exactly how many there were because I
did not explore all the caverns. I only
wanted to get out. From what I saw, there
were at least two hundred, and about half
that many of the giant lizards.”

“That many!”

“Yes, not all of them were as large
as the warriors, and I assume these
were females. They were colored differ-
ently too, a dull brown. As to the scrolls,
yes, they took them, but I could not
get them.”

“Why not?”

“One of the chambers 1 passed had

Occasionally Priests, elite Warriors, and over-
lords may (50% chance) speak Common, but they
usually do not choose to do so, since to them, it is just
speaking to “food.”

Water is an ingested poison to firenewts and
giant striders (victims must make a successful sav-
ing throw vs. poison or die; a successful save results
in 1d12 points of damage) and is thus a commodity
closely regulated by the firenewt priesthood. Not
only is it used to sustain prisoners (firenewts like
“fresh” meat), but the Priests use it to kill rivals and
to give aged giant striders a “merciful” death.



who bowed and

three beastmen,
hissed strange noises before an idol of
pure gold. Their idol was fashioned
in the form of a pillar of fire, the same
design as on their breastplates."” Be-
hind it were the scrolls and several
other possessions taken from the cara-

van, including my daggers. There
were three of these creatures and I had
no weapons.”

“l see,” murmured Mustafa disap-
pointedly.

“But in the same chamber was a
small stream of water with several bot-
tles nearby. Fortunately it was close to
the entry, and I was able to steal one of
the bottles and fill it without discovery.
That was the only water I saw in the
entire place. A little while later, I found
the way out.”

Grandfather leaned forward, a gleam
in his eye. “It was lightly guarded?”

“Two guards, both now dead,” replied
Mufti. “I crept up to them, snatched a
sword from one’s scabbard, and killed it
quickly. The other took just a few
moments more.”

“You had no sword when we found
you.”

“No, after hours in the heat, I left it. As
[ left the water jug when it was empty.”

“Ah, yes. | remember,” replied Grand-
father. “It was fortunate that the patrol
found you. Many have whispered that
your coming here bodes ill, for it was
written that you should die.”

“Fate is fickle, grandfather, but
apparently it was not written, because I
am here alive and well, thanks be to the
Old One.”

“How did you find your way here?”

10. The idol is a likeness of Kossuth, their deity.

Although the Overlord doles out wealth from a
communal hoard, the Priests receive the lion’s
share of it. Their belief is that the larger the idol of
Kossuth, the greater the blessings he bestows
upon them. When a sufficient amount of new gold
is amassed, firenewt metalworkers melt it down
along with the old idol and cast a larger one. Small
tribes of firenewts have an idol worth at least 500
gp while larger tribes have idols worth up to 3,000
gp, and there is one tribe rumored to have an idol
worth 10,000 gp. Obviously, the problem with
looting a firenewt lair is transporting such a heavy
thing back to civilization.

11. Giant strider eggs require considerable heat
for incubation. Not only are they surrounded by
heated droppings but also at least six giant strider
hens remain with the eggs. They provide security
against intruders, and t%-ney shoot a fireball into the
chamber, one per turn, showering more heat

“In the distance, grandfather, I saw the
peak known as the Turban. Between it
and the location of the sun, [ determined
the general direction I had to travel to
reach you.”

“Mufti, were there any other cham-
bers in the lair that seemed unusual?”
asked Letifa.

“Just one. One large cavern had a
number of huge eggs lying in holes in
the ground. There must have been at
least fifty of them, each surrounded by
piles of glowing rock. Several of the two-
legged lizards kept watch in that place.
The heat of the chamber was oppressive,
and I dared not go in.

“A strange thing occurred after I left,
though. I remember hearing what
sounded like an explosion coming from
that direction. I feared that perhaps
it was an alarm of some sort, and I
found a large crack to hide in for a
while, but nothing came by. What this
had to do with the eggs and the lizards I
cannot say.”"

Mustafa leaned back into his pillows
and puffed thoughtfully. One of his eye-
brows arched up, and he asked, “Mufti,
do you think you could find this place
again?”

Mufti paused, thought a few
moments, and then answered, “Grand-
father, your will is mine. I can try to lead
you there, but even if the entire Wrath of
the Old were assembled ...”

“Oh, but it is. Every member is here.”

Mufti gaped at this statement. The
Wrath had hundreds of members all
over Zakhara, and they had all been
brought here? What was in those Scrolls
of Destiny?

down on the eggs. This ma kes the entire chamber
a constant 170 degrees. The eggs are impervious
to the heat and may be used as components in
making potions of fire resistance.

Firenewt eggs are taken to a special hatching
ground guarded by one Priest, an elite Warrior
servant, and two giant striders. The eggs are kept
warm, just like the giant strider eggs, although
less heat is required. Firenewt eggs are not used
in the making of potions or other magical items.
When a firenewt hatches, it tears its way out
of its thick egg casing as the Priest looks on. If
it fails to emerge from the egg in one turn, it
is deemed too weak to remain alive, and the
Priest tears it out of the egg and sacrifices it to
Kossuth. This is a rare occurrence and is looked
upon as a sign that Kossuth is displeased with
the tribe. In actuality, the priesthood often uses
this as an excuse to eliminate the bloodlines of
their enemies.

New Priest Spell: Lava Splash

Level: 3

(Alteration)

Sphere: Elemental (Fire, Earth)
Range: 50 yards

Components: V,5,M
Duration: Instantaneous
Casting Time: 6

Area of Effect: 10' x 10' area
Saving Throw: Neg.

Lava splash is available only to
firenewt Priests of Kossuth. They
may cast it up to three times per
day as long as they are in Kos-
suth’s favor. These are not bonus
spells, so each spell counts against
the Priest’'s number of spells per
day. Lava splash seems to be a
minor variation of an earthquake
spell, although it affects only lava
pools and streams, not the under-
lying hard ground.

When the Priest casts this spell,
he causes a wave of lava to rise
up and shower anything within a
25' radius. Victims suffer 3-18
points of damage, although a sav-
ing throw vs. breath weapon
reduces the damage by half. Vic-
tims in metal armor who fail their
saving throw are treated in fol-
lowing rounds as if affected by a
heat metal spell. Victims not in
metal armor who fail their saving
throw must make additional item
saving throws for their clothing.
If a character’ sdotlung.mis{m_;
by a lava splash, he suffers an
additional 1-6 points of damage
per round for 3 rounds. The lava
splash never harms a firenewt or
giant strider. Indeed, a lava splash
heals either creature as a cure seri-
ous wounds spell.
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“Even so, grandfather, it would be a
bloodbath, and our losses would be
heavy. You know that my escape has
been discovered by now. The creatures’
lair will be well guarded.”

Mustafa laughed heartily before
answering. “In two hours, the sun will
set. These creatures will all be inside
their caves, and we can go there quickly
by camel. In our camp are sorcerers who
have spells of ice and water magic,
something I suspect that these beastmen
and their lizards will fear. In any case, 1
don'’t believe that they will expect any-
one to attack them.”

Mustafa finished this announcement
with a wide smile, but just then the faint
sounds of horns blowing in the distance

12. Firenewts are noted for their extreme sadism.
One of their favorite jokes is to trick a prisoner like
Mufti into thinking he has escaped and let him sneak
about through the lair until he finds his way out or is
killed in the process. Sometimes the prisoner is
totally unmolested and given a healthy head start
before any pursuit begins. Firenewts consider it

drifted in through the opening.

Letifa stopped her writing and looked
up quickly. “The patrols, they have
found something!” she exclaimed. )

Grandfather no longer smiled; he
sprang to his feet quickly. Now a faint

drumming, thumping noise came
through the tent, along with shouts as
nomads rushed about outside.

Mufti sighed and shook his head
wearily. “I have heard those horns
before, grandfather. Not all of them are
ours. Nor is that other noise.”

“What are you saying?” demanded
Mustafa.

Mufti arose, walked stiffly to a stack of
weapons in one corner of the tent, and
selected two fine scimitars and a ban-

great sport to allow the escapee to get just to the
brink of rescue, at which point they swoop down
and take him prisoner again.

The firenewts have no fear of the prisoner getting
away because the giant striders have extremely sen-
sitive olfactory glands that allow them to track a
scent that’s as much as three days old. The only real
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doleer of daggers, each inscribed with
the symbol of the Old One. He handed
one of the scimitars to Mustafa al Kor,
the Grandfather of Assassins.
“Grandfather, perhaps it was written
that I should die. Will you fight at my

side?”"?
~R

One of Paul’s regular players is a bewitching
young lady named Summer who often brings
homemade salsa to the game. Some of the
guys say that it bubbles and steams; others
believe that it would break a geiger counter’s
needle. Paul suspects it's really Summer’s
special potion of polymorph other that
will turn the DM into a firenewt if he isn't
nice to her character.

chance a pursued prisoner has is to be caught in a
sandstorm that might blow away the scent, to run
into powerful allies, or to enjoy some other quirk of
fate. Even so, surviving a sandstorm is no easy feat
(see p. 82, Arabian Adventures), and if an escapee
finds rescue, the pursuing firenewts are sure to
either attack or go back for reinforcements.

Free Online
Newsletter!

Join the many other DRAGONLANCE
fans who subscribe to the LEGENDS OF
THE LANCE™ online neswletter.

This electronic publication for the
DRAGONLANCE Saga includes inter-
views with the people who work on
the books and game products, infor-
mation about upcoming releases,
articles written by fans, and other
interesting items you'll find nowhere
else. With its sixth issue, LEGENDS OF
THE LANCE is available only on the
TSR Website. Make sure you don't
miss any of the news, game material,
or fun. Subscribe to be notified when
each new issue is uploaded. To start
your subscription, visit www.tsr.com
to fill out the electronic form, or write
to legends@wizards.com. Be sure to
write “subscribe legends” in the body
of your email.
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An Embarrassment
of Riches

Choosing Miniatures for Your AD&D® Campaign

ByJim Bishop and JD. Wiker
Photography by Craig Cudnohufsky

AD&D? players are spoiled by their
miniatures choices. With so many
models on the market, it’s easy to feel
overwhelmed or—worse yet—to be
afraid to buy miniatures for fear of
spending too much. But a few simple
tips can keep the players happy and
the campaign moving without bank-
rupting the DM.

First, divide your miniatures list into
two categories: PCs and everything
else. If the players don’t buy the PC
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figures themselves, take a little extra
care, Players identify strongly with
their characters, so be sure to note per-
sonal heraldry and favorite weapons,
as well as the usual concerns of class,
age, sex, and race. Don’t be afraid to be
picky: some miniatures lines (like Ral
Partha’s AD&D Player Characters) are
designed to match individualistic
characters.

The “everything else” shopping bas-
ket can become overfilled and expen-
sive without proper planning. Make a
list of the most common creatures the
PCs will encounter in the near future. If
an ogre clan is getting feisty or the
drow are poised to invade, those fig-
ures should come first. Random
encounters and “friendlies” can come
later, if at all.

As a general rule, start by buying half
of the maximum “No. Appearing”
value for a basic monster type. If more
are rolled for the encounter, either use

proxies (similar-looking figures are
best, but a saltshaker will do) or treat
the encounter as two different waves of
attackers, with the second wave appear-
ing when the first is almost exhausted.
For truly numerous monsters, such as
orcs and kobolds, wise DMs splurge on
at least a dozen models and expect to
use a lot of proxies.

Important or recurring enemies
should be purchased with as much con-
sideration as the PC figures themselves.
Whether the PCs face a death knight, a
drow prince, or an ancient green dragon
in that final, cataclysmic battle, the bad
guy needs to look bad. Shop around,
check with experienced painters in the
area, and scour the websites for exactly

the right figure.

Painting Priorities

Preparing miniatures for AD&D gam-
ing shouldn’t take long if approached
with the right strategy. The most

Clean your miniature before applying a base coat. A metal washer can make a good base.



important figures, and the first on the
“To Paint” list, are the PCs. If the play-
ers aren’t sure how they feel about
gaming with miniatures, they’ll have a
change of heart when they see their
beloved characters decked out in living
color. A painted party also focuses the
player’s attention on them to the exclu-
sion of the plain-metal monsters. It's
important to know who the heroes are.

Next on the list is the party’s main
adversary. It's important for the DM to
have this model ready as early as possi-
ble in the campaign, especially if it is
scheduled for a preliminary encounter to
get the players properly frightened.
Putting a painted “monster” on the table
tells the party they are in trouble, possi-
bly serious trouble, and adds extra
punch to the DM’s description of the
encounter.

Third and last on the list are the basic
monsters the PCs will be fighting
through most of the campaign. Since
free time should be spent gaming, not
getting ready to game, shrewd DMs
paint hordes of monsters with spray
paint, say light brown, and then add a
few notes of detail to the eyes,
weapons, and armor.

Truly dedicated DMs paint recur-
ring “friendlies”; the patrons, inn-
keepers, henchmen, high priests,
and sages the party deals with week
after week. While this is nice, it’s not
necessary.

Sample Encounter:
Keep Them Guessing
In this encounter, the player charac-
ters (PCs) are pursuing a fugitive—a
gnome Illusionist who uses his magic
for crime. He has escaped the authori-
ties, recovered his spellbook, and is
now fleeing into the wilderness. The
PCs have caught up with him on the
edge of a large, sandy area. As he sees
them approaching, he runs across the
sand. As the heroes follow, though,
the sand begins to churn, and six
giant ants crawl up, searching for the
source of the disturbance atop their
home. Thinking quickly, the gnome
casts a phantasmal force illusion of
more ants.

Place one plastic ant (they cost $1.50
for around a hundred) on the table for
each of the PCs and roll for surprise.

|1}

g3

4 1y {
PV TV

LT

11
0
L1

LUt
AN

1

-
F

e

Plastic bugs make an nexpensive but effective addttion to your miniatures coffection.

After the first round of combat, the
gnome’s spell is cast, and another 1d6
ants appear. Roll for surprise again, as
the gnome makes the illusionary ants
appear to burrow up out of the
ground—as real ant reinforcements do
the same. Only the new ants might
gain surprise this round, since the
characters are obviously already
aware of their first attackers. Repeat
this process each round until the Illu-
sionist’s spell ends. Note that the new
ants are also a mix of illusions and the
real thing.

The PCs can’t distinguish between
real and illusionary ants without
striking them. But because they are
swarming all around the combat,
keeping track of any given ant is
virtually impossible. Whenever a PC
hits an ant, roll 1d6. On a roll of 4-6,
the ant is real. The same roll should be
made if a character tries to disbelieve
the illusion, letting an ant attack him
or her. Players can call for a re-roll,
however, if their characters have spent
the previous round not fighting,

Determine which ants are illusions with a die roll

watching how the ants react to each
other. (The real ants completely ignore
the illusionary ones.)

o )

A former Vermonter and avowed foe of the
work ethic, Jim's mini collection could
choke a goat. |.D. advocates painting to
theme music, preferably movie soundtracks.
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ConJuration 4

March 5-6 #
William Shatner Building, McGill
University, Québec, Canada. Events:
roleplaying, LARP, board games, minia-
tures, CCGs, movies, panels, workshops,
and more. Registration: $7 (Canadian) at
the door. For more information contact:
McGill Gamer’s Guild, 3480 McTavish
St., Montreal, Quebec, Canada PQ H2A
1X9.

MegaCon 99

March 5-7 FL
Orlando Expo Centre, Orlando, FL.
Special Guests: Terry Brooks and Alex
Ross. Events: gaming tournaments,
demos, panels, 24-hour anime room,
plus an art show and auction. Contact:
Quantum Cat Entertainment, 270
Orange Terrace, Winter Park, FL. 32789.

CosCon 99

March 12-14 PA
Days Inn Conference Center Butler, PA.
Events: RPGA® Network tournaments,

LivinG CITY™ events, benefit tournaments,

CCGs, board games, miniatures, free-
form roleplaying, dealer’s area, new
game demos, computer room, and
movies. Contact: Circle of Swords, PO.
Box 2126, Butler, PA 16003.

CoastCon XXII

March 12-14 MS
The President Casino’s Broadwater
Beach Resort East, US Hwy 90, Biloxi,
MS. Guests: Patricia Tallman (Babylon 5),
Bruce Campbell (Army of Darkness, Xena,
Brisco County Jr.), Larry Elmore (artist),

Apollo Smile (live action anime girl), PN.
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“Pat” Elrod (author), Randy Richards
(author), Sharon Green (author), Mike
Shoemaker (comics), Sydney Williams
(comics), Michael Liebmann (filking),
Wesley Snipes (Blade). Events: Celebrity
autographs, costume contest, art show,
auction, writing contest, merchants area,
24-hour gaming (board, tournaments,
collectible card, miniatures), networked
computer gaming, LARP, video rooms,
performances by Apollo Smile, dance,
AD&D* GREYHAWK® Fan club sponsored

seminar and events, hospitality suite, and

more. Registration: $25 until March 1, or
$30 at the door. Contact: PO. Box 1423,
Biloxi, MS 39533-1423. E-mail: info@
coastcon.org. Web: www.coastcon.org,.

Stellar Con 23

March 19-21 NC
Holiday Inn, Market Square, High
Market, NC. Guests: Aaron Allston,
Steven S. Long, Jack L. Chalker, Jody
Lynn Nye, Sean Patrick Fannon.
Registration: $15 before January 1, $20
between January 1 and March 1, $30
after. Contact: Stellar Con 23, Box 4,
Elliot University Center, UNCG,
Greensboro, NC 27412. Website:
www.uncg.edu/student.groups/sf/
stellarcon.htm.

Egyptian Campaign
March 26-28 IL

Southern Illinois University, Carbondale,

IL. Events: RPGA Network, AD&D
game, Shadowrun®, Battletech”, Warham-
mer*, Vampire®, Diplomacy®, Axis & Allies*,
Magic*, Star Fleet Battles*, Car Wars*, and
many other board, miniature, card, and
roleplaying games. Contact: Egyptian
Campaign 1999, % SIUC Strategic Games
Society, Office of Student Development,
Carbondale, IL 62901-4425. Email:
ecgamecon@aol.com. Website:
www.siu.edu/~gamesoc.

Midsouthcon 17

March 28-28 TN
Sheraton Four Points Hotel, Memphis,

Onvenﬁon Convention Calendar
Calendar

Policies

This column is a service to our readers
worldwide. Anyone may place a free listing
for a game convention here, but the following
guidelines must be observed.

To ensure that all convention listings con-
tain accurate and timely information, all
material should be typed double-spaced or
printed legibly on standard manuscript paper.
The contents of each listing must be short
and succinct.

The information given in the listing must
include the following, in this order:

1. Convention title and dates held

2. Site and location

3. Guests of honor (if applicable)

4. Special events offered

5. Registration fees or attendance
requirements, and,

6. Address(es) where additional informa-
tion and confirmation can be obtained.

Convention flyers, newsletters, and other
mass-mailed announcements will not be con-
sidered for use in this column; we prefer to
see a cover letter with the announcement as
well. No call-in listings are accepted. Unless
stated otherwise, all dollar
values given for U.S. and Canadian conven-
tions are in U.S. currency.

Warning: We are not responsible for
incorrect information sent to us by conven-
tion staff members. Please check your con-
vention listing carefully! Accurate information
is your responsibility.

Copy deadlines are the first Monday of
each month, four months prior to the on sale
date of an issue. Thus, the copy deadline for
the December issue is the first Monday of
September. Announcements for all conven-
tions must be mailed to: “Conventions,’
DraconN® Magazine, 1801 Lind Avenue S.W.,
Renton, WA, 98055, U.S.A.

If a convention listing must be changed
because the convention has been cancelled,
the dates have changed, or incorrect infor-
mation has been printed, please contact us
immediately. Most questions or changes
should be directed to the magazine editors at
(425) 254-2262 (U.S.A.).

Important: Dracon Magazine does not
publish phone numbers for conventions. Be
certain that any address you send us is com-
plete and correct.

To ensure that your convention listing
makes it into our files, enclose a self-
addressed stamped postcard with your first
convention notice; we will return the card to
show that it was received. You also might
send a second notice one week after mailing
the first. Mail your listing as early as possible,
and always keep us informed of any
changes. Please do not send convention
notices by fax, as this method has not proven
reliable.

< Australian convention
3# Canadian convention
@ European convention
Online convention
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TN. Guests: James P. Hogan and Joy
Marie Ledet. Events: gaming, panes (fan,
guests, science, Star Trek, SCA, more),
dealers’ room, con suite, video room,
masquerade, art show and auction, char-
ity auction, filking, banquet, and Klingon
Military Acadamy. Contact: Midsouth-
Con 17, P.O. Box 11446, Memphis, TN
38111-0446. Web: www.watervalley.net/
midsouthcon.

UriCon VIII

March 26-28 RI
Memorial Union, University of Rhode
Island, Kingston, RI. Events: roleplaying,
miniatures, board games, CCGs, LARPs,
various Games Workshop games, AD&D
tournament, various White Wolf games.
Contact: UriCon VIII, University of
Rhode Island, Union Express, 50 Lower

College Rd. Box 2888, Kingston, RI 02881.

APRIL

Northeast Wars VII

April 9-11 VT
Radisson Hotel, Burlington, VT. Events:
AD&D, Vampire, Battletech, Magic, Car
Wars, Axis and Allies, Diplomacy, War-
hammer 40K, L5R CCG, and other games.
Contact: Northeast Wars, 152 Church St,
Burlington, VT 05401. Email:
QstaffEPC@aol.com.

Qur Con

April 23-25 MA
Campus, UMass, Amherst MA. Events:
AD&D, Palladium®, Warhammer, Car
Wars, Vampire LARP, Shadowrun, Champi-
ons”, In Nomine, Playtests of Terninus: the
Wild West RPG* and IT*, con suite,
movies, food zombies, and other activi-
ties. Contact: OurCon, RSO 178-416,
UMass, Amherst, MA 01003. E-mail:
ourcon@hotmail.com.

Web: www.umass.edu/rso/gameclub/
ourcon.

Orion 1999

April 23-25 s
Days Inn, Toronto, Ontario, Canada.
AD&D, Advanced Civilization, Age of
Renaissance, Axis and Allies, B5 CCG,
Bloodbowl, Cyberpunk: 2020%, Deadlands*,
GURPS Fantasy*, Heavy Gear®, Storyline

L5R TCG tournament, Magic TCG, Star
Fleet Battles, Star Wars CCG, Vampire, six
RPGA LiviNG CITY scenarios, Amber
Throne War*, Silent Death* demos, and
other tournaments.

'Email: orion@ aracnet.net.

OpCon

April 24 I
Oak Park and River Forest High School,
Oak Park, IL. Guests: Mary Francis
Zambreno and Susan Van Camp.
Website: http:/ /oprfhs.org/activ /scifi/

- MAY

Fantasy Fair Nine

May 9 L]
The Cresset Exhibition, Bretton, Peter-
borough, Cambridgeshire, United
Kingdom. Events: dealer’s room,
demos, and fantasy dress competition.
Contact: The Hallards, Eaton Socon, St.
Neots, Cambridgeshire, UK.,

PE19 3QW.

“atriot Games 99
May 20-23 VA
Holiday Inn Centra, Richmond, VA.
Events: Caprizzio in concert and gam-
ing events. Contact: Virginia Role-
player’s Association, P.O. Box 8865,
Richmond, VA, 23225. E-mail:
VRPAques@aol.com. Web: members.
home.net:80/village6/page3.html.

JUNE

Milwaukee Summer Revel 111

June 10-13 WI
The Best Western Inn, Milwaukee, WI.
Events: First-run RPGA Network tour-
naments, including LivinG Crty, LIVING
DEATH", LIVING JUNGLE", Virtual Seattle,
AD&D, Boor HiLL®, Call of Cthulhu*,
Settlers of Catan*, KingMaker*, Axis &
Allies*, Diplomacy, and more. Registra-
tion: $30 prereg until Jan. 15, $35 there-
after. Contact: Bruce Rabe, PO. Box 779,
New Munster, WI 53152. Website:
www.rli.netnet/~melka,/msr/
index.htm.
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Moon, and ships from the superpowers fight

over the resources of Venus, Mars, and the
moons of Jupiter. What's that? It didn’t happen
that way? Well, it did in the world of Battle-

zone, Activision’s computer game of planetary
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The NSOF defends its moonbases jealously.

HISTORY

The world of Battlezone was the same as
our own until June 15, 1952, when a
shower of meteors fell to Earth. These
space-rocks contained something that
would change the history of the world
forever.

THE BERING SHOWER

The meteor shower landed in the Bering
Strait between Alaska and Siberia.
Radar-tracking systems had detected the
shower, and there was no real danger
from the meteors. Still. it was unusual for
such a large number of meteors to sur-
vive entry into the Earth’s atmosphere
without burning up. Both the Americans
and the Soviets dispatched scientists to
recover and study some of the mete-
orites. When they did, they made a star-
tling discovery.

The meteorites that survived re-entry
were composed largely of an unknown
material. It was similar to metal but pos-
sessed properties that were practically
biological. Both the United States and
the Soviet Union scrambled to gather as
much of the bio-metal as possible. In
short order, each side had claimed
roughly half the samples from the Bering
meteor shower.

The American government set up a
secret lab in Nevada to study the bio-
metal. For several years, scientists exper-
imented with the material, discovering
its amazing properties. The bio-metal
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appeared to have a “memory,” allowing
it to return to its normal shape after
being deformed or even damaged. The
engineering possibilities of the material
were staggering. Perhaps even greater
was the scientists” discovery that the bio-
metal was a manufactured material of
extraterrestrial origin. They estimated
that the fragments that hit Earth came
from a point at least 100 trillion miles
away and that the fragments had been
part of a much larger structure. This sug-
gested that bio-metal fragments might
have fallen on nearly every other planet
in the solar system. Soviet scientists
quickly reached the same conclusion,
and the race to control the incredible
new resource was on.

THE MEARTIONSL SPRCE
DEFENSE FORCE

In July of 1958, President Eisenhower
established the National Aeronautics
and Space Administration (NASA). At
the same time, the President secretly
established the National Space Defense
Force (NSDF), under the command of
General George Collins. The NSDF’s
mission was to recruit the best engineers,
pilots, and soldiers to venture into space
looking for other deposits of bio-metal
and claim them for the United States.
The NSDF went into action immediately.
Funded through the National Security
Agency, the NSDF was answerable to no
one, not even the President. Arrange-

ments were made for perpetuating the
organization and maintaining its secrecy.

Using the small stockpile of bio-metal
controlled by the United States, the
NSDF began to design, build, and test
rockets to carry its personnel out into
space. Before the Apollo missions offi-
cially sent U.S. astronauts to the Moon,
the NSDF had rockets capable of reach-
ing Venus and Mars, and it was already
establishing a base on the dark side of
the Moon, where they found additional
deposits of bio-metal—and the first signs
of a new threat.

THE COsSMO

COLOMNIST ARMY

The Americans were not the only ones
venturing out into space looking for bio-
metal. The Soviet Union had established
the Cosmo Colonist Army (CCA), and
they had their own spaceships able to
reach the Moon and other planets. When
Soviet and American forces met on the
dark side of the Moon in 1961, the Cold
War became a secret interplanetary con-
flict as both sides struggled for control of
the bio-metal. Bio-metal vehicles and
weapons were used in the conflict—a
war unknown to the general populace of
Earth.

The year is now 1969. Both the NSDF
and the CCA have ships capable of
reaching the outer planets of the Solar
System. The secret war continues over
control of bio-metal deposits and the
advanced technology they represent.
The goal is nothing less than total control
of the solar system and Earth itself.
Looming in the background is the ques-
tion scientists first posed when they
studied the bio-metal: If it was con-
structed, who made it? And is anyone
else likely to come looking for it?

TECHMNOLOGY

Although the rest of Earth exists at
Progress Level 5, bio-metal has allowed
the NSDF and the CCA to advance
to Progress Level 6 in many areas,
including vehicles, space exploration,
engineering, and weapons technology.
Both sides have ships capable of inter-
planetary travel, equivalent to STG
shuttles from the ALTERNITY game
(Player’s Handbook, page 196). They also
have armored ground and aerospace
vehicles.



Some technology remains at Progress
Level 5, just edging into 6. Fission tech-
nology is still in regular use, and fusion
technology hasn’t been mastered yet.
Other energy sources, like solar and
geothermal power, are in common use
by both sides, particularly since bio-
metal solar satellites and geothermal-
taps are much more efficient. Even the
advanced ships possessed by the NSDF
and the CCA take considerable time to
reach other planets, as long as months
for the outer planets. Communication is
also limited by the speed of light, so
comm signals take hours to reach Earth
or the Moon from Titan.

POLITICS

On Earth, the political situation is much
like it was in the real world in 1969. The
Cold War between the United States and
the Soviet Union is in full swing. The
American government opposes the
expansion of communism in other
nations, particularly in South and Cen-
tral America. The Soviet Union exerts
influence over its satellite states and
much of Eastern Europe. Both super-
powers control massive arsenals of
nuclear weapons, poised to annihilate
each other.

Behind the scenes, the Cold War
grows very hot indeed. Technically, the
United States and the Soviet Union are
already at war, a war in space. Military
units from both sides clash regularly on
the Moon and the other planets in the
solar system. For the time being, at least,
both sides have agreed to keep Earth as
“neutral ground” in the conflict.
Although either the Americans or the
Soviets could use their bio-metal vehi-
cles and ships to launch an all-out attack
on the other, neither side is willing to risk
the possibility of a full-scale war on
Earth, which would almost certainly
involve the use of nuclear weapons. The
conflict on Earth remains secondary to
the conflict raging out in space.

So far, both the Soviets and the Ameri-
cans have kept the existence of their
space programs and the bio-metal a
secret. The Soviets are quite familiar with
keeping state secrets, and anyone
unwise enough to question the state-
ments of the Kremlin receives a visit
from the KGB and is usually never seen
again. The Americans have a slightly

more difficult time keeping the activities
of the NSDF secret. NASA, of course, is
under orders from the NSA to keep some
information Top Secret, and the govern-
ment does the same with other observa-
tories and scientists who might find out
about the NSDF'’s activities. Many of
these people are recruited to work with
the NSDF, and most of them jump at the
opportunity.

Out on the fringe of society, there are
those who have some inkling of what’s
going on. Most are conspiracy theorists
or UFO nuts who think that NSDF oper-
ations are actually indications of alien
life on other planets in the solar system,
or alien ships visiting Earth. Even a few
small samples of bio-metal have been
stolen, considered evidence of human
contact with extraterrestrials. NSDF
agents have always recovered any stolen
materials and discredited those who
might expose them. Most of the United
States government is largely unaware of
even the existence of the NSDE.

THE SOLAR SYSTEM
The ships controlled by the NSDF and
the CCA can reach the outer planets of
Earth'’s solar system. Of primary interest
to both organizations are worlds where
bio-metal debris may have landed rela-
tively intact. These are the worlds each
side fights to control so it can salvage
the precious material and use it to
strengthen its own position.

For this reason, the outer planets are
of little interest to either party. With
their thick, poisonous atmospheres and
tremendous surface pressure, planets
like Uranus, Neptune, and Saturn are
unexplorable, even with bio-metal
vehicles. Any debris that might have hit
them is lost. However, the larger moons
of Jupiter and Saturn have proven to
contain some bio-metal debris, making
them sites of conflict. Likewise, the
inner planets of Mars and Venus are
sites of bio-metal debris, as is Luna,
Earth’s moon.

(T =

Earth’s moon is the staging point for
operations deeper into the solar system,
the command-center for the war
between the NSDF and the CCA. It is
also a battlezone of its own, with large
deposits of bio-metal that fell on the

BRTTLE20NE 8 THE
STERDRIUVE™ SETTING

With a little work, you can adapt the
Battlezone setting described in this
article to fit in with the STAR*DRIVE
campaign setting. For example, the
source of the bio-metal could have
come from a fraal city-ship that suf-
fered a gravity drive failure and was
torn apart, scattering debris across the
solar system. The fraal have been
debating what to do about this latest
development. The possession of more
advanced building materials has per-
mitted humans to move out into the
solar system much faster than the
fraal anticipated. Do they reveal
themselves now, while the humans
are locked in a war with each other,
and hope it brings peace? Or do they
avoid all contact with the warlike
species? The heroes could be the
humans who make first contact with
the fraal,-adding a whole new dimen-
sion to the conflict and possibly lead-
ing into the early years of the
STAR*DRIVE setting.

The Battlezone setting could take
place in a solar system other than
Earth’s and involve an alien species
rather than humanity. The destruction
of an advanced vessel, perhaps during
one of the Galactic Wars, showered an
inhabited solar system with debris.
This wreckage allowed a PL 5 civiliza-
tion to quickly advance to PL 6 and
begin expanding into space, where
they fight over the remains of the
debris on other planets. A Concord ves-
sel sent to investigate the fate of the
first ship could discover this civiliza-
tion and decide whether to make con-
tact. The aliens are hungry for more
advanced technology, and each side
wants to ally with the newcomers
against its enemy. :

Lastly, the Battlezone setting
be a parallel or alternate universe.
Heroes from the STAR*DRIVE setting
could end up there through a drive-
space accident or some form of alien
time- or dimensional-travel. Perhaps
the source of the bio-metal is a time-
traveling starship from the future that
was destroyed when it arrived in
Earth’s solar system, altering history.
If so, how will the heroes restore the
timeline to normal? :
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Soviet forces on Titan present an obstacle for NSDF exploration.

Soviet Fighter

dark side of the lunar surface during
the 1952 meteor shower. With no
atmosphere to burn up the fragments,
Luna has yielded a rich supply of bio-
metal, and fighting over the material
has been fierce.

Both the Americans and the Soviets
reached Luna around the same time,
and both have established bases there
in the years since their arrival. The
NSDF has three permanent Lunar
bases: Eagle’s Nest 1 on the far side, the

American Tank
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solar-power collector near the north
pole, and Kennedy Base on the near
side. A fourth, Johnson Base, is under
construction near the south pole to tap
possible underground water resources.
The Soviets have a mining base on
the far side named Moon Station One,
and a near side base called Moon
Station Two.

The majority of activity on the moon
happens on the far side, out of view
from instruments on Earth. The exis-
tence of the near-side moon bases will
not remain secret forever. Already,
some civilian astronomers have discov-
ered them and been silenced by one of
the organizations. Sooner or later, the
truth about the bases will emerge. The
NSDF is considering revealing the exis-
tence of Kennedy Base to the public,
keeping the other lunar bases secret.
Some in the organization feel that the
existence of the base might boost Amer-
ican morale, much as the lunar landing
did. Others feel it compromises the
Defense Force’s security.

Skirmishes and conflicts still take
place on the far side of the moon. Recla-
mation units, protected by ground
vehicles and aerospace units, foray out
across the lunar surface, picking up
fragments of bio-metal for processing.
While large amounts of material have
been collected on both sides, tons of
bio-metal remain ungathered. Most of
the bio-metal is processed by units on

Luna itself and used to construct new
vehicles and ships.

The NSDF considers Eagle’s Nest 1
its headquarters. The security of the
organization is too sensitive to entrust
to any earthly headquarters, so opera-
tions were moved to Luna as soon as
possible. All documentation and
records of the Defense Force are kept at
Eagle’s Nest 1; none of them are ever
brought to Earth, where security could
be compromised. Likewise, the train-
ing of NSDF recruits takes place at the
moonbase, rather than a location on
Earth. This makes spying on NSDF
operations considerably more difficult.

The Soviets, on the other hand, still
maintain much of the administration
and training of the CCA on Earth. They
have a considerably easier time main-
taining security, although some Ameri-
can spies have managed to infiltrate
CCA facilities.

mMeaRs

The red planet has been the site of many
conflicts between the NSDF and the
CCA. Like the Moon, Mars has several
large deposits of bio-metal debris, buried
beneath the red sands and hidden in the
deep canyons and valleys. The thin
atmosphere allowed most of the frag-
ments to land intact. Vehicles fight it out
in the lowlands, and aerospace fighters
zip through the massive canyons in dar-
ing aerial dogfights. All the while recy-
clers and robot gatherers wander along,
picking up as much debris as possible for
processing.

The NSDF operates from Ares Base on
Mars, hidden away in a deep canyon.
The CCA’s Mars Station One is located
closer to one of the larger bio-metal
deposits, but it is nearly exhausted. Each
side is scrambling to locate concentra-
tions of the alien metal before the other
does, leading to many skirmishes and
conflicts at potential sites.

In addition to the ongoing military
operation, scientists are studying the
Martian surface and investigating the
possibility that life once existed on
Mars. They have proposed a theory
that the alien race responsible for the
creation of the bio-metal might have
colonized Mars once, or had some sort
of base there. So far, there is no evi-
dence to support this theory, but
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research continues. Scientists are also
exploring possibilities for terraforming
Mars and establishing permanent
colonies beyond the scope of the mili-
tary bases. Initial reports on this project
have been promising, although neither
side wants to establish a colony in the
middle of a battlezone.

UEMNUS

NSDF troops refer to Venus as “Planet
Hell,” and assignment to Ishtar Com-
mand is considered a punishment by
most. The surface conditions of Venus
are indeed hellish: temperatures over
400 degrees Celsius and a corrosive
atmosphere with a pressure nearly a
hundred times that of Earth’s. Even the
most advanced environment suits have
trouble coping with the conditions on
the surface, as do most combat vehicles.
Still, since the discovery of small
bio-metal deposits on the surface of the
planet by unmanned probes, both the
NSDF and the CCA have sent troops
to Venus.

Venus is the smallest battlezone in
terms of personnel and resources. It
also appears to have the least amount
of bio-metal, either because little fell to
the surface or the corrosive effect of the
atmosphere destroyed the debris that
did hit the surface. The NSDF and the
CCA each maintain small bases on the
planet, protected by bio-metal support
structures and advanced life support
systems. Both bases use complex sys-
tems of attractors—known as “light-
ning towers”—to tap into the constant
electrical activity in Venus’ atmosphere
for additional power.

Venus Luna Mars
Sol Earth Sol
Class 3 Class 4 Class 3
G1 (0.907) G1(0.16) G1(0.377)
R2 R3 R2
A4 A0 Al
P5(92) PO (0) P1 (0.007)
H4 (460) H1 (-153) H2(-23)
0.7 AU 1.0AU 15AU
12,130 km 3,476 km 6,794 km
2247days  365days  686.9 days
243 days 27 days 24.6 hours
177.33° — 25192

None None 2

Troops and equipment are rotated off
Venus on a regular basis, since the condi-
tions are destructive to both morale and
technology. Soldiers who survive work-
ing on Venus are often quite proud of it,
since the combat conditions are among
the toughest around. For some veterans
in both services, “surviving the goddess’
fury” is a badge of honor.

EUROPH

The surface of Europa, one of Jupiter’s
moons, is a nearly featureless expanse of
water-ice pitted by craters. The moon
has no atmosphere to speak of, but the
presence of so much water makes it
attractive. Additionally, Europa’s icy
surface conceals bio-metal debris in
some of its craters and crevasses. It is a
fairly easy matter to collect the debris
once it is found, provided that the other
side doesn’t make an issue over it. Aero-
space support is important on Europa,
since combat on the icy surface can
prove difficult at times.

Scientists in the process of studying
the moon have discovered that Europa is
the only other planetary body in the
solar system besides Earth to have liquid
water, hidden deep beneath the surface
ice and warmed by the moon'’s core. The
tantalizing prospect that this water may
contain some form of life has led to expe-
ditions to obtain samples. However, the
first attempt at a core-drilling by the
NSDF resulted in a CCA attack. The
Soviets assumed the NSDF was drilling
for a source of bio-metal buried beneath
the ice. For the time being, further inves-
tigations of Europa’s sub-surface water
are on hold.

Europa Io Titan
Jupiter Jupiter Saturn
Class 4 Class 4 Class 3
G1(0.135) G1(0.183)  G1(0.38)
R2 R2 R1
A0 A0 Al
PO (0) PO (0) P3(1.5)
H1(-153) H1(-143) H1(-180)
52 AU 52AU 9.5AU
3,138 km 3,630 km 5,150 km
11.8years 11.8years  29.5years
3.5days 1.7 days 15.9 days
None None None

American Razor

As lifeless and frozen as Europa, lo pre-
sents an additional problem for surface
operations. The Jovian moon is dotted
with numerous volcanoes that spew
molten sulfur from the moon’s core,
shooting hundreds of meters up from
the surface. The sulfur cools and falls
back to the surface of the planet like
snow, constantly reshaping Io’s land-
scape. Facilities on the moon use com-
plex drainage systems and protective
barriers to keep from being buried
by the sulfur “snowfall.” The soft sur-
face cover also makes looking for bio-
metal deposits difficult at best. Still, the

Soviet Tank
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Vehicle Skill
Scout Air
Tank Air
Rocket Tank Air
Turret Land
Light Tank Air
Bomber Air
Transport Land
Howitzer Land
Walker Land
Minelayer Air
Scavenger —
Recycler _—
Armory ==

Drv Acc Cruise Max
+2 300 1500 4000
— 100 1000 3000
— 100 1000 3000
— 40 100 130 ,
— 80 1000 3000
-1 100 700 3000
-1 50 500 - 1000
-2 50 500 1000
+1 50 100 250
— 100 400 800
—_ 100 500 1000
— 100 500 1000
— 100 500 1000

All vehicles are available only to the NSDF and the CCA, so they have no Availability or Cost.

Soviet Rocket Tank

evidence of such deposits keeps both
sides looking,

Small bases exist on Io, each near one
of the moon’s poles, since the tidal
effects of Jupiter’s massive gravita-
tional pull often cause Io’s equator to
expand and contract by as much as 100
meters. This frequent geological activ-
ity leads to ground quakes and instabil-
ity. Of course, the bio-metal deposits
seem most prevalent nearest the equa-
tor. Skirmishes and expeditions are
often forced to break off due to a quake
or eruption.

Soviet Light Tank
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TITEM

The farthest outpost of humanity in the
solar system is Titan, one of Saturn’s
moons. An NSDF expeditionary force
recently landed on Titan, remaining in
semi-regular contact with NSDF com-
mand on Luna. The transmission delay
from Titan is several hours, so communi-
cation is sporadic.

In addition to the slim possibility of
bio-metal deposits, Titan presents a great
scientific opportunity. Much of the expe-
ditionary force is composed of scientists
who are studying the surface and com-
position of Titan with the possibility of
terraforming in mind. Titan has an
atmosphere made up largely of nitrogen.
It is not unlike conditions on Earth
before the development of life. Titan also
has the hydrocarbon-rich elements that
are the building blocks of amino acids,
the first development of life on Earth. If
the oxygen currently trapped in water-
ice on the moon’s surface could be
released, it would be the first step
toward giving Titan a breathable atmos-
phere. There is also the tantalizing possi-
bility of life already existing somewhere
on Titan, although there is no evidence of
that so far.

The NSDF is aware that the Soviets are
also mounting an expedition to Titan. A
CCA ship is already on the way and will
arrive in about a month. The expedi-
tionary force is being encouraged to
complete their initial surveys as quickly
as possible. If they do get involved in a
conflict with the Soviets, they're basi-
cally on their own.

Type Dur Armor
@) 15/15/8 Light
A 25/25/12 Heavy
A 25/25/12 Medium
(©) 8/8/4 Light
G 25/25/12 Medium
G 20/20/10 Light
G 18/18/9 Heavy
G 20/20/10 Medium
A 22/22/11 Heavy
(@) 18/18/9 Medium
G 15/15/8 Medium
A 30/30/15 Heavy
G 25/25/12 Heavy

UEHICLES

Both the Americans and the Soviets used
bio-metal to build vehicles and ships at
PL 6. These vehicles are used in the secret
war between the two nations. All vehi-
cles use bio-metal armor, which is
roughly equivalent to polymeric alloy
armor (ALTERNITY Gamemaster’s Guide,
page 132). Weapons are described in the
Vehicle Weapons section. The names in
parenthesis following the vehicle type
are the nicknames for NSDF and CCA
versions of each vehicle, sometimes the
same name.

Scout (Razor/Flanker): An aerospace
light fighter plane, equipped with pow-
erful thrusters. It can turn on a dime and
has VTOL capabilities. It is only lightly
armed with two miniguns, intended pri-
marily for reconnaissance.

Main Tank (Grizzly/Czar): A main-
stay of NSDF and CCA forces. It has a
wide range of weapons and a powerful
thruster array. The main tank’s heavier
armor slows it somewhat, but it's still
quite agile on the battlefield. The tank is
armed with an AT-Stabber, a minigun,
and a mortar.

Rocket Tank (Wolverine/Tusker): The
rocket tank is similar to the main tank,
but carries lighter armor and a different
array of weapons. The rocket tank is
armed with missiles and proximity
mines.

Turret (Badger): The turret is a small
defensive unit, deployed to protect the
perimeter of a base. There it deploys its
STAB hooks (Stabilized Terrain-Adapting
Base) to secure it to the ground and



BT TLES0NE WERFPOMNS

Weapon Acc Range Type Damage AcdRd Md Clip Dur
187 SMG 0 150/600/1500  HI(p)/G 2d4+1w/3d4w/dém 4 A 15 3
AT-Stabber 0 200/800/4000  HI(p)/G d8w/dé+1m/d6+3m 1 3 10 3
Blast Cannon =1 250/750/2500  En(e)/G  dé+2w/d8+2w/d4+1m 2 F 20 3
MAG 0 75/150/250 En (e)/G déw/dé+2w/dém 1 F 15 3
Flash Cannon +1 300/800/3000  En(e)/G d6+2w/d8w/dém 1 F 12 4
TAG Cannon +1 500/1500/5000 HI(g)/G  dé+2w/d6+4w/d4+1m 1 F 10 3
AT-Super Stabber 0 200/800/4000  HI(p)/A d8w/d6+1m/d6+3m 1 F 8 5
Mortars -1 300/700/3000 HI(p)/A  dé6+1w/d6+2w/d4+1m 1 E 8 4
Missiles -1 500/1500/5000 HI(g)/G d8s/d8+1w/dém 1 F 6 2
Rocket Bombs =2 500/1500/5000 HI(p)/A d8s/d8+1w/dém 1 5 6 2
Mines 0 0 HI(p)/G dé+2s/d8w/d4+1m 1 F 8 3
Solar Flare 0 0 — — 1 F 8 3

All weapons are available only to the NSDF and the CCA, so they have no Availability or Cost.

provide a stable firing platform. It is
most useful along a canyon or pass
where it has a full arc of fire and cannot
be outflanked by attackers. The turret is
armed with a standard minigun.

Light Tank (Bobcat/Stoli): A less
powerful, older version of the main
tank. The light tank served as the
NSDF’s main tank during the establish-
ment of the bases on Luna, but has
since been replaced by a more
advanced model. Still, the light tank
remains a low-cost, reliable unit. It is
armed with an AT-Stabber, missiles,
and a solar flare.

Bomber (Thunderbolt/Grendel): The
bomber is a fast-strike cruiser. It carries
powerful rocket bombs for strafing
attacks against enemy ground targets.
The bomber is designed not for extended
battles but for quick strike-and-retreat
missions.

Transport (Tracker): The Tracker is a
heavily armored personnel carrier for
deploying ground troops. It is escorted
by other vehicles, since it carries no
weapons of its own.

Howitzer (Longbow): A mobile how-
itzer that fires mortar shells.

Walker (Sasquatch/Golem): The
walker is one of the prime weapons of
both forces. This vehicle appears roughly
humanoid, with weapon-mounts for
two AT-stabbers and a MAG gun or
Flash Cannon. -

Minelayer (Unabomber): This vehicle
is a defensive vehicle with one purpose:
it drops an array of smart-mines that do
not detonate in proximity to friendly
vehicles.

Reclamation Unit (Scavenger): Scav-
engers are automated vacuum cleaners
that roam the battlefield, gathering scrap
from damaged vehicles and bio-metal
deposits.

Mobile Bio-Metal Fabricator (Recy-
cler): The Recycler is a mobile, auto-
mated construction factory, capable of
rapidly turning out any of the vehicles
programmed into its memory systems
using its internal supply of materials
and those gathered by Scavenger units.
Recyclers provide new vehicles to main-
tain bases when supplies may take
weeks or months to reach them. They
also allow planetary bases to put gath-
ered bio-metal “to work” immediately.

Supply Launch (Armory): An
Armory is similar to the Recycler but
produces weapons, ammunition and
spare parts. It also serves as a mobile
satellite communications link for other
vehicles.

VEHICLE WERFPDMNS

187 SMG (Standard Mini Gun): A
rapid-fire, small-projectile machine gun.

AT-Stabber: Short for Anti-Tank Stab-
ber. Fires a high-speed shell.

Blast Cannon: Fires a short but pow-
erful laser burst.

MAG (Magnetic Acceleration Gun): A
charging magnetic acceleration gun that
fires bursts of magnetic energy.

Flash Cannon: The flash cannon fires
a concentrated beam of microwaves at
its target.

Automated Targeting Gun (TAG
Cannon): The TAG cannon fires off hom-
ing ordinance into the skin of its target,
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then fires a salvo of guided missiles that
lock on to the homing signal.

AT-Super Stabber: Fires an advanced,
high-explosive stabber round.

Mortars: Mortars are indirect-fire
munitions designed to explode on
impact.

Missiles: Guided air-to-air missiles
armed with explosive warheads.

Rocket Bombs: Powerful, unguided
missiles with more explosives.

Proximity Mines: Mines do not ex-
plode until they detect an enemy vehicle.

Solar Flare: A specially modified mine
that gives off a plume of superheated gas
that attracts heat-seeking missiles.

What surprises await interplanetary explorers?

cCameaIsn MODELS
The Battlezone setting presents several
different possibilities for ALTERNITY cam-
paigns. The three most compatible cam-
paign models are Military, Intrigue, and
Exploration.
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The military model is the most obvious
- type of Battlezone campaign. The heroes
are soldiers serving the NSDF or the
CCA in the secret war over control of the
bio-metal resources of the solar system.
Their missions take them to different
planets and battlezones, where they
fight the enemy to gather the largest
amount of bio-metal debris.

Combat Spec heroes are clearly the
best suited for this campaign model,
but there is also a strong need for Tech
Ops as pilots, technicians, engineers,
and scientists, along with Free Agent
scouts. Diplomats have less of a role in
a military campaign, but a Diplomat
with a secondary profession of Combat
Spec or Tech Op could still prove use-
ful, especially if a battle comes down to
a delicate negotiation between the rival
parties.

INTRIGUE

The Battlezone setting offers many possi-
bilities for intrigue and espionage. The
Cold War on Earth is in full swing, with
all the spying and action between orga-
nizations like the CIA and KGB that
existed in real history. On top of that are
the secret activities of the NSDF and
CCA. The Americans and Soviets pos-
sess secret technologies far in advance of
the other nations on Earth. Spies work to
infiltrate the other nation’s organizations
to gather sensitive information. Agents

from other nations may also spy on the
Americans and Soviets to discover the
truth about their secret space program.
One interesting campaign premise is to
start the heroes with no knowledge of
the secret space war and allow them to
uncover the truth through their investi-
gations. One of the two factions must
recruit the heroes or kill them to protect
their secrets.

Free Agent heroes shine in an intrigue
campaign, but Diplomats are common
as well, especially if they have Free
Agent as a secondary profession. Com-
bat Spec heroes can be elite commandos
and special forces, while Tech Ops are
specialists in surveillance equipment
and electronics.

EeLORSTION

In addition to the battle for control of the
bio-metal, the NSDF and the CCA are
exploring the solar system. They already
have bases established on distant plan-
ets, and many different scientific projects
are underway. Heroes can explore the
surface of the Moon, map the canyons of
Mars, seek life under the ice of Europa,
or join an expeditionary force and
become the first humans to set foot on
mysterious Titan. Explorers have to deal
with the harsh and challenging environ-
ments of other worlds. They may also
discover more than they expected. Per-
haps the bio-metal is only part of the
alien technology scattered across the
solar system. Explorers might discover
alien artifacts or evidence of life on other
planets. They might also stumble into
actual members of the race that created
the bio-metal and initiate first contact
with them.

Tech Ops are the natural profession for
an exploration campaign. The skills of
Free Agents may also come in useful.
Combeat Specs provide protection against
military threats during the expedition,
and Diplomat heroes can deal with
appearances by the opposition, or with
unexpected contact with an alien race.

~N

Steve Kenson is a freelance author and long-
time science-fiction fan. He fondly recalls
learning how to play Space Invaders and
BattleTech®. Somehow he always ends up
converting his video games into RPGs.
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By Mathew Guss

By Peter Delgado, Jr.
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The UNSPe2kabie 0af Dby John Kovalic

- z
THE GOOD NEWS 1S =
YoU'VE WoN THE WAND OF CB
TWE PRINCESS ANp WALF of THE £
KINGDOM . TUE BRD NEW S 1S, §

A<\ ALORDING To THE ENDANGERED
\_ SPedES AT. J %
SE——— /\‘ §

“Yes. my last name is still "Charming.” but I'm the
king formerly known as Prince.”

“That does it! We're getting an evil cleric!”
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Zinights of the [Elinner [Hable"

BY JOLLY R. BLACKBURN
STORY SUGGESTED BY TRISTAN EIFLER

S0 1 GUESS IT'S A DRAW, HUH?

Y, THE ORC SLAVERS YELL OUT ACROSS
Cpagd DAMN, | DONT UNDERSTAND WHY

THE BATTLE FIELD, "LET US RECOVER OUR

DEAD AND WOUNDED, AND WE WILL THESE GUYS WOULDNT BREAK!
M THE AREA!" ORCS ARE USUALLY HXT-
WITNDRAW FRO AND-RUN TACTICIANS!/
YOURE KIDDING! YEAH, I'M DOWN ONLY 18
I'M DOWN TO & HXT- TO 10 MYSELF! LEFT HERE!
POINTS!' | THOUGHT

| WAS A GONER!

WELL, WERE N NO POSITION T0 KEEP FIGHTING!!
I YELL BACK THAT WE AGCEPT THEIR OFFER, BUT I'M
LOADING MY GROSSBOW OF SLAYING WITH A

BOLT OF SKEWERING JUST N CASE/

ANORG | MGONG TO TAUNT THEM AND
DETAIL MOVES | GLOAT AS THEY REMOVE
OUT ONTHE FIELD | THERDEAD!! THAT'S MINVS

TO GATHER FIVETO THER HONOR!!
THE DEAD!

B.A, MY BARD CLIMBS UP ON THE PARAPET AND PASSIONATELY PLAYS THE FUNERAL
SONG "ODE TO THE FALLEN BRAVE' ON MY BAGPIPES. HOPEFULLY, THE ORC
LITTER-BEARERS WILL HEAR IT AND KNOW IT'S A TRIBUTE TO THEIR DEAD COMRADES!

WAA _ WHAT?? YOURE WHAT

DAMN!! HER SONG WILL CANCEL

HMMM . TLL RULE THE 2 AVES? OUT THE AFFECTS OF OLR
ORGS HEAR THE SONG Mm“fd%”f,gs' e TAUNTING AND GLOATING'/ | IDONTCARE/STOP  YEAM!! THEYRE
AND PAUSE TO LISTEN!! & / , .| WITHTHE FREAKIN ORCS, FOR CRY-

MY BARD IS A FURTHINGTON
HIGHLANDER —OUR ENTIRE CULTURE IS
BASED ON THE WAYS OF THE WARRIOR. IT IS OUR
CLISTOM TO HONOR THOSE WHO FALL IN BATTLE,

EVEN THOSE OF THE ENEM Y/ :

PLAYING/ YOURE NG OUT LOUD!

THE LITTER-BEARERS ARE VISIBLY WEEPING AS THEY MOVE ABOUT THE FIELD
AND LOAD THE BODIES. SUDDENLY YOU SEE A FIGURE N CEREMONIAL CLIMB
OVER THE STONE WALL AND APPROACH—IT IS THE ORC CHIEFTAIN

THE CHIEFTAIN? NO WONDER THE ORG.S WOULDNT BREAK AND RUN!!
YOU MEAN THE BXG A GHIEFTAIN GIVES THEM +10 TO MORALE/
GUY HIMSELF?? i

DAR-KANG??!! WOW!:

HE IS WAVING A WHITE FLAG AS HE
APPROACHES YOUR POSITION CAUTIOUSLY!!

.' | MOTION FOR THE OL' BOY TO
| APPROACH FURTHER!! THEN | WASTE
HIM WITH MY CROSSBOW!!

00D Jos, BoB!!

AN UNARMED CHARACTER

WHAT THE HELL DO YOU THINK YOU'RE DOING, BOB? THE GUY WAS UNDER A FLAG OF TRUCE'/

| FELT THREATENED! AFTER ALL, HE WAS THE ORG CHIEFTAIN!/

WELL | DONT THINK A LAWFUL GOOD  SORRY, MY DWARF IS COLOR BLIND!' LOOKED
CHARACTER WOULD JUST "WASTE' LIKE AN ORKIN WAR BANNER TO ME! THESE

THINGS HAPPEN IN THE FOG OF WAR!!
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COME OFF IT, BOB! DON'T INSULT MY INTELLIGENCE!! HE WAS OBVIOUSLY
UNARMED AND WANTING TO TALK! | WARNED YOU GUYS | WAS GOING TO START
PENALIZING YOU FOR ALLGNMENT VIOLATIONS' YOU JUST
LOST TEN THOUSAND EXPERIENGE POXINTS!! TAKE EM OFF!!

THAT'S NOT FAIR!! YOU NEVER SAID THAT DUDE
P’-N }@U&? WAS UNARMED! AND YOU NEVER SPECIF-
B el CALLY SAID IT WAS A FLAG OF TRUGE/

DAVE MAKES A GOOD POINT!/ ACCORDING TO THE RULES
OF FAXIR PLAY (APPENDIX R OF THE HACKMASTER
GM'S GUIDE), THE GM MUST CLEARLY DESC!
ALL PERTINENT INFORMATION IN ANY ENCOUNTER!

YOU NEVER INDICATED THAT THIS
DUDE WAS UNARMED (R
__~ THAT HE LAID DOWN HIS
i WEAPONS BEFORE APPROACHING!
THEREFORE HIS INTENT WAS OPEN
TO INTERPRETATION! YOU CANT
PENALIZE BOB FOR ASSUMING HIS
INTENT WAS HOSTILE!!

NO WAY!! EVERYONE KNOWS WHAT A WHITE FLAG MEANS!
EVERYONE'/ YOU CANT USE SOME OBSGURE RULE IN SOME
OBSCURE APPENDI X TO GET OVER ON ME! | MEAN IT!!

YOU TO THE HACKMASTER
ok roR Youn  PLAYER'SASSOCIATION!!
AGAINSTUS!!

BE A MAN! YOU'RE WRONG!!
ADMIT IT, YA BIG BABY!!

OH FOR THE LOVE OF GAWD!! ALL RIGHT, ALL RIGHT. I'LL LET
YOU SLIDE THIS TIME! BUT THIS IS THE LAST TIME!!

YEAH, YEAH, WHATEVER!! HEY THE ORCS SHOULD GET A -25 ON
THEIR MORALE CHECK UPON SEEING THEIR LEADER CUT
DOWN IN GOLD BLOOD!! ROLL TO SEE IF THEY BREAK AND RUN!!

| PUT AWAY THE BAG

| 1G0T DIBBS ON THE ORKIN PIPES, BA. (SI6H)

WAR BANNER!!

BOB, FOR THE LAST TIME, YOU CANT AFFORD

a

y £ BP

s,

YOURE WHACKED! ! WERE
FILTHY RICH!! THOSE ORCS

LEFT A FORTUNE BEH| YOU WERE ACTUALLY PICKING IT UP
TO STAY AT THE TADED NXCKEL INN! WHEN THEY mawasﬁ TAKING IT WITH mwmgwmrm«.ﬁ??
n;lo_ie Y&uu OFFAIR m: WORK ugorTrH WAYS. A
AND FOR THE LAST TIME I'M TELLIN' YA NUST DECLARE ANY ACTION, OR IT DOESNT
| CAN! 'M FIRK DING BLASTED e HAPPEN!! YOU LEFT THAT GOLD BEHIND!
LOADED! MY SHARE ALONE FROM ORKIN DOWN RIGHT HERE
BOOTY WAS 125,000 GPS, You Ipiot!! - ON MY SHEET! (GULP) HE'S RIGHT! WE NEVER

HA HA! (SNORT) AND BY THE TIME YOU CAN MAKE IT BACK TO THE BATTLE

FIELD, IT'S ALL GONE!/ HEE HEE HOO!! | WISH YOU GUYS COULD SEE THE

LOOK ON YOUR FACES! YOU NEVER SAW IT COMING!! (SNICKER) OH GAWD, I'M IN
TEARS. YOU IDXOTS LEFT ALL THAT GOLD SITTING THERE!! HA! HA!

SORRY GUYS, YOU SCREWED UP!! YOU DECLARED
YOU WERE PILING VP ALL THE TREASURE YOU
FOUND ON THE BATTLE FIELD, BUT YOU NEVER

HUH? LEFT SAID WE WERE PACKING IT U
IT BEHIND?? AND TAKING IT WITH US!

ST :
THIRTY MINUTES LATER...

| GOING TO HAVE
TO LEARN, THAT A
GOOD GM NEVER
GLOATS WHEN
HE GETS THE BEST

O  OF HIS PLAYERS!

Knights of the Dinner Table™ © kenzerCo 1998 + Internet: http://members.aol.com/relkin/kenzerco.html

Send story ideas to jollyrb@aol.com or KODT, 1003 Monroe Pike, Marion, IN 46953
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The Scarlet Brotherhood
An AD&D® GREYHAWK® Accessory
By Sean Reynolds

The shadowy
villains of the
GREYHAWK setting
take center stage
in this must-have
sourcebook. Once
they worked in
hiding, manipu-
lating the fate of
the land from the shadows through
assassination and espionage. Now the
Scarlet Brotherhood emerges to spread
fear and terror. This product also fea-
tures the return of the Monk and
Assassin character classes.

$17.95/$26.95 CAN

TSR 11374

ISBN 0-7869-1374-6

RPGA® TSR® Jam 1999
An AD&D Adventure Anthology
Edited by John Rateliff

This anthology
collects the best of
the ADVENTURER'S
GUILD" retail demo
adventures from
1998. Each adven-
ture provides a
taste of a different
game system and
setting, from the AD&D game to the
ALTERNITY” Science Fiction Roleplaying
game. It features action in a variety of
settings, including the FORGOTTEN
REALMS®, DRAGONLANCE®, GREYHAWK,

116 - MARCH 1999

PLANESCAPE®, and RAVENLOFT® campaign
worlds.

$12.95/$18.95 CAN

TSR 11445

ISBN 0-7869-1445-9

FanTAsTIC FOUR™ Roster Book
A MARVEL SUPER HEROES™ Accessory
By Richard Dakan and Jack Emmert

The heroes of the World’s Greatest
Comics Magazine come to life! The ros-
ter book features descriptions for more
than one hundred friends and foes of
the FANTASTIC FOUR. From the Mole
Man to Galactus, this guide for fans of
Marvel Comics and the FANTASTIC FOUR
offers up-to-date facts on Marvel’s
hottest heroes, villains, and story lines,
Uses the SAGA® game rules.

$18.95/$27.95 CAN

TSR 11320

ISBN 0-7869-1132-0

Storm at Eldala
The Harbinger Trilogy, Book 2
A STAR*DRIVE™ Novel,
By Diane Duane
New York Times best selling author
Diane Duane continues the story begun
in Starrise at Corrivale. As Gabriel Con-
nor and his com-
panion Enda
scratch out a living
among the danger-
ous stars of The
Verge, they stumble
upon an astonish-
ing revelation from
the depths of time.
$5.99/$7.95 CAN
TSR 21334
ISBN 0-7869-1334-7

Outbound: An Explorer’s
Guide
A STAR*DRIVE Accessory
By Ed Stark
Outbound contains
full descriptions of
new systems and
planets to add to any
STAR*DRIVE cam-
paign. Each system
description includes
adventure material
to draw curious heroes to the new, alien
worlds, and the Explorer’s Guide sec-
tion expands on the existing rules for
cataloging and exploring new territory.
$18.95/$27.95 CAN
TSR 11339
ISBN 0-7869-1339-8

The Rose and the Skull
Bridges of Time Series
A DRAGONLANCE Novel
By Jeff Crook
Shattered by the
destructive Chaos
War, the Knights of
Solamnia look to
the Knights of
Takhisis. The
alliance forged
during the last
days of the Chaos War is renewed, but
when the grandmaster of the Knights of
Solamnia dies, the existence of the
Solamnic Knights is challenged.
$5.99/$7.95 CAN
TSR 21336
ISBN 0-7869-1336-3

Evermeet: Island of the Elves
A FORGOTTEN REALMS Novel
By Elaine Cunningham

A paperback reprint of the saga of
Faertin’s elves, from
their beginnings in
the dawn of time to
their hour of greatest
need. When Ever-
meet, the elven home-
land, comes under
devastating attack,
Queen Amlaruil’s
sacrifice holds the last hope of safety.

$6.99/$8.95 CAN

TSR 21354

ISBN 0-7869-1354-1




Spectre of the Black Rose game scenarios. The all-new D&D®

A RAVENLOFT Novel game makes a great gift for parents to
By James Lowder give to their kids, as it encourages
In this chilling teamwork, reading, social interaction,
sequel to the best- and imagination. Players can start
selling Knight of the with this game, or they can advance to
Black Rose, Lord this product from the D&D Fast-Play
Soth, an important Games. It’s perfect for younger players
character in both or anyone who loves fantasy and
the DRAGONLANCE adventure but has never played any
and RAVENLOFT set- Dé&D games before.
tings, fights to keep his reign of terror $9.99/$14.99 CAN
from crumbling. TSR 11450
$5.99/$7.95 CAN ISBN 0-7869-1450-5
TSR 21333
ISBN 0-7869-1333-9 Axe of the Dwarvish Lords
An AD&D Adventure
The Accursed Tower By Skip Williams
An AD&D FORGOTTEN REALMS This high-level
Adventure adventure in the
By R.A. Salvatore tradition of The Rod
Go north to - of Seven Parts and
Icewind Dale, Return to the Tomb of
home of the Horrors involves the
famous drow most powerful arti-
ranger Drizzt fact of the Dwarven
Do’Urden, for an Clans! Features a wealth of back-
action-packed ground information, plenty of maps
adventure for low- and DM advice, and a massive dun-
level heroes. Most thought the geon-crawl through an abandoned
Accursed Tower was destroyed. All dwarven stronghold that will keep
knew it had been lost long ago. Now a player groups busy for weeks to
small group of heroes must venture come. For 13th- to 15th-level player
into its long-hidden ruins to discover characters.
the treasures and dangers that await $26.95/$39.95 CAN
them in the frozen north. TSR 11347
$9.95/$14.95 CAN . ISBN 0-7869-1347-9
TSR 11337
ISBN 0-7869-1337-1 The Glass Prison
An AD&D FORGOTTEN REALMS Novel
By Monte Cook
APRIL From the most
popular AD&D
DunGeons & DRAGONS® game campaign setting
By Bill Slavicsek comes the story of
Enter a world of Vheod Runechild—
adventure with the half human, half
undisputed king of fiend—and his
fantasy, the flight from the
DUNGEONS & abyss. On a quest

DRAGONS game! This
exciting game of

to find his human nature on Toril,
Vheod discover that the dangers from

combat and adventure comes with the nether region respect no worldly
everything needed to play in one box. =~ boundaries.

Individual hero folders allow players $5.99/$7.95 CAN

to create unique characters. Includes TSR 21343

an adventure book full of exciting ISBN 0-7869-1343-6
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coming
Attractions

Cover by Todd Lockwood

Mage vs. Machine

By Bruce R. Cordell

The Barrier Peaks cyst was only the
beginning. Now the machines are
overrunning hundreds of AD&D
worlds, yours among them!

Little Tomb of Horrors

By Aaron Williams

Nodwick and company delve into the
tomb of Acererak the Undying.

Wizard Societies

By Lloyd Brown III -

So what if the Kiwanis Club snubs
your Wizard? There are plenty of
organizations for spellcasters.

Land of Spectres

By James Lowder

Four new characters by the author of
Spectre of the Black Rose.

No One Can Hear You
Scream
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Tangents
An ALTERNITY Accessory
By Bruce R. Cordell

Imagine a world, parallel to ours,
where the Roman Empire never fell ...
or where intelligent dinosaurs rule
continent-spanning empires ... or
where a nuclear exchange between
superpowers has reduced the popula-
tion by 90%.
Tangents allows
ALTERNITY game
players to realize
all these worlds
and more! Also
includes com-

plete rules for
dimensional
travel, play tips, adventure hooks to
get the Gamemaster started, and infor-
mation on how to incorporate dimen-
sional travel into any campaign.

$18.95/$27.95 CAN

TSR 11352

ISBN 0-7869-1352-5

Threats from Beyond
An ALTERNITY STAR*DRIVE Accessory
By Bill Slavicsek

Threats from Beyond reveals the
details of an emerging alien
conspiracy,
adding unique
campaign oppor-
tunities to any
STAR*DRIVE cam-
paign. The book

——

,
Threats Framm

|
geyond l‘

ncludes new
aliens, adventure
hooks, and
plenty of expansion material.

$18.95/$27.95 CAN

TSR 02815

ISBN 0-7869-1218-9

Fantastic Voyages
A MARVEL SUPER HEROES Adventure
By Mike Selinker and Teeuwynn
Woodruff

This adventure anthology features
the FANTASTIC FOUR, with situations
ripped from the pages of the World’s
Greatest Comics Magazine! The
MARVEL SUPER HEROES Adventure
Game is hot, and this product
promises to add to the anticipation as
the heroes face the villainous

, tus! Each adventure

escapades of Doc-
tor Doom, the
Skrulls, and even
the planet-eating
menace of Galac-

provides an
evening of fun, or
they can be com-
bined into any
ongoing Marvel
campaign.

$8.95/$12.95 CAN

TSR 11330

ISBN 0-7869-1330-4

MAY

Priest’s Spell Compendium,
Volume One
An AD&D Game Accessory
Edited by Jon Pickens

It begins here—the monumental
task of collecting
every official Priest
spell for the AD&D
game from a wide
variety of sources,
including many
tomes that are now
out of print! All
spells have been updated so they can
be included in any AD&D game. This
is the official reference book and defin-
itive source for Priest spells in the
AD&D game.

$24.95/$36.95 CAN

TSR 11359

ISBN 0-7869-1359-2

Children of the Night: Created
An AD&D RAVENLOFT Adventure,
By TSR Staff

Thirteen
golems—each a
unique and horrify-
ing creature con-
structed of myriad
materials—are pre-
sented with com-
plete descriptions
and short adven-
tures. This is the fourth release in the
Children of the Night series, based
upon the tremendously popular Van
Richten’s Guides.




These terrifying creatures fit easily
into an ongoing RAVENLOFT campaign
or any AD&D game setting. Suitable
for all player character levels.

$18.95/$27.95 CAN

TSR 11360

ISBN 0-7869-1360-6

Starfall
A STAR*DRIVE Anthology
Edited by Martin H. Greenberg

A collection of
short stories reveal-
ing TSR’s new and
exciting SF setting.
Contributing
authors include
Robert Silverberg
and Karen Haber,
Robin Wayne Bailey,
Gary Braunbeck, Matthew J. Costello,
Diane Duane, William H. Keith, Kris-
tine Kathryn Rusch, Dean Wesley
Smith, Michael A. Stackpole, and
many other noteworthy SF writers.

$5.99/$7.95 CAN

TSR 21355

ISBN 0-7869-1355-X

DRrRAGONLANCE Classic 15th
Anniversary Edition
A DRAGONLANCE Adventure, based on
the original DL 1-14 modules.
By Steve Miller and Stan! Brown
This special col-
lection invites fans
old and new to play
the adventures that
launched the
DRAGONLANCE saga.
Fifteen years ago,
the fourteen-part
DRAGONLANCE adventure cycle rede-
fined roleplaying adventures and
laid the foundation for one of the
bestselling fantasy settings of all
time. This anniversary edition puts
the classic adventures back into print
for the first time in years, offers
material never before presented in
adventure form, and contains infor-
mation for using the adventures with
either the AD&D game or the SAGA
rules. The DRAGONLANCE Classic 15th
Anniversary Edition has been revised
to afford greater flexibility of play.
DMs can recreate the original

Chronicles trilogy by Margaret Weis
and Tracy Hickman or let their
players create new heroes to blaze
their own legends across the world
of Krynn.

$25.95/$37.95 CAN

TSR 11350

ISBN 0-7869-1350-9

Reavers of the Blood Sea
The Chaos War Series
Richard A. Knaak

During the
hottest summer in
memory, minotaurs
fight against the
Knights of Takhisis,
into whose hands
their god Sargonnas
has delivered them. In the midst of
the conflict, the armies of Chaos
plunge into the heart of Ansalon.
Now the minotaur warrior Aryx
must unite his people and their
enemy, the knights, against the mon-
strous servants of Chaos. If he suc-
ceeds, the two sides may forge a
bond that will change Krynn for all
time. If he fails, then they will all
perish.

$5.99/$7.95 CAN

TSR 21345

ISBN 0-7869-1345-2

Dream Spheres
A FORGOTTEN REALMS novel
By Elaine Cunningham

Welcome to
Waterdeep,
the City of Splen-
dors. Here, every-
thing imaginable is
for sale. Even
dreams can be pur-
chased, if one is -
willing to pay the price. When the
sale of Dream Spheres threatens the
life of his newfound half-sister,
Danilo Thann joins forces with Arilyn
Moonblade to uncover the source of
this deadly trade. Their search leads
them into the dark heart of Water-
deep, and to personal secrets that
could destroy them both.

$5.99/$7.95 CAN

TSR 21342

ISBN 0-7869-1342-8
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Eye of Myrkul

By Eric L. Boyd

Retrieve the bones of a dracolich from
a sunken temple in the climax to the
five-part Mere of Dead Men series.
An AD&D FORGOTTEN REALMS®
adventure for levels 6-8.

The Setting Sun
By Andy Miller ok
Newtemple has repelled attacks from
the Pomarj, but can it survive a threat
adventure forlevels 5-7. '
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by Stephen Kenson

J. Robert King loves books. “Since fourth
grade I've known [ wanted to be a writer.
Since that time I've been writing books. I
wanted to be a writer because of The
Chronicles of Narnia (by C.S. Lewis). A
teacher read one of them to us in third
grade, then my family moved, so I spent
a summer at my grandparents” house in
Bloomington, IL. There was no air condi-
tioning and not a lot to do, so I thought
I'd check out the rest of the books. I
loved them so much; they provided
such an escape. I really wanted to be
able to create that sort of escape for other
people. They were the sort of fantasy
that first got me excited about writing.”

Born in Phoenix, Arizona, King did a
lot of his growing up in northwestern
Indiana, in the shadow of Chicago. He
majored in Theology and the Humani-
ties at Valparaiso University in Indiana.
After working for two years as an editor
with a nonfiction publisher, King took an
editing job at TSR, Inc. He wrote his first
novel, Heart of Midnight, soon afterward.

King treasures his early work, such as
Rogues to Riches and Summerhill Hounds,
for TSR’s First Quest line of novels,
intended for younger readers. “They’re
two of my favorite books,” he says, “but
probably read the least. I think when we
write for the older, mainstream audience
we tend to make it gritty to convince
people that these aren’t fairy tales but
“real” fantasy. I felt obligated to write
something more optimistic, hopeful, and
beautiful. It was a switch from writing
two RAVENLOFT® books.”

King is best known for his work in the
RAVENLOFT setting, with Heart of Mid-
night and Carnival of Fear. His other work
includes the DRAGONLANCE® novel Vinas
Solamnus and the Blood Wars Trilogy for
the PLANESCAPE setting: Blood Hostages,
Abyssal Warriors, and Planar Powers. For
the latter novel, he won the 1997 Origins
Award for best game-related fiction.

When asked about the success of his
novels, King responds, “I think people
read the books for different reasons than
I write them. With each one I think I'm
trying to say something true. Saying
something true about the human experi-
ence, even if it’s about elves, dwarves,
and dragons, is an important and diffi-
cult thing to do. I also think readers like

the sense of experimentation. I've
always enjoyed that in writing: not
telling the story in the same way but
telling a different story in a different way.

“Planar Powers is the third book in a
very strange trilogy. The thing about that
book is its sense of experimentation and
humor. In writing it, I decided I wanted
to write a book backward, starting broad
and ending very narrow, a complex
thing that became more simple. The first
book is a tragedy, in which the charac-
ter’s flaws lead to his destruction. The
second book is a passion play, in which
the character is redeemed by the sacrifice
of another, and the third book I wrote as
a comedy, in which the flaws of the
character lead to his salvation.”

With the success of his writing and
with two young sons (ages three and
one), King chose to leave his editing
position and write full-time. His latest
projects are ambitious.

“My next book is Time Streams for the
Magic: the Gathering* setting (available in
February 1999). After that is a Magic
trilogy called the Phyrexian Cycle. It's a
trilogy that culminates two major cycles
in the Magic line. One is The Urza Cycle,
which began with Jeff Grubb’s book The
Brothers” War. Urza’s character arc comes
to a culmination. The other is The
Weatherlight Cycle, which began with
the anthology Rath and Storm.I'm very
pleased to write the books that bring
those two cycles to their culmination, a
massive invasion of Dominaria. Aside
from that, I can’t give away too much.”

In addition, King is working on a
fantasy novel for Tor Books. “The book
I'm writing right now is called Mad
Merlin, coming out in 2000. It's an epic
Arthurian book about the life of Merlin.
At the start, Merlin is a mad amnesiac.
Through the story and his relationship to
Arthur, Merlin begins to recover his
memories, and the reader learns what
he learns. This is the coming-of-age
story of Arthur and Merlin; both start
out basically as infants and grow
through the story.”

Even after so many novels, King
hasn’t lost his love for experimentation
and surprises. “The thing with my books
is, if you think it'’s weird now, wait a
couple of pages. It gets weirder.”
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For CC2 and Campaign Mapper users

DD2 has over 400 stunning symbols to make dungeon
maps and floor plans beautiful. There are symbols
for devious traps, doors, windows, strange statues,
temple features and many others. You can create
simple, distinctive generic maps or create professional
quality full colour artwork for RPG publications.

Dungeon Designer 2 is USS36.95 in the US and Canada, £24.95 in the rest of the world.
Upgrade for DOS users of Dungeon Designer US$27.95 in the US and Canada, £18.95 elsewhere.

TO ORDER
If your retailer does not stock Dungeon Designer 2
Internet go to ProFantasy's website at http://www.profantasy.com
In the US and Canada phone 1-800-841-1487 (Shipping $7.00, Rush Shipping $12.50)
Elsewhere phone UK 0171 738 8877 or fax UK 0171 738 8282 (£5.00 P&P UK, £10.00 elsewhere)

For CC2 users

A single button click takes you to a new set of menus
and icons that give you walls, easy corridors, t-junctions,
crossroads as well as shortcuts to the different symbol
catalogs. Break doors into walls with ease. DD2 has an
optional "tiled" approach to building dungeons and
dungeon sections that lets you prepare and print a
dungeon design in minutes.

L Questions?
e-mail dd2@profantasy.com or call our pre-sales enquiry line on 1-800-281-2411 8AM-8PM Hawaii Standard Time

1 Requirements
DD2 requires Campaign Cartographer 2 or AD&D" Core Rules 2.0 Campaign Mapper.
System requirements are any PC that runs Windows™ 95/NT4/98 and an 800x600 display

Tl’uz. cle.sign revolution g0es unclergrounc“

Campaign Mapper, AD&D and Core Rules 2.0 are trademarks owned by TSR. Windows is a trademark owned by the Microsoft Corporation.
Other trademarks are owned by ProFantasy Software Ltd.
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Imagine m like no other... Inhabited by 12 races of people in 3 vast cities age#d3 outlying towns, !
and over 400 creatures roaming plains, caverns, forests and swamps... Where&ou can be more than |
you ever dreamed, with abilities developed from a range of 50 intricate skills iff 30 unjque and detailed
guilds. Imagine virtual existence where the degisions yoyfmake mold not only'ygurseff, but your world

| dfladventure, magic,intrigue and conquest,

ssy lt's out there, right now, waiting for you...

l !

surviving on the fragile edge between light and darkfe
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