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I Hearth & Sword i " \xﬁj ey

fan Malcomson
Dieities and specialty priests fora
Dark Ages campaign.

A4 The Deridian
Lesser Gods

Andy Milley
The first in a three-part series.

[l Bazaar of the Bizarre
54 Hﬂiﬂ' E"!S Tru“]l] Mot every “cursed” magical ilem
Janes Whalt

Wiirriors of Heaodn lets you play
celestials, but how can vour mortal
PCs count on their help?

il Wyrms of the West

Charlie Martin ool Hﬁ Dungeon Mastery

More Ui'}lin‘.l"—- for Yo Coetet! |JI,'-]"|."ll.ll'.l.'.!:-. {im:l‘mign. Tieedl of hustling back b town just o reise the dead
PCe? Putba little “MNew Life” into vour
resurrechons, Rod Mesk

15 useless, Some ane “Blessings in

Dhisgrunse.” e Broti I

Ez Giants in the Earth
Titamia, Oberon, and Puck are the main
powers of “Shakespeare’s Fairy Court.”
Carrie Debriz

b4 Dux Bellorum

B Booa
Arthur's legend continues to unfold bafore
Orion the Hunter.

[I 2 i THE Wyne's Tugs™
The Blink of an Eye DAL oot s
Steven Kenson I e e,
They might look like lizards, DUMGEONCRATT . . . .. . -G
but don't mistake the t'sa for beasts, GAGEATVIGE e o o
[ T B
ROETAIOELS & v ohs 0 s
CONVENTION CALENDAR

1 "3 l]ﬂSlﬂl.[[Ih[ DRAGONMIRTH .. ..
h—'j':i'r MZI-.I'?J?]I” Quit‘.ﬁ. .KI\-IIGH TS0OF THE ]
He bBeat all the heroes once. [SR” PREVIEWS . . ...
Do vou dare bring him back for an encore? PROFILES .. ooun i,

Michuael Sutfin's paisitings continie o amaze s, His reseanch and attention to detail ane second b nome,
his Jigrhting models his subpocts modrmatio vel bolisdble weavs, Michae remates a credif lohis
cullesee pood Mark Nelzon, whose work also appears in this issue {The Slink afan Sy, page 925
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'AD&D Forgotten Realms’
The Wyrmskull Throne
Steven B Schencd
‘Bulventure:

Take a deap breath and bid the suifice
world goodbye, Far helow: The Sea of Fallen
Suars lies The Wyrmskull Throne, an artifaci
ol powerin dite need ol recovering: This .
companion adventure o e Sen nfﬁri!m
_.'.'nrur.s intended for characters level+l 1 i
Will yatrrise friomphant

or Sld‘p‘_hl._im:d it depths?

IN STORES NOW!

AD&D

Councilof Wyrms
Bill Slavicsek
Gampdign Ciption

'l'r.li'lc'iu-.}'L:ur swirds and armor fora
withering bréath weapon ancd seales ol ivon,
Iestinie to play the dragon ora change!

* This atoessony mchudeseverything ]1n|..|.'|.rt'ri.

and Ds alike nevi w et up and playin
t]T-I}j_UrI:lJ.!hE[I campalgn, Includes rules fof
ereating and plaving dragons, new character
tvpes. backpround material, and a series of
adventures designed to challenge even L]'H_
mightiest

of Wyrms,
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3rd Edition!

frer a Full vear of hints, carefully couched Cuestions of Hie Month in
“Forum,” and biting our tongues when asked point-klank whethear
there'll be a 3rd Edition of the ADvanorn Dunceoms & Diracons!
game, atlasl we can make it official. The nesy edition of the world's
most popular fantasy roleplaying game will be in vour hot little

hamncds one vear from nosw,

The D& team (that's right—they e finally taking “Advanced” off the name)
annaounced the release of 3rd Fdition at this year's Gen Con® Game Fair. The new
Player's Handbook premieres in August 2000 at the Game Fair, hitting vour local game
shop atthe same Hme. In Septernber and October, respectively, vou'll see the
Diinceon Masiew® Guide and Monster Muninal (“Manual” has a better rin i than

“Compenclium,” doessn't it?)

Among those who've been itching to
talk about the new version of the classic
roleplaying same is DD Categzory
Manager Keith Strohm. “We've been
talking about a third edition for as long
as I've worked on the line,” he says, “bul
the expertise and support that Wizards
of the Coast has brought to bear on the
issue mace the 2000 release date ideal "

Cheof the reasens for the silent treat-
ment this past vearis that everyone
knows how important the project is.
“With all the efrort Wizards of the Coast
is putting into D& D 3rd Edition,” Keith
says, “it promises to be the biggest event
ever o hit the roleplaying industry,”

AThousand Monkeys

If the heory that vou can produce the
works of Shakespeare with sufficient
simians and tme s valid, then the
DD 3rd Eddition playtesting efforts
should pay off big fime. OF course, the
design tearm couldnt afford thal many
monkeys, so they tsed gamers,

LWl grame veteran Kim Moehan
{editor-in-chief of Dracon® Magazire
during the Cretaceous period) coordi-
nated the daunting task of playtesting
the new rules, Not counting the dozens
of employess—svho conduct electronic

B SERTEMBER 1565

If you're dying to
know more about the
3rd edition of the

Dé&D Game, you're in
the right place!

melee over such issues as initiative, mul-
ficlass options, and whether dwarven
wiommen have beards—over six hundred
outside playtesters have devoted their
game groups to the task of beating the
gremlins owl of the mechanics,

The playtesters are as diverse as they
are plentiful. Kim reports that the
plavtesters consist of “upwards of one
hundred groups from around the
world—most in the United States, but
others [vom far-flung places such as
Korea, Morway, and Argentina,”

With that many gamers, you can
imagine the difficulty in turning their
opinicns into ceherent reports, But
what's the point of playtesting if vou
arcir't planning to use the results? Over
the past vear, Kim says, “we've received
and reviewed thousands of playtest
reports. Of course we couldn’t use every
bit of advice that every playtest group
gave us, but overall the playlesters had

an enermaous influence on what eventu-
ally became the fnal design draft”

Once Bim collated all the input, the
design team found it more than usefal,
“Playtester feedback was always very
mmportant in the game’s development,”
says DD pame designer Monte Cocl,
“We were pleased thal most of it was
overwhelmingly positive.”

And they still aren’t done. Unless a tat
lady slipped into the corporate offices
and belted outa few tunes while we
weren'there, it ain't over. “Some
plavtest groups are still working on the
project and will continue to do so righl
up until the finished manuscript zoes
into production,” says Kim. “We'te pre-
pared to make changes to the material
sight up to the last minute.”

The Mission

“WE were given one task: ko make
ALEDY the best game we could but to
make sure it stayed AD&LL” says
Monte, "With decades of experience
with the D&D game and other roleplay-
ing games, we knew right away many of
the things that needed to be done.”

Some of the redesizn meant bridging
the gap between elements of the 1st-Edi-
ton and Znd=Edition T games, in
essence bringing it all together into one
coherent system.

“Twenlby-five years ago,” says
designer Jonathan Tweel, “Gary Gygax
created rules with no way of knowing
how they were going to evolve, For
instance, he created thuef skills based on
percentile dice that, fifteen vears later,
had nothing to do with the proficiency
svalem. Knowing that it would have to
be consistent with skills for other charac-
ters, we re-created the skill system for
rogLes.”

“With 3rd Edition, we looked not only
at 2ndd but also al Ist Edition and what
came before,” agrees Monte, “Much of
what we created is an evolution, but
some of it hearkens back towhat
appealed to gamers in the early days.
One goal that we always held was to cre-
ate o game that appealed to the [veteran)|
playerbut that attracted a newer audi-
ence as well. We were happily surprised
to discover that such a statement wasn'‘t
as contradictory as it sounded ot first.”



Consistency was a concern, The D&
game has grown over the years, adding
new elerments as they arcse in supple-
ments or Deacow Magazine atticles,

“The DD game always suffered from
a system that had been designed piece-
meal, with different subsystems working
in completely different ways,” says
Jonathan, “We recast the riles so that
they were derived consistently from
fundamental principles.”

My PC Can Beat Up Your PC

Whether or not power gaming is vour
thing, the new rules emphasize action and
liet you take your campaign to epic levels.
"That's not just ko say that 3rd Edition char-
actors can beat the snot out of 2nd Edition
characters—even though they can,

The new combat rules make the
game even maore achon-oriented, "Sage
Acdvice” colummist Skip Williams is
another member of the 3rd-Edition
design team and ome of its most avid
playtesters, “One of our playtesting ses-
sions ended in a white-knuckle combal
whose outcame was uncertain until the
very last die roll,” Skip tells us, “When
it was all over, the players breathed a
sigh of relief, and one of them said it
was the most exciting combathe'd ever
experienced in a fantasy game.”

“From that moment,” says Skip, “1
lnew we had a winner.”

One of the design team's concerns wias
making sure the game worked at all lev-
gls. One of CEC Peter Adkizon’s main
concerns was that the pame give full
support to high-level campaigns, his
personal favorite. Knowing better than
lo disappoint the company president,
the design team took a long look at the
original design.

“If you look at original DélL” says
Jonathan Tweet, “vou see that levels past
1{ith or so were glossed over. As the
game evolved, the levels between 11 and
20 got more attenton, but no one wenl
back and re-tonled the basic rules to
account for the increased level range, so
that was one of the things we had to do.”

I It Ain't Broke

Yes, the 3rd Edition DE&D game is going
to be different from earlier editions, but
it’s still the same game, You'll still see the

familiar alignments, races, and classes—
ol b menton some cool new addi-
tions—and the game still focuses on
heroic fantasy roleplaying.

As Skip puts it, “We starled with the
premise that the ADED game is popular
because, fundamentally, it works”

While the details are atill top secret,
this version of DD offers players far
more aptions in creating their characters.
As Skip explains, “The new game
emphasizes choice over restriction and
practicality over complexity.”

OE, We'll Tell One Secret

You've been so patient and attenfive,
vou deserve at least a little secret, Fere's
one we know will pleaze a lot of players:
Exceptional Strength is history,

Cine of the most common suggestions
from "Forum” readers was to ditch the
percentile range between Strength scores
of 18 and 15, and the design team obyvi-
ously agreed.

“Excephonal Strength scores made
sense in 1975, when there was no such
thing as a 19 Strength,” says Jehnathan,
e scores above 18 became part of
the game, exceplional Strength became
an anachronizm,”

The Waiting Is the Hardest Part
[f you're dving to know more about the
new edifon of the Dé[¥ game, you'ra in
the right place. We'll share as much as
we can about the new design in upcom-
ing months, with the inside scoop from
the designers, artists, and editors who're
putting the finishing touches on the
EAINE SV TIOW. And that's not tomen-
tion the greal new miniatures for 3rd
Edition. More on those next month.

Until then, check out Fhe cool video
interviews the DéD team has piacmj on
the Wirzards of the Coast Web site. It's al
v drdedition.com, After you'vie seen
it, send usa letter to tell us what you
think.

Tn the meantime, we're going back to
playtest some more 3rd Edition.

==

[Zave Cross, Edibor
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Act the Part

Tam writing in response to “The
Wyrm's Tum™ from issue #260, “Your
Inner Munchkin."”

In his editorial, Dave Gross described
making a character that was—let's face
it—inferior to the other PCs in that
mission. The reason that Dave was not
having a good time was not because he
was truly roleplaving, but what he
played did not fit the role,

Too many people think that, to bea
good roleplayver, you must play a weal
character. The ditference between a role-
plaver and a “rollplayer” 45 not that one
person’s character is stromger than the
other but rather that one persom i= batter

a5y 11t Touch!

il

For subscription inquiries, send email to
dragon@ pespublink, or call 1 (800} 395-7760.

While Maximiltisn Vane, te ALreraery™
character in question, wonld cerfainly fake
excaplion to being dntsded “imferion” his
rather . stall we say ciremspect”
reqciimi o combal was only part of Hie
anventre, i Hheanost menrorable: The pal
of the niission that allowed Meax fo wse bis
tigit Persorulity and Dntellivence scoves was
areal fin, My el ey arose only
wwher the fighting hroke ont

Sl o faken Ferdinamd s adiice to
ety soany et ADED cliaracter for
Chirrs Perkins” 3rd Edition playlest cirn-
paggr s o fongh monkdserceres who shndd
o el i botl combat ara pegobinHon siti-
atiors, If Hre bad guys don't aant fo cont-
pramiEe, its a book to the fead!

oo many people think that, to be a good

roleplayer, you must play a weak character.

at acting like his or her character would,
Gamers often think that a character
with a lot of diplomatic proficiencies or
a high Charisma score 1s better suited o
roleplaying. What this really means is
that this character s role s that of a
diplomal, nol that the person plaving
the character is a better roleplayer
When playing an mutspoken fizhter,
talk loud and often; when plaving a
quiet mage, sit back and whispor when
vou talk, IF you play a jester, don't be
alraid o act a little silly; and if you play
a diplomat, then act proper and poised.
Acting like the character that vou
play is [un, and it gives other people an
idea of what the character iz like.
Ferdinand Metzger 111
Omaha, NE
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Abominations

F'mvan avid reader of Deacon®
Magazine, and 1enjoy each issue thor-
oughly. Since vou are asking for feed-
back, however, T should give it to vou

[ enjoyed most of issue #260, and 1
thought that the article “Spawn of lia-
mat, Children of Bahamut” was excel-
lent, Twill be sure to use itin Ehe fuliee,
However, Mr Detwiler's article, “Dha-
conie Dresign,” raised my eyebrows.

He seems o think that by stretching
one aspect of 2 classic dragon he can cre-
ate a new creature. One example is that
all dragons can fly, bukan avian seems to
have evolved specifically to flv. Another
example is that all dragons can Hght, but
the behemoth was designed only to
Hight. The description of the behemoth

reminds me of these old movies in
which ajerky; badly made rolot lurched
throwgh a city: It was not a nice theowght,

The fact that there is only a 1-in-4
chanee to create a dragon with nonmal
dragon intelligence is scandalous, TF
vl Eake the form and intelligence
away from a dragon, yvou have net
ereated a dragon, The name “dragon”
means intelligent and classie. The
dragrons that Mr, Detwiler makes are
not dragons bul abominations.

Iwould like to remind M. Detwiler
thal s matber how much information
vou memorize on a dragon, they are
never easy Lo kil That is the whale
point of dragons. He also says that the
standard solulion is o create a new
dragon species, but then he rejects that,
Laler on his article proceeds to make a
new specics—which, inmy opinion, is
ol even a drﬁgc-n[

Giorgio Mariani
Address Withheld

Ir Greg's defense, Ul poinf ot that stupid
dragons (fust ke stupid peovle) can be fust
a5 dangerous as smarl ones, Iy don't
Deligse wte, try driving Mirough Seaftle ot
Fueal i

In defense of behenioths and jerky rlbots
everyioteere, B vo “Reeel™ and et YUE G,
L'.i'.'."c'|r,'f i W re OlE :{.'}'.".'u‘:‘h.

That wtaich said, beeptng dragons fard to
il is a wood Tdea sliared by iy reanlers.
Check anl this mantl's "Forum” for more
ideas, i tayle you'll spod soie ways fo
eotilbing aavesome conbal effects it a fe
lf'.f-{_.:.'l'll._,: 5 Iidews o ti.'l.ﬁ'.:ii.'.#!..lll?{ Iy rJrg.l;;u;u’s
ahilikies from players who knpw the riles o
liftle booweell, Thal sy yont cam surprise the
PCs first, then ernsh thene ublerly when ey
atneer ol your pink, polke-dofied greal wyrnm.
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Generic and Specific

Lam a new reader of Dracow Magzine,
but I like it a lot. I would like to see
more arlicles for the Brersmcin®,
Fomcorren Beaims?, and PLAanESCAPE
campaizns, but [ also enjoy “generic”
ADED articles. [ enjoy the Biragicir
setting: becavse itis the world that 1
D, the [MLanescars setting because it
is easily adjusted to anv campaign, and
the Forcores REALMS campaign
because it is an exciting world,

I think Dueacon Magazivne is a roleplay-
ing game magazine, not just an AD&D
magazine. Even if | didn’t play AD&D
orany other game the magazine covers,
P'would buy it because of the arbcles
that help all raleplavers, like " Dungeon-
eraft,” "Designer Dermesnes” (from issue
#2593, “101 Paladin Duests" (#257), “Fil
Traps” (#254), and my personal favorite:
101 Dirty Ore Tricks" (#239),

Soren 5. Jacobsen
l'adborg, Denmark

Wihen Hhat grreen-blooded, poinby-carcd
comridrtist in Star Trek [ said Hnal the
wteecds of Hie iy outweigl the needs of the

ez, o the one, hedidn’t reckon with DED

players.

Soren pels Jus finger on the dilenime we
fice epery wtonth: bryine bo please fans of
specific settings as much as Hose who wand
“gengric” DED articles. Forlunately, Soren
alscpoints out one of the best ways to ke
it work: o trig o please the many, many
L&D players wio alveady combine settings
to form their owm gane worlds,

I prachice, that means we're st buying

Iots of D&D arivcles Hal almost anypone can
tese, o matter what the campaten world. 1
alsomiets Ehat we wonr't prink a 1ol of arti-
eles on specific canpaten worlds, exeepl for
Hhe frmnensely paptilar FORGOTTEN REALMS
sefiimg.

fudging frone recent letices, the “ider
generalor” arlicles Soren describes hooe
Been g bt with eany readers, Yo can
countf oy more arlicles that fnspire ideas o
matter whetlier yorre o DED, Atverany®,
or MARVEL Super HERors™ game player ...
ar even one of Hhase poor missufded players
aof porn-Wizards rg,l"fhr.' Clonist winies,

The Name Game Redux

I must bring up a few problems T had
with Ray Winninger's “Dungeoncraft”
article, While Tagree that “Nothing
kills interest in an AD&ED game faster
than goofy names,” T disagree with
some of the specifics he mentions,
Adjectives appended to a first name
were commonplace in the Middle
Apes. Inan era without last names as
we know them and where everyvone
was named Tom, Dick, or Harry (the
expression did come from somewhere
after all}, they were a simple and col-
orful means to distinguish oneself,
Notable examples include Eric the
Red, Fdward the Confessor, and
Charles the Hammer.

Winminger also then mentions names
like Conan and Gandalf, While 1 agree
with the latter, Conan is a quite accu-
rate peried name in an [rish/Celt tvpe
setting, Tt survived to the modern era
with such notable examples as Arthur
Conan Doyvle and Conan O Brien,

My third complaint is not a matter of
persenal taste o historical accuracy but

a simple misunderstanding, 1 might go
sufar as Lo suggest most of the names
Tolkien used were not created based on
his invented languages but were bor-
rowed from historical and mythological
soyrces. The names of his dwarves in
particular stand out. Most of the names
of the dwarves in The Hobidi were litted
from & list of Norse dwarves from
Wiking legend, a list that included a
dwarf named Gandalf!

Su despite these niggling and minor
flaws, brave, [ look forward to both
future issues of Dracos Mavazine and
the continuation of Ray Winninger's
colunin,

Dave Brohman
Address Withheld

W decided to go straight to fie soree i
anstering Hiis letter, so lene's Ray's say

“Right off the bat, youw're absolotely
rihit. Onee upop a e, plenty of real peo-
ple appended adiectives te Huer manes, and
Roberk E. Howard certainly didn't inoeid
"‘Copan.” Brl it iportant fo noke tal
A fhe DS iy reaponisibilitios, cre-
Ating an engaging e enirmimant iz
mone r'rrr;m:::.-ur! thin preseromg historical
aceuracy, [ other words, fust beeause the
veal Evic s ‘the Red,” the veal Richard twas
“the Lionhwearied,” mid the real Rober! was
“the Bruce doest't snean you're olligated o
allone stech nanies iy your o fritasy
world.”

"I proposed anofdiine appended adjec-
Fives amd e sanies of fmmous failasy
charaeters becouse the bulk of thew cone
aeress as goofy, and Hielr soofiness Fends
ta disrupl play. In general, §think this is
sotnd advice for anyone wheo strugeles
with character wames,”

By Aaron Williams
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According to sculptor Chaz Elliot, the finished 28 mim scale metal miniatures will closely resemble

“That said, a big part of the arcane art of
Dungeoncraft is knowing when to break the
ritles. Occasionally, every DM stumbles
across an appended adjective name that's so
cool he knows he should allow it, regardless
of anything some smart-aleck wrote in
DraGON Magazine. ‘Cool” should trump
all my suggestions, historical accuracy, and
even the official game rules almost every
time. (This is a Rule of Dungeoncraft I'll
get around to detailing someday.)”

“Likewise, in certain contexts, you might
get away with a character named Conan or
Merlin without producing giggles or con-
stant comparisons to your creation’s liter-
ary namesake,”

Where Are My Minis?
First of all I would like to applaud the
new format, especially the addition of
“Dungeoncraft” and “Role Models.”
The use of miniatures adds a new
dimension to the game. This raises the
question of who is going to supply the
official miniatures for the AD&D game.
[s Ral Partha still going to provide
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these production sketches by artist Sam Woed.

these services? If so, why can’t they
show the pictures of the AD&D mon-
sters in their current catalogs? There isnt
anything more annoying than not being
able to see the mini before ordering. If
Ral Partha is going to be replaced, then
who will supply the new miniatures?

I have been using and painting
miniatures for almost three years. It
was through the use of miniatures that
my game became visual and easier to
follow. At our last session, my players
were confronted with their toughest
battle yet. Without miniatures, this bat-
tle would have been much more diffi-
cult to DM. My personal collection
includes about forty miniatures, and I
hope to own many more some day.

M. VandenBerg
Miramichi, N.B.
Canada

Your timing couldn't be better. Here's Hie
scoop:

When Ral Partha’s license for the AD&D
line of miniatures expired this past yeat,

Wizards of the Coast decided to launch its
own miniatures division, headed by indus-
try veteran Bob Watts. (See “TSR News”
from issue #260.) By the time this issue sces
print, the new figures should be only a few
nionths away. They'll include both player
characters and monsters, ranging from a
paladin to a red dragon in the first boxed
set. We'll have to wait for the second release
before we get to see niy favorite monster, the
infamous carrion crawler.

Until then, feast your eyes on these pre-
production drawings by artist Sam Wood,
and check out the full list of figures sched-
uled for release this fall:

Set One: Human paladin, human priest,
halfling thief, elf sorceress/fighter, human
fighter, human wizard (good), dwarf fighter,

female human fighter. Monsters: young red

dragon, bugbear, hobgoblin, lesser vampire.
Set Two: Duarf cleric, female elf tief,
Terman wizard (evil), human barbarian.
Monsters: cyclops, carrion crawler, ogre,
niinotaur, hill giant, fire giant, etlin.

W
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FProve [t!
The one house rule that has mthaenced
my gaming the mostis the idea that i
yir know iLor can prove it so ean your
character.

An example of this happened when
our adventurers happened upon a

hatchling black dragon. The dragen
spewed its breath weapen at a membser
of our party. My [riend controlling the
PC argued that, since he had a copper
shield, the acid would slide right off of
his shield, suffering only minimal dam-
age from the splash, We questioned this
until he brought cuta school chemistry
book and spent several minutes explain-
ing it i us.

To handle sibuations like this in the
Future, we merely invented the rule thal,
if you can prove i, your PO can doat [t
has influenced our campaign wherever
chemistry, physics, or biology is con-
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cerned, Another instance ocowrred when
a member of our party threw a vial of
Creek fire on a shambling mound while
we fled. The vial shattered and spread
the lepuid on the ereature, We argued
that wher we returned the next week,
themound should be dead from the
chemical, like pouring gasoline on grass,
This rulee lets us actually use things we
learned in high school,
Tanner Nielsen
Powell, OH

No Bad Rules

Our mostimpertant house rule s about
rules and ruling the rules are tobe fesl-
lowed, except when the rules wontldd
upset the players. In the lalter case, we
fixe it om a case-by-casc basis, Adter all,
mustof us are playing to have fun, not to

makea living or win frophics! Rules
exist vither to be followed, changed ar
ienored, Twould phrase our house rule
Ehis way: There is no good rile that is
detrimental to the player or the plaver’s
'r'l.ll'l.

Olivier Brochet

Paris, France

Classy House Rule

In response o the Cuestion of the Month
From issue #2600 regarding house rules:

In my campaign | have changed the
rules regarding dual-classed and multi-
classed characters, [ see no reason why

only demiliuman characters can be mul-
ticlassed and no reason for dual-classing
to b limited Lo humans. Talso allow
multiclassed characters to stop progress-
iniz in ome or move of their classes.

These rules allow for more character
development, and Lrecommend them to
any Dis willing to give them a trv

Andrew Galbraith
Mew [Delhi, India

You Said It

In response to the Cuestion of the Meanth
Frosm issue #260: The one house rule that
has made the most impact onmy cam-
paigns is the rule that, whatever you say,
your character says,

[ have had several players get mino
serions trouble because they started talk-
ingr before they started thinking, Enforc-
ing the “vou said it” rule is agpod way
ko et your players to stay in character. Tt
cuts down on idle chatter around the
paming table and keeps the players
focused ontheir charactars” actions.

For example, a player tells the D
that he or she is going tosteal an item
fram one of the other party members,
and the victim—hearing the first
plaver—says, “You can't do that! That's
not right!” In the game, the character just
made that statement, and everyone is
wondering why Now, that player must
figure out what that PC was referring to.
[t can’t be because the other party mem-
borwas going to steal something,
because the action hasn't taken place veb

Flavers spend a Lot of lime out of
character discussing past adventures. If
vl enforce this rule, you can have quite
a bt of fun and interesting roleplaying,.

Lewis Anderson
Grandview Plaza, KS
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Where There's a Rule,

There's a Way

I response o the question of the month,
which housze rule has had the greatest
impact onmy game, | would have to say
it's a philosophy rather thana rule, “If
there is a rulebook that deseribes it and
you can justify it in my campaign, 'l let
you play it.”

This simple philosophy has allowed
me to experiment with many differcot
rules, see several styles of play, and
expand my roleplaying horizons. The
only restriction on this philosophy is that
the rules must be from TSE; otherwise,
the poor DM is left with the daunting
kask of trying to work a hundred differ-
ent gaming systems together, Tencour-
age all DMs to adopt this philosophy;
and see the strange and wondrous
things players invent.

Twould also like to congratulate Justin
Bacon for his excellent suggestion on
how =pell memorization works for
mages. | think it works very well within

Even a Sth-level munchkin fighler
really shouldn't be able to fake out a
well-played ancient wyrm. These are
some of the most fierce and magical
creatures in any world!

Jan Lundguist
Wichita, KS

The Price of Magic

In issue #2060, Justin Bacon wrote regard-
ing players who found the AD&D spell
system unbelievable because mages con-
stantly forget then rememarize their
spells. He correctly identified the term
“memorizing” as the problem. It is con-
venient but misleading. His solution is
workable, butitis also unnecessary,

The AD&ED magic system is derived
from Jack Vance's books The Diirg Eart
and The Eyes of the Cveriorld. The
1st-Edition Dinceon Masrer® Guide
refers to these books and offers an expla-
nation of the system, Inbrief, when a
miage studies his or her spellbooks, the
magical encrgy needed to trigger the

he current spell system encourages

forethought and planning, which is
part of good ganie play. :

the rules of the game. My personal
method was to say that while memaoriz-
ing a spell, the caster was actually men-
tally marshalling his energzies for a
release with the spell. The “forgetting
was just an exhavstion of mental
FESOUTCORS,

High-level wizards have more
resources because of mental exercise and
training, | always compared it to some-
thing like lifting weights. You have the
capability to do so many bench presses
aka time. Onee you've dome one, you've
used up that capability, and only rest
will bring it back.

To Jade Murphy, I would like tosay
that I've always viewed a large number
of hit points ona 5117, 15th-Tevel fighter
as representing exceptional skill at
avoiding the full force of a blow and the
ahility to continue fishting, AsJade
pointed out, the average human has
only about 4 hp! The high-level fighter is
able to reduce & crushing blow to a mere
scratch by using the experience and skill
built up over an adventuring career.

14 « SEPTEMOER 1945

spell is impressed upon the caster s
mind., This energy is released when the
spell is cast and can be regained only by
further study, Through experience and
training, & mage can discipline his or her
mind bo hold more of this energy, ADED
spellcasters have it easy—in Vance's shoe-
ries, the most powerful wizards can pre-
pare cnly six spells at once,

Al its roots, at least, this systemiis
more delailed and realistic than assum-
ing that mages draw spells at their whim
from a nebulous pool of magical energy.
1 suspect that the problem many players
have with the memorizabion systen is
that it is less flexible, A mage might
kniow gaze reflection, butif it's not
memorized, it won't be any help when a
basilisk comes wandering around the
COrnee

1 clon't think that anything needs to be
fixed. The current spell system encour-
ages forethought and planning, which is
part of good game play:

Fhil Fike
Downey, CA

Reading Magic

Lwant to interject a comment that relates
ber e observations made by Brett
Paufler in issus #260 reparding the red
e HE:L:”.

Relying cm a spell as the standard pro-
cedure for reading magical writing
makes little sense. Although a spell
might speed up the process, a spell
shouldn't be the standard method.

Think about the process invo [ved in
reading magical writings. When reading
a spell from another wizard's spellbook,
the wizard spends some time in imtense
study; utilizing his knowledgze of magic
to decipher not only the language used
but also the bypes of magical sciences
involved to determine the spell’s effects
and intent. Even in the case of spell
serolls, where the magic is bound inlo
the parchment until inviked, it still
makes serse that this would be the slan-
dard procedure to determine the content
of the seroll rather than relying solely on
the read magic spell.

Abetter standard for translating magi-
cal writing is to create a Read Magical
Writing proficiency based on Intelli-
gence, After spending an amount of tme
studying a piece of magical writing, per-
haps one hour perspell level, the wizard
would make a proficiency check, Suc
cess or fatlure determines the acouracy
and degree of understanding,

With the proficiency system, it's easy
to inlerect a greater chanee of failure for
nonwizards. Nonwizards don't under-
stand the techniques of magic and there-
fore sulfer a penalty to the proficiency
check.

This system offers a method for bards
to use wizard spells without access to
the read miagic spell.

The process of actually translating the
seroll or spellbook spell for the wivard's
own use is already covered in similar
fashicn by t
soore based on the wizard's Intelligence.

Stephen E Eldridge, Jr.
Las Yegas, NV

b useof the Learn Spell

Pro-Powergaming

Twould like to adeiness the constant
bashing of powergaming. Powergaming
can be fun if viewed as something other
than heresy against roleplaying, 1t's still
roleplaying. You're just roleplaying a
cheesy maovie,
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My plavers still talk about the cam-
paigns where we ]_1(11'.'4.Jr§;a|:m:|.'l rather
than look things more seriously. For
SOTNE BTOups, powergaming is a better
option. [t would Hkely attract more
people and provide a higher level of
entertainment, [It's all about social inter-
action, isn'tit?) As powergaming takes a
step outside an RPG's “reality,” itallows
situations,

Mike Lewis
Miramichi, New Brunswick
Canada

for miore Armusing,

Pumped-Up Dragons
In answer to Jade Murphy's comment
on the implavsibility of dragon hit
points, Thave found that simply boost-
ing the hit points of a dragon isn't
enough, so | have made more extensive
modifications.

In my campaign 1 seek to restore to
dragons the might and majesty thal is
theirs alone. They ane the stuff of legend:

E
the greatest of enemies and the most people be in position ko allow this, '
powerful of allies ¥ Any wing buffet, tail slap, or claw
To reflect this, Lhave implemented the  attack can affect more than one targetif
followwing rules and modifiers for all they are in close enough proximity for
dragons. (These rules donot apply to the dragon to reasonably affect thenvall,
dragons under a length ol 15 feet), ¥ Dragons use ten-sided dice for
¥ Adragon may be injured by normal  determining hat points. In addition,
weapons only if the weapon's lengthin - dragons add any applicable Constitu-
feet equals or exceeds the dragon's age Hon modifiers for each hit dic. Dragons
category. A3 longsword injures only are counted as fighters for purposes of i

dragons of age category three or lower. Constitution adjustment, unless the
This rule reflects the sheer size of the

drapon and how irn;lmt‘rl'tltuu‘lii.iﬂ LAY
weapons are o such

e P Hons are wea F.II.1‘1'-\. I,,"Hl:'lhklltt'd.

dragon is of the dragon-mage, dragon
priest, or dragon-psionicist class,
a creature, Notable Only the most prepared individuals
dare to face dragons now,
h
specifically for dragom-slaying. Dragon- [ hope these stmple modifications
slaying weapons inflict full damage help other DMs. In my campaign,
regardless of the dragon's age or size. adventurers are much more in awe of
¥ Al dragons gain twice as many the mizht and majesty of dragons now,
b b ) B ) B
John Wright

Cooleeville, TN

physical attacks as are listed in the vari-
ouzs MonsTROUS CoMPENDIUM® books, A
dragon receives four claw attacks and

twio bife attacks per round, and iFmight
receive wing buffets or tail slaps should

FINh
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But the arrival ofan old friend sets him upon a
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the life he thought lost forever. |

i
)

}
The Spine of the World :

K. A, salvatore

Qruestions? (2O0) 3246190 vvailable Septembier 1999

O wisil <www.lsroonm >




By Ray Winninger

Last month, we locked at several inter-
esting and effective roles thal WIP'Cs are
likely to play in vour campaign. Here are
the remaining steps to preparing an
WPC for play.

The Anatomy of an NPC

A fully developed NI'C consists of four
things: game informalion, a description,
one or bwo memorable character traits
and (possibly) a secret. Before vou
determine any of these things, think
about the specific role or roles the NPC
is likely to play in the campaign. As
noted last month, vour choice of roles is
bound to influence all the other facets of
the character:

1. Game Information

Game information consists of statistics,
equipment lists, spell assortments, and
other information vou need tehandle
the character in p!d_l,.-'. It 15 not TECEessAry
tex fill out o full-blown character sheet
foreach nf:.-nur NS, Ton't Fnrgl;vt' the
First Rule of Pungeoncra ft! Concentrate
vour efforts on creating only the infor-
mation that's |ik{!]_‘v’ toy Become relevant
during play.

[n general, this means that there's no
reason to figure out the king's Dexteriby
soore. The PCs are unlikely to fight the
king: himiself, and it's therefore unlikely
that his Descterity score will ever become
an issue. In fact, on the subject of NP'C
ability scores, it's probably a good time
to mtroduce you to the Third Rule of
Drungeoncratl.
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The Third Rule
of Dungeocraft

Whenever you have no

idea what the probability
of success should be for

a particular situatioh,
cohsider it 50%,

Jr'l Ul.] T WL H"d."r.. HUI.J'JL]HL? | rn{rtu|
portoullis is slowly descending in a dun-
geon. One of the PCs unexpectedly slides
A wooden chair beneath the purt:_'l,:lﬂig:,
hoping to delay the falling gate long
Cron gh sothe entire party can crawl
beneath it. What's the chance the chair
can hold the porteullis long enough for
the party to pass? Well gee, I don't really
know much aboul the structural integrity
of wood vs, heavy metals soit's, um ..
S0, Thisis certainly inexact, butit's sim-
ple, itkeeps the game moving, and it's
usually plausible enough o pass muster.

How is this rule relevant o NI'C
attributes? Some quick math produces a
nice corallary to the Third Rule, Ability
scores are often used to conduct abilily
checks, and a character with a score of
10has a 50% chance to pass such a
check. This means that if you need an
ability score for an NPC and haven't
alreacy determined it, the Third Rule of
Dungeoncratt suggests that you use a
score of 10,

Send vnur ques

Need Help'?

ions and anecdotes

al:nuut running AD&D’
] adventures to:

“Dungeoncra I't”
/i DRAGON Mugazine
1801 Lind Avenue S.W..
Renton, WA 98055

; Send email to
“dmail@wizards.com

This rule jibes nicely with what the
Player’s Handbook has to say about abil-
ity scoves (“ Ability Scores and What
They Mean” in Chapter One)—a score
of 1t is an average value for the bypical
inhabitant of an ADE&D® campaign
world. This means that when vou
assign ability scores to your NPCs, you
shonld url]}-’ bother t}1ir1kil15 about and
listing his or her exceptional scores—
these substantially less than or greater
than ten (say, those scores less than 8 or
greater than 12).

During play, if a1 seore {UEH haven't
created becomes relevant, simply pre-
sume it's 10, and move on. If vou take
this advice, you suddenly have far
fewwer numbers to create and record,
This may not save a ot of effort ight
now, but affer vour campaign grows
and you have several dozen NIP'Cs in
play, vou'll recognize the benefit, You'll
also notice that you can dispense with
determining ability scores altogether
For a wide range of characters who are
unlikely to have any extracrdinary
abilities.

Thus, the first step in creating ability
seores forany NPC is to decide which of
the six abilities is lkely to be extraordi-
narily high or low, You can then go
through these abilitics one by one and
assign the appropriate value, Note that
it's usually not a good idea to generate
MNP ability scores randomly, You should
decide the NPC's role in the campaign
first, then assign the values you think
are appropriate. This approach makes it



easier to oreate NPCs who feel like tros
characlers rather than random piles of
numbers,

Oce vou've created the MPCs rele-
vanl ability scores, youcan quickly
decide on a character class, level, align-
ment, and hit point total, Remember
that the inhabitants of your campaign
whio are not extraordinary advenburers
ot their equal sheuld probably be 0-
level, with few hit points. At this point,
it's a gond idea bo make sure that your
choiees of class and hil points make
sense with the character s various ability
scores and level.

For equipment and spell lists, again
focis your attention on the extraordi-
nary. List only those special or magical
itemms the characker carrles and those few
spells he or she uses most often. During
]_1];:}5 VL Can h]apm\']:;e addibonal items
and spells as necessary.

The idea of improvising spells makes
some DMs nervous. Since the playvers
must select their spells before play
begins, they feel 115 untair o allowy BIPCs
to castspells atwill. While you should
defiritely make sure that none of your
MPPCs is casting more spells than his or
her level permits, don’tworry about
figuring out which spells each NPC has
memorized; it's just too much work.

O of vour respensibilities as DM s
to make sure that you don't take advan-
tangze of the fact that you are making up
the NPC spell lists as you go along. Your
MICs shotild definitely net have access
b the perfect spell under all circum-
stances. IF you ever come across a situa-
tion inwhich you cant decide whether
o not the NIPC would have thought to
TR LA i !;i]:lL'!L':iEi{'. Hp::”, ¥Ou can
always roll for it The chance the MPC
has access to the spell is, wm . 50%.

Note: The Third Rule of Dungeoncraft
15 A nseful bool for kﬂ:—*fﬁir&g the SAME
moving, nota replacement for your own
guud jutjgm{ln% and k:mw]udgﬂ of the
rules, Use b wisely!

2, Descriphion

This entry is pretly self-explanatory. You
should invent an appropriate physical
description for each NPC, Don't strive
lor anything too elaborate; just a few
sentences will do. Again, try fo concen-
trate on the unusual. Creale just one or
bwo interesting physical features for

each of vour NIP'Cs, and stress them, Ome
MIMC might be unusually tall, another
might have an unbelievably long beard,
andd a third might have anelaborate
Facial tatteo. O course, nothing says that
these distinguishing characleristics must
stem frinn the character’s anatomy, An
unusual wardrobe, particularly inleresl-
g mlujpmm:l, o an unwsuil demeanor
all donicely as well,

The real purpose of your NPC
deseriptions is bwelold: to provide the
players with details that spark their
imaginations, and toserve as simple
reminders that help the players distin-
guish the NPCs from each other.

Al the start of anew campaign, vou
can expect your players ko confuse
Eagnar with Hroth and Skjold. The
moment they'ne reminded that Hroth is

3. Memorable Personality Traits
Toyereate an effective NIPC, vou must
aleo knew something about his or her
personality and peneral demeanor,
Many begrinning roleplayers mistakenly
hehieve they should strive to create deep,
complex characters and prepare for each
game session with all the gusto of Robert
Delire readying a new tole, You're
miich beatter off setking more modest
goals for vourself and allowing vour
MP'Cs to develop slowlv over fime. As
with the deseriptions, vour best bet is to
concentrabe on creating one or b
unusual behaviors, lendencies, or idio-
synerasies for each NEPC, By focusing on
just these few things, vou'll give yourselt
lime to gel a handle on the character and
you'll also creale ancther way for the
players o dislinguish between NPCs

. -Iilesign_inig.ﬂ_ﬁ-ﬁs :

* ‘Generate the Game Information
Write a Description :
Choose a Memorable Character Trait

Devise a Secret

the: old guy with the long white beard
anc Skjold is the fair-haired man with
thie lute, Bhough, they'll get back on the
proper page. Therefore, to gel the most
mileage from vour deseri ptions, remind
the players of NIPC descriptions the first
several limes they are encountered. Try
to keep these reminders as subitle as pos-
sible. “You see Ragnar, the extremely tall
warrior, enter the inn” is more cumber-
some than “You see Ragnar enter, duck-
ing low to clear the threshold.”

I yvou have access to a large library of
ADED® pame products or Deaco
Migazine back issues, try to find an
appropriate illustration to reprezent
each of your major NPCs. (The “1'C Por-
traits” column in Dracon Magezine is
perfect for this task.) Mot only does this
let vou dispense with most descriptions
altosether, but pictures tend to work
even better than the most effective ext.
Each time the players meet the NPCin
question, just fash the picture, IEyou go
this route, try o photocopy the tllustra-
tioms and cut away any text and graphics
that surround them so the players aren't
dishracted.

and remember which is which,

When creating these personality traits,
confine _'I.rnurw.:]l- Lo simple behaviors
thatare clearly demonstrable during
play. “Hrothgar has a deep-seated
hatred of his mother” s not a wseful trait,
because there is nooway to demonstrate
it to the players short of pausing every
s often for H I'1J|.|:1Hi.'ll' Lo say, “You know,
I reaily havea dtn:P-Sll':llL"d hatred of
my mother.”

“Hrothparis hard of hearing and asks
everyone o repeat everything they say,”
“Hrothgar is clumsy and bumbles every
tazk heis H‘j\-‘en,” or ”Hnrl]}:.;al' 1= a stlenl
lemer whie almost never says aword”
are all much more appropriate. Each of
these characteristics can be casily role-
played in a wide variety of situations.
Mote thala valid and vsehal personality
trait needn't necessanly say anything
obvious about a character's personality
atall. A catch phrase {(Homer Simpson’'s
traderrark “D'OR™), a pesture, ora
iy voice are all workable. Cnce you
stark io use this method, you'll learn
that the traits lead to the character's
personality almost by magic.
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4, becret

The Second Rule of Dungeoncralt tells
us that each time we invent a significant
detail about the campaign, we should
alsoinvent at least one secret pertaining,
to that detail, Many WPCs are important
enough o qualify for this treatment
themselves. As a general rule, any NPCs
the players are likely to encounter con-
sistently for a few months of mame time
or more deserve their own secrets, Valid
exceptions might be NPCs who tend to
remain completely in the background,
such as innkeepers, merchants, and
other service people,

Yes, this means that your campaign is
bownd to resemble a soap opera, with
never-ending bwists, bums, and unex-
pected revelations, This is a good thing.
Many people become addicted to soap
operas for a reason—the desine to
uncover the next secret or unravel the
next plot bwist is a powerful urge, By
giving vour plavers plenty of mysteries,
vou'll keep them interested in the cam-
paign and coming back for mare,

We've already discussed strategics
for creating secrets elsewhere (DRAGON
Magazine #256), bul there are a few
approaches that work particularly well
when it comes o NPCs, Unexpectecd
relationships (" Luke, | am your Eather!™),
shady pasts, and hidden motivations all
work well. Ifvou're having a hard Hme
crealing a specilic secrel for a particular
MNIPC, you can look back to the various
roles L outlined last issue for aclue. An
BIPC designed Lo provide the players
with exposition probably knows a secrot
about the campaign world, while an
NI'C designed to provide the playvers
with a service might have access to some
secrel ibem or power that the p[i:l}-'l;_'n-.
will eventually carn an opportunity to
win for themselvies.

Onee vou create the various seorets
related to your WNPCs, don't forget to
weribe therm on index cards and add them
to vour “deck of secrets” (see DRAGON
Magazine 4246). Later, as you flesh ot
the campaign world, these cards will
become a useful resource

[arrin and |arrak

To refresh your memaory, Tarrin is the
spoond-in-command of the ronoak
stronghold and the captain of the guards
stationed there. Years agzo, he lost his left
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hand to the curse of an evil cult leader.

Jarrak is a powerful and mysterious wiz-

ard who onee devised a potent spell that
saved the strongheld from devastation,
5o far, Jarrak has never sharved the secrel
of this spell.

Tarrin is obviously a skilled warrior,
s he probubly has a high Strength and
Constitution. Since [ picture him asa
charismatic leader and a trusted advisor
of Richard, I'l] give him abnormally
high scores in Wisdom and Charisma
as well Adthelevel fighter with 40 hil
points seems just about right, Tarrin car-
ries a broadsword and wears studded
leather armor.

Tarrin's missing left hand already
provides a big chunk of his description,
I've further decided that he's an older
man with a pencil-thin mustache who
always wears a perfectly inmmaculate
Lniform.

For his firsl memorable trait, I've
decided that Tarrin inevitably lapses
into war stories culled from the many
campaigns in which he served. Fora
second, it might be fun if he intermapts
all of his long speeches to bark orders to
his mien.

Tarrin's secret pertains Lo his severed
hand and was discussed lasl issue,

Tarrin: AC 6 (Studded leather); Fo; hp
A0 MG Ste 15, Con 14, Wis 14, Cha 14,

Description: Missing left hand; older
man with a pencil thin mustache.

Memorable Personality Traits: Tells
war stories, constantly barks orders to
his e,

Secret: Missing hand is "alive”
and seeking him oul.

Jarrak, on the ather hand, is a
powerful wizard, Obviously he
has a high Intelligence, and 1
think it's appropriate to give him
high seores in Wisdom and
Charisma as well. Jarrak is a
[4th-level wizard, He wears bric-
ers of deferse AC 2 and carries a
shaffof tie magl. He is particularly
fond of the teleport spell and vari-
ous illusions.

As for a description, Jarrakis a
thin, bony man who wears a
flowing black robe and a skullcap
crafted from raven feathers. His
oyes are completely black, with
0 iTiSes.

The UNspeakehlie 08f by John Kovalic

larrak speaks only when spoken to,
and only when he can answer a direct
question with a question of his own,
This should give him a spooky, other-
worldly feel, Fora second Irail, he ends
o come and go at unexpected times
withoul warning,

larrak’s secret 1s the myslerious spell
hecralted several vears ago Lo save
[ronoak.

Jarrak: CG; AC 2 (bracers); W 14, hp
A5 Int 18, Wis 18, Cha 15.

Description: Extremely thing ageless
man in black robe and skulleap; black
Byes,

Memorable Personality Trait: Speaks
only when spoken teand only in gues-
tions; comes and goes unespectedly ina
mysterious fashion,

Secret: Powerful spell known only to
him.

As vou finish each of your NIPCS, sum-
marize all of the relevant information on
anvindes card, Tater, this will [:»rih.'id-.: Rt
with easy means for filing away and
keeping track of the dosens of characters
won'll create as youT campaign prows.

Bext month we'll start to map the
wilderness the players are likely to
explore throughout the first few months

of the campaign.

Faay Wireninger {Wis &, Con 7, AC S, lp 30,
Deseription: Iall guy will glasses, Roleplag-
g Hoaks: talics foo niucir,

THE PLEMETS..



Al of your regulor goming friends on
vacation? Old goming buddies moved
owoy and you don't have anyone fa game
with anymore? Bad weather keeping you
from your regular goming sessions? Mom
bugging your about your friends coming
over messing up her hiause ond keeping
her up all night? Visiting long lost relatives
in the old country with your parents and
bored aut of your skull?

Get o GRIP!!

GRIP iGM offers the fools needed for
Gome Masters fo crete and run o success-
ful onling campaign with features fike the
hdventure Editor, Fog OF War mapping,
Character and Monster editor, and morel
iPC affers ployers an easy to use interfuce
allowing them fo design, edit and maintain
their character from odventure to adven-
fure, stive and review maps from current

and previous sessions, whisper chat mode,
and ofher features. A complete line of pre-
desigried ndventure modules available for
purchose, immediate downlood and use
will aleo be ovailable, along with rule and
informutional program supplements for
your favorite RPGs!

9,

Be sure fo inquire of your fovorile gome
retailer about GRIP. If they do not stack
GRIP. or you would like more information,
visil our weh site of:
hitp://ww.rpgrealms.com

GRIPiPC Module US  §15.00
GRIP IGM Madule US 525,00
Windows 95/98/H14 compotible

Works with ANY RPG
system, and officially
licensed for wse with:
o Tunnels & Trolls

o Traveller




By Skip Williams

This month, the Sage exanmines a polpouryi of
griestions atonl e ADEDE gme, frclid-
ing a sbring of queries about specially priests
S the FORGOTTEN REALME® seting.

Does a fire elemental have any weight?
Other elementals clearly do, or at least
they can supply force. If a character
were immune to fire, could the elemen-
tal cause harm beyond smothering?
Can a character lift a fire elemental

with telekinesis? Do they leave foot-
prints in mud?

Fire elementals are corporeal crea-
fures; their bodies have mass, meaning
they have weight if there s gravity, 5o,
the short answer to all vour questions
is, “Ves.

o

R

Avenie =

Need Some Help
With Your Game?

Im the U.5.;
e A

Advi 1

In Europe:

thesage@wizards.com

The Sage cannast make personal replies;
please include no SASE with vour questions,

Some kits from the Complete Barbar-
fin's Handbook allow a character to
improve Armor Class through levels, Is
this Armor Class based on Dexterity?

Mo, it's based on levels. Perhaps you
are wondering whether some of the
same things that negate Dexterity-based
Armor Class bonuses also negate these
class-based bonuses? [bdepends on the
ability: The ravager, for example, has
“natural armor,” which waorks like
armor, not like Dexterity, The brushrun-
ner, on the other hand, gains an Armor
Class bonus from the battle frenzy abil-
ity: this works like a Dexterity bonus,
L3Ms must examine each kit and decide
how any Armor Class bonus the kit
grants is achieved.

ill a stoneskin spell make a difference

in the recipient’s appearance?

Opponents immuane to fire (such as
red dragons and fire giants) suffer dam-
age trom a fire clemental’s attacks,
Reduce the damage by one point per die,
butnever reduce damage below one
proint per die. A fire elemental cannot set
a fire-resistant opponent aflame.

The Skills & Powwers book introduces
subabilities, Which of the two Dexter-
ity subabilities (Balance or Aim) affects
the penalties for fighting with two
weapons?

Alm,
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Will a storeskin spell make a difference
in the recipient’s appearance?

According to the spell description, no,
Mevertheless, having a stoneshin recipi-
ent’s skin take on a sk mny color, lexlure,
or both wouldn't be a bad house rule.

What would happen if a character with
a free action effect were to fall from a
great height into a body of water? 1f the
character can move through the water
like air, would he or she simply fall the
extra distance and take the additional
damage at the bottom of the sea floor?

A free action effect dees not allow the
recipient to pass through barriers, nor
does it ]u:rp the recipient from floating
or S-‘.\’jl?l'lt'l‘lil‘l:._.?;. The character in your
example suffers normal fallin g damage
fior the distance fallen to the water, Once
in the water, the character has to find a
way ti leave without drowning,

Sorcerers from the AL-Crapiv® setting
specialize in two elements, and ele-
mental mages learn one. If the spell-
point rules from the Speils & Magic
book are in play, do both types of char-
acter receive extra spell points for being
specialists?

The sorcerers of Zakhara arc general-
ists and cannot claim extra spell points
for specialization. The elemental mages
of Zakhara are specialists, and they gain
bonus spell points to spend on spells
from the provines in which they

specialize,

Lam confused aboul how paladins and
rangers can spend their spell points
under the Spells & Magic spell point
system. The tables imply thal members
of the two classes receive ordsons,
which are from the All sphere. As faras
I know, neither class gains access to
that sphere,

Paladins and rangers do not have
access o the All sphere; however,
orisons are shown on Table 34 because
customized paladin or ranger characters
{see Chapler 3) can chooss access o the
All sphere.



Does a glassteel spell transform glass
into transparent metal, or does the spell
just make glass very hard? The distinc-
tion is important because of item sav-
ing throws. For example, suppose a
character polkes a glassteel sword into a
black pudding; does the sword save vs.
the acid effect like glass (saves on 4} or
like metal (saves on a 1302 If the same
sword is struck by lightning, will it
save like glass (saves on a 17) or like
metal (saves ona 12)?

The glasstee! spell makes glass or crys-
tal as strong and toughas steel, buk it
does not transform the material into
metal, A glassteel item makes item sav-
ing throws as glass or metal, whichever
is better,

Warriors with the swashbuckler kit
{from the Skills & Poivers book) get an
armor honus when wearing armor no
heavier than studded leather. 15 this
weight- or performance-related?

Performance related. The armaor’s
baze Armor Class (AC value before
Drexterity or shields) can't be better than
Armor Class 7. Tf the limit were based
on weight, a weight limit would have
been given.

If an arm is mostly eaten away by
green slime, can you use a pearly white
spindle fonn stoure to regenerate it, or
do you need a ring of regeneralion? 1
vou can regenerate it, how long does

it take?

Apearly white spindle fown shoe
works just as a ving of regeneration, which
can restore lost limbzs, (The manner of
loss is seldom relevant.) Just like the
r."irll;;, the sforme can repni!‘ nn]}.-' damage
that the user has suffered while using
the stone, That is, the stone must be active
and circling the character at the time the
limb s lost,

Here are some sample regeneration
times, updated from a much older “Sage
Advice” colummn:

Appendage Lost  Time
F'ingt:l',.-"Tw: 30 Minukes
Hand /Foot 1 Hour
Frorearm 2 Hours
Arm 4 Hours
[es 5 Hours
Head 1 Day

Are ghouls and ghasts affected by holy
water? The MowsTrous MAanUAL” lome
does not mention if they are affected.

Yes, undeacl creatures are susceptible
to holy water unless their descriphons
specifically say they arenol. [f no dam-
age fipares for holy water are given, then
a direct hit with a vial ot holy water
inflicts lda=1 points of damage, and a
splash inflicts 2 points,

A heated argument has broken out in
my campaign over the definition of a
humanoid and what races do and do
nat fall inko that category. A player
used a wish so that his character could
change into any humanoid form of his
choosing three times a day. Now, does
this just mean humanoids under the
definition presented in the table
included in the potion of hinnan con-
trol description? Or is a humanoid
any creature with two arms, two legs,
and a head?

In the 2nd-Edidon ADED game, a
“humanoid” is a bipedal, generally
human-shaped creature (two arms, two
legs, and one head, tail optional) of
buman size or smaller, Creatures such as
ogres and giants may fit the biological or
seience-fiction definition of humanoid,

Primeval, which allows cerlain
bonuses to wizards when they cast
spells. How would this language
impact 10th-level spells?

Characters gain a -3 benus to the base
difficulty when preparing and casting
true dweomens with the Language
Primeval, The difficulty modifier for
being a specialist (see Table 34 is comu-
lative with this modifier

The penalties for paladins, rangers,
and druids who do not act according to
their allowed alignments are clear. Bul
what aboul thieves? If a thief is
“saved” by a lawful good character
and turns over a new leaf, changing
alignment to lawful good, can the
character still use thief skills? Obvi-
ously, the skills wouldn’t be used Lo
commit a crime, but is there anything
stopping a thief who becomes lawful
good from, for example, finding traps
inadungeon?

Under the current rules, thieves can-
not begin play with a lawful good align-
ment, but there's no reasom foassume
they could not switch alignments duiring
play (given the proper sequence of cam-
paign events)h. | don't recommend giving
such characters any special penalties.

oes a .g] assteel spell frzzrrrsfﬂrm. glass into

transparent metal, or does the spell
just make glass very hard?

but these creatures are nok humanaids
aceording bo the ADED game definition
of the terim.

Cder versions of the game used a
slightly different definition of the term
Famaneid. For example, in the original
ADED game, humanaoids were bipedal,
hurman-shaped ereatures of approxi-
mmately human size thal werne not
hurnans ar demihumans. The category
mncluded kobolds, goblins, hobgoblins,
ores, and gnolls. Gnomes, elves, and
dwarves were not included becanse they
are demihumans, and neither were
hurmians, You can see traces of the old
human /demihuman fhumanoid splitin
the potion of e corlrel table,

The Callege of Wizardry supplement
has a section about the Language

I picked up the Scariet Brotherood
expansion and have some questions
about the revised monk. What THACD
table do they use? Whal saving throw
category do they use? Do they qualify
for exceptional Strength? Are they able
to use “cleric only™ items?

domks use priest THACD and saving
throws, They are not eligible for excep-
tional Strength. They can use thief-only
magical iterns and items not restricled
by class.

I5 a living wall an undead creature?
Can it be turned? Does it suffer the
same damage from a wand of illusina-
tion as an undead creature?

Living walls are not undead per se;
they're constructs, somewhat like
flesh golems. 1t's fine, however, to
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azsume that they are “unclean” and to
make them susceptible to damage
fjust like undead creatures) from a
wiand of illwmination.

What is the effect on an individual who
is caught inside Daern’s instant fortress
when it shrinks back to its compact
size? Is the creature trapped in an extra-
dimensional space, crushed in the
shrinking, or what?

The individual will be phyvsically
expelled from the fortress ina random
[and potentially painful) direction. 1f
there is no room to gject the individual,
the fortress cannol shrink.

specific to more than one priesthooed; if
this is the case, however, it will ba so
noted in the description of each priest-
hood.

Can a dweomerkeeper (or any other
priest for that matter) research a
priestly version of a wizard spell? How
about a spell belonging to specialty
priests of another deity? It seems that,
if Mystra can cast these spells, her spe-
cialty priests should at least have a
chance to research a version of them.
There's norule against pricsls
researching wizard spells, but [don't
recomnmend it If vou allow it az a DM,
all priests should be able to doso, net

hat is the effect on an individual who is

canght inside Daern’s instant fortress
when it shrinks back to its compact size?

Since half-elves are allowed to be
specialty priests of Mystra (dweomer-
keepers), are they allowed to retain the
ability to multiclass? For example, can
half-elves be dweomerkesper/mages?

hlystra is primarily a human deity
and her specialty priests—even the
occasional ell or half-elf—are singla
classed. In general, once a characker
becomes a specialty priest, the charac-
ter must obey all regquirements and
restrictions that come with the priest-
hood, no matter what options might
otherwise be open to members of the
character’s race.

I'was wondering whether priests of
Yondalla {(from the Demilnman

Deities book) can use the spells of
Arvoreen’s priests, and vice versa? Are
the spells of other deities open to their
fellow pantheon members? [ can see
how that would be difficult consider-
ing the numerons deities of the

human pantheon, but Demituman
Deities specifically talles about how
the elven and halfling pantheons are
close and very familial.

According to page 21 of Failhis &
Apaetars, the spells of anv particular
priesthood are available only to that
priesthood. In makes no difference how
chummy the deity might be with
ancther deity. Note that some spells are
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just dweomerkeepers. Mo priest can sue-
cessfully research spells that are exclu-
sive to another religion {see previous
question). It's true that Mystra, as the
goddess of magic in the FORGOTTEN
REALvs sotting, has considerable per-
sonal spelleasting power, She does not
ror perhaps cannot) share that abiliby
with her priests.

Why, oh why, do dwarves now stink at
turning undead? In the Demihuynan
Detties book, the priests of dwarven
gods cannot turn undead until Fth
level, and then only at four levels
lower than their actual level. I cannot
think of any reason for this. What was
the reason?

Actually, dwarves have not suddenly
gotten worse al turning unclead, at least
not in the FORGOTIEN BEALMs campaign.
The Deifnean Deities rules give dywar-
v priests better turning abilities than
those presented in Diroes Deep (the
previous definibive text on dwarves in
the Realms).

Dhwarven deities just aren't terribly
concerned about granting the turn
undead ability. Note that many dwarven
specialty priests don't have any undead
turning ability at all. (Check each spe-
cialty priest description tor details.)
Crwarven clerics have the Pth-level limi-
tation as you nobed but alse gaina +2

attack and damage bonus when fighting
undead. (See the Dwarven Priests sechon
on page 185 of Demifiumian Deities.)

According to the Demifinman Deilies
book, specialty priests (xothor) of
Dupmaren Brightmantle can use all
magical items? All? Is this an
acknowledged error for which there
is errata? If not, there should be
some logical restrictions. Dugmaren
Brightmantle is an appropriate god
to allow his dedicated followers Lo
use many magical items, but “all”
seems to be pushing it. For example,
xothor should not be able to use
magical platemail, since their armor
restriction precludes wearing armor
heavier than chain. What about items
that work best for one particular
class? For example, anyone can use a
waand of magic missiles, but a wizard
can get more oomph from it than
anyone else.

Mo error. Xothor must obey the armor
and weapen restrictions set forth in their
priesthood entry. (therwise, they can
pick up and use most magical items just
as though they were of the “correct™
class and race to use them. Note the
special rules about seroll use in the
description of the priesthood.

The ability does not extend to class-
specific written items. For example,
magical books, manuals, librams, and
tomes shll atfect xothor as priests. For
example, a xothar who reads a hook of vile
darkness is in trouble, and the character s
flair for using magical items won'L help.
Likewise, a xothar cannot benefit from a
sl of stoalting pilfering o a B of
SHTEr magic,

The ability does not affect any align-
ment restriction an iterm might have. 1fa
xothar handles an intelligent weapon of
the wrong aligrment, the character suf-
fers damage. A xothar cannot use or
even handle a Falisman of ulfiveate epil.

Divoae of the Underdark indicates that
priestesses of Eilistraee may wear
only magical armor, More recently, in
Detmiltmman Deities, it says they may
also wear armor of drow manufachare,
What about normal elven chainmail?
The Duncron MASTER® Guide says itis
“magical armor,"” although it grants no
plusses and had no special effects



BE THEE LIKE A RUBY, BLOSSOM IN THE
TOMB, RED VESSEL OF FIRE, bEFY_lNe
OEATHS eloom

CUSTOMIZABLE CHARACTERS- lEhI{N bozens oOF Sktus HHNbHEbS OF SPELLS

UNIque COMBAT S‘I’STEM- TAETIES ARE MURE IMPORTANT THAN SPEED

AOVANCED PARTIE bUE‘NTlIRE WITH YOUR FRIENDS




bevond being lighter than other
armor. Am | correct in assuming that
normal elven chain does not even
radiate magic?

A strick reading of the Dot
Deities entey for Eilistrace would leave
ot elven chainmail unless it actually
bears an enchantment, Elven chainmail
mmight seem bo fit the power’s idiom
r‘lii‘f'J}-', but remember she 35 a drow dei 5
ol an el IJL"‘.H}-'. She and her priests do

level and still gain no hit points for their
wizard levels.

If a characteris rolled with the appro-
priate statistics for a paladin, but the
plaver decides to make the charactera
regular fighter, can that character
become a paladin later on (using the
dual-classed rules)? It seems like some-
thing that could happen, when you
think about it.

[ a low-level wizard found a spellbook with
lots of spells ranging from 1st to gth level,

could the wizard identify the spells well
-enough to know what they are?

not favor things elven, in spite of their
pood alignments.

In any case, elven chainmail does not
radinte magic unless it actually bears an
enchantment,

Can delvesons (dwarven priests from
the Desmiliinan Deities book) be mult-
classed characters? What does the refer-
ence to delveson fighters mean? Can
delvesons be multiclassed cleric/
fighters?

Player character delvesons cannot be
multiclassed, even as cleric/fighters. My
FoRGOTTEN REALMS sources tell me that
Citadel Adbar has a group of Hghter/
delvesons, but they're an exception.

I‘m a little confused about the eniries
for specialty priests of both Thoth and
Isis (from the Potwers & Pantheons
book). They break the rule for multi-
classed humans. I get that, but there are
some things that I don’t understand.
For example, when it says that they
don't divide their hit points when they
advance as clerics and that they roll 1d5
For their hit poinks when they do
acdvance, does that mean that they
don't roll for hit poinis when they
advance as wizards?

You seem to be referring to scriveners
and skyweavers, These characters roll
Id8 tor hit points each time they gain a
priest level (o a maximum of $d8) and
rollno dice for hit points when they gain
wizard levels. After 9th level, these char-
aclers gain 2 hil:}'minh—: ateach prics{
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Technically, no. A character using the
dual-class rules can have only one class
from each group. The DM, however, cer-
tainly can alloww the character Lo switch
tor the paladin class. [ recommend that
the character make the switch right afler
gaining a new fizhiter level, The charac-
ter should then observe all the paladin
restrictions and be required to earn
enough experience Lo reach the nest
paladin level.

For example, a fighter who has just
reached Gth level becomes a paladin.
The characler must have 75,000 experi-
ence points before he becomes a Tth-
level E.‘lﬂlﬂdin. [m the meantime, the
character rust i’;i VE U Weapon specid I-
ization, tithe, and otherwise actas a pal—
adin—before Hi.'li.lli!li:i]ﬂ:r' of the
Fd]adil'll.‘- benefits. 1 the character per-
forms exceptionally well, the DM might
wanlt o award some paladin benefits a
little at a Hime, say every 10,000 X1 orso.
Some benefits that would work well for
“early delivery” would include the pal-
adin's +2 saving throw bonus, discase
immunity, lay on hands ability, and
detect emil nhﬂif}-'.

If a low-level wizard found a spell-
book with lots of spells ranging from
st bo 9th level, could the wizard iden-
tify the spells well enough to know
what they are? For example, could a
Sth-level wizard who finds a 9th-level
meteor swwarni spell know what the
spell is? 1 understand that a wizard
cannot cast a spell that is too difficult

tor the wizard’s current level unless the
spell is contained om a scroll or the
character has seme other magical assis-
tance. But I am wondering if the wiz-
ard can even interpret the spell in
question?

Onee a character has studied the new
discovery with read maeic spell, he orshe
will understand the new spell’s general
effects and limitatons even though the
mage canmot cast the spell.

What is the best way to make the d13
needed for the breath weapon of a
greal wyrm radiant dragon?

You've found a typo, The damage
rating for a great wyrm radiant dragon’s
breath weapon is 24d12+12,

You sure have to answer some oddball
I:.ILIIEHﬁ[:IH!i. Have you ever considered
p]ar_'ing the L‘[!.‘[I':".‘il'ill'l."l “Which one of
you is the DM?” on your tombstone?
Mol |JL.'51||1 LI.Bir'IH {and rﬁ]:luui'ing] the
“Which one of Y is the TR line
about 18 months Az s @ response fo all
the JJL']_'_M,'F,H wh biave been '.*.'rit'ing me
hoping il help them strong-arm their
Dhs inte making things go the playvers’
way, Browbeating DMs is not what this

column s all about, %

Skip Willtams says s epalaph of choice
wenild vend, “Skip Williaens, frequently
fnpolife but seldom inconsiderate.”

By Aaron Wi !I.i'ﬂITIG



Anniversary Tour. Silver

Anniversany o ——————

Climate/Terrain: Game stores

Frequency: Rare

Treasure: See below :
No. Appearing: 10 stops across the CDUﬂtr}f ‘
XP Value: Immeasurable

Warning: A horde of TSR" staff, game
designers, and authors are headed to a
bookstore near you.
They call themselves “The TSR Silver ,
Anniversary Tour,” but don’t be
fooled. They have every intention ot
handing out prizes, hosting free
roleplaying tournaments, and demoing

upcoming releases.

If you encounter this group, your best

Date | Location l‘::m:rL |
tactic is to engage them immediately and 7710 | Spokane, WA |Hastings Books, Video & Music

| 7417 [Lw: Angeles, Ch Valdenbooks
[ 7/24 | San Diego, CA . Dalton Dalton Booksellers

challenge them to a trivia contest. It is

rumored that those who win receive even | 7/31 | College Station, [X |Hastings Books, Video & Musg\
i | 8/14 | Omaha, NE___ Borclers Books
more prizes. Perhaps even a 3100
OIER P ; $ B.-fEI Naovi [Dctrmt] troit), Ml | [Borders Books
aift certificate. | 8/28 | Columbus, OH __ {Media Play

To/4 | Waterford, CT lWaldenbooks
3/11 |Richmond, VA____|B. Dalton Booksellers
g/18 | Charlotte, NC IMedia Play

The TSR Silver Anniversary Tour is coming,.

Brace for a charge.

To find the specific store location for the Silver Anniversary Tour stop
nearest you, go to <Www. wizards.com> or call (800) 324-6496.

TUN, Dungotns & Dvagotn. ai $a 5 T









Tl]r, Hngln%mn i[Jant]Jnun

Many of the gods worshiped by the Anglo-Saxons resemble
those later worshiped by the Vikings and other Scandinavian
people, and with good reason. Both groups originated within
the same tribal group, The familiar Viking pantheon (pre-
sented in Legends and Lore) is, in essence, the pantheon of the
Anglo-Saxons with about four centuries of development
behind it,

The Anglo-Saxon deities, however, have a matriarchal
organization. Their greatesl deitics were females. In addition,
the primary Anglo-Saxon deities had influence over fertility
and the hfe-death cycle, rather than battle and war.

The following pantheon is drawn from many different
sources. As with the ancient Celtic deilies, pinning down
a comprehensive pantheon for the pagan Anglo-Saxons is
not easy. Most authors of the period were Christian schol-
ars and monks, their works obviously biased toward their
ow faith: This panthean is thus a combination of éfxisting
records reparding both the Anglo-Saxon invaders of
Britain and the Germanic tribes ol Europe from which
they originated.

Derthus
{The Harvest Queen, The Earth Mother)
Greater power of the Prime Material, NG

Portfolio: Fertility, the earth

Symbol: Wheal sheaf or corn dolly

Worshipers® Alignment: Any

Merthus is the chief deity of the Anglo-Saxon panthecn. She
is responsible for the well-being of all creatures. Before almost
any activity, the Anglo-Saxons invoke her name to guide them
in their endeavars. In matters of war, it may be Thunor and
Tir to which warriors pray for strenpth, but it is bo Nerthus
they turn to keep them safe from harm on the battlefield.

Nerthus is a benign deity, answering the calls of her peaple
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for good harvests and protection from ills. She is not
omnipresent and ommpotent, however—the actions of Hred,
Waoden, and Thunor conspire against her protections, causing
strife among her people where she would have none,

Nerthus’ Avatar (Ranger 15, Cleric 25)

Nerthus appears as a wise woman of middle vears, She dis-
dains finery, dressing in the colors of her chestnut hair and
hazel eves, In her arms she carries the wheat-sheaf that is her
symbol, even during the depths of winter, To the mortal eyve,
she appears dreamlike, often leaving the viewer, in retrospect,
unsure whether the vision was real or imagined.

AC -4 MV 15; hp 250; THACO 3; #AT 1; Dimg special {EEE
belon); MR T00%%; 57 M; St 15, Dex 20, Con 22, Int 25, Wis 25,
Cha25.

Spells P: 13/12/12/12/12 /11 /5

Saves PPOM 1, BESW 3, PP 2, BW 3, 5p 3

Special Att/Thef: Tt is rare that Nerthus attacks, instead pre-
Ferring to use her spells to chiom or otherwize neutralize any

whao would oppose her. When she does attack, she can do so

at any range, without seeming to act at all. The effects of this

aftack cause the target o make a saving throw vs. spell with a

—f penalty or fall into a deep sleep from which the target can-
not be awakened for up to one year.

In addifion, Merthus can cause any individual to be rooted
to the spot and, if she desires, transtorm the vichim into any
form of plant life. There is no saving throw against this efect.
Any individual affected by this power enters a form of stasis,
remaining alive without the need for nourishment indefi-
nitely. While in stasis, whether in plant ar their own form, vie-
tims can communicate only telepathically (if possible), and
only then if the communication is instigated by some outside
force, (Aowizard may communicate with a victim of Merthus
through the use of ESE, for example.) Flowers thal bleom out
of season, or in the depths of the winter mnnths are often
regarded as viclims of Nerthus.

N o T T e




Weapons of +3 enchantment or better are requived Lo harm
Nerthus® avatar.

Other Manifestations
In addition fo humaneid form, MNerthus can manifest in
the form of any plant. Such plants are always exceptional
{(the most magnificent oak, the most beauliful primrose,
and sooon).

The Church
Clergy: Speciality priests only (either her own, or those of
the Anglo-Saxon pantheon as a whalel
Clergy's Alignment: Any zood
Turn Undead: Mo
Command Undead: No
Priests of Merthus are the most commonly encountered
speciality priests of Anglo-5axon culture, aside from those ¢
wha serve the pantheon as a whole. Their duties include pre-
siding over marriages and births, blessing the plowing and _
harvesting, and providing Nerthus® wisdom to the people of.
their community, They are very much community based,
rarely wandering or adventuring,
Dogma; The communiby and the protection thereof are of
paramount importance, Priests of Nerthus work to provent
harm to their people, and they counsel against unnecessary
battle and see that proper rites are chserved to ensure a good
harvest and the health of livestock,
Day-to-Day Activities: Blessing of newborns, presiding
over marriages, and biessing herds and fields provide the
bulk of the day-to-day activities of Nerthus® priests. In fimes
of war, they also involve themselves in the organization of the
byrcl (army) and its depleyment, promoting only conflicts that
are obsolutely necessary for the protection of the mmmuml}'
Holy DaysiImportant Ceremonies: The month
of Sol-monath (February) heralds the heginning of
plowing and planting, To ensure a good harvest,
special loaves of bread are placed within the :
freshly plowed furrows after being dedicated to 3 At _F-H‘ﬂl-'lt.'_'_-'
Merthus, This ceremony to Merthus is second only

(Mather s Miglit)

sial-inanath © b

to that taking place in Halig-manath (September). : Sei e
In this holy month, all weapons and armor are shut Hred=monath - March
away within the community, A covered wagon, Ficistre-mimath April
drawn by cows, is brooght into the center af the e B i i

= i e Fhird-riviice R
community by Merthus® priests, While the wagon _ i
remains within the village, feasts and other cele- Agrma Eidis s June
brations to Merthus dominate the commumity. R T R v 1 T T e

Eventually, the priests lead the wagon away to a
ritual place of bathing. There, the occupant of the
wagon (said to be Nerthus herself) is washed by SERECEEIHIEHIRSSEGATHIE
slaves, At the end of the ceremony, the slaves are :
sacrificed by drowning, for no mortal may touch
the goddess and remain alive. . :

In addition, along with Mannus and Ine, Nerthus S I
is revered on the festival of Madranect, Maother's
MNight, the besinning of the AngloSaxon year when
viows are made and renewed,

Priestly Vestments: Priests of Nerthus are not
given to gaudy coslumes. Like the image of their

Apftera Eida July

Acrra Geola:
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dicty; they wear simple brown, To show their wisdom, they
let their haire (ineluding beards) srow long. They often wear
corn dollies as bracelets or sew them onto their robes.
Adventuring Garb: Priests of Merthus rarely leave their
cominunities. When they do travel, they retain their simple
warb, confident in the protection their goddess provides them.

Speciality Priests

Requirements: Wis 14, Cha 15

Prime Requisites: Wisdom, Charisma

Alignmenk Any good

Weapons: Staff, Priests of Nerthus may carry a scramasax
(dageer) for general use and protection, but they may not
gain proficiency with it.

Armor: Mone

Major Spheres: All, Animal, Charm, Creation, Elemental
Earth, Guardian, Healing, Necromantic (beneficial spells
only), Plant, Protection, Weather

Minor Spheres: Divination, Elemental Air, Elemental
Water, Sun, Wards

Magical [tems: Same as clerics, except barred from using
fire-based items (except those that guard against fire) and
items of destructive power

Required Proficiencies: Dancing, Herbalism

Bonus Proficiencies: Agriculture, Animal Handling

= A priest of Merthus can identify peoisonous plants on
sight. From 2nd lewel, they can defeat poizon within any item.

~ Alseat 2nd level, they gain the ability to calm animals,
identical to that of a ranger of one level lower.

~ Fram 3rd level, priests of Merthus may cast a sleep spell
three times per day:

~ At 5th level, Merthus® priests gain the ability to cast
charm person once per day.

~ From 10th level, any charm-based spell cast by the priest
carries a -2 saving throw penalty (in addition to any other
penalty in place) and atfects twice the standard number of
targets. Against animal or plant-based targets, no saving
throw is applicable.

Aerthus Spells
Slumber of Nerthus
(Enchantment /Charm)
Lewvel: 4
Sphere: Charm
Range: 10¢ plus 1' per level
Components: V. M
Puration: 5dé days (see below)
Casting Time: 4
Area of Effect: One individual
Saving Throw: None

This spell allows the priest to cause the target to fall into a
deep slumber. Por the duration of the spell, the target remains
unaware of the surroundings and cannot be roused except
through the liffing of the enchantment by a priest of Nerthus,
or through the dispelling or other disruption of the spell.

The spell duration is a maximum of 5d6 days, The priest
may state the specific duration of the spell, up to the maxi-
mum rolled,
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Mote that priests of Merthus may not use this spell b ren-
det an opponent unconscious for the purpose of an easy kill.
Their doctrine tells them thal recipicnts of this spell fall under
the protection of Nerthus and that they ave receiving life-
guidanece from the wisdom of their goddess while uncon-
scious.

Although the spnll has no saving throw, elves and halg-
elves retain their natural resistance to efarm-based spells
against the effects of the slamber of Nertfms,

Eostre

{Life-Mother, Goddess of the Dawn)
Intermediate power of the Prime Material, LG

Portfolio: Life and rebirth

Symbol: The hare

Worshipers"Alignment: Anyv good

Eostre is the companion of MNerthus. She is responsible for
the maintenance of the life-death cyeles of nature, and the
births of all creaktures fall under her protection. Altheugh
Epstre is not the puardian of the community, she is nonethe-
less highly reversd within it

Az the Life-Mother and puardian of the sacred cyele, Eostre:
opposes any action that canses death outside the natural
order. Thus, she and her clergy find themselves at odds with
the faithful of Hreda and Thunor. Unlike Merthus, Eostre
views no battle as necessary.

Eostre's Avatar (Cleric 200)

Eostre appears as a beautiful, golden-haired female of girlish
or matronly appearance. She smiles almost constantly, with
only the knowledge of another life pointlessly lost causing a
shados to mar her visage.

Even on barren ground, Howers grow and prosper wher-
ever the goddess has stepped.

AC 5, MV 24; hp 192; THACO 4; #AT 1; Dmg paralysis {sce
below); MR 80%:; SZ M; St 13, Dex 24, Con 20, Int 23, Wis 24,
Cha 25

Spells P: 13,12,/13 /11 /10,7 /2

Saves FPDM 3, R5W 4, PP 3, BW 4,5p 4

Special Att/Def: Eostre attacks with a paralyzing touch.
This attack causes no damage, but the victim becomes
affected as if the target of a fold persmi spell, with no saving
throw applicable. The paralysis lasts for any length of time
Eostre desires, up to 1 mionth.

Eostre ma W also cause the ].;ruwth of phlnt;-i, with L*l"&»»;'iﬁ
equal o a double-strength entangle spell. Finally, she may
summon 10-100 hares which, although not effective in direct
comba t, swarm around the feet of those n::a]:lpl:v.-;ing the HLH.‘I-
dess, causing them to lose their footing and concentration—
often in high'l}-‘ .'|rn1,|51'ng (for Eostre) wa ¥5-

Only weapons of +2 or better enchantment can harm
Eostre’s avatar.

Cther Manifestations

Eostre might manifest in the form of any female creature.
She oceasionally appears as a matronly cow within a herd
during calving, or as a lapwing or hare during the spring
SEASO.



The Church

Clergy: Speciality priests only
feither her own, or those of ||!1L"_"
Allg]ﬂ-f’_‘;i‘lkﬂ“ F'."rl1'““|'!(_!(llf'| flh el
whole)

Clergy’s  Alignment:  Any
gond, usually lawful

Turn Undead: Yes, with an &
extra 1db hit dice affected

Command Undead: No

Eostre's priests are often mid-
wives of both human and animal
births, Every community has at
least one individual devoted to
Eostre, even if he or she isnota
priest. Although birthing cere-
monies are presided over by
Nerthus® clergy, it is Eoslre's
Faithful who actually deliver the
child, often using their sranted
powers to ensure a smooth tran-
sitiom of the newly born from @
womb bo waorld.

The vast majority of Eostre’s
clergy are female,

Dognta: Life 15 sacred, Prigsts
of Enstre exist bo bring life into
the world, not to remove it Even
the accidental squashing of a
bug brings pangs of regret to a
follewer of the Life-Mother.

Day-to-Day Activities: Obyi- : :

ously, midwifery is the major aclivity of Eestre's faithful,

When there is no call fer this primary function, they invalve
themselves in the protest against ballle and the unnecessary
loss of life this causes, as well as in the raising and education
of the children of their community.

Holy Days{Important Ceremonies: Eostre-monath {Aprill,
marked J.'J:." the colebrations of the new lite lzlrcmi._;hk by spring:,
s sacred to Eostre, L'l'u:rl'ng this time, Hargrs AT ;;l‘:iutur.F and
gi\'{:ﬂ a5 ﬁiftﬁ to be cither eaten or Iu.‘.p! as reminders of
Fostre's presence. During the Dark Ages, the similarity of the
lapwing's ground nest and the hare's scrateh, both very much
present during Eostre-monath, led many to believe that hares
laid eges. Many of the celebrations of life that teok place dur-
ing this part of the year were later adopted by the Christian
church as the Easter celebration.

Priestly Vestments: Simple white robes. Eostre's priests
often carry a tin, pewter, or wood likeness of a hare to sym-
biolize their devotion.

Advﬂ'nturinH Giarb: The same white robes worn r.l1.1ri|1.j;
their Lii‘ly-tn-dav acHvities. Priests of Eostre ;11'.*.'}1:,'5 travie]
rarmed.

J.".}'I:El.'idli'i_'.' Priests
Requirements: Ink 10, Wis 12, Cha 12
Prime Requisites: Intelligence, Wisdom
Alignment: Lawful geod

Priests of Costye fely bring new Life into the world, and then thee help pn:ér_rhr' i

Weapons: None, Priests of Eostre are barred [rom gaining

proficiency in and careying weapons.

Armor Mone

Major Spheres: All, Animal, Guardian, Healing, Necro-
mantic (beneficial spells only), Protection

Minor Spheres: Charm, Creation, Divination, Elemental
Water {MNote: Priests of Eostre may not cast ﬁpulls that inflict
damage or canse death or disease.)

Magical tems: Same as clerics, except no magical item thal
causes damage may be used, Multi-tunction iterms with both

‘Tharmful and nen-harmful effects may be used, but the harm-

ful effects may not be utilized,

Required Proficiencies: Herbalism

Bonus Profsiciencies: Healing

a At st level, priests of Eostre must choose one type of
creature (such as humans, cows, sheep, or horsesy on which to
focus their midwife skills. Midwifery operates on the roll of a
Healing proficiency, with a roll of 20 indicating that complica-
Hons have occurred in the birth that iy (207 chance) result
im the newbommn’s death. Every two levels thereatter, }‘Jri['sts
add another tvpe of creature to their list of those they can suc-
:;l,‘b\'-utll_'l”j' deliver

= Prom Jrd level, Bostre's pricsts may cast hold person once
per day for every three levels attained.

~ At 5th level, a priest may communicate with hares, as
per the speak with aninmls spell. They may also employ hares
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to perform simple tasks for them (collecting healing herbs,
carrying messages to other priests of Eostre, and soon).

~ From 8th level, the chance that a newborn will die as a
result of a birthing complication is reduced to 5%.

Costre's Spells
Midwifery
{Necromanlic)

Level: 3

Sphere: Healing
Fange: Touch
Components: ¥, M, 5
Duration: 1 round
Casting Time: |

Area of Effect: One mother and child engaged in childbirth
Saving Throw: None

By casting this spell upon the mother and child at the
moment of childbirth, the priest ensures the child is born
healthy and that no complications result in the 1-)irl|1irug
process, Through use of this spell, a priest of Eostre does
not need to make the normal Healing check for midwifery
PUEPDEES.

The spell can also be used to alleviate complications that
arise during a birthing. The spell must be east immeadiately
once the priest is aware of such a complication, such as the
round following a roll of 20 on a Midwifery /Healing roll. Use
of the spell in this manner removes the complication, but it
does not ensure that the rest of the birthing process goes
smoothly. In effect, the priest gains a second chance to make a
successful Healing proficiency check. OF eourse, a second
casting of the spell negates the need for this roll.

Lifegiving

(Mecrnmantic)

Level: &

Sphere: Flealing

Range: Touch

Components: V, 5

Durration: 24 hours (or permangnt; see below)
Casting Time: 2

Area of Effect: One individual

Saving Throw: None

This spell affects an injured, diseased, or otherwise harmed
individual in the same manner as if he or she had received
the benefits of a fioal spell.

If cast on a healthy tavget, the spell preserves the target's
life for a duration of 24 hours, During this period, the spell
may counter one of the following harms: poison, disease,
curses, death by mjury, or the effects of harnr and siay living
spells, Mote that lifegiving does not prolect against a desfric-
tion spell,

The fifeeiming spell protects against death by binding the
individual's spirit to the body. When mortally harmed, the
individual ceollapses, stops breathing, and is—for all
intents and purposes—dead. A detect life spell or a priest of
Eoslre can recognize certain signs that say otherwise. As
long as the individual's hit-point total is raised above zero
through magical healing or with the use of a Healing
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proficiency check made by a priest of Eostre before the
duration expires, death does not actually oceur and the
victim awakens, Of course, causing extensive bodily harm
to the target might make it impossible for the hit-point
deficit to be recovered.

hreo

(Snow Naiden)
Intermediate power of the Prime Material, LE

Portfolio: Winter, cold

Symbol: An inverted spear head of cold iron

Worshipers’ Alignment: Any

Hred is the bringer of the snows and frosts, the final
slaver of the new life that arose in the spring. She is a
malevolent goddess, killing without mercy during winter.
She is the antithesis of Eostre, representing the end of the
life-death cyele while the latter presides over its begin-
ning. O all the Anglo-Saxon deities; only Woden main-
tains any kind of relationship with Hred, for she presides
over the portion of the year in which magical poweer is al
its srongest,

Hred's Avatar

{Cleric 20, Wizard 18, Thief 200

Hred appears as'a pale-faced woman of advanced years. Her
hair is whiter than snow, and the piercing blue of her eyes ean
freeze a man's heart, She dresses in robes seemingly made of
purest ice, but she also occasionally appears draped in the
hides of the walves that are her servants, Rarely is Hred seen
without her companion, a huge winter wolf of double hit dice
and maximum hit points. In her left hand, Fired carries a long
apar +4 crafted entirely from eold iron.

AC -6 MV 24; hp 190; THACO 4; #AT 2 Dimg 110410
(Strength bonus), +4 (weapon bonus), plus special; MR 75%,
and see below: 52 M; Str 22, Dex 20, Con 25, Tt 20, Wis 20,
Cha 19.

Spells T2 12/12/11/10/7/5/3; W: 5/ 5/5/5/5/4/3/3/2

Saves PPDM 4, BSW 4, PP 4, BW 4, 512 3

Special Att/Def: Hreed can attack twice in a single round
with her spear In addition to the damage this weapon
inflicts, it requires the victim to make a suceessful saving
Ehrow vs, 5]:!:;1!] ata=l |:||:r1a:||E',,r or become IUtE‘l[l_l,l' nitimbred with
cold, Mumbed victims cannot act for 2d6 turns and lose 1d8
hit points per round due o magical frostbite. Such is the
intensity of this cold that even creatures normally immune to
cold attacks are affected, although they are numbed for t'ml:,f
1dé burns and saffer only 1d2 points of damage per round.
This numbing effect antomatically affects anyone who dares
grasp her spear.

Any cold-based spells cast by Hred have bwice the normal
duration and inflict double damage.

Hred may summon 2d12 waolves o aid her at any time.
These wolves appear within 1d6 rounds and are of the largest
size with maximum hit poinks,

The Snew Maiden is completely immune to cold-based
attacks, including the effects of her spear:

Weapons of 42 or greater enchantment are required Lo
strike Hred's avatar,



Oither Manifestations

Hred might also appear as a gigantic white wolf or a blister-
iﬂg snowstorm. [nowolf form, she can strike with both claws
for Td6+10 points of damage and may breathe upon a single
target once per round; ber breath has the same numbing
effect as her spear. In snowstorm fonn, she affects all within
the area with her numbing atlack but can cause no other
direct damage.

The Church

Clergy: Speciality priests only, of either Hred or the Anglo-
Saxon pantheon

Clergy's Alignment: Any evil

Turn Undead: Mo

Command Undead: Mo

Although the Anglo-Saxons pray to Hred for deliverance
trom the fury of winter, dedicated followers of the Snow
Maiden are rare. Those faithful few tend to be loners of the
wilderness, often named ice witches by the communities that
suffer their neighborly attentions.

Dogma: The cold of winter is sacred, and lives claimed by
it Belomg to Hred. The ultimate goal of Hred and her minions
15 to retum the world bo an etemmal winter {Ice Age).

Day-to-Day Activities: The Snow Maiden's servants have
few daily duties other than the constant search for the return
of eternal winter. During winter, all speciality priests of the
Anglo-Saxon pantheon must perform an animal sacrifice at
least onee per week and must engage in prayer to Hred each
evening to protect their community from the deathly cold of
winter nights.

Holy Days/Important Ceremonies: Hred-monath (March)
i5 sacred to Hred, and at this tme Hred's faithful pray for the
coming of the next winter. Others celebrate the deliverance
from the winter just ended, sending prayers to Hred in
thanks for their survival,

Priestly Vestments: Robes of white, often trimmed with
wolf fur. Decorative jel.vehr}' of irom is also worn, engraved
withor fashioned in the form of Fired s symbol.

Adventuring Garb: Armor of iron, or hide or leather armor
reinforced with iron, worn beneath white cloth or wolf-fur
robes or cloaks. Iron spears are always carried.

Speciality Priests

Requirements: Con 12, Wis 9

Prime Requisites: Constitution, Wisdom

Alignment: Any evil

Weapons: Any non-bludgeoning weapon, but proficiency
in spear must be taken before any other

Armor: Any iron oriron reinforced armor (for example,
iron chain mail or iron-studded leather armor)

Major Spheres: All, Elemental Water, Elemental Air, Heal-
ing ireverse only), Protection, Sun {reverse only), Weather

Minor Spheres: Combat, Divination, Necromantic

Magical ltems: As per cleric. Howewver, no item that uses
heat or fire may be used.

Regquired Proficiencies: Survival, Weather Sense

Bonus Proficiencies: None

 All cold-based spells are cast with one parameter at

double strength (e.g., double range, double damage, double
number of targets, or double area of effect).

~ Speciality priests of Hred receive a +1 bonus to saving
throws vs, cold-based attacks, and such attacks cause -1 point
of damage per die.

- Speciality priests of Hred can use the following wizard
spells, following the rules for priest spell memorization and
casting: 1st level: chill touch; 2nd level: ice knife; 4th level: oo
stoem, wall of fee; Sth level: cone of cold; 6th level: Olilike’s freez-
itig sphere,

- From Sth-level, priests of Hred are immune to natural
cold-based attacks.

= From Bth-level, priests of Hred are immune to magical
cold-based attacks.

Theed's Spells

Hred's Touch
(Abjuration)

Level: 5

Sphere: Elemental water
Range: Touch
Components: V. 5
Duration: 1d6 rounds + 1 round per level
Casting Time: 2

Area of Effect: One tarzet
Saving Throw: Neg.

A victim touched by the caster of this spell {requires an
attack roll) must make a successful saving throw vs. spell or
become afflicted with a numbing eold. Numbed victims can-
not act other than to drop to the ground in a shivering fit, In
addition, the intensity of the effects of the touch inflict 1d4
points of cold damage per round, excluding the initial roumd
in which the victim was fouched. Creatures immune to cold-
based attacks are not affected by this spell.

Flesh to lce
(Alteration) Reversible
Level: 6
Sphere: Elemental water
Range: 5 vards/level
Components: ¥, 5, M
Duration: Fermanent
Casting Time: &
Area of Effect: One creature
Saving Throw: Special

Thr[]ugl'l use of this {-i]'.!l;‘*l]_, i FIT'it':_-if CAT d_'h;mge any type of
flesh into dce; Carried and worn possessions of the target are
likewise turned into ice. Creatures turned to ice form are sub-
ject o the normal durability of ice. If in a warm location, for
example, they begin to melt. A creature returmed ko flesh after
suffering damage in ice formn might have deformities or
wounds reflecting such damage. A victim in ice form is inert,
possessing no awareness, and ne form of communication can
contact them. The material component for this spell is a small
piece of ice or natural glass. [f glass is used in place of ice, the
victim receives a +4 bonus to the saving throw. The compo-
nent is consumed during casting,

The reverse of this spell, ice to fiesh, can be cast only ona
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creatuire that has been affected by a flesf fo e spell, (Tt cannot
be used bo transform normal ice into flesh.) The spell restores
the victim to his or her normal condition. Upon reburning to
flesh form, the victim must make a successful System Shock
roll to survive the transmutation. This spell might be granted
to priests other than those of Hred, as long as they have major
access ko the Elemental Water sphere. The material compo-
nent for this spell is a picce of earth and a single possession of
the recipient. Both components are consumed during casting,

fMannus
(Father of Man)
Lesser power of the Prime Material, N

Portfolio: Humans

Symbol: A spear, point upward, with a shaft of pak. Also,
the first rune of the futhark (Man).

Worshipers® Alignment: Any

Mlannus is the consort of Merthus. The first humans were the
children of Mannus and Merthus; Mannus provided their
shape and attitude, and Nerthus breathed life into them, Flis
interests lie salely with the development of his children, con-
slantly requiring them to test and prove themselves through
their achievements. In this, he is a neutral arbiter—those who
succeed and surpass their fellows might receive his blessing;
those who do not are ignored and denied his profection. He is
thus a major impetus for the development and betterment of
men, s his children strive to retain the good will of their father,

Mannus' Avatar (Fighter 25, Cleric 20}

Mannus appears a= a wandering scholar and tutor or as a
warrior of Kingly bearing. In his scholar form, he occasionally
singles out humans of achievement, providing them with
counsel and tutelage. As 3 warrior, he might manifest within
the fyrd (army) of one he favers, aiding them against foes
whe have lost his blessing. Throueh his interference, kings
and kingdoms may fall, to be replaced by those he sees fit to
rule instead.

In scholar form, he carries an gaken staff <3 and wears sim-
ple brown robes. In warrior torm, he carries a long spear +3
and wears a chain hauberk and the elosed-face helm worn by
Kingzs.

AL =4 (robes) or =8 (hauberk); MV 135; hF‘i 210 THACO 5;
#AT 5/ 2; Dimg 1d64-14; M 50%; 52 M; Sir 23, Dex 20, Con 20,
Int 14, Wis 18, Cha 23,

Spells P 11/11/10,/9/7 /5,2

Saves FFDM 5, RSW 5, PPS5, BW 5. 5p 5

Special Att/Def: In scholar form, any individual who
receives Mannus's tutelage, even in a brief encounter,
receives sufficient experience points to achieve the next level,
If Mannus appears within a fyrd in warrior form, all mem-
bers of that unit are affected by atriple-strength bless spell (+3
to all attacks, saving throws, and morale checks), while their
opponents are affected as if by a triple-strength curse spell. In
addition, any opponent facing Mannus himself, if that oppo-
nent is currently oul of favor with the deity, finds things
eaing horribly wrong. The victim receives no Dexterity nor
shield benefits to Armor Class. Also, should the victim miss
an attack roll against the god, the vichim drops any held
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wea pons. Additionally, other unlucky events might befall the
unfortunabe, subject to the DM’ judgment. Examples include
tripping and falling in the mud af the battlefield, a slipped
helm rendering the vicim unable to see, and so forth,

Other Manifestations

Mannus occasionally manifests in the form of an owl, circling
above a field of battle. In this form, he may bestow his bless
and curse effects (as above) on the warriors Below, but he may
participate in the battle in no other way:.

The Church

Clergy: Speciality priests of Mannus or of the Anglo-Saxon
pantheon

Clergy's Alignment: Any

Turm Undead: Mo

Command Undead: INe

Mannus' clergy are the inspirational personages within
their community. They advise people to further their goals
and improve their standards of living, This oeeasionally puts
them at odds with the clergies of Nerthus and Eostre, espe-
cially when the goals they promote involve instigating war.
Mannus' faithful always command great respect within their
cOmmunitics.

Dogma: People are not perfect but must constantly strive to
be s0. Those given to complacency or sloth are cursed in the
eves of their god.

Day-to-Day Activities: [iving themselves and their com-
munities to better and bolder achievements fills mostaf Man-
nus’ worshipers’ ime. They teach their people to set higher
and higher goals for themselves, preaching that hMannus
guides and protects only those who ainm the highest,

Holy Days/Important Ceremonies: Modranect, the new
vear festival, is presided over by Mannus® clergy as vows and
promises are taken by the community for their achievements
in the coming year.

Priestly Vestments: Within their community, Mannus®
faithiul dress after the fashion of their god‘s scholar form, in
simple brown robes,

Adwventuring Garb: Although not limited in armor choice,
privsts of Mannus often wear a chain hauberk, after the fash-
ion of the warrior manifestalion of the deity, They always
il FI'}' :-_il‘:lci'll",;‘i-\.

Speciality Priests

Reguirements: Wis 9, Cha 10

Prime Requisite: Wisdom

Aligmment: Anv

Weapons: Any, but must take proficiency in spear first

Armor Any (chain hauberk proferrod)

Major Spheres: All, Combat, Creation, Guardian, Protection

Minor Spheres: Charm, War

Magical Items: As per standard cleric

Required Proficiencies: MNone

Bonus Proficiencies: Nene

A A priest of Mannus may not possess a nonweapon profi-
ciency with a tareel number lower than 14, If the relevant
ability, with its check maodifier, provides a target of less



than 14, the priest must spene
enoush slots toraise the target o
L2k or more,

A From 3rd level, a priest may
inslantly the
standing of any individual as

Jeryema currenk
wiewed i the eyes of Mannus,

~ Also from 3rd level, any
spell cast against an individual
ot of Tavar with Mannus carries
2 —| saving throw penally, if
applicable.

~ From Sth level, a priest may
use a special bliss spell that pro-
vides a +2 bonus, Only those in
favor with Mannus can receive
this benefit. The power is usable
once per day for every 5 levels
attaimed. In all other respects, the
power is equal to the standard
tiless spell,

e Ak EBth level and above, all
beneficial spells cast b:.-' & priest
of kMannus upon one favored by
the god are at double polency.
This affects any banus due, but
does not affect range, duration,
anel 50 on. For example, o protec
ton fron enil spell yvields a 4
penalty to evil creatures’ attack
rolls and a +4 bonuos to saving
throws va their attacks.

~ PFrom 12th level, a priest
may bring his or her deity's
attention to any individual wor- 3
thy of '.:P't“'l.,:lﬂl attention, either pos:l'u.'eh- |_1r peeatively.
Whether the subject actually receives favor fr am Mannus is
subject to DM judgment,

Iooden

{Master of Magic)
Lesser power of the Prime Ma terial, ™

Portfolio: Magic, knowledze, guardian of the dead

Symbol: A blank runestong; the crow and the raven

Worshipers' Alignment: Any

Wiaden is the god of magical wisdonm, learning, and knowl-
edge. He is also the guardian of the souls of the dead. 1t was
Waoden who revealed the uses of runes o mortal men, himself
having sutfered arduous tests to gain the knowledge. Thus,
the runic alphabet of the Anglo-Saxons, the futhark, is sacred
ter him.

Woden is a deity of true neatrality, Everything he does
serves his own schemes in some way, In this respect, he is
oftert at odds with Manmus.

Britons and Celts sometimes mistake Wocden with their old
deity, Cernunnos, the leader of the Wild Hunt, ln laler cen-
turies, Woden evelved within the northern Buropean Ger-
manic faith into the god Cdin.

_u'ﬁl heeps fjis

l;i:.lgl.ll.ﬂ“i an serves

Woden's Avatar (Wizard 30, ]m;!fm- ._l‘}
Wioden appears as a tall, rugged man. He dresses in weather-
beater clothing of leather and coarse fabric. He wears a tall,
battered, wide-brimmed, conical, black hat adorned with the
feathers of ravens. Crow and mven feathers also decorate the
stiotilders and upper back of his long, threadbare cloak. His
straiglat hair is raven-black, and though he has no heard, he
appears unshaven, Woden's avatar has but one eye, his right
eye bearing scars from the attack of a large bird.

Woden always travels with a guartersfaff +2 engraved with
the bwenty-fonr ranes of the futhark in winding patterns
along its length,

AL —6; MY 21 hp 180; THACH T #AT 1 Dmg Tadf49; W
L0056 S M: Ske 19, Doy 22, Con 20, Ink 25, Wis 20, Cha 19,

Spells Wi FLRLR T TITIT IO

Saves PN G, BSW 3, PP 4, BW 3. 5p 2

Special At/Def: If the runemaster kit (presented
[eacon™ Muogazine issue #257] isa vailable, Woden operafes as
a wizard under the benefits and nestrictions of that kit He has
knenwledge af all wizard spells, even those newly created by
martal practiticners of magic,

Fach af the bwenty-four runes engraved upon bis staff has
a p;wtirular effect that Waoden may call Lo at any tme, one
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effect per round, as long as he is wielding the item, The
effects are:

= Man (Self): shiape change

a Gy {Par:ncrship]: citar person and charm nimsters

~ Os (Signals): clafrooyartes and clalraudience

~ Ethel (Separation): repuision

~ Ur (Strength): strength

~ Peprth (Tnidaton): dream

~ DNyth {Constraint): slow

 Ing (Fertiliby ): affraction

= Eoh (Defense): globe of inoulnerability

+ Eolh-secg (Protection): spell turning

~ Feoh (Possessions): fabricale

~ Win (Joy) Tasha's uncontrollable lideous laugfiter

~ Ger (Harvest): plant grocth

~ Cen (Dpening): passeall

o Tir (Warrior): Tetser's Fransmutation

~ Beorc (Growth): enlaree

~ Eh (Movement): flir

~ Lagu (Flow): fime stop

~ Haegl (Disruption): Mordenkainen's disjurniction

~ Rad {Journey}: teleport without error

~ Thorn (Gateway): monster sunmmonite VI

~ Daecg (Breakthrough): forestalit

~ Is (Stanclstill): fold person and hiold nionster

~ Sigel (Wholeness): mending

All effects operate at the 30th level of magic use.

Other Manifestations
While traveling the earth in search of lore, Woden occasion-
ally assumes the puise of a large, one-eved crow or raven.

The Church

Clergy: Speciality priests of Waden or the Anglo-Saxon
pantheon, wizards, runemasters

Clergy’s Alignment: Any

Turn Undead: No

Command Undead: No

Unlike many other clergies, Woden's faithful rarely involve
themselves in providing advice to their loeds and communi-
ties. This is not to say they never provide advice, just that
they wait until advice is asked for, in which case they usually
ask for some form of payment.

Woden's priests are almost always loners, wrapped in their
constant studies and lore-gathering exercises. It is not
unusual for a community that is home to one of Woden's fol-
lewers to be entizely unaware it has a priest, the individual in
question being regarded as a mysterious hermit who disdains
unwanted visitors,

Dogma: Knowledge is all-important, and any form of suf-
fering is worth enduring to gain it. Magic is a sacred art form
not to be wantonly abused,

Day-to-Day Activities: The gathering of lore is the single
most important activity of Woden's clergy, and it is rare
that they engage themselves in activities outside of this dri-
virng goal,

Holy Days/Impertant Ceremonies: Nights of the full moon
are sacred to Woden, and during these Hmes his faithful
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engage in celebrative acts of prayer. Such nights within winter
menths are especially holy, Out of respect for the guardian of
the dead, special ceremonies (o Woden are performed during
burial rituals, asking him to keep the soul safe on its journey
into the afterlife.

Priestly Vestments: Scholar’s robes, often decorated with
crow or raven feathers, Some also wear conical hats after the
fashion of their deity,

Adventuring Garb: Normal traveling garb, again often
decorated with crow or raven feathers. Brimmed, conical hats
are also worn while abroad.

Specialilty Priests

Requirements: Int 12, Wis 9

Prime Requisites: Intellipence, Wisdom

Alignment: Any neutral, non-lawiul alignment

Weapons: Staff, scramasax (dagger), seax (short swird)

Armor: Leather or studded leather, preferably none,

Major Spheres: All, Animal, Charm, Creation, Divination,
Elemental Air, Elemental Earth, Summoning, Travelers

Minor Spheres: Combat, Elemental Fire, Elemental Water

Magical ltems: Any permitted for clerics or wizards

Required Proficiencies: Spelleraft

Bonus Proficiencies: Read /Write Futhark

= If the campaign employs the runemaster kit, Woden's
priests can ufilize rune magic, including the ability to cast the
seribe runes spell.

~ From 5th level, the priest may assume the form of a larege
COOW OF raven onee per day.

=~ At Hth level, the priest loses the use of his ur her right
eve (usually due to the attack of a raven). The lost eve cannot
be recovered, even through the use of the regenerate spell or
similar magic. The priest’s remaining eve gains special per-
ception, allowing the use of infravision, defec! magde, and detect
inuisibility, each usable three times per day.

~ At 12th level, the priest's remaining eyegains the per-
manert abiliby of trwe seeing,

~ From 15th level, a priest of Woden may scribe one rune
per five experience levels attained upon his or her staff. These
runes are permanent and can perform their functions at any
time, one function per round, as long as the staff is boing
held. Possible runic funetions include: any spell effect up to
4th level; +1 attack bonus; 41 damage bonus; =1 AC bonus; or
+1 saving throw bonus toward any one category of saving
throw. Multiple bonus runes of the same tvpe may be scribed
(for example, a 15th-level pricst of Woden may scribe bwao +1
attack runes and one +1 damage rune, lo provide a total
bonus of +2 tehit and +1 damage).

Cir
(Lord Justice)
Lesser power of the Prime Material, LN

Portfolio: Glory and honor

Symbal: A round, iron-rimmed shield. Also, the fifteenth
rune of the futhark {Tir)

Worshipers” Alignment: Any non-chaotic

Tir is the favored ped of warriors, inspiring his folloswers to
seck achievement on the battlefield. There is no greater death,



in the eves of Tir, than that in honorable combat. Tir is also the
lord of justice, and it is his wisdom that kings draw upon
when judgments must be made,

Tir is companion fo0 Mannus, Ing, and Thunor His role as a
promaoter of war, even though he does not promote it for its
own sake, leaves him ak odes with MNerthus and Ecostre,

In the later Scandinayvian pantheon, Tir appears as the one-
handed god Tyr

Tir's Avatar (Fighter 25)

Tir appears as a tall, proud warsior-king with flowing dark
blonde hair and beard. His hazel irises are circled with rings
the color of steel, He wears a chain hauberk of the finest qual-
ity, and often hides his noble features behind the full-faced
helm of kings.

lir possesses a spear +3 that has the ability to slay (as peran
arpem of slaying) opponents of chaotic alignment. Additionally,
he carries a seax (short sword) of starpiess =3, He normally
swields enly his spear in combat but occasionally uses his seax
or, rarely, both weapons in combination,

AT —8; MV 15; hp 212; THACO 2; #AT 2 01 4(2 attacks per
round with each weapon wiclded); Dmig 1d6-+13; WIS 40%; 55
l; Skr 22, Diese 20, Con 23, Tnk 19, Wis 20, Cha 19,

Spells Mene

Saves PFDW G, RSW 5, P74, BW 5, 5p &

Special Att/Def: Tir is immune to any form of deception,
mundane or magical.

Other Manifestations

In matters of mortal justice, Tir orcasionally manifests as a
seax, appearing from thin air in the hall of judgement to
embed itself in the wood of the bench before the puilty party,

The Church

Clergy: Speciality priests of Tir or the Anglo-Saxon pan-
theom

Clergy's Alignment: Lawful neuiral or lawful good

Tum Undead: No

Command Undead: No

Tir's clergry count themselves among the thegns and eold-
ermen of the king's court. Thus, they are always part of the
professional military. They adwvise their lords in matters of
war, often promofing a strategy that, while tactically sound,
has been designed maore to reap glory and honor for the
members of the fyrd than to defeat the enemy effectively.

Dogma: The death of a man lies on the battlefield. Thus,
the sickening and dying should be permitted to ride with the
fyrd to gain an homorable death.

Paramount to the structure of society is the existence and
upholding of law and justice. Those who make a mockery of
those tenets are cursed in the view of Ti

Day-to-Day Activities: Advising the king and the witan
{council of elders) on matters of war and justice.

Holy Days/Important Ceremonies: Tir's day (Tuesday} is
the day of the week upon which Tir is honored, Priests of Tir
also engage in prayer vigils before any major battle, to ask
their god for the opportunity for the fyrd to gain honer and
glory in the coming bloodshed,

Priestly Vestments: Priests of Tir dress in the manner befit-
ting their station, whether thegn or eolderman. They often
wear round disks inseribed with 'lir's rune as pendants.

Adventuring Garb: Outside their communities, Tir's clergy
adorn therms=elves as would any warrior of their station. They
wear chain hauberks, and carry seaxes and spears, Many also
carry a round, metal-rimmed shield decorated with Tir's
TLE,

Speciality Priests

Requirements: Str 9, Con 8, Wis 9

Prime Requisites: Strength, Wisdom

Alignment: Lawful neutral or lawtul good

Weapons: Spear, seax, scramasax {dagger), bow (long or
showt), francisen (hand ax), sparte (hand ax), framea (light or
medium lance)

Armor: Any

Major Spheres: All, Combat, Divination, Law; Protection,
War
* Minor Spheres: Guardian

Magical Items: Any permitted to either warriors or clerics

Required Proficiencies: MNone

Bonus Proficiencies: None

~ Priests of Tir can cast detect lie once per day for every
three levels gained.

~ From 2nd level, a priest of Tir gains a +1 bonus o saving
throws when disbelieving illusions.

~ From 5th level, the priest does not need to attempt to
disbelieve an illusion actively to gain a saving throw to do so.

~ A priest of Tir of 10th level or higher, when sithing ina
hall of judgment, can determine accurately the guilt of any
brought before the hall, :

Chunoy
[ The Warrior)
Legser power of the Prime Material, CH

Fortfolio: Might and strength

Symbol: The fyflot

Worshipers” Alipnment: Any

Unlike Tir, Thunor doesnt represent such ideals as glory or
honer. The pure act of war for its own sake is his domain,
Thunot revels in war, urging his faithful to take up arms and
prove themselves at every opportunity. In this, he is loathed
by Merthus and, especially, Eostre. For his part, he sees these
dieties as cowards who would rather see men become weak
and feeble, Althoush he is often in the company of Tir and
Ingr, even those deities balk at Thunor's brash, uncompromis-
ing call o arms.

In the Scandinavian pantheon, Thunor is synonymous with
the god Thor

Thunor's Avatar (Fighter 30}

Thunor appears as a huge man of wild features. His face s
framed in a chaotic mass of bland hair that seems to writhe
with a will of its own when the god is angered. His chain
hauberk bulges over the muscular form it protects. In his
right hand, he wields a mighty spear +4, forged from magical
iron go dense that only one with Thunot's Strength may
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wield it. Strapped to his left arm is a round iron shield +3
adorned with the tyflot that is his symbol. Again, only those
of great strength may use this item.

AC =7 MV 15 fly 24; hp 225; THACO 1; #AT 5/2; Dmg
2d6+18; MR 30%, 52 M; Str 25, Dex 19, Con 23, Int 17, Wis 14,
Cha 15

Spells Mone

Saves PFDM 5, RSW 5, PP 4, BW 5,5p A

Special Att/Def: Thunor may cast his spear up to a range
of one mile. During its flight, the spear becomes a lightning
bolt, striking for its standard damage plus 6dé points of elec-
trical damage. A saving throw vs. spell reduces the extra
damage by half. The spear magically reappears in Thunor's
hand 1 round later,

When angered, the fyflot adorning his shigld bursts into
flames, Thunor has ne conscious control over this effect. Any-
one within 30 feet of the burning shield suffers 2d8 points of
heat damage per round. Anyone touching the shield suffers
4d6 points of fire damage.

Thunor may inspire a berserk battle rage in warriors. All
warriors, friend or foe, within &0 feet of Thunor when e
Ainveokes this power must make a successful saving throw vs.
spell at a ~4 penalty, modified for Wisdom, or else become
berserk for the remainder of the battle. The effects of becom-
ing berserk are as described in the berserker kit (Complete
Fighter's Handbook, page 20) and are summarized under
berserk inspiration.

Other Manifestations

Lightning storms are a sign of Thunor's anger. During times
of war, the sun is seen as the sign of Thunor's burning shield,
appearing to ingpire his faithful in the heat of battle.

The Church

Clergy: Speciality priests of Thunor and the Anglo-Saxon
pantheon

Clergy’s Alignment Any non-lawtul

Turn Undead: No

Command Undead: No

Like Tir's clergy, all of Thunor's faithful are thegns or eold-
ermen, part of the professional military, They are amang the
maost militaristic of all warriors, pushing for war at every
opportunity. Their prowess on the battlefield often accords
them great reward and high station, making them closer to
the king and more influential within the witan than those
whioffer sounder advice. The clergies of Thunor and Eostre
are at comstant odds.

Dogma: Battle is the beginning and end of everything,
Concepts of honor are tools the weak use to hide their inepti-
tude. Talk is for cowardly foals.

Day-to-Day Activities: The clergy of Thunor are influential
within the thegns of a kingdom and hold responsibility
within the fyrd. During times of peace, they push for war. In
times of war, they inspire greater and greater feats of battle
prowess from the members of the frrd.

Holy Days/Important Ceremonies: Thunor's Day (Thurs-
day] is sacred to Thunor, and many battles are planned for
that day for that reason.
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Priestly Vestments: Priests of Thunor are rarely out of
armor. They wear pendants fashioned in the form of the
fyflot, or inseribed with the symbal of their god. The fyflot
also appears on their shields.

Adventuring Garb: When abroad, the garb of Thunor's
faithful differs little from the apparel worn at other times.

Speciality Priests

Requirements: Sir 15, Wis 9

Prime Requisites: Strength, Wisdom

Alignment: Any non-lawful

Weapons: Any, but must take proficiency in spear before
any other

Armor: Any, but Thunor's priests may notwear helms

Major Spheres: All, Combat, Elemental Air, Elemental Fire,
Sun, War, Weather ' :

Minor Spheres: Animal, Divination, Protection

Magical Items: Any normally usableby clerics or fighters

Required Proficiencies: Weather Sense

Bonus Proficiencies: None

~ Priests of Thunor may possess exceptional Strength.
They alst gain a warrior's Constitution hit point adjustment.

~ From 3rd level, priests of Thunor can go berserk, as the
berserker kit abilily described in The Corplete F:;J.éhtﬂ".s Hiid-
ok,

= From d4th level, a priest may cast a lghtning bolt once per
day. The damage inflicted by this bolt is equal to 1d6 points
for every 2 levels attained by the priest (2d6 at 4th-level, 3dé
at Gth-level, and s on), ko 8 maximum of 8d6.

Thunor's Spells
Berserk Inspiration
(Enchantment/Charm)
Level: 2

Sphere: Combat

Range: Special
Compenents: ¥
Duration: Special
Casting Time: 1 round
Area of Effect: Warriors within 30° radius
Saving Throw: Neg,

By casting this spell, a priest causes all warriors within
range to be affected by a berserk rage. The largets must be
able to hear the priest’s words for the entire round of cast-
ing. They are entitled to a saving throw vs. spell, adjusting
their rolls for any Wisdom bonus if applicable, to aveid the
effects. The berserk rage lasts until the end of the current
combat,

The effects of going berserk are described in The Complele
Fighter's Handbook, pages 20 to 22, but are summarized here
for convenienge,

While berserk, the following elfects apply:

4 Immunity to charm person, friends, lurprolism, sieep, ireiti-
fion, ray of enfeeblement, scare, geas, command, chari persmt or
nuirtinal, entheall, eloak of bravery, and sywibol,

4 Lain a +4 saving throw bonus vs, blindness, Tesha's
urcontrollable hideous fﬂlrlgfriﬂ'.l'. hiold petaii, clarm momister, m;ufrh
stoa, amdl fold anmal



a lmmumnity to the eniofion spell, unless the fear effect is
used, in which case a failed save indicates a lifting of the
Boerserk rage (but no other far effect).

a The effects of a ffnger of deabl spell, whether damage or
actual death, do not apply until the berserk rage passes.

~ The following spells do not affect a berserk characler
until he or she & free from the berserk rage: bless, all cwere
s 5-'.!_‘“_'*[]5, i, el |'i:l',.|:'l'rfl'f'I1|'L'. iwiHer

~ The taunt spell automatically affects a berserk character,
who breaks off combat wilh the current oppenent toattack
the caster of the spell.

~ Immunity to KO resulls through the Punching and
Wrestling rules.

a Suffers only half damage from bare-hancded attacks,

~ A 41 bonus Lo hit, +3 bonus to damage, and +5 hit
points.

~ The DM, not the player, keeps track of damage scared
against the character. The player's only guide to the damage
This character receives is through the description of blaws pro-
vided by the DL i )

~ Mo missile weapons may be used while berserk,

~ Each opponent engaged must be fought until that oppo-
nent goes down. The berserk character must then engage the
neanesk foe.

~ A berserk character may not take cover against missile
attacks.

~ If an ally attempts an action that may be interpreted as
an attack apainst the berserk character, the latter must make
an Intelligence check 1o avoid engaging the ally.

~ When coming out of the rage, the character loses the 3
bonus hit points fwhich might drop the character below zero
hit points), he or she collapses from exhaustion as if atiected
by a rry af enfeetlenent for a number of rounds equal to the
length of ime spent berserk, and all spells cast that are due to
affect the character after the rage has gone (finger af decth, cire
weoyrnda, and 2o.on) do so now

Ang
{The Divine Man)
Demi power of the Prime Material, LG

Portfolio: Son and servant of Nerthus and Mannus

Symbuol: Ing, the eighth rune of the futhark

Worshipers' Alignment: Any

Ing is the immaortal son of Nerthus and Manmus. As such,
he spends mast of his ime traveling the land and performing
basks for his paronls,

Ing represents the commitment of Nerthus and Mannus to
their martal ehildren. He walks among humans, providing
the wisdom and aid of his parents where they cannot, or will
not, provide such directly themselves.

1 sometimes has a problem balancing the interests of his
parents in his deeds. Although his parents are generally allied
in their goals for humankind, they oecasionally have conflict-
ing agendas, forcing Ing to juggle his activities so as not to
offend his mother o father.

Ing's Avatar (Ranger 20, Cleric 16)
Ing appears as a wanderer with the attitude of both warrior

and scholar. He always appears clean-shaven but wears his
chestnut tresses long, A brown cloak of simple design folds
aver his equally simple chain hauberk. In battle, he wields a
spear +2 and a seax +2. His round shield is adorned with the
rune that bears his namg.

Ing has no avatar, These statistics apply to his true form.
Should he be slain, his parents will unite their power to resur-
rect their son.

AC —1; MV 15; hp 160; THACH 3; #AT 2; Dmyg 1di+9; MR
S0 S M St 19, Dex 17, Con 18, Int 17, Wis 18, Cha 18,

Spells P 979/ 8,77 4/3/1

Saves PPDM 6, RSW 6, PP 5, BW 6,5p 5

Special AttfDef: Ing may influence an individual by sub-
tly revealing his divine nature. The individual wall not
{unless Ing decides otherwise) consciously realize the true
nature of the deity. Under such influence, the individual will
be favorably disposed to Ing, listening to his advice above
that of the individual’s normal advisors and treating him as
a favored sen.

Other Manifestations
Ing hias no other manifestations beyond his true form.

The Church

Clergy: Speciality priests of the Anglo-Saxon pantheen
only (see below), or worshiped by priests of Nerthus and
Mannus as part of their religious doctrine. Ing has ne clergy
specifically devoted to him. He is nonetheless revered within
Anglo-Saxon society. Both the clergies of Nerthus and Man-
nus revere him as the son of the deity they worship, and the
community worships him as the worker of the will of the
aods within the mortal world. In fact it is often in Ing's name,
rather than that of his father, thal vows are taken as pazt of
the Modraneet festival,

Priests of the Anglo-Saxon Pantheon

Clergy: Speciality priests of the Anglo-Saxon pantheon

Clerpy's Alignment: Any non-chactic

Turn Undead: o

Command Undead: Mo

The vast majority of priests in pagan Anglo-Saxon cullure
du not worship the individual deities of the pantheon but
rather serve their community as a whaole through worship
and observance of the entire pantheon. Although they
respect the speciality priests of the individual gods, they
believe that such individuals are ignoring a large portion of
Anglo-Saxon faith and are thus incapable of serving the
community effectively.

These individuals are even more focused on their commu-
nity than speciality priests of MNerthus and Fostre and are gen-
erally more suited in the role of nonplayer characters within
an ATHD game. However, some DMs, to create a mere “oor-
rect” Anglo-Saxon selting, might wish to ignore the speciality
priests of individual deities in favor of the pantheon priest
described here.

Dogma: The pantheon as a whole presents the beliefs and
faith necessary for the Anglo-Saxon people to lead proper, full
lives. lgnoring one part is detrimental Lo the whole,
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- Christian and pagan priests wight find thrmselies warking tagetfer i the Diek Agts,

Day-to-Day Activities: Anglo-Saxon priests are very
much apart from the common laborers, warriors, and nobles
of Anglo-Saxon society. Their only duties are tied to appeas-
Ing the gods, observing ceremonies (as described for the
individual deities themselves), and conducting sacrifices
and rites.

Holy Days/Ilmportant Ceremonies: All of the haly days
deseribed for individual deities are observed by pantheon
priests.

Priestly Vestments: Plain robes. During times of ceremony,
or periods sacred to a particular deity, the symbols of the
deities currently celebrated are also worn. (For example,
Eostre’s symbols are worn during Fostre-monath.)

Adventuring Garb: Tt is rare for a panthean priest to wan-
der abroad, and they do not have any special garb for such
expeditions.

Speciality Priests
Requirements: Int 12, Wis 14
Prime Requisite; Wisdom
Alignment: Any non-chaotic
Weapons: None, other than for use in ceremonies
Armor None
Major Spheres: All, Animal, Creation, Divination, Elemental
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Barth, Elemental Fire, Guardian,
Healing, Plant, Frotection, Sun,
Weather

Minor Spheres: Combal, War

Magical Items: A= per stan-
dard cleric

Required Proficiencies: Mone

Bonus Proficiencies: Religion
{Anglo-Saxon pantheon)

+ I'riests may not ride stal-
lions, only mares,

~ @& priest of the Anglo-Saxon
panthecn may cast an ey
spell once per week for every
three levels attained.

~ ALSh level, the priest may
Dbeston curse (as per the reverse pf
remoTe fursE) on any individuoal
who has offended the gods,

Christianity
Christianity plays an important
partin a Dark Ages campaign.
The Anglo-Saxon invasion ini-
tially pitted Christian Britons
against the papan Germanic
attackers. As the Anglo-Saxon
kingdoms established them-
selves, the Roman and Celtic
churches sent missionaries o
the courts of the kings on quests
of conversion that, by the mid-
dle of the seventh century, were
largely suceesstul. Such was the
importance of some of these mizssionaries and the kings that
welcomed them that the respective churches canonized
them. After Christianity established ilself and the various
kingdoms began to unify into a single English nation, the
debates began as to which chureh the nation would follow,
To ignore Christianily in'a Dark Ages eampaign is to discard
many apportunities for roleplayving and adventure within
the setting.

There are two forms of Christianity in the Dark Ages set-
ting: the Roman and the Celtic churches, The Roman church
5 the maest powerful, having great influence across the crum-
bling Roman Empire, as well as heing e primary Faith of
Britons prior to the invasion, The Cellic church was estab-
lished by St, Patrick in Ireland during the early fifth century
and spread—through the actions of 5t Asaph, St. Columba,
St. David, 5t Cuthbert, and others —through Wales, the
northern Anglo-Saxon and Briton kingdoms, and the south
and western Picts. Bven though the Synod of Whitby, in 664,
decided for the Roman church within England, Christianity
in England became a mixture of the ideclogies of both of
these churches.

In the AD&LD game, treat Christian priests as lawful neutral
or lawful good clerics with the bonus proficiency of
Read /Write Tatin,



Roman and Celtic Christianity

The differences betwesn the Roman and Celtic churches are
more 8 matter of the temporal than the spiritual, The Roman
church has a strict hierarchy and is ulimately headed by the
church of Rome itself. The Celtic church, although possessing
a hierarchy, was not so rigidly organized and was more ndi-
vidualistic, rejecting the autherity of Rome but still holding
Romne as the center of Christianity: The Boman church, estab-
lished as the religion of the ]E11'||_':-'|r|_= in 312, held much more
temporal power than its Celtic counterpart, Roman mission-
aries were more aggressive in their pursuit of conversion.
Both churches held the same holy days and ceremonies, bul
their forms of worship differed.

Fhe Chirch

There are several sects to the Christian clergy of both
churches, The nuns and monks of abhﬂys and monasteries;
missicmaries whe travel, taking their faith fram court to court;
community priests looking after the 5§3ir'rh:|a'|l needs of their
congregation; influential bishops, often of noble bisth, who
advise kings and administer churches within their area of
influence; and many others who He between these generic
models,

Dogma: There is one God, who was the creator of the uni-
verse, and to whom all humans must ultimately answer for
their deeds.

Day-to-Day Activities: Caring for the spiritual needs of the
community, praying for the forgiveness of the sins of their con-
pregation, and administrating the lands held by their church,

Holy Days/Important Ceremanies: Most af the modern
Christian ceremonies were observed, including Christimas,
Faster, the Harvest Festival, Lent, and so forth,

Priestly Vestments: Robes, of color denoting rank and reli-
gious period currently being observed. The various colors
within ecclesiastical use include: black (Good Friday), blue
jordinary Sunday services), green (weekdays and Sundays
following Trinity), pale green (baptisms), purple (Ash
Wednesday and the last week of Lent, also the color worn by
bishops), red (holy davs celebrating martyrs, and Whit Sun-
day), while (festivals dedicated to Christ, Maundy Thursday,
and for all saints except martyrs), and violet [(Advent and
Lent) Bishops and archbishops also carried staves denoting
their rank, .

Adventuring Garb: While abroad, followers of the Celtic
church generally wear robes similar to those warn at other
fimes. Sinee many priests of both churches heralded from the
ranks of the Eoldermen, the donning of armor and weaponry

15 not anknown.
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PART I: ATROA,DELLEB;

BY ANDY MILLER

HLUSTRATED RY REBECCA GLAY

Aside_fma n the fact that the
Oeridians were fierce warriors
and that they migrated east to
escape the wars that destroyed
both the Siel Empire and Bak-
lunish Dynasty, little is known
about them. From what empire
did they come? Whal lands did
they nule? What kings or chiefs
were their lieroes? Only the

gods know the true answers to

these questions.

—From alecture given by Porthos
Quurn (Savant) at the Royal University

in Rel Mord, 9 Harvester, 585
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etween 1982 and 1984, the gods

of Oerth were examined with

great detail in the pages of
Digacon® Magazine, With articles by E.
(_;'ru':.-' f_;}"g”x and Lenard Lakofka and
the release of the World of Greyhank
boxed set, more than sixty deities were
presented, thirty-cne of them in detail.

In 1958, Tames M, Ward's GREVHAWK®
Adventures supplement detailed twelve
of the major gods for 2nd edition

In 1992, the GREYHAWK setfing was
reenergized with with the From the
Ashes boxed set. The greater and inter-
mediate gods were updated for Znd
Edition, and now we had twenty-nine
saods for specialty priests and cleries.

To help cemplete the pantheon of
GREYHAWE deities, here is the firstin a
series detailing the lesser Oeridian gods
of Greyhawlk, all presented in the Fuiths
ana Awnstars formiat, Though unable to
grant Yth-level spells, these powers are
important on Oerth and can easily be
used in any ADEDT game campaign,

ATROA

(Bringer of Spring, Wind-Daughter
Provider, Shy One, First 5i

Lesser Power of the Beastlands, NG

Portfolio: Spring, east wind, renewal

Aliases: Mone

Domain Name: Brux/Grove af
Perpetual Spring

Superior: Velnius (father)

Allies: Ehlonna, Phaulkon, Sotillon,
Velnius

Foes: Telchur

Symbol: Kara tree full of red, ripe fruit

Worshipers' Alignment: Any good

Atroa (ah-TRC-ah) is the youngest
of the three daughters of Velnius. She
i5 the power of rebirth and the first sis-
ter of the seasons to show her tace after
Telchur has. his wintry reign. She
brings the warmth back to land after
winter’s cold grip, causes the crops to
grow, and brings the warm winds
from the east. She represents planting
and self-perpetuation.

Atroa is a shy god, rarely communi-
cating to her priests or followers. Her
worshipers understand the circle af
lifee that she represents—birth, growth,
death, rebirth. The seasons always
change, but life and spring always comes
again. Atroa assures her people of that,
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Abroa’s Avatar

(Mystic 18, Druid 14)

Adroa almost never appears in avatar
form. A threat to her followers must be
very great tor this poswer fo set foot on
Certh, When she does appear, Atroa
takes the form of a beautiful young
woman dressed in a short, green skirt
and tunic, A few fresh, green leaves are
usually tucked in her blende hair, Her
features are perfect, more elven than
human, and her skin is tanned by the
sun. Warm breezes constantly play
about her hair and clothes, keeping
both in motion. She 15 never armecd.

AC —6; MV 12, fly 24 (B): hp 145;
THACD 10; #AT 2; Dmg 1d10 (martial
arts); MR 50% (100% against druids); 52
M (5 tall); Str 17, Dex 18, Con 19, Int 19,
Wis 18, Chr 22,

Spells P 10/10/9/9/6/4/2

Saves FFDM 2, RSW 6, FF 5, BW 8, 5p 7

Special ARDef: Atroa cannot be
struck by woeden or natural weapons,
The wind that constantly blows about
her keeps any missile weapons from
touching her. Only metal wiclded by
hand can hurt her. She can cast up
to bwo gust of wind spells per round
in addition to any altacks or magic, and
she uses these to keep her enemies at
bay. Atrea also has the natural ability to
chir anyone at will {saving throws
against this effect are made at a -5
penalty). This powerful ability effects
even elves and their kin. Atroa 1ses mar-
tial arts (from the Comiplete Fighter's Hand-
book} i forced to fght hand-to-hand.

Atroa regenerates 5 hit points per
round. She exerts complete control
over any plant or plantlike creature
within a mile of her location, and tre-
ants have been known to light to the
death for the god.

Cither Manifestations

Atroa most often manifests as a gentle
gust of warm wind. Sometimes she lets
her followers know she is about by
causing grass or greenery to sprout in
an unusual place, such as grass growing
suddenly in a snowstorm or vines
growving oul of solid rock inside a build-
ing. The demonstrations are rare, how-
ever, as Atroa seems reluctant to deal
with mortals.

[he Churcl

Clergy: Clerics, specialty priests, mystics

Clergy's Alignment: NG, O, LG

Turn Undead: Clerics: ves, specialty
priests: yes, mystics: yes

Command Undead: Clerics: no, spe-
cialty priests: ng, mystics: no

The church of Atroa is widespread
along the routes of the Ceridian migra-
tions to the east. She is widely wor-
shiped in Ull, Kel, Bissel, the Gran
March, Keoland, the Ulek States, the
County of Urnst, the Great Kingdom {or
what's left of it), and in the Wolf and
Tiger Momads lands. Cther lands otten
have small shrines dedicated to the god,
thoueh they see Little use except in the
spring. Many farmers worship her,
praying for a godd harvest and an early
spring. Sailors and sea merchants some-
fimes pay their respects to Atroa and
pray to her for favorable winds to blow
their way. The trade winds of the spring
and summer which blow from the east
are often called “Atroa’s breath,”

Temples to Atroa are usually small,
simple shrines or chapels. They are
always made of wood and have many
windoews (most of which face east) to
allow the wind to blow through.
Carved wooden  statues depicting
Atroan sometimes stand above the
altars. Each chapel invariably has a
tower with a bell mounted in it for
ringing out the hours. Most of the
churches have large mardens.

There are two sects of the church of
Atrpa: the Manterings and the Bearers.
The Planterings revere spring, the
renewal of life through farming and
animal husbandry, and the warmth
brought by the eastern winds. These
yvoung women and men are hard-
working members of the church who
use magic and their own hands lo see
that the vearly crops are planted and
readied. They are most active in the
early year and spend their winters
preparing for the spring again, The
Bearers have taken more strongly to
Atroa’s portfolio of renewal, spreading
the word of the god in that light and
urging the proliferation of the human
race. .""LI]['IlH-il i]l'l.‘n'H:u"H WIOTTIET, Bearers
revere the family and the propagation
of children, and they are often preg-
nant themselves, Bearers often run
orphanages, treating each child as if he



aor she were the Atroan’s own and

keeping them well fed, well rested,
and loved. They are taught at an early
age the importance of Atroa and of life
itself. Male Bearers are very rare.

Dogma: Alroa’s followers believe in
the grondness of people. Each new thing
is part of the cycle of life, Celibacy is
Frovwenesd on in the chuech, and marriage
is encouraged for both its members and
clergy. Pregnancy is locked upon as
“the blessing of Atroa,” and priests who
become pregnant are seen as the holiest
of all. Although there are fewer male
than female priests in Atroa's church
(abonat B0 of the clergy is female), they
are also respected for their own ability
to father children,

The church also teaches responsikbil-
ity. Although Atroa's followers preach
renewal and rebirth without constraint,
they also believe in nurturing what has
been planted. Allowing a plant to die or
a child to po hungry because of neglect
are both seen as great sins,

Day-to-Day Activities: Priests of
Atroa ate most active in the spring,
when they take part in the planting of
crops, Atroa has no reluctant followers,
Everyone spends some Hime in the
fields planting seeds, pulling weeds,
digging canals, or maintaining the
fields, The clergy of the church tend to
the felds throughout the spring and
summer, and many of them become
quile learned in Lhe areas of crop rota-
tion, ferlilization, irrigation, and agri-
culbure in general,

Many priests of Atroa (especially
bearers) are midwives,

Holy Days & Important Ceremonies:
Morning prayers and thanks lo lhe
Wind-Daughter for another day and
another season are important to the
clergy of Atroa, Working in the fields is
considered prayer, and the manlra
“Blessed be this ground” is often recited
while doing so. Priests bless newly born
children and newly formed families,
and they preside over funerals, preach-
ing that even the dead will someday
COME again.

The holiest day of the vear is the
Spring Feast, which falls on the 4th day
of Growfest (Spring Equinox), This is a
day of prayer, rest, reflection upon the
last year, and thoughts of what the new
vear will bring. Almaost as important is

the entine festival of Growfest, when the
clergy of the church are busy plant-
ing. The week is filled with days
full of back-breaking work, fol-
lowed by evenings of song,
prayer, food, and drink
Only Godsday, the 4th of
Grosfest, is set aside as a
day of rest during this
fime, breaking the plant-
ing into two short half-
weeks and making the
work seem easier for all
involved.

Major Cenlers of Wor-
ship: The Temple of lhe
Children is the largest tem-
ple of Atroa in the Flanaess.
Situated in the city of Gradsul
in the Kingdom of Keoland, this
large, wooden structure competes
with the Foaming Tower (the temple
of Osprem, also located in Gradsul) for
followvers. Since maost sailors want the
blessings of both gods, the churches
have many members that belong lo
both. The Temple of the Children also
serves as oneg of the greatest orphanages
in Keoland.

The Trade Wind Chapel in High
Mardreth in the County of Umst is the
second largest Atroan temple. This
place caters to sailors and ships and has
erown since the Greyvhawk Wars as
more shipping bypasses Nyrond for the
Lirnst States.

Affiliated Orders: Atroa’s church has
no affiliated orders.

Priestly Vestments: Clergy of Alroa
usually wear simple farmers’ clothes
and green wide-brimmed hats tied
Hghtly to their heads, Sometimes they
wear green cloaks covered with rec
dots, and they almost always wear
leather gloves Lo work in the fields. For-
mal dress includes green, knee-length
robes with short sleeves (usually
halfway between the wrist and elbow in
length) and hoods. The clergy believe
that whatever they wear, it should not
getin Ehe way of the day to day busi-
ness of work.

Adventuring Garb: Alroan clergy
usually dress like farmers, though often
wearing green, wide-brimmed hats and
green and red cloaks. Atroa’s haoly syom-
bal is worn prominently at the neck or
on the hat band. Clergy who choose to

Lol

T

chose

wear armor  usually

unadorned leather armor.

plain,

Specialty Priests
(Green Daughters/Sons)

Requirements: Constitution 14

Prime Requisites: Conslitution, Wisdom

Alignment NG

Weapons: Any norumetal

Armorn: Any nonmetal

Major Spheres: All, Animal, Creation,
Healing, Plant, Sun, Weather

Minor Spheres: Divinakion, Time

Required Proficiencies: Mone

Bonus Proficiencies: Herbalism and
gither Agriculture (Planterings) or Heal-
ing (Bearers)

T Halflings can become Green
Daughters or Sons, but this is relatively
Care.

F All Green Daughters or Sons gain a
bionus of +2 Lo saving throws vs, aging,
withering, or roting. If no saving throw
is ustally allowed, the Green Daughter
or Son still receives a saving throw with
no bonus,

1 At 3rd level, the Green Daughter or
Son can cast gust of wind once per day
for every three levels of ability.

I+ At bth level, the Green Da nghlﬂi‘ ar
Son regererifes | hit point per turm, even
i killed.

T AL 12th level, Green Daughters and
Sans can cast regenerafe once per day.
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DELLEB |

(The Cod Scholar, Sage

The Good Savant)

Lesser Power of Mt Celestia; LG
Portfolio: Eeason, Intellect
Aliases: None
Domain Mame: Solania/ The Great

Library
Superion None
Allies: Boccob, St Cuthbert, Lirr,

Zunoken
Foes: Syrul, Hextar
Symbaol: Open book
Worshipers® Alignment: L
Delleb (DELL-gb) is the god of sages.

He stands for knowledge, freely given

and [reely received. As a god of intel-

lect, he believes that all of his followers
should hone their minds e the fullest

0f the Caods,

extent and then teach others to do the
same. Fle is sometimes called the most
honest of gods, for he netther lies nor
speaksa half-truth,

He and Syrul, the Suloise pod of lies
and deceit, have long been rivals, The
bwn have warred among themselves
since long before the Rain of Colorless
Fire and Invoked Devastation over a
thousand yvears ago,

Delleb loves riddles and puzzles,
thowgh they fake him life HBme o solve,
[ has never been tricked, though many
have tried. Delleb never tires of outwit-
ting his enemies, although he yearns for
a lrue mental challenge.

[Dellebh’s Avatar
(Mage 20, Cleric 15)
Delleb's avatar appears as a tall, thin
Oeridian man with olive skin. He looks
very old, and the top of is head is bald
ing, leaving only some short tufts of
gray hair on the sides and back. He
wears reading plasses, and a magnity-
ing  glass [‘.-rutrud es from his coat
pocket. He usually carries a large book
and'is always accompanied |.J:-,-' i large,
black labrador retriever named Shadow,

Delletb is most often dressed as a
scholar, wearing black robes filled with
many pockets, When in this form, he is
usually slightly bent, as if under a great
weight [though his posture is simply
bad from so much reading and writing),
Hiz head is never covered and seems Lo
glow slightly, as do his eves.

Delleb occasionally Bakes the torm of
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a warrior. When he appears thus, he
wenrs full platemail, though his head is
atill bare, and he carries a sabre. Over
his back is slung a strange device of
metal and wood longer than the god i=
tall. He sometimes appears mounted on
an immense war horse.

AC-10; MMV 12 (36 mounked); hp 175;
THACHS; #AT 2; Ping 1d5 + 6 (sabrna)
or 1d13+special (flintlock rifle); ME

Fiy 2l MG tall); Str e, Dex 20, Con
18, Int 25, Wis 23, Chr 15

Spells P10 /9799 /0,371 ML
5/5/5/5/5/4/3/3/2

Saves PPDN S, BSW S, PP F, BW B, 5p 6

Special AtDef: Delleb’s sibre +5 15 a
fioly  wveneer called  Delente-Vinnes
iroughly “That which strikes down igno-
rance” in Old Oeridian). His WERI0 of
preference; however, is a 7-long musket
ot his invention.
appears to be-a typical Hintlock rifle (or
arguebus—though no one on Oerth has

(T This device

ever seen one work) of unusual length.
The barrel is halanced by several strands
of tight wire mounted on struts project-
ing from the metal shaft. A large target-
mg circle on the end is
reinforced with wires, and the stock is
made of bromzewnod. Delleh alone can
fire this weapon, and when he does, the
explosion can be heard for miles, The
weapon's ranges are 1 mile /10 miles /
100 miles. If an even number is rolled
for damage by this giant rifle, the die is
rolled again and the result added o the
firsl fieure. This is done until an odd
number is rolled. It is magically loaded
and can be fred twice every mound.
Delleb has the power to confise his

likewise

oppoenents, either 11_'; touch, striking
with his sabre, or with a bullet from his
musket, Fle can use this power up to
twice per round, and the confusion lasts
unbl Delleb wishes it b0 cease, Delleb
also has a goose feather quill pen that
he can use to the same effect,

Dielleb is immune to any and all THu-
siom and Enchantment/Charm spells,
easily secing through such deception.
He is also able to guess the next logical
move any living being will make and
always reacts with such foresight.

Shadow is a large, black lab with a
flean of intelligence in her eves. She can
5p-;,;1k several |;!!1¥L];:g§_‘1—i r'I:u:ntEj.', L|1Ul.lg||.

she rarely does. She is fully ten times as

strong asa typical war dog,

Other Manifestalions

Delleb believes his followers and clergy
should find their own way and use
their own intellects to solve problems—
hence he rarely appears. Some of his
other mamifestations, however, are the
smell of aold books, a shadow around
the cormer in a library or temple
rthongzh no one is there), or even a -
den insight to a previously puzzling
problem. He sends Shadow as his mani-
festation sometimes, and the dog often
appears as one of the canines of the
church, but with an intellect far beyoned
that of a normal dog.

[he Church

Clergy: Clerics, specialty pricsts,
monks, paladins

Clergy's Alignment [0

Turn Undead: Clerics: ves, specialty
priesls: ves, monks: no, Prno

Command Undead: Clerics: no, spe-
cialty priests: no, monks: no. paladins: no

Temple-schools of Delleb can be
found throughout the Flanaess along
the ronstes use by the Oeridians during
their migrations. They are most preva-
lentin Furyondy, Veluna, Nyrond, the
Lirnst States, and Kenland. Sages
throughout the Flanaess give respect
and prayer to Delleb,

The temples themselves are stout
structures buill of stone and wood,
almost always having a protective wall
around them (theugh they are open to
anyone most of the ime), Seme of the
grealest libraries in the land are con-
tained within the temples, and whale
wings are devoted solely o tleaching,
Mest temples have a special building or
two on their grounds reserved Tor the
teaching of children, who are allowed Lo
learn for free, Those cities and towns
lucky enough to have a temple of
Delleb have some of the highest literacy
rates in the world,

The clergy of Delleb is divided into
the scholars, librarians, and knights,
The scholars of Delleb are the largest
group and comsist of the best thinkers,
philosophers, mathematicians, histori-
ans, and sages of the church. They are
divided into the learners and the {each-

crs. The learners revere learning lor its



own sake and study all they can on one
or more subjects, usually becoming
experts or sages in that field. Bards
often seek out scholars for information
aboutl lecal or ancient history. Some
scholars are seientists who run careful
experiments i an attempt fo discover
more about the world they inhabit. (A
schalar of Delleb 15 credited with the
mvention of the crosshow.)

The teachers represent a smaller sect
of the scholars, These are the men and
women who run the various schools of
the church, spreading knowledge to as
many as possible. Some of them work
in the temple schools while others roam
the lands, teaching wherever they end
up. The teachers are divided into assis-
tants {acolyles who are still learning),
mentors  (full time  teachers), and
savants (who teach at the highest levels,
sometimes to other scholars).

The librarians are in charge of the
books in the libraries of the temples.
These books must be indexed, cross rel-
erenced, and copied for distribution to
other termples or to those who wish b
purchase the knowledge, The acolvies of
this order invariably end up in the scrip-
torium, copying and illuminating such
works as accurately as possible. These
seripters are the lowest of the librarians
and are closely watched by the book-
keepers who run the libraries. They, in
turn, pav heed to the Chief Librarian,

Ihe knights of Dellel are a noble
order of warriors who defend  the
church and spread knowledge as far as
possible. This group has grown consid-
crably since the Grevhawk Wars, espe-
cially in Furvondy and MNyrond.

The church iz also known for its doc-
tors. A few temples in the Flanaess are
dedicated solely to healing (magical
and mundane). The hospitals of Delleb
are often run by the scholars. Those
unfortunates who do not survive freat-
ment skl further the cause of science
and medicine through autopsy.

Dows are revered by the chureh as
“man’s most intelligent, honest, and
loyal friend.” Most temples have at
least a few dogs on the premises, often
taking in stravs and siving them a good
home. Black labs are the most impaortant
breed and thought of as the smartest of
all dogs, They are preferred by the
church over others.

Dogma: The philosophy of Delleb
teaches that knowledge is the most
important thing of all, though
even the hunt for knowledge
does not supersede the sanc-
tity of life. The clergy emu-
late their all-knowing god
by searching for knowl-
edge and then spreading
it far and wide. Secrets
that contain true knowl-
edize are seen as a blas-
phemy, as mformation
belongs to anyone who is
willing to seek it Those
who covel secrets are the
greatest enemies of the
church. Even evil knowl-
edge is sacred to the church,
though they try to keep the
worst of it out of the hands of
those who would use it to spread sul-
fering. This hypocritical double stan-
dard (the keeping of secrets when truth
belongs toeveryone) is olten overlooked
or ignored by the lay brothers. Only
Delleb himself (acting through his high-
est priests) can authorize the destruction
of any bit of writing that imparts knowl-
edge. Debates on the nature of good and
evil (and what constitutes “evil knowl-
edge”) rage constantly between mem-
bers of the scholars and other sects.

The church also teaches its clergy and
followers o hone their intellects, Riddle
and pun contests are comman and
important. Those who win are usually
rewarded with elevation in the church
or access to the more delicate books.
Logic puzzles are also well regarded.

Day-to-Day Activities: Members of
thee clergy spend their davs doing what
their sect finds most important, This
includes copying and sorting books,
spreading information to other libraries,
teaching, or experimenting. Followers of
[Delleb see it as their daily duty to think
up some new thought, preferably some-
thing no one has ever thought of befors,

Holy Days & Important Ceremonies:
The Mass of Knowledge is performed
each Godsday. In it the priests of the
chuech follow a stricl ceremony of wor-
ship and speak of now learnings. The
ceremonies usually last the better part
of a day, the rest of the holy day being
given over to discussion of the new
ideas by members of the clergy.

On the eve of Freeday, scholars of the
church visit taverns or inns, listening to
stories and hearing the general gossip
or news. Many hours are spent listening
towhat the local people have to say and
copiously committing it fo memory. For
these priests, Freeday morning is usu-
ally spent writing notes on what they
heard. The following week the priests
try to determing which of this informa-
tion is true and which is false, taking
notes about both, This practice has
upsel move than a few people, but since
the priests are usually willing te pay for
verification of rumors or hearsay, com-
plaints are usually put aside,

Major Centers of Worship: The
Savant's Hospital, once called simply
the Library Temple, in Chendl, is the
largest of Delleb’s temples in the
Flanaess. Though the boilding was
damaged during the siepe of the city, it
has since heen repaired and rededicated
o the healing order of the clerics of
Drelleh. The library (except for the more
important medical texts) has been
moved south to Littleberg, The priests
in Chendl worry little about the daily
activity of the city, usually deferring to
the priests of Rao and working to leamn
and teach as much about the healing
arts as possible.

The University Temple in Kel Mord,
MNyrond is another scholarly hold, This
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temple is closely connected to the Royal
University, and quite a few of its priests
{savanlz) teach at the school, The tem-
ple is thought to hold some of the most
knowledgeable and intelligent men in
the land.

Affiliated Orders: The Church of
Delleb has a knightly order of paladins
called the Knights of the Book. These
warriors protect temples as needed,
serve as military advisors and leaders
of levied troops to protect the church
and lands around i, and even act as
teachers of military strategy and his-
tory. An honorary order of the church
for those sapes and philosophers who
are not clergy is the Silver Savants,
Membership in the group is restricted
to those who have made a great discov-
ery or unearthed long-lost knowledge.
These men and women ave held in high
esteem by the church.

Priestly Vestments: Clergy of the
church generally wear black scholarly
robes. Mortarboards are typical head-
dresses of the church, and these are alse
black and have long tassels of gold, sil-
ver, or white dangling from their centers.
These denote scholars, librarians, or
members ol the Silver Savants respec-
tvely. Knights of the Book wear dark
armor and their helmets usually have
long, Black tassels attached to their tops.

Adventuring Garb: Worshipers of
[Delleb wear whatever is most appropri-
ate for adventuring and are known for
planning ahead. They generally stick fo
black clothing or armor, though their
helmets usually resemble, at  least
stightly, a mortarboard. A tassel is
always worn from the top of the helm,
Specialty Priests (Tomesages)

Requirements: Wisdom 15, Intelli-
gence 16

Prime Requisites: Wisdom, Intelli-
gENCEe

Alignment: LG

Weapons: Any

Armor: Any

Major Spheres: All, Combat, Divina-
tion, Healing, Law, Numbers, Thought,
Time

Minor Spheres: War

Required Proficiencies: Modern
Language, J{mdmg;“ Writing

Bonus Proficiencies: Ancient His-
tory, Local History, Religion
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t Al tomesages are allowed to spe-

cialize in one nonweapon proficiency
and are considered to have considerable
knowledge in this field. Proficiency
checks are considered 19 regardless of
the actual ability score,

T All lomesages gain the same bonus
as the academician (Conrplefe Wizand =
Handbook) to Intelligence and Wisdom
for proficiency checks.

T Tomesages can cast zone of fridh
once per day.

T AL 6th level, a lomesage can cast
confiesion once per day.

T At 10th level, a tomesage can cast
true secing once per day.

T At 15th level, a lomesage can casl
digine inspiration once per day.

KURELL

SV d Giod, 'The Avenger,
Black Wolfl of the North, Lord of

e
[hieves)

(The Green-i

Limbo, CN
Portfolio: Jealousy, revenge, Ihil-"‘."l‘l""-'
Aliases: Black Walt (Walt Momads

and Flan)

Domain Mame: The House of Locks
Superior: None

Allies: Syrul, Eryvthnul, Xan Yae

Foes: ['holhus

Symbaol: Single green eye
Worshipers® Alignment: Any chaotic
Kurell (KER-ely iz the Vengeance-

Secker, the Watcher Who Never Sleeps,

the Vengetul God. He embodies petty

jealousy and revenge, trusting no one
completely and hating those he believes
have broken his trust or who simply
seem better and bigger than he is

{including almost all of the gods). He is

also the wod of thieves, although those

whao waorship him know better than to
depend on him.
Kurell always seems angry and

Lesser Power of

defensive. He is the most paranoid of
the gods, believing that everyone is
agamst him or langhing at him. He lives
in fear that he will miss something, jeal-
ous that someone else might be having
a better time than he is or be betler than
he is. He is a pelty god whao deals with
hiz own inadequacies by reinforcing
those same feelings in others, typically
his followers.

Kurell's actual form {which is never
seen by others and not even knowin by

the zod’s ewn clergy) is that of a small
man under 5 feet tall. He is unremark-
able, unattractive, and slightly over-
weight, His features resemble those of
his avatar to a lesser extent, The god is
seen like this only if he is somehow
taken by surprise. He does his worst 1o

cleskroy any whao learn his secret.

Kurell's Avatar

{Thief 25, Fighber 20}

When the god of vengeance takes form
in the 'rime Material Plane, he appears
as a tall, handsome, virile man. His
green eyes are bright, flashing in the
light, but are celd and filled with anger,
Kurell rarely smiles, deing so only
when some revenge has been fulfilled.
The god wears dark clothing, black
leather armor, and a black cloak. He is
armed only with small, easily concealed
weapons. Eurell chooses a form meant
tor incite the mest envy in whomever he
is appearing before, choosing a style of
clothing and dress thal most matches
tbut easily ouotshines) whomever he
likes least in any group.

AC =1 WV 12, HP 190 THACD 1;
HAT 4; Dimgz 1dé+6 and poison (x4); MIE
55%:; 52 L (6 ll); St 18/00, Dex 22,
Con 18, Tnt 19, Wis 17, Chr 200,

opells: Mone

Saves PPDM 3, REW 4, PP 4, BW 4, ﬂp a

Special AWDef: Kurell’s avatar
rarely engages in combat, as he is too
cowardly to fight face to face, When
forced into melee, he usually relies on
two small daggers covered with a nev-
crending supply of poison. Victims of
the blades must make a successiul sav-
ing throw vs. poison or die instantly. He
also throws his black-bladed " poison
blades” up o ten Bmes the normal
range for such weapons. Thrown dag-
pers reappear in Kurell’s hand  after
they strike or immediately il the god
mizses his target. Kurell has the natural
ability to shadon walk and makes great
use of his Backstab ability (x5 damage).
Kurell's most potent power is his ability
to furn invisible as per an improped
inuisitility spell for as long and as often
as the pod desires,

Cither Manitestations
Kurell is said o manifest in any person



who seeks vengeanee or is jealous (for
whatever reason). He sometimes takes
the form of a large, black wolf with
bright green eyes. Other dmes he
appears as a shiny, bloody dagger that
hovers in the air Kurell often appears in
nightmares in one of these forms, goad-
ing the unfortunate dreamer toward
acts of vengeance.

The Church

Clergy: Clerics, specialty priests,
shamans, thieves

Clergy's Alignment: CN, CE, CG {few)

Turn Undead: Cleric: no, specialty
priests: no, shamans: ne, thieves: no

Command Undead: Clerics: yes if evil,
,chuq‘inlr:,' ]‘.l]'ii_'{-il‘,‘_i: VES iF evil shamans: VES
if evil, thieves: no

Although Kurell doesn't have a large
[ollowing, he is worshiped in the Walf
Momads® lands and the lands that were
once the Rovers of the Barrens, He is
typically more feared than revered due
to his unpredictability. Those who seek
revenge pray te him for aid and are
rarcly disappeinted, Thieves every-
where pay some tribute to Kurell,
mostly out of fear that the jealous god
will take out his wrath on them at the
Wit po wsible morment if ?th tlon't.

Only a small following of the pod
existecd in the Hold of the Sea Princes
before it was c_'upture'd 11:.-' the Scarlet
Brotherhood, Since the land’s loss to the
Suloise-folk of that socieby, worshipers
of Kurell have actually grown in num-
ber and a few hidden temples have
been established, The followers of the
od pray for revenge against the Broth-
erhood. Since the Suel do not tolerate
any religion but their own, those caught
or suspected of worshiping the Oerid-
ian power are sentenced to death.

The largest open following of Kurell is
in the city of Atire in the remains of the
Great Kingdom. Assassination is legal in
this city, and the church is thought to
have close ties to the College of Endings
and Beginnings (the Assassin’s Guild),

Few temples exist that venerate
Kurell (making the god even more furi-
ous and jealous), Those that do are bypi-
cally small shrines or unusual natural
sites where some great revenge was
perpetrated. Any place where revenge
is contemplated or acted upon is con-
sidered holy to his clergy,

The members who represent Kurell's
clergy are solely men who jealously
guard their power from all others,
Some think females are excluded
to elicit more jealousy from
women. The church is koo
protective and small o
have definitive sects.

Dogma: Followers of
Kurell believe they have
a right to whatever they
want. T'hese same folks
jealously  guard
they believe to be theirs
and punish those who fry
to take it from  them,
Along the same line of
tl1in|~;ing, many heliewve that
seeking retribution for wrongs
is more important and more
likely o end Ycorrectly” i they do
it themselves rather than allowing
courts or government Lo interfere.

Oddly enough, though the followers
of the church and the clergy trust no one,
they are often trustworthy, This is sim-
ply because they don't want revenge
practiced against them,

Day-to-Day Activities: Priests and
cleriy of Kurell are masters of revenge,
Some of the clergy also practice the art

LY |:1 ak

of assassination, which they consider
the “professional” act of revenge, They
are highl].' Emid and used by the church
itself on those occasions that require
VENEEATICe.

Holy Days & Important Ceremonies:
Prayers are offered nightly to Kurell,
usually centering around those on
wherm the devotes wishes revenge, The
night is considered holier than the day,
as it conceals those who wish to take
their revenge, as well as those who ply
the trade of thievery.

The two main holy days of the
church are the Winter Solstice {hid-
winter's Eve) and Kurell's Night, The
Winter Solstice on the dth day of
MNeedfest is the longest night of the
year, and is also known as the Dark
Time or the Dim Time. This, too, 15 a
night when worshipers help them-
selves and others wreak vengeance.
Kurell's Wight is the 11th of Good-
month, an evening when both Luna
and Celene are new and dark. This is
the most impartant of nights for the
church, when the greatest acts of

revenge and theft take place. Either
act, performed successfully on this
night, is said to win Kurell's blessing.
(A donation had also better be made
ter the church afterward in thanks for
Kurell's help, or the god might seek
SINTIE VET l__;".:’.i"ll'l.li_"'.:! HI.: I"Iii?i- HW'T'I.]

Sinece 583 Cv, the church has begun to
recOEniZe one more important clate;
Coldeven 11, the nigzht of the Blood
Moon Festival, With the coup in the
Horned Society by the followers of Tuz
and the death of all the Hierarchs of
that land, the date is now recognized as
the greatest act of revenge in history
(aside rom the Rain of Colorless Fire,
the exact date of which 15 not Enown),

Major Centers of Worship: The most
torehading and unnerving of the few
temples of Kurell is known as Black
Wolt's Lair. This natural cave complex
lies in the Burneal Porest just east of the
Fler River {hex 15-68). The cave is
shunned by all the Nomads save for
the few shamans of the deity who live
in the area. It is considered a holy place
by followers of Kurell, and many vile
cave paintings adorn the walls. It is
said thal the caverns stretch deep into
the earth,

The only other established temple
tor the god lies in the Cellege of End-
ings and Beginnings, in Atirr. This
small chapel is often filled with the
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black-clothed assassins of the college,

praying for luck on their next assign-
ment. Rich silks, precious metals, and
mounted jewels adorn the chapel,
which has never been robbed or pil-
fered. Rumor has it the place is jeal-
ously watched by the god himself.
Affiliated Orders: The College of

Endings and Beginnings is the only’

with the
church. This guild/college, though

order strongly affiliated

based in Atirr, receives contracts from
all over the Flanaess and trains its Black
Shirts (or Dark Blades, as they are some-
times called) in the art of murder. The
college acts as both a training ground
for assassins and a guild where such
can receive jobs. Although the college
seems to have its fingers in everyone’s
pockets, it has authority in Atirr only to
punish those who assassinate without
the sanction of the guild.

Priestly Vestments: Clergy of Kurell
tend to wear black, tight-fitting clothing.
Robes are sometimes worn (usually
filled with small weapons), and black
half-cloaks and hoods are almost always
part of the vestments. The clothing is of
the finest sort (silk, velvet, and so on)

and is usually adorned with small gems
or precious metals.

Those that worship the god drape
themselves in the finest furs or cloth
available, attaching precious stones
or items to their clothing. If possible, the
coverings are dark or dyed black, and
the head is always covered with a hood.

Adventuring Garb: Priests of Kurell
wear the same clothing while adventur-
ing, though they often wear black dved
leather armor over their other gar-
ments. Their clothing is of the finest
quality they can acquire (even if this
requires subterfuge or theft) in an effort
to make all who see them jealous.
Hoods are always worn while the indi-
vidual is in public.

I T, |
S (Lcs

Requirements: Dexterity 15

Prime Requisites: Dexterity, Wisdom

Alignment: CN, CE, CG

Weapons: As thief

Armor: As thief

Major Spheres: All, Chaos, Combat,
Guardian, Necromantic, Protection, Wards

Minor Spheres: Charm, Divination,
Sun (reversed)

Required Proficiencies: Alertness

Bonus Proficiencies: Blind Fighting

+ Only human males can become
specialty priests of Kurell.

T At first level, all priests of Kurell
gain the Move Silently and Hide in
Shadows abilities at 25%. Upon each
following level, the priest gains a 5%
bonus to each skill.

1 At 5th level, quickfingers can cast
invisibility once per day.

T At 7th level, quickfingers can cast
wraithform once per day.

T At 9th level, quickfingers can cast
poison (opposite of neutralize poison)

once per day.

No GREYHAWK god has ever appeared in
person in Andy’s various campaigns of the
past twenty years. Eris, the Greek god of
discord, made an appearance several years
after he ran “The Chest of the Aloeids” from
DunceonN" Adventures #21. His PCs
briefly met both Athena and Hermes in the
same adventure.

TWO ONE TO ORKIE BOYS!

Most other games shops have only got one floor of RPGs... WE’VE GOT TWO!
Plus loads of miniatures, CCGs, boardgames, historical wargames and accessories!
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. And we've got a websie.. WWW.OTCSNEst.com

full lists of all available RPG material...weekly updates with details of new releases ...
Online ordering from the ORCS NEST on-lion games shoppe

THE ORCS NEST SHOP IS AT 6 EARLHAM ST. LONDON WC2ZH 9RY U.K.
Right in the centre of London. 2 Minutes from Leicester Square underground station
Tel 0171-379-4254




CAEE e

ef tha

1
8
i
=
o
7
E

beyriary ot Winis of s

SR, e TSR, Incos o s

The Seven Sisters, each kissed hy the Goddess of Magic's silver fire, are
united far the first time in Sifverfall. Strange doinds are atoot in
Scornubel—disappearances, drow blood on alley walls, dark
Furewarnmgs nf a simister threat.

et nogisionod tademarkes of TS

The evil that threatens Faeriin is immense, and all Seven Sisters must
enter the fray in these seven linked novellas from the creatar of the
Fn_rgnllen_ﬂnalms Ed Greenwood.

Silverfall: Storivs of the Seven Sisters
Ed Ere:!u.rubl:[
Availahle Aoadust 1 ga9

Qucslluns? [EDI’J} 32# Ef}EE
or visil Luwwtsnoom>

TS, Fergenen Realms, 26d e T5A and Forgetien fokims kgne




ion

lustrated by

if

Intervent

ivine

-
B
e e

?

g

=

Celestia
MBER 190

SERFTE

T




4 V]L IS A POWERFUL FORCE

in almost every Prime Material world—the subtle

evil of a greedy bureaucrat, the crazed evil of a bloodthirsty

killer, or the calculating evil of a mastermind bent on world

domination. The role of most heroes in fantasy campaigns is

to fight this evil, countering its schemes and vanquishing its

monstrous champions. In many campaigns, this struggle

might seem hopeless, or at least endless. The forces of evil

might be so great that even the heroes of the campaign can

imagine no possible end to them.

Fortunately, mortal heroes are not on
their pwn against the forces of evil. Good
Powers, like the evil ones, have their
agents and armies, counterbalancing the
plague of evil and its diabolical emis-
earies. While mortal heroes are among
the most imporlant of these agenls,
angelic beings from the Upper Planes
including  aasimon, archons,
eladrins, and puardinals—sometimes
enter the worlds of the Prime Material
Mlane to provide aid to these heroes in
their strugele against evil.

Fiends and other diabolical ereatures
bend to be manipulative in their dealings
with mortals, They view carthly creatures
as pawns at hest. Human servants are

=TS,

used and discarded; the loss of an entire
mortal army is of little consequence toa
fiend accustomed to the slaughter of the
~Blood War. Even the mightiest creatures
af gond, on the other hamd, believe that
Cmptials are valuable and important in
~ their own right. Thus, the servants of
-~ light strive lo accomplish their goals
- while protecting their mortal allies,

 For PCs devoted to the struggle
;"lé;a_smst evil, these celestial messengers
can be important allies, This means that
Heavenly agents can be a useful tool for
ou, the Dungeon Master. If the cam-
paign is to offer a balanced challenge to
the PCs, divine messengers must remain
] 'Eh;nd, the. AOees, perhaps sparlcmg, an

mortals (the PCs included) need o feel
that they've earned their success,

On a Mission from God

Celestinl messengers can be uselul ols
for directing the action of a campaign,
delivering messages that send the 'Cs in
specific divections. High-level characters
who have shown a modicum of respect
for the gods of the campaign during
their careers might find those gods call-
ing on them & pertorm aimportant quests
through the agency of a divine messen-
sor—generally an asuras, a lnumpet
archon, or perhaps a hollyphant. In its
most direct form, this message involves
the heavenly envoy appearing in a blaze
of glory and proclaiming the mission the
Powers have in mind for the PCs. Celes-
tials alse have the power to appear in the
dreams of mortals 1o deliver their mes-
sgges, Hither method can be somewhat
heavy-handed, but it encourages the
players to feel that their characters are an
important part of cosmic cvents, Matu-
rally, the nature of the quest should con-
tribute to this feeling If o trumpet
archon commands the PCs o weed the
Greal Temple's flower garden, the effect
is sormewhat diminished,

Mote that the PCs need not be the
direct recipients of a divine message, A
party of low-level characters could be
witnesses o a visitabon directed at a
mone important personage. For exanple,
the PCs might happen to be watching a
royal paracde when an asuras appears
before the quesn’s litter, bringing it 1o a

halt, The asuras instructs the queen ko
recover a holy artitact from an ancient
shrine in the desert. [n ohedience to the
divine command, the queen needs brave
heroes o accomplish thiz quest on her
behall, and the PCs are in the right place
at the right time, This way, even 'Cs of
relatively insignificant power and expe-
rience can become part of events much
larger than themselyes.

Of course, celestial messengers are not
always so direct, even when the mission
15 straightiorvard. Heavenly messein-
gers whe appear to mortal PCs are hard
b refuse. The PCs {and their players)
might feel manipulated if they are sent
an a quest with no say in the matter,
Thus, celestials often choose to conceal
themselves in morlal disguise, In [JRE.
Tolkien's The Lord of the Bings, the wiz-
ard Gandalf—essentially o heavenly
envoy in disguise—instizgaled bwo major
quiests without revealing his true nature
or the extent of his power, His chosen
champions, i.rl.n;'idi-_'n’r'ﬂ||:;', were appar-
ently insignificant individuals, proving
that the Powers
gauge an individual's potential, making

of the heavens can offen

even beginning P'Cs worthy of notice.

[Hvine messengers can send the PCs
on any soet of quest: their attention is nol
restricted to recoverimg holy artifacts,
slaughtering infidels, and increasing
church membership. Because celestials
tend not o manipulate mortals as pawns
i their personal politics, the PCs can fee!
conficdent that their mission is advancing
the greater cause of good. It might also
be helping a celestial settle an ages-old
personal vendetta, but that—from the
celestial’s perspective—is just the icing
o the cake,

Another way celestial messengers can
influence the short-term actions of a
group of PCs is more corrective than
instructive, PCs—parteularly  priests
and paladins—might receive divine
puidance il they are straying from the
path of righteousness. A heavenly mes-
senger in this case might send the stray-
ing PC on a quest of alonement (see 101
Faladin Quests” in Dwacon Maogazine
jssne 4257 for excellent {uest ideas), it
might anneunee on the Power's behalf
that the PC will be denied certain spells,
ar it might simply warn the PC away
from his or her current course of action,
When delivering such warnings, celes-
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Phaedrus, Male hollyphant

INT Genius [17-18)AL NGAC —4; MY 9,
fly 36 (B HD 6+6;hp 39, THACO | 5 84T
2; Dinig 143/ 1d3; SA Trumpet, psioni
Imrnunie to disease and poisan,

iLy,

GOGEL 5 (2 long): ML Steady (| |—12); XP
2,000, Hellyphants are detailed in the
Pranescare” Monstrous Compendium®
AppendixVolume 2,

Primary Power: Lathander
(Sreater/MGYElysium).

Secondary Power: Sehker
(Lasser

ysilm}).

Appearance: Phaedrus is a tepical
halfyphant in most ways: a 2-long elephant
covered in golden fur with a pair of white
feathery wings, His tusks gleam like silver,
and his eyes shine fike diamonds, reflecting

every color of the rainbew. He has a large
nick in his left ear which he received in a
confrontation with a death knight many
years ago.

Personality Traits: Wy, insightful, cheer-
ful. and somewhat vengeful,

Roleplaying Motes: Phaedrus is serious
ressive for a hollyphant. By human
e exudes good humor and
seems harmless, until he encounters an
undead craature, Since the encouner with
a death knight that nicked his ¢
scarred his soul, Phaedrus

- arnd
5 lcached all
undead creatures. He serves both Seker

and Lathander because of their opposition
ta the undead, caring litte for the other
aspects of their portolios and agendas,

Phaedrus could appear as a messenger to:
* Sendthe PCs on a mission to exterminate a lich, vampire, death knight, or other povver-

ful undead creature.

Send the PCs to infiltrate and break up a cule devated to a god such as Chemosh, ora

cabal of necromancers.

Guide the PCs to the locatden of an armulet versus undead wand of Wmindtion, sun blade,
miaee of disruption, or other magical item or artifact useful against undead (possibly in

preparadon for another mission),

Send high-level PCs to destroy an artiface, such as the Eye or Hand ofYecna, associated

with undeath.

Grant a faichful priest or paladin increased power over undead for a short period of dme
(an increase of |-3 effective levels for a day.a weel, or the duration of a spedfic mission).
Anrounce a Power’s ﬂiSFIEH!.LIrE with a priestwho has made 'injr_{diq;ig-u:i use of animate

“dead spells,

fals find il expedient to reveal them-
selves in all their majesty (for aasimons,
this includes using their celestial reoerence
power) to generate the most profound
impact of the message.

In the Long Run

Besides urging characters toward spe-
cific quests, celestials can play important
ongoing roles in a campaign’s develop-
ment. This is a more common, if less vis-
ible, role for celestials to play in the war
against evil on the Prime. Most celestials
who wisit the Prime Material plane,
capriecially those who stay for any length
of fime, keep their identities veiled and
their powers secret. Behind an inmocu-
oz veil, celestials guide the faithiul and
inspire them to greater goodness.
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Acveiled celestial thus makes an excel
lent recurring WIC for anepic campaign.
The PCs might not learn a celestial ‘s true
nature for years, while during that ime
they (knowingly or unwittingly) help
fulfill the celestial's plan and achieve the
divine creabure's objectives. At the same
Hme, a disguised celestial can play the
same role for a single adventure, goading
the "Cs in a certain direction and then
moving on o direct other aspects of the
ongoing battle.

Patrons of the (Heroic) Arts

Few adventurers advance far in society
or even i their adventuring careers
without the assistance of a wealthy
patron. Quests of all sorts, particularly
for lower-level PCs, often begin with a

nobleman or rich merchant offering a
resvard for recovering a lost treasure,
clearing an area of humanoid bandits, or
mipping the castle ruins. Such patrons
are an imporlant campaign force, and
they need not be morkal.

Playing the role of patron has many
advantages to the more direct maethod of
sending adventurers on a haly quest, as
described above: Perhaps most impor-
tantly, it does not attract unwanted
attention. If an asuras appearsin a blaze
of glory and sends a group of adventur-
ers on A guest into the desert, word
spreads quickly, and the forces of evil
will make their way into the desert Lo
stop the would-be heroes from accom-
plishing their quest. On the other hand,
it an anonymous merchant hands a
group of strangers a treasure map and a
sack of coins in a crowded barroom, few
people think much of it, and the heroes
can pursue their mission in relative
peace. Mo one—not even the horoes—
needs to know that the merchant who
hired them is thal same asuras, con-
cealed behind a polymorph self spell,

This method of recruitment offers
more latitude in terms of the mission
itself. The big picture of the conflict
between good and evil on the Prime is
often oo complex for mortals to grasp,
Even strange and apparently trivial
adventures can play an important role
in that conflict, and s0 much the batter
bor a celestial if she deesn’t have to
explain all the details to her chosen
heroes. 6 that trumpet archon men-
tioned earlier really needed someone to
go in and weed the Great Temple's zar-
den (perhaps a choke creeper has made
the garden impassable), he would prob-
ably chonse to disguise himself and pay
some virluous mortals to do the job,
Similarly, if the quest a celestial has in
mind has more to do with a personal
vendetta than with advancing the cause
of good, it is probably better to let the
PCs think they're just involved in a
strugele of flesh and blood.

Firre eladrins often pose as heroes’
patrons while working covertly on the
Prime. They like heroes with artistic abil-
ity particularly bards, and love to hear
the tales of adventures completed. They
usually appear as bards, using their sto-
ryfelling ability Lo inspire goodness in
others,



Rebels With a Cause

In regions where evil holds the reing of
political power—oppressive autocracies,
nightmarish militocracies, even lands
under the sway of fendish invaders—
celestials must conduct their activities
surreptitiously. Behind enemy lines, as it
were, they offer hope to the oppressed
and galvanize resistance wherever they
can find strong arms and willing hearts,
Quietly preaching a gospel of liberation
and resistance, they motivate mortals to
fight back against the powers of evil in
subtle and direct ways. Depending on
the circumstances, they might advocate
nonviolent resistance, guerrilla warfare,
or an armed uprising.

Chagle eladrine are most commanky
found m this role. Their chaotic align-
ment makes them excellent champions
of the oppressed, while their intelligence
and martial prowess help them inspice
others on and off the battlefield, They
often appear as grizzled veterans, old
enough to remember better days betore
the arrival of the evil.

Deus ex Machina

Tri his forward to the boxed adventure
Return to the Tomb of Horrors, E. Gary
Gygax suggests that plavers might earn
a touch of much-needed divine favor for
their 'Cs by purchasing the adventure
for their Ds. One hopes, bribery aside,
that all plavers have a sufficiently
friendly relationship with their DMs that
the survival of the PCs is a mutually
desirable goal. Assuming so, celestial
envays can indeed be a useful means of
delivering divine intervention when the
PCs need a little help staving alive or
accomplishing their goals:

In a fantasy campaign where pan-
theons of gods have walked the earth
and taken a concrete interest in mortal
affairs, it 15 only fair for PCs fo assume
that the gods they serve should incline
an ear when the PCs are in need. If FCs
praying for help are fairly high level and
faithiful to the tenets of their alisnment
and religion, there is at least a small
chance that their deities hear their
pravers and respond in some way.

The first-editon Legends and Lore book
suggests a flat 10%% chance that such a
prayet is answered, which is certainly a
workable mechanie, However, the best
way to determine whether a Fower

AL LG:AC 4 (studded leather +2, 15 D
HACOD | 5 #AT I;

reerstaff +1) 54 Sere

&0 infra-vision. 1

surprise rofls, +2 to saving throws vs.
i._'nl;llﬂﬂ'l"l = O MO0
52 M (56" tally; ML Champion (15):%P
2,000,

Ser 14, Dex 15, Con |4, Int 11, Wis 17,

Primary Power: Surya
{Intermediate/LG/Mount Celestia)

Secondary Power: Mone

Weapon Proficiencies: Quarterstaff,

Lengsword, Dagger, Club, Sickle.

MNonweapon Proficiencies: Ancient
Histery (10}, Animal Lore (| [}, Local
History (13). Mountaineering, Surviva
{Mountains) {1 1);and Tracking ( 18]

Special Attachks/Defenses: Alyss
chosen tanar' as a species enamy. She
gains 4 to hit any variety of tanarii, but
suffers a =4 penalty to reaction rolls in

encounters with the foul creatures, Once

per day she can'cast strength on herself
(adding | 48 points of Strength) or
another character. She can Hide in Shad-
ows (4 1%} and Move Silendy (457

ural surroundings; her chance is halvad in.

- spells; MR 105

in nac-

Alyssia, Female Aasimar, 5th-Level Ranger

the time, she uses her quarie
combat, but she can also attack with her
longsword ir ight hand and har dag-

her left without suf-

MEESTOT, 1
d her blue ayes shine ke
5 in the light; but she othn
A1 h| rvvan, with reunded ears and
ars studded leachar
armaor
ally earr

EVEr, CARROT Comple
aura that surrsunds her.

Personality Traits: Level-he:
worthy blundy forward, and mefancholy.

Roleplaying Motes: Alyssiais the
descendant of a ghaele eladrin and a
human king The kingdom of her ancestors
has been overrun by flerdish invaders fram
byss, and Alyssia is one of the
igures, She spends much of her
g in‘the mountains, but she seeks
out heroic individials to help her fight the
tanar 1 whenever po ||TJ|~:

In a campalgn centered around opposition to the Abyssal tyrants, Alya,}a can’
appear at regular intervals to help the PCs

» Appearing as nothing more than a rustic tracker, Alyssia hires the PCs to perform wiiar

seems lile a ﬁtmighrfn-.-'ward tashke. Thi

venture brings tham i

conflict with aknight

of the Shadow, a human minfon of 2 tararki lord The task s insignificant, But Seryves as 2
st if the PCs accamplish cheir goal, Alyssia knows that they ard worthy recruits far

her opposition to the @anar

Orice the PCs have demonstrated their opposition to the tanar’ and their willingriess

to defy the tyrants,Alyssia becomes a firm ally in future missions against more powerful

tararr. She offers intelligence that she has sachéred, both persanally and through her

nepwork of resistan

The PCs' success against the tanari makes th
prident for them to lay low for a while: Alys

shters, to help them defeat a tiefling baronet or an alu-fiend. :

wanted crimimals, and it becormes
a offers them refuge Inhee mountain

hideaways and stands beside them as they fight off a hununq party.
When the PCs reach I".|gher levels, some {ow-leval men-at-arms or other adventurers

sresent themiselves to the PCs as henchmen or followers, carrying letters of recom-
P g

mendaticn from Alyssia Vhile the FCs
recrifting fis

s have been adventuring, she has s cantiried
ters for the cause and sends some of her new recruits to aid the PCs.

In & climacoc series of adventures; Alyssia helps the PCs trate the location af an art-

hct-—:he haly W sord that her ghaele ancestor bp_s.l:-nwed upon ha r_"D‘ml paramour.

Armed with this sacred relic, the PCs can chnlEﬂge the leader of ¢

possitly drive the evil from the land.

S nar and
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hears and answers a ory for help is to
decide what is best for the adventure. If
the alternative is certain death, a better
slory and a more satisfying conclusion to
the adventure is likely to result from
some kind of divine intervention. If the
PCs have the means at their disposal to
overcome the obstacles they face, let
them use those means, If they have got-
ten themselves into dire straits through
gross stupidity or immorality (a party
faced with an angry town moh after a

unconscious on the batlefield, only to
heal their wounds and transport them to
a safe resting place, such as a temple of
the Power they serve, The priests at that
temple might tell the PCs only that “a
stranger” brought them in.

High-level characters might occasion-
ally atternpt to force divine intervention
through the use of a gate or similar spell,
Mo such spell can force a deity’s avatar
to a PC's aid, but a deity might send a
powerful minion through the gate, either

The intervention of a divine agent is

sometimes the best way to steer PCs
along the proper course.

pocket-picking spree, for example), it is
best to let them suffer the consequences
of their aclions. Likewise, if the PCs have
shown no interest in religious activity up
to this point, no Power is likely to hear
their prayers now,

If you decide that intervention is
appropriate, exercise restraint when
determining what form it takes. Divine
intervention under these circumstances
never involves the appearance of a
divine avatar, Tf the PCs are 12th level or
higher, very faithful in their service to
their deity, and in a truly desperate situa-
tion, they might warrant the interven-
bHon of a planetar (The PrLanescAse
MonsTRoUS Compeenmitin Appendix, Vol-
e 1, sugpests a baze 5% chance, +1%
per level above 12th.} High-level charac-
ters who do not meet these qualifications
might receive the help of a movanic
deva, Other characters generally benefit
from the assistance of an agathinon.

Bearing in mind that celestials like
mortals to feel empowered and impor-
tant, envoys sent to help do not necessar-
ily leap right into the fray on the PCs'
side. They often remain disguised or
invisible, at least upon first arriving, and
use spell-like powers such as aid and cure
wonnds before offering more concrete
assistance, Almost all upper-planar mes-
sengers are blessed with very high Intel-
ligence and can quickly assess a situation
to provide the assistance the heroes need
to overcome their foes, Sometimes they
might do nothing until the characters lie
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to help ar to punish the caster, PCs of
sufficient level to cast gate are usually
worth a Power's notice, and they gener-
ally receive the help of a minion power-
ful enough to handle whatever obstacles
they face—a movanic deva or even a
planetar,

P spellcasters might use other spells
toattract the attention of a divine minion
as well. Powers usually assign aasimons
or other minions to answer commime
spells, for example, as well as divination
and dfvine fnspiration. The use of these
spells is much less mechanical if the DM
roleplays the minion who is assigned to
answer the priest’s questions.

Even PCs without access to such pow-
erful divination magic can call on the
Fowers for information or wisdom. This
request is fundamentally the same as a
prayer for help in battle. If you decide
that your story is best served by the PCs’
receiving some divine insight, a celestial
MEessenger 15 an appropriate way to
bestow the requested information. The
messenger might appear in the PC's
dream, or it might assuwume the form of an
ordinary mortal.

Finally, celestials can be the DM's last
resort to keep a campaign on track. Play-
ers’ free will (and willfulness) means
that PCs sometimes end up going in
directions you never intended or are
unprepared to address. Sometimes this
13 the result of simple misunderstanding.
and sometimes players are just perverse
In any case, the intervention of a divine

agent is sometimes the best or only way
to steer PCs along the proper course,
Depending on your playvers, this inter-
vention can be subtle—as a celestial in
disguise drops hints and clues to guide
them back on track—or blatant—as a
very powerful celestial forces the PCs
away from an area they have no business
exploring (like the angel with a Harming
sword set at the entrance to the parden of
Eden). Just bear in mind that plavers and
PCs alike do not enjoy being led by the
nose—as much as possible, let them
choose their own course.

Divine messengers are a useful tool
for the DM—one among many. If every
adventure begins with an asuras appear-
ing in a blaze of glory, the experience is
cheapened, and if a solar with a flaming
sword appears at every wrong turn o
steer the PCs back on course, the players
feel cheated. Used in moderation, low-
ever, celestial envoys can add a depth
and richness o your campaign, helping
the plavers to feel that their characters
are part of something important, that
they are key figures in the cosmic strug-
gle between good and evil.

:.%

Tive primary agents of divine intervention in
Tanes” life are Wis woife, Amy, and son, Carter,
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GRrEaT 10, the Ninefold Dragon, strove for centuries
to halk the wars among his children, but to no ij.‘i_faﬂ.
ugh the Council of Wyrms established a tentative

ace among the metallic, gem, and chromatic drﬂgu'n’s',"

ain lesser wyrms fought on, heedless of the wisdom
of their betters. Ultimately, the Council of Wyrms ban-

ished these rebel wyrms from lLo’s Blood Isles.
—Fram tie beachings of Ay Goldstar, 5215 year of the 36th Cyele

The Council of Wirms campaign, revised and republished this
month, introduces To's Blood Isles, a land in which dragons
tule, served by their human and demihuman “kindred.” These
dragons care little for the outside world, but human-controlled
lands exist, far to the west, There, the “lesser species” defencd
their kingdoms from constant attacks, their dragon slavers
honing Weeir skills for the nevitable confrontation with the
dragon isles. Even in the west, however, so-called lesser drag-
ons exert their influence.

These western wyrms resemble the traditional dragons of
most ADEDP campaigns. Hatchlings grow up with their par-
ents, rather than benefiting from the teachings of dozens of demi-
human kindred and adult dragons. Fully grown dragons think
nothingrof slaying one another in these kingdoms. Some, such as
the steel dragons, even go =o far as to associabe with humans,
fashioning themselves as protectors of the wealer species,

The Wyrms ofF THE West
The western dragons come in several warieties, all but
unknown to the powerful dragons of the east. They include the
cloud, deep, mercury, mist, shadow, steel, and }'ellmur dragons.
Tables 1-7 provide all the infermation needed to play these
seven dragon types as player characters, Those seeking role-
playing suggestions for these dragons should consult the
Habitat/Society and Ecology sections of the dragons’ individ-
el MowsTaous ManUAL” entries,

Focsve Dracons

- Three of the seven main Council of Wyrms dragon races are
- inherently evil and thus not recommended as PCs. Those who
- wish fo play such a dragon might like to play a good-aligned
. toguedragon.

nst their species’ atlitudes find them-
uted at worst. A shift in the
and chaos is least offensive o .
type. [n such cases, the subrace [
ificant factor. The open-minded |
for instance, display more toler-




dragon, are especially rare and almoest never tolerated by others
of their type. The only exceptions are dragons tal can have more
than one alignment, such as steel dragons, who tend toward
lawful neutrality but might be lawful good. Among most drag-
ong, however, radical alignments are intolerable to their kin.
Such rogues are shunned by their brethren, while other drag-
ans—even those of the rogue’s alignment—almost always find
themselves unable to look past the color of the rogue’s scales,

Ropue wyrms who openly oppose the plans of their clan
leaders usually end up dead or exiled. A lucky rogue might be
drawn under the wings of (eccentric or insane) elders sympa-
thetic to the youngster's plight.

Rogues who endanger other dragons are feared and hated by
all dragons. These renegades are more common in the west than
in the Blood Isles, especially among old and powerful wyrms
who think of themselves as invincible, Most dragons avoid
these creatures, while some find the courage to challenge thie
them. [n either case, the rogue remains a threat until death.

Destructive roges make excellent targets for human or ]
demihuman dragon slayers. Such warriors will either kill the
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rogue ouiright or affempt to use the wyrm against other drag-
ons. These options should nol be open o c&agbn'["fﬁ at ﬁw £
start of a campaign, although they could enid up like this ".ra.na'
ety of rogue through long adventuring, extensive rolapla}rmg,:
and more than a few misfortunes. 1

OTHer Dracons of The West

The lands of the west are vast and diverse. Despite the many
options and races fit for play above, characters might wish to
play other draconic races in this new area. DMs should feel free
to extrapolate from the rules in Council of Wyrmis and this article
to expanc the PC options even further.

Diragons from the eastern lands of 1o IbIﬂmiChmmm,ghEhE"' el
allowed at the DM's option. After all, To gave the world o his =~
dragons, and with their vast abilities, they can easily fravel far
from the Couneil of Wyrms, Should they mmetu the west, such
dragons are likely to face persecution. The wyms uﬁhe We.‘it".
|:|1'tt:ﬂ:|f'.|'!:-1]r avoid the easterners or attack them in remefmbrance-' 3
of the punishment they received so long ago. Humans will see
the arrival of such wyrms as an attack from the. ensf and will
pmhably respomj with a dragon hunt, pu rglrlg the ama Df thie
threat. The dragon slavers believe that thE aaﬁqu W}'
should stay where they are; the western lands. WEre;.' bviausty
me.ant for humans. In add:tlun the fa ;h;\t Ta's fiml;.efﬁlﬂrén
have ewm mare pnwnr .md ah‘lilhes thm the weﬁhem d O
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Fiction by
Ben Bova

Dux BEIORUM

hey attacked us while we were sleeping,

It was our second night on the hard journey from
Amesbury to the High King's castle, and we u_veé‘r: all
weary, bone Hred, That morning we had been forced to

burn off the good Roman road that led arrow-straight to Salis-
bury and plunged into a thick, dark torest that seemed endless.

After hours of walking gur horses through the lotty,
thick-boled trees, hardly seeing the sun through their dense
canoypies, Arthur decided fo make camp ina small clearing.

“We'll reach Cadbury castle tomormw,” he said, Brying to
cheer his eighteen knights as they sat on the mossy ground,

Their squires—me included—were tending the horses while
the halt-dozen churls Avthur had brought with us were busy
gathering firewood and preparing to cock the salted meat and
dried beans that the pack horses carried.

It was the end of summer, the end of the long months of
fighting against the Saxons and Angles and other barbarian
tribes who had invaded Britain. Arthur had won a great vie-
tory over them at Amesbury, and the High King hac sum-
maoned his young nephew to his castle at Cadbury:

The attack that :nij__r,hl' was meant b kill Arthur

We were sleeping soundly, even I, who needs very little
:-i]".;"l;"lj nurmﬂfly. Bt the exertionsof the battle and the !t‘rl‘lg
wr,—*ar}-'ing dﬂ}',‘_i ot ]jaﬁnfn 1l ¥ low travel across the kil Iy,
forested land had made even me drowsy.

[ dreamed of Anva,

[t was more than a deeam. [was with her, the soddess
whom [ oved, the Creator who loved me, For only a few
momernts stood inanother world, anether dimension, on a
arassy hill warm with sunshine where flowers nedded in the
gentle breeze from the nearby sea. Soft puffs of clouds scudded
across a brilliant blue sky: In the distance, where the hill sloped
down toa wide sandy beach, there stood a magnificent city
Hlled with gigante menuments and graceful temples.

But the city was emipty, lifeless. It was the city of the
Creators, I knew, the beings who traveled through ime to
manipulate human history tosuit their whims,

Anyawas the only one of the Creators who cared about
humanking. She loved me, this &uP{:TI"IH”:.-’ beautiful woman of
the lustrous sable-black hair and fathomiess grayv eyes. nother
Hmes she had beenworshiped as Athena, Isis, Avtemis, 1 hac
given my life for her, more than once,

She stood before me on that sun-dappled hillside, draped in

a supple robe of silver threads, Treached out f0 her, but she
raised a warming hand.
““Awake, Orion,” she said, her voice urgent, her lovely fage
intent with alarmy, “Arthor hasbeen betrayed ™
My eyes popped oper. [was back in the clearing in the
Forest, hardly a moonbeam breaking through the dark canopy
of the trecs, Our fire was doswen (o feehle embers, T didn'tmeve
a muscle. A chill wind sighed through the boughs so high
above. An owl hooted ence, then again.
It weas no owl, L realized. Men were creeping aronmd our
little campe, su rr@undir‘lg L=
Furtively, I reached for the sword that lay at moy side. My
eyes adjusted to the dim light of our fre's embers, and Leould
see the shadowy shapes of the attackers edging closer to
Arthur's sleeping men.
“Tig arms!" | bellowed at the top of my veice, leaping tomy
feet, sword in hand. “Saxons!”
There were at least forty of them. I ran straight at the nearest
ones, a brio of burly men gripping long two-handed swords.
My senses went into overdrive; the action before me seemed b
sloww o, as if time isell had suddenly altered, stretehing
like taffy intoalanguid dreamlike pace.
Ot of the corner of my eye [ could see Avthur and his
knights rousing themselves, Men were shouling, cursing, and
somnecne soreamed his death agony
All this as the three before me braced themselves and raised
their hE‘.ﬂ\-‘:l.' swionds appinst me, | dove beadfirst inbo the near-
estone, Ii-_rax'ing iy feet L_Fr1|,'in,'|y ina |::'r]p that buried the |_‘|Hi|‘||.
of Iy cvaord in his chest, We h::pph‘.d tor the gmund topether,
This Blewad I't:aunl,uin'in;; s [;mnkt.'d my sword outof him and
rolled away from a mighty fwo-handed clout that would have
cleaved me i bavoif it had landed onome.
Scrambling to my feet, Tsliced the villain through his
throat before he could swing atme agam. He crompled, gur-
gling bload, as [ danced away from the powerful swing of
his companton, then took off both his hands with a single
blow to his wrists, He shrieked, wide-eyed with pain and ter-
ror, as his sword fell to the ground with both his hands st
gripping it,
Leaving him, | urned tosee that Arthur's knightssvere
giving a good account of themselves. Without shiclds or

i



helmets, withoub even their chain mail, they stk
were hacking through the attackers with grim
efficiency.

[ savr ene of the attackers standing off, lurking
besicle the massive bole of 2 |'nu:;|1-lh'u'kl\i.'| treee, Their leader, |
e anid turned toflee,

1 hefted my sword and threw itat hir ILwas a clumsy
theow, and the sword hitwith the fat of the blade bebween his
shoulders. The impact was enough to send him sprawling, bul

thought, and raced toward him. He saw 12

by the Hme | reached him he was scrambling to his feet, his
own sweord] in his rieht hand and my sword in Iis left

He grinned at me like a wolf, “Bow you die, fool

| reached for thedageer Lalways Reptstrapped tomy thiglh,
the dagzer that Odysseos had given mein the Greek camp on
the shore of Hivm, Mot much against two swords, bt %utmr
than my bare hands. % ’ :

Behingd me Hheard the din of battle: swords clanging, men
screaming in pain, ever the panicked horses neighing and

‘;mmph‘@, ';r!,'j_ng tor break their tethers and run AWay From this

blopdy mayhen, g

He adwvaneced upon Fe, W avirg his by sw urdh asif 1'r} Ll‘rh.
to hypnotize me. | wate hieed Brien, my supm'c]ﬁrg_,ed SENSES
studying every bunching of his muscles, every movement of
his eves, He was stalking me, still grinning confidently.

Lilipped the dagger in my hand so that Lheld it by the point
and, before he could think tomove, hurled it into his chest. [t
hit him with a solid thunk, and he staggered. The confident
grin faded. His mouth filled with blood. He tried to step
toward me, tried to reach mesith the swords, bul his legs had
o strength in them. He collapsed face-first at my feet, driving
my dagger even deeper into his chest,

By the time | had retrieved both my sword and dagger and
cleaned them, Arthur, Bors and Gawain had joined me,

“Nour waxr‘iing saved us,” Arlhur said, still breathing hard.

Cawain's chest was heaving, oo, A few of them ran off inko

the wonods, but thivky or so will never leave this clearing.”

Tresdded, My senses had calmed down o normal, Didwe
lose anyone?™ 1asked, -

Bors answered P IT'fE:,'_ USlota one: Dwo of the churlsawere
cutdowr, and several men are wounded, but that's all"

L".ll_ﬁ!,'lnus]}-‘ Sir Bors did not comsider laborers o be worth
counting as real men,

Arthur asked, “These Lnaves wene not Sawons. Tl‘u:],.’ WEe
Celis, as weare. Why attack us?”

“Riobbers,” said Gaweain. A band of robbers swho thﬁught.
they saw easy pickings.”

“Attacking armed knights?” [ asked,
of seuires? Robbers are nol so bold.”

“Fighteen sleeping knights,” said Gawain,

Acxthur added, with a smile, “And most sguines are not
Highters of your caliber, Crion,”

Bors bent down to examine the dead man atour feet. “This
one wis nocommean robber, nyy lord,” he said to Arthur,
“What makes you say that?” Gawain challenged.

“And an H‘]1:;L1 number

“I know this face, He was 2 man-at-arms al Cadbury castle.”

Arthur stared at Bors, dumbfounded. “He served my uncle
Ambrosius?”

Bors nodded grimly: “Look here, He still wesars the High
King's crest on his tunie,”

“Treachery,” Gawain whispered,

With & shake of his head, Arthur said ina low, hallow voice,
“1 ean't believe that my uncle would send fhese rogues upon
us. Why waould he do set”

“Tealousy, my lord,” answered Sir Bors, “Your victory at
Armesbury gives the Higi'l King patise. He fears for his throne.”

“But Fwould never.. " Avthor seemed thoroughly shocked.
"He knows [would nm—wse&_k his crown,”
“Dhaes hie, my lord?™ Buors replied. “Iwonder.”

he next day was sultry, the last touch of summer that we

wottlel see thalyear, Char little column of mounted
knights and sqjuires climbed the steep dusty road slowly, the
horses tired, the men sweating and tod weary even o grumble
about the long journey ar the hot sun blazing out of the cloud-
lerss sk

| tucle beside young Arthur, as a squice should. Usually
Arthir was bright and eaper, full of yeuthful enthusiasm, but
this day he was quict, thinking about the treachery of thenight
before, The tunic hewone over his chain mail was covered with
dust, stained with sweat. His leht brown hair flowed past his
shoulders, his blue eves that usually sparkled with dreams of
plory seemed tobe focused elsewhere, looking for answers
they could not find. U neonsciously, he sceatched athis bristly
beard. Tt was coming in iicel ¥ bul it must have been il‘{:hj.-'.

1 wish Merlin were with us,” he said, with a sigh. T miss
his adyice.”

Wi had left the old wizard behind at Amesbury; oo frail to
make the trip with us, he would be coming later by wagen,
with the arms and other spoils from the battle Arthur had won,

“Merlin i very wise,” Tsaid.

“He prophesied Twould win a great victory, and he was
right,” Arthur said. He treated me mone as a friend than a
squire, and often unburdened his inner thoughts o me.

His uncle, the High King, had given Arthur charge of the
Litthe hillbop fort at Amesbury: [nstead of remaining inside ik
wooden palisade, Arthur had sallied out with his knights and
roubed the barbarian horde that was besieging the fort,

“lbwas a great victory, wasn'LIE" he said, smiling at the
memory ofit.

o *Indeed it was, my lord

“Thanks to you, Chien,”

I had shonwn Arthur and his knights how to make stirrups
and spurs. The knights had laughed al my "inventions,” but
Arthur ook them sermusly, saw wehat they could do. With
stirrups to hold us frmly on cur mounts, we charged the
surprised barbarlans and smashed them so badly that those
whe were not kitled fled shrieking for their lives,



“Nonr led the charge, moelord,” T s2id to Arthur, “TEwas vour
vision and courage that convinced the knights to accept the
new ideas.”

Arthur nedded, his face poing somber.Mow | must
convince the High King.

He had concocted a plan to drive the Sasons and all the
other barbarman bibes completely out of Britain. Only three
ren knew of if, so far: Arthur, Merlin, and noyself Iwas a
plan that could work, [thought, if AmbBrosins was willing to
accept it and was not already fearful that Arthur threatened his
position as High King.

There was one other obstacle in Arthur s path, as well: me. |
had been sent to this fime and place to prevent Arthur from
defeating the barbarians who werz invading Britaim. To
assassinate him if his enemies didnt kill him first,

“Loak!” Arthur stood in his stirneps and |.'I'Gll1t€d C-:ldl!lll"_‘,.?
castlel” 4

It stood at the crest of the steep hill we wets Ledmu:.l:,
climbing, Cadbury was a real castle, buill af stone, fob e of
the pude wooden hill forls that Ambrosius had strung along
the coumtryside to contain the Saxon invasion.

“It must have been built by giants, " he said, staring at the
high wall and the towers rising above it

“Mo,” [said. “Ibwas built by men.”

“Bul Crlon, morkal men could sever it such stones! Look at
them! [0 impossible.”

['had scaled the beetling walls of Tray and helped to burn
the fabled towers of lHume [ had tied to defend triple-walled
Byzantium .}g:lil'lﬂl the ferocious Turks. {',‘ndl:my was nothing i
compated ko therm, but to this eager young knight it was the
gi‘aﬂfh‘.a‘l architecture he had ever seen.

“Ioman engineers builtmost ofik " Liold Arthur “The High
King's stonecrafters have added to it

He refused tobalieve such a mundane explanation. Arthur
was barely out of histeens, full of the naivete and credulous
innocence of wide-eved youlth: :

“Moteven thi Romans could have built so high without the
aid af the gods ” he said. Then he crossed himself.

I'held my longue, [Fhe knew what the gods truly were, he
would weep in shocked disillusion.

“Look, Orion!" he shouted. “Ambrosios himself is at the
parapet to weleome us!” ;

Ttwas true. The flags of the High King snapped brisklyin
the hot breeze up on the crenelations atop Cadbury’s main
gate. The drawbridge was down, and through the open gate |
could see that the castle's courtyard was thronged with pecple.
f Ambrosius had truly sent those scoundrels to murder
Arthur, why would he be waiting at hus castle’s main gate with
pennants Hying?

I thought | knew the answer. The would-be murderers had
been sent by Aten, the Golden Cne who created me to be his
Hunter, his warrior and assassin. He knew [was resisting his
commznds to kill Arthur, so he arranged the previous night's
attack. Even though it had failed, it had opened a wound of

. J.'E'I.El.'t Eli'ili ‘-'\-'Cln'illl"l

':-l‘-lps, 1 have died many times, yet each ime he revives me for

suspicion between the High King and his
Voung nephew.

Arthurspurred his mount lightly and trotled
upr the steep, dusty road, eager to reach the
castle, Lurged my horse forward, to be close enough Lo protect
Axthur if the need arose. He had noidea that the gods he
dreamed of wanbed to kil him, no idea thal Dvas defying
throse soccatled pods fo protecthim,

Flow could [ explain to him that the gods he imagined wete
my Crealors, descendants of the human race [rem the fare
Fubare, povverful ennugh to travel though time, to bend the
cuierents of the continuum (o their i, [ had beer credted by
one of them, Aten, criel Elt'u.] ha Hamu:i with H“n;, [t fior Jinaer
The Creators squabbled among themselves like spoiled chil-
drm, and IJ'tEertqpuJ:e'-'. weere settled by the blood of mortal

H‘la'l.’n‘ f-.’!ll.]"r!'li and Lt]|£‘d l‘i;-r Aten on countlass missions
dL‘J‘m &pat ehme, From cave-dw elling tribes to fleats of star-

another grisly task of battle or murder.
He had sent me to this placetime, to be by Arthur’s side,
Ad first Lhad thought that Aten wanted me to help Arthur
succeed in his dream of uniting the Celts so they could drive
the Saxons and Angles and other barbarian invaders from the
shores of Britain. Butno, Aten’s brue purpose swas to use
Arthur briefly then destroy him like a tow that no longer
pleased him. And T'was Lo be his assassin, if all else failed.
“Mly uncle Armbrosius wails bo grect us,” Arthur said as |
pulled up beside him, His handsome face was wreathed ina
brilliant smile.
“Nou see? The word of Vour vu:t-nrv at :!unpsbur} has
pleased him,” 1 said.
“Yes, pe l‘hé‘lp'ﬁ 0,7 A Hhur ahr&m]
L alanced upat the Happing banners atop the open castle
gate. | could see a group of men standing there, watching our
approach. One of them must have been Ambrosius, Arthur's
uncle, High King of the British Celts.
Arthur's eyes followed my gaze, but Lheard bim muttering,
“We can drive the barbarians completely out of Britain, drive
them away for good —if onby Ambrosios will trust my plan.”
“He will, my lord, U'm sure,” Lsaid,
Arthur nedded, but it was obwious that his theughits had
tumed elsewhere, We rode along in silence up the switchbacks
of the road, climbing the hill onswhich Cadbury castiewas siled:
“What do vou think of the castle, Orion?" Arthur asked at
lasl. "Hawe you ever seen such mighty walls, such high
tonwvers?”
Femiled and kept the truth to myself. ”lt worald be dithicult
{0 take |_‘n,r SUITITL, 1Y loared.t
“Difficult!” He la lem..ﬂ:.)iJ ayou tliful, lJL.L_'_Lfi:-:J‘: |jll]5|l. Tenuld
defend l’."arlhury -i]HH.EI'I.hf all the barbarian hordes for a hundred
years!”
N, T thought You won'tbe allowed to live that long,



Nhru&iut: styled himself High King of

the Britons, which meant that many of the
petty kingdoms of the jsle professed allegiance

. Lor hir. Hie had earned that fealty by battling the
Sawans and the other invading tribes for many vears, building
the strne of hillkop forls such as Amesbury in the hope of
hosleing thie im-udil‘n:._z, barbartans to their beachbicads and niot
allowing: them to penetrate inlo the heartland of Britain,

Fle had fougght other Celts, aswell, Celkie Britain wasa
patchwiork of petty “kingdoms,” each ruler jealous of his
neighbors, suspicious of the kinﬁr.ic:m over the next hill, When
the Romans ruled Britain, the tribes had all bowed to Roman
laser Buk onee the lagions were wilhd i, the very vear that
Home il=elfwas sackecd by the "A.-r'l?':_lbv:‘.lll'li. the Ct'lh:r ‘_-T'rr lfl‘].'m’
reverted to their paltry rivalries.

Like his father before him, the Elder Ambrosius, this Fligh
King had won his shaky allegiances as much by the power of
his sweord over his felloww Celts as the need for all the Cells lo

unite against the invaders, The allegiances sworm o him WELe

grudging, at best, Only a High King of inflexible will and
vxrvplmn’tl power could keep the lesser kings 10}.!&] fo him.

Blow, aswe assembled 1 the castle’s great hall to bave awdi-
ence witl the High King, [saw that Ambrosius Aurelianus—
as he styled himself—was getting old, His lifelong strigales
against e Saxons and his own Celtic neighbors had takenits
foll, He had once been tall and stalely, Toould see, but the
weight of responsibility had bent him and stooped his once-
broad shoulders even though he tried to appear dignified in
his roval fur-trimmed robes, His hair and beard were gray,
nearly white, and thinning noticeably; his face had the pallor
of approaching death already upon'it.’

In contrast, Arthur was strong and straight and vital, practi-
cally glowing with youth and bursting with confidence and
enthusiasm aboul the future,

We had all washed off the dust of our journey from Ames--
buzy before this audience with the High King, Sir Bors had
teased me, as usual, in his rough say: ' Pity the wash boswl
isn't big enough for you to sitin, Orion,” he had said, with
mock seriousness. “We all know how you like to bathe vour-
aelf, likea tish.” .

The other knights had laughed uprearicusly, My cleanliness
was i subject of much hemor ameng them,

But we were all scrubbed, beards and hair bimimed neatly,
and wearing ouir best lunics for Ambrosins. Even voung
| ancelot, his battle-carmed knighthood scarcely a monthold,

had dressed in his finest Breton linen for this exalted moment.

The audience was ]:;trg+:|_y cerpmaonial, however Ambrosius
received us inthe great hall, with half the castle’s inhabitants
thromging the reom: The women wore long sowns cf rich fak-

rics, decked with FEmS and pea rls. Mome of the men were mail,

although they each carred their favorite sword al the hip,
many of the scabbards more heavily jeweled than the women.

“ A pretty bunch of dandies,” Sir Bors growled underhis
breath. “They'd be useless na fight”

e

The hall ibself was almost as large as Priam's court in old
Trow. Long embroidered tapestries covered most of the rough
stone walls, some of them not vet finished, their pictures of
battles and hunts ineomplete, lacking, Late afterncon sunlisght
streamed into the hall through the windows set high in the
walls, Tbwould take hundreds of candles to light this chamber
at might, T thought,

The High King walked slowly, stiffly, through the bowing
crowd. A woman walked beside him, dressed all in black and
=0 heavily veiled thatwe could not see her face, She scomed
vouthfully slin beneath her ﬂnur—lerirth skirls. She kept her
sloved hands at her sides. She did not take Ambrosius’ arm or
touch ki inany way Indeed, he seemed W keep apart from
herguite deliberately

Ambrasius sat wearily upon his hard theone of carved dark
winoel, The miysterious wornan remained standing off toone
side. The High King welcomed his nephesw and thanked
Arthurin a thin, parched voice for driving the barbarians from
Ameshury foet. Avthur knelt and kissed the High King's hand,
then rose to his feet.

“My lord,” he said, in a clear tenor voice that carried across
the ronm, “we ean drive the Saxons completely out of Britain,
if youwillallow it.”

T'was well away from the throne, standing behind Bors and
Gawain and the other knights, among the squines, but Toouid
sea Ambrosius’ eves shift momentarily toward the veiled
WA,

“We will speak of this another time, " Ambrosius said, “This
day is to be given to feasting and celebration, and to prayers of
thanks for your great victor.”

Arthur wanled to insist. “But my lord—"

- Ambrosius silenced him by lifting a hand.

“Inaddition,” the High King said, “it is my wish to intro-
duce you to another visitor to Lhis court,”

He turned toward the woman in black. She stepped for-
ward, still veiled so heavily her face was impossible to see.

“This is the princess Morganna,” said Ambrosius, "of the
kingdem of Bernicia, far to the north.”

Morganna reached up with both her hands, l:.ftt'd the vell
from her face, and let it drop back over her shoulders. A sigh
swepk through the great hall, She was the mest fabulously
beautiful woman any of them had ever seen: hair as dark as a
storimy midnjghl., oyl Lha l'g]u::w-;_'l.l Like SJ].'I].'I]‘l'irl:"S, skin as
while as alabaster,

T had seen her before, T knew who she was, Among the
Creators she called herself Aphrodite,

- B =

ar the text hwo days—and nights—Arthur spent every
moment with Morganna. He was infatuated with her,
besetted as only a voung man can be.
“She's enchanted him, all right,” said Sir Bors, chuckling,
[ had sought Bors out, worried that Arthur was being tur e
away from speaking fo the High King about his plan to drive



the Saxens and all the other barbarians out of Britvin for good.
Bors had made himaelf at home vone of the castle’s many pri-
vate chambers, a room 20 near the stables that 1 eould smell the
harses, But t0 Bors it was almost sinfully luxurious, with a
feather bed and serving wenches at his beck and call,

“And why not?" he added. “The lad's done well enough.
Why shouldn't the High King give him a princess bowied? 1t
makes political sense, Chrion; tying Bernicia to Ambrosivg’
domains here in the sauth.”

*But Arthur’s plan..

Bors grunted. “I¢ll keep. Winter's coming; there'll be no
campaigning for months.”

*T e Saxons will use those months to ft‘rrttf"r' their bases,”

| said.

“Can’'tbe helped. No man can outfight the weather.” Bun:
hefted a flagon. “Relax, Orion. Enjoy the [ru:tq urvu_t.nru Have
some wine. Find yourself a wench or two.

[t was templing. Too tempting, Ambrosius was blunting
Arthur's purpose with the luxuries of his castle, Wine, women,
and winter were going to delay Arthur's plan, perhaps fatally.
O wans this Aten's doing?

“Thank you, my lord,” lreplied to Bors. “Perhaps later.”

He laughed and poured himself a mug. [ bowed and took
my leave of him,

“Find yourself a wench or bwo,” Bors repeated as T stepped
through the heavy caken door of his chamber, [ could hear his
thick laughter even after | closed the door,

[ thought of Anya, the goddess [ loved, How could any
mortal woman compare to her? Yet the temiptation was thore.

hat night, as Tlay on my straw pallet among the snores

and stinks of the other squires, tried to make contact
with Anya. Lneeded her help, her guidance; her warmth and
lowve. Squeezing my eyes shut, clenching my fists swith the
etfort of it, Lstrained every atom of my being lo lranslate
myself into the realm of the Creators.

And found myself, instead, in the middle of the night out on
a windy plain. | had not fraveled that far. Looming all arounc
me were the glant megaliths of the stome crele of Salisbury

I immediately recognized the place; in another lifelime [had
helped the Stone Age tribes of this regrion build this site. They
wene just beginning to turn from hunting to agriculture, and
rmy goal had been to help them predict the seasons so they
wiould know when to plant their crops. Bver since, though,
Stonehenge was revered with awe as a religious site. The
Diruids had conducted human sacrifices here until the Romans
stamped out the practice. | wondered if they had returned to
their bloody wiys, now that the Romans were gone.

Elack clouds were boiling across the sky, blotting out the
moon and stars. Forks of lighining flickered in the distance, A
storm was coming, deiven by the wind that seattered the dry
leaves and set the trees to moaning,. In the blue-white glare of a
lightning strike | savw that two people were approaching the

center of the ring, where [ stood beside the
sacrificial altar A man and a woman. [oould not
make out their faces, but [ knew whe they were, AR
“Orion, is that vou? Arthur’s voice. ¥
e, iy dord "
1 could see now that the woman walking beside him was
dorganna—Aphrodite, as | knew her
He lifted both his arms and swung around, pointing at the
immense stanes rising all aboul us.
“Pon’t tell me that this was builtby mortals,” he said, his
voice a mixbure of awe and delizht
[ zaid nothing. Incenturies to come, Dlknew, men woutld
claim that extraterrestrial visitors built Stonehenge. How litte
they believed - themselves!: 3
“Howdid you get here?” Arthur asked.
“The same way you did,” Treplied, louking at Aphrodite.
Sucdenly he seemed embarrassed, as sheepish as alad
caught ina misdeed,
“Morganna brings us here every night,” he said, his voice
dropping aEm'i}éal to a whisper against the gusting cold wind.
"By magicl”
Another llf’hl"'l.‘l'!g bolt u:mckev:i the black sky, etching her
incredible face incold white brlliance for a flash of a moment.
[ comaldd s she was not pleased.
Even in fury she was matchlessly beautiful. Her pyes, which
had been as richly blue as sapphires when °d seen her at
Ambrosius’ cour, were emerald-green now: Instead of the
heavy stiff gown she'd worn then, she was clad now ina long
white heoded robe which left her Jovely arms bare. The hood
was dowyn, and her hair cascaded past her soft shoulders likea
stream of flowing ebony.
"How dare vouT" she spat,
[ glanced at Arthur, He was standing absolutely still, frozen
in time, as if he'd been turmed intooa statue, 5he !md put himin
ctasis, | realized, so she could deal with me.
“You mean to murder him, don't you?” Laccused.
“He will experience pleasure enough before he dies,”
Aphrodite said, gesturing to the dark stone altar. T saw that a
groove had been chiselled inta it, o earry away the blood of
the sacrificial victims,
“I'm here to protect him, " Tsaid.
“Aten told me you've become troublesome,”
lessly. “Then the Druids will have two victims s night.”
[weas unarmed, except for the dagzer strapped Lo my thigh. |
tried toreach for if, but found that T was frozon, oo, unable to
movea muscle,
Thunder rolled across the dark sky, Aphrodite laughed.
Yo would def v Aten, Orion? How foclish of you, Tonight
you die the final death. There will be na revival for vou.”
[ strained with every speck of energy | possessed, bul could
do nothing. | was imprisoned totally,
Smiling like a ¢obra, Aphrodite stepped fome and fwined
her bare arms around my neck. L could make you very
happy, Orion, if only vou wouldn't sesist me, Forget vour

ahiz said care-

3
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Anvaand loveme, Orion, and you can live in
paradise forevern”

Only ome word could force ils way past my
ligs. ™o
Her smile hurmed cold, Beyond her, off in the hilly distance, |
could make out a procession of torches heading toward us,
their Hames guttering in the blustery wind. The Druids, come
for their sacrificial rite.

“ow choose Arva over me?” Aphrodite hissed. “Then after
vou watch Arthur die, you yourselfwill be killied, Slowly, ©

She turned away from me. Arthur stirred tolife.

“Where is Orion™ he asked, puezled, Emkmg rightat me
butnot seeing meatall.

“Gaomne,” Aphrodite said, with a shrugofher tevely shoul-
ders, “Forgel about him. Come with me, my love, now that
we're alone.” g

She took his hand and led him toward the altar T stood
there, invisible to Arthur, unable tomeve, hardly able Lo
breathe, Lielt an icy chill creeping over my body, as ifl were :
‘being submerged in a glacier. [ recalled one of my.dea IJL-G, dlewp
in space, slowly freezing untl my heart 5I.‘{:pped].1e1t|_ng

And the lorehlit procession of the Pruids marched steadily
closer,

Lightning flashed again, and thunder beomed. Rain began
Lo pelt dosern, But it didn't strike Arthuor and Aphrodite; she

wis shielding them somiehow:

Adikanic erack of lightning sbruck the ground almost at my
feat, blinding me for several moments. When 1 could see again
Anyastaod at my side, dressed as she had been when she'd
given Arthut his sword, Excalibur, ina fowing silver robe rar-
tanded witl o,

Arthur’s eyes went wide, L ook, Margannal” he cried. “Tt's
the Lady of the Lake.” : '

Aphraditey Morganna whirled to face Anya, surprise and
rage on her exgquisile face. Two goddesses, each d ivinely beau-
tiful but in very differentways. Aphrodite was all flame and
passion, the embodiment ﬁf sextal allure, Anya, who had been
warshiped as Athenain another age, was cool and calm, cer-
tain of her strength:

“It's e foryou to leave," Anyasaid,

“Mever!” spal A |:r|'|L'4.:|Ll:ih'. “He's mine! You can't have him."”

F.

“Arthur is under my protecton. Youcannot harm him.”

“You think not? Suddenly there was aslimdagger in
Aphrodite’s hand. “One serateh with this and the ]_uusnn*.-. itl
burm his bleod to molten fire. He'll die in agony.”

Anva did notmove. Arthur stood popele-cyved, oo close (o
Aphrodite and that poison-laden dagger to by to move away,

“Youcan't defy Aten's desires,” Aphrodite said, smirking,.
“INok even yonu can -;.':ef away with that.”

“Can't 12" Avgea replied.

Another lightning bolt crackled oul of the black clouds and
struck the dagger in Aphrodite’s hand. She howled like the
torrnenterd souls in hell as for a flash of an instant she was out-
livied i ghastly blue light. Then she was gone. Vanished com-

o

pletely, except for the whimpering echoof her serean.

[teltwarmbhreturning to my body: Leould feel the rain pelt-
ing down onme, move my arms and legs again, Arthur stirned,
to. He dropped to his knees before Anya,

“Wy lady,” he said, in hearttelt gratitude, “vou have saved
my life.”

“The witch has gone back to her own realim,” Anya told him,
“She iz not dead, You will see _hur again. Be on your guand,”

“I weilll, oy Bady ™ he said, 1wl

'lummg toward me, Anya sald, "Oron, escort your lord
back to Cadbury castle,”

With all my being 1 wanted to remain with her, But Ihowed
my head submissiv el “Yes, mv lady”

And in the blink of an eve T was back on my pallet in the
squires barracks. Fora moment I thoughtit had all been a
dream, but then [ realized that I was dripping wet from the

rainstorm that had struck Salisbury plain. Through the win-

dow near the barracks roof | conld see a serene mons riding
aceoss pale, thinelouds, Tkhad not rained here at Cadbury.

L L]

Nimt light | som ehit out-Arthur He was already risenand
in the exercise yard, working out with a practice sword
againsta dummy target mounted on a swivel so Ehat it pivoted
when it was struck. [is two broomstick arms could swing
around and strike anasty blow toa man who was not quick
enough fo parry or al least duck.

Feould see Latin graffitf carved into the dummy’s wooden
torsn by long-departed Boman legionaries, Arthur was
thumping and banging the poor thing as if it were all his
frustrations gathered into ane passive body.

He saw me approaching him and stepped away from the
dummy, sweating and breathing hard, Mo one else was vet in

the vard; morning sunlight had barely touched the upper Lur-

rets of the castle’s kowers,

“She's gone,” Arthur said, bewdldered and sorrowful,

“She s awiteh, my lord,” Fold i, “Youw are well vid of her”

He shook his head. “She certainly had me inher poswver If it
weren's for the Lady of the Lake, Twould be dead by now,”

“Nes, truly,”

“Why, Orion?” he asked, his voice suddenly urgent. “Why
did she want to kill me?”

Bdidn't hesitate an instant, “To keep vou from vour sghtful
destiny my lord, To prevent you from dreiving the Saxons out
of Brikain,”

Arthur’s brow furrewed. “Thenswas she serving my uncle?
Isit he who wants to stop me?”

“Tdenthelieve that,” Lanswered, “The High King did not
know Morganna's true nature, I'm sure. Ambrosius wanted a
strategic marriage bebween his house and the kKingdom of
Bernicia, nothing more,”

“Twish Teould be certain of that.”

He was deeply troubled, | could see, “There is a way to
make certain of it [ said.



Howe

“Oatain the High King's approval of vour plan.”

“How?" he asked again. Thad no ready answer.

Other knights and squires were coming into the exerciss

vard now and began werking out. Soon the vard was clanging
with swords and shields under the watchful, impatient eve of
Sir Bors, Young Lancelot, as usual, was a blur of zeal and fron-
#ied action, knocking down one opponent after another: Even
Cawain had a hard lime against him,

Arthur and [ practiced 1gainst ome another fora while Tdid
my best to refrain from h:thn;., i and allowed him to whack
me now and then,

Cince we paused for 4 drink from the rain barml pmhm_,
and sweaty, Sir Bors approached us.

“My lord,” said the grisff old knlghl “it's frm-:l liy S i
outin the sunlight once mare.” 3

Arthur nodded withoutenthusiasm. * m:urnannms {.'.I:rnu:-
he said simply. “She won't be back.”

“Headed back tcl hernorthern realm, 1 nxpm:tj“ zaid Bors.

" suppose so.”

Gawain carmne up and banged Arthur on the back. “Good
riddance to her!” he said, with a happy grin. “There are plenty
of other women in this world.”

“moot like her.” said Arthur.

“That's what makes it all so wonderful,” Cawain countered.
“Mibwo of them are alikel™

Buors broke into a heart laugh and Gawain guffavwed loadly,
Even Avthur managed a slight smile, :

He's going to be all right, 1 thought. He's going to be his old !
sl u;.:.rluin.

UMy dord, ! Delared to interject, *We have much work fo do.™

Arthur shook his head, as if to clear away cobwebs, *Yes,”
he said, "T must seek an audience with Ambrosius at once.”

Vet the High King evaded Arthur's request for days'on end,
offering one excuse atter another. Arthur began Lo worry that
Ambrosius truly feared for hiserows and had intended for
Muorgranna to murder him. [ ::La::,red a5 close Lo Ar I_hLLI!' asl
could, fearing that Aten—uor perhaps Ambrogiusjalierall—
wonld send another assassin after lfi_n*». : :

Aultumn was drawing fo its close. The air turned sharply
colder, with a hint of snow in the ,!-;Ta'j,r clods Ambrosins
ordered the last hunt of the season, and all the knights and
sepuires rode ouk of the castle to nan down the deer and other
game that would provide meat through the coming winter.

“Howe can [ convince am of my plan when he won'teven
see me?” Arthur complained as we rode several ranks behind
the High King and his entourage,

“Weneed help, my lord,” 1 said.
“Help? From whom
“Merlin.”

& & @&

q'mcu his arrval at Cadbury some weeks earlier, Merlin had
—remained closer to Ambrosius than Arthur Yet when

Arthur called for him, Merlin invited the young
knight to his tower-top aerie fhat very night.
Arthur brought me along with him; together
we climbed e winding stone stairs that circled
endlessly up the lofty round tower. At last we reached the Iow
doorway at the top. Itwas open, and the cold mght wind whis-
ted through the high chambers, 1 could see Merlin perched on
a stool atahigh table, wearing a frayed gray robe, poring over
somi parchmentwhose cormers were held diwn with varions
wiights, including a human skull, The wind made the lamp
hangring above his fable swing backand forth; it tousled his
long erav haivand plucked athis beard fitfully:
Arthur ducked through the doorway withoul knocking and
walked up to his table. | i.h:,.-ed at the denmway, s a proper
sqquire shiuld.
- The ald man looked up fromdhis parchment and smdled al
Arthur, Through the wrinklesand the long, unkemptbeard
and hair I thought I =aw a hand intelligence burning in his
deepset nbsidian eves. Apain Tasked myselfwhether Merlin
could be oneal the Creators in disguise, 18 5o, whichane?
Sharp-witted Hermes? Self-assured Zous? Surely he wasn't the
burly dmperions Ares.
And ifhe 15 one of the Creators, whose side is heon? [she
working for Aten, as Aphrodite was? Or against the Golden
Ohne, asAnva and [ were, :
Merkin listened quictly as Arthur, pacing around l‘hl:' bowver
chamber, poured out his worries about Ambrosius, | stood by
the open doorway, silent and unnoticed.
“Fear not,” the ald wizard said“The High King bearsvou
novill will, of that Tam supe” = ;
“Butwhy won 't he listen tome?” Arthur demanded impa-
tiently, “Anarmy of knights equipped with sti rrups and spurs
could smash all the barbarian camps and drive the myvaders
outb of Brtain.™
. Reaching upto place i calming hand on & ethar s broad
shoulder, Merlin I;'“u:].'flL‘-‘Jlr"lP‘d "'.mhl'{h.lm. is a proud man,
Strong and infelligent.”
“Buthe won't accept a new n.h.' L ;‘trthu! prurmbled.
“Heawill,” Mearlin explained, as he guided Arthurtoa
canvas chair “He will accept vour new idea ... as soon as he
Becomes convinced it is his new idea.”
Arthuir glanced at me. We both knew that the stirrups and
~'|:|Lu'=. that had led to Arthur's trivimph at Amesbury had been
my “inventions.”
Tilining back to Merlin, Arthura kb:l?d StAnd how dowe gel
Arnbrroaivs Lo think it's his idea?™
Merlin pursed his lips for a moment and stared off into
infinity, his eves unfocused as i he swere in a trance, Arthur
g.;:.pm] at him, wonder and ]‘IUI}L‘ wrilten du-‘irl].' o his VoL

face.
At lenpth, Merlin bent his gaze upon Arthur onee more sned
griled) |::Ir-|'|='|l“',." ;
*A boarmey, Arthur That is the way lofix the High F.'mg ES
attention.”

e



* A fourney?

Tugrring at his knotted beard, Merlin nodded
thoughtfully butsaid nothing for many long
moments. At lasthe said, “Yes, a toumey will do
the trick. Ambrosius likes tourneys. He takes a childish plea-
sure in seeing his knights bash each other.”

Aﬂbnﬁiu: wis delighted with Arthur’s sugeeskion

of a contest: the knights from Amesbury pitled against
the kiligl‘lls of his castle, In later conturies, when the so-called
Middle Apes reached their zenith, kmeghits wore (l:il'l.'l]'.lli;"I‘E'.ﬁi,l_iT‘_-i
of steel armor from head to toe, soheavy that they had o be
haisted up on their mounts. Even their horses were armored,
Tournaments then were highly regulated affairs, a pair of
knights entering the Hsis to thunder straightahead atbull
gallopand lry lo unhorse each other with blunted Jances,

That was all centuries in the future of Arthur’s Hme. On that
gray late November attermoon at Cadbury castle there was
hardly any organization to the tourmney, Ambrosius” mounted
knights pathered at one end of the bare dirt feld in their chain
mail and helmets, their shields emblazonod with their inidivid-
ual emblems, armed with lances that were barely padded,
There were forty-three of them, by my count. Arthur's knights,
o their steeds at the opposite end of the dusty field, similarly
clad and anmed, were less than half that number,

Bevause the Cadbury castle knights so outnumbered
Arthur's men, Ambrosius had graciously allowed ben squires
to ride with Arthur, Twas glad of that, Nosing my mount to
Arthur’s side, Tntended to stay close by him, on the aler for
treachery, [k weould not be difficult b “accidentally” murder
Arthur once the melee sia rted. Knights were aften Badiy hurt
in tonrnevs, sometimes even killed.

Lancelol was grinning broadly as heslipped his helmet over
his head. [was uneasy about him: a teenager who could fight
like a whirlwind, he had sprung up oul of nowhere oowin his
spurs of knighthood at the Amesbury battle. He seemed eager
fur combal, perhaps tog eager. Was he Aten's chosen assassin?

Crasvain, for once, was serious, As we milled about, waiting
for Ambrosius lostart the fra}', e rode up forbhe other E.i_di.:‘ of
Arthur’s horse and muttered, “There’s a lof more of them than
there are of us” -

Leould notsee Arthur ‘s expression behind his steel helmet,
but his voice sounded calm and even, ves, but we have
stircups, and they do not,” e

“They're all q*.x:.wri:*rm-d men,” Gawain said

Patting the neck of his TErVIns, stuffling mount, Acthur
said, “Today they will experience something they ve never
seen belore,” ; )

CHT o ome side of the field stood the crowd of onlookers
From the castle and the town outside its walls, the women gaily
arrayed in their brightest dresses; the elderly knights, too old
- Bven for mock combat, dressed in their finest, as well. Ambro-
stuis was the only one seated; his servants hae carted out a fine

chair for him. OF course, many of the churls and veomen and
tenwnspeople squatted on the grass at the edizes of the feld to
walch the festivities.

Aherald stepped selEimportantly to the middle of the open
field and made a long, rambling anneuncement of what every-
one knew was to come. Then itumpets blared, drums rolled,
ard Ambirosius lifted his vight hand above his head, e held
ik there fur what seemed an hour, while we sweated with
anticipation and our steeds pawed the sround impatiently.

Ambrosius lel his hand drop atlast, antl the two sets of
knights—screaming their bloodthiesty battle eries—charged
each ather. Eel

We prodded vur horses intoa full gallop and hurtled
straightat the Cadbury knights, who were advancing at a
noticeably Slower pace because they did not have stirru s o
keep them in theie saddles, My senses went into overdrive;

- time seenied tostreteh oul into dreamy slow-maotion.

I galloped :ﬁ-|ig.lh l"]y Behind Arthur, whe was crouched low
over his steed s mane, his Tance pointed straight and true, the
red dragen on his shield bBright and H]eamiﬁ'ﬁ, the red plume
on his helmel streaming o the wined.

Arthur's men cold -:.h'argii at fulbtilt, and thatis a:m:q'[:l:,-'
whal we did, We smashed inte the Cadbury knights with a
frightiul rear and f '=1r1g. Nlen went flying off their mounts, and
several of the horses themaelves went down. Lances splitand
shivered,

Through the narrow eyve slits of my helmet Tsaw a knight
Fiding straight toward me, his heltmeted head low over his
shield, which bore the fignire of a black raven. My own shield
was plain and unpainted: As a squire Thad no right toan
emblem. [ pointed my lance at his eyes, and when he uncon-
sciously raised his shield slightly, made the center of that
Black raven my true target,

| could see the padding on the point of his [ance unravelling
as the distance between us narrowed, | ook the shock of its
Blow upon my shield, angling the shield enough te let the
lance slide off harmlessly, Firmly mounted with my stirrups, |
absorbed the impact easily enough. Mot so for my opponent.
Wy own lance struck his shield dead-on. He was jolbed com-
pletely out of his sadddle and went hurtling te the bare dusty
ground witlva painful thump.

(Cur compact formation drove straizht through the Cadbury
kniphts and wheeled around, ready for another charee. Half
our pponents had been unhorsed; many of them were stag-
gering off 1o the sidelines, dazed and bruised, some of them
helped by their squires, Others lay onthe dirt, toe huet to

gmoves The crowed was roaring with blocdthirsty glee.

Two of our men were doswn, but Arthor seemed unscathed.
Liavwain had shatiered his lance; roaring with fury and battle-
lust he bent down from his saddle and grabbed another one
from the spares stocked at the edge of the feld,

Aeross the ficld, what was leftof the Cadbury knights
milled aboutin shocked confusion. Arthur raised his lance
above his head and shouted, “Follow me!™



We drove at them again, buk there was little fight left in our
remaining opponents. [twas all over in a few maore moments.
Wi knocked down almost all of therm, and then Ambrosius
jumped to his feet and waved both his arms. The heralds blew
their trumpets and the bourney was ended,

| pulled off my helmet. From where 1 sat on my trembling,
blowing steed, | could not tell if Ambrosius was pleased or not,
exhilarated or furios.

1_1 & was more furions than exhilarated, Atsupper in his din-
ing hall that evening, Ambrusius sal at the head of the
long table, brooding and sulky. He barely glanced at Arthur,
who was seated with his knights at the far end of the long table.
The Cadbury kights were mostly a glum lot, bandaged and
bruised, stiff and hurting. A few of them, though; asked Arthur
and his men about the stirnips that had chyviously made the
difference in the afternoon’s fourmey.

Ambrosiug did not, When he toasted the tourney’s vichors, as
was customary, it was grudging and grumbling, He was not
pleased with his nephew, not atall.

Even Merlin was unhappy with the High King, After dinner,
when Arthur and [ climbed 1p to his tower-top aerie, the old
wizard shook his head cheerlessly.

i have been too stuccessiul, Arthur” Merlinsald sormow-
fully, “ Ambresius sees his knights fuming to youand away
from him.”

Arthur had seated himself before the wizard's heavy trestle
table, From my post at the doorway, [eould see that his usually
brizht and eager face was a pichure of gloom.

“Wy uncle fears any danger to his own power more than he -
cdloes the danpers of the Saxons.”

And the utes, [ added silently. And the Angles, the Danes,
the Frisians, and all the other barbarians mvading Britaimn, Alen
wanted them towin, Thnew, The Golden One wanted Arthur
tn o down in ignominieus defeat and allow the barbarians lo
conduer this Celtic island just as they were conguering micstof
the old Eoman empire, !

Merlin fiddled with his long, ratty beard, “Twas so sure that
a towrney would make him see the wisdom of your plan.”

Witha sigh, Arthur responded, “As you said, we succeeded
oo well.”

“He truly fears you now, Arthur, He fears that you will take
his throne,”

“Tdon't want his throne!” Arthur burst. “Twant ko fight the
barbarians and drive them into the seal”

Merlin gt up from his chair and paced to the window, As he
looked outinte the dark cold night he muttered, *The curse of
thie Celts, 1 have warmed you of it many Hmes, Arthoe”

“They will not unite, not even against the foe thal threatens
to destroy us all.” :

Turning back to face Arthur, Merlin shook his head wearily.
“Aambrosius likes to think of himself as a Roman ruler [only
hewould behave like a Roman!™

[ knew what he meant. The Romans knew
o b erganize, how Lo delegate authority
and responsibility, how tomake a chain of
cornmmand work, But despite his pretensions,
Ammbrosius knew nothing of such things. He was a Celtic king,
icalows of his lofty position, unable to share his power,

Linless ...

lat midnight, as Black clouds began to drop the year's
first snow on Cadbury castle, Tsought Anva once again,
Suddenty Lound myself on that same sunny hillside, aver-
looking the Creators’ ;:iiy by the sea. The wiker glitteeed as gen-
te waves lapped onto the bright golden beach. The emply city
seemmed to shimmer 1 the warm sunshine: a protective dome of
energy, | realized, Through ite haze [ could see the monuments
that the Creators had collected from all the eras of human his-
tory, from the Pyramids of Egvpt to the levitated temples of the
Mesw Stellar Dominion, hovering in mid-am
“Orion,” :
Tturned and sasy Anya standing slightly above me on the
srassy, flower-strewn hillside The sun behind her seemed (o
create a halo about her head. She wore a gleaming metallic
uniform of pure silver,
“Inesd vour help,” Lsaid,
“Lknaw,” Anya replied. "Come withme”
She reached out her hand. As T teuched her fingers there was
amoment of utter darkness and immeasurable, cryogenic cold.
Belore | could even blink, however, we wene standing en the
shore of the lake where Anva had given Arthurhis sword,
Excalibur, [t was a calm, soft moenlit night. Anya was now the
Lady of the Lake once again, dressed in along flowing robe,
her hair decked with flowers, her graceful arms bare.
Ambrosius stood before us, knuckling his eyves from inter-
rupted sleep, awkward and confused in a long wrinkled night-
shirt, frayed and gray from many washings., :
"W here am 13 he gasped: “Who are pou?”
I realized that Twas in the uniform of a Roman legionnaire; a
tribune, no less, with a gleaming bronze cuirass sculped like a
beautifully muscled man's torso and a helmet crested witha
crimson horsehaie plume,
“Lam the Lady of the Lake, protectress of your nephew,
Arthur”
In the silver glow of the full Moo [eould see Ambrosivs’
eves widen, "My lady!” he whispered.
“You are not pleased with your nephew,” Anyaintoned.
Tl rne why”
Ambrosius dithered for a moment, but he could not avaoid
Anya's plercing onyx oyes.
The F:rincr,;:jﬁ Maorganna wa med me asainst him,” he said at ;
fast. “She said she would enthrall him and take him b her king-
dom in the north, where he would no longer coveb oy throne.”
At does riot covet vour throme,and you know that, no
matter what lies the witch Morganna tells.”

i
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The High King wincec at the word witch,
“You must tell me the entite truth,” Anya
demanded. “If you donot, T cannot help you.”

Ambrosiug stared at her insilence for mary
heartbeats. Finally he confessed, “Tam old. He is young, His
knights revere him. My own knights are beginning to show
him more respect than they do me. How can Lhold my throne
if he gains move glory?™

Anya did nothesitate an instant. She replied, “Send him on
a mission that will bring glory to vou.”

Ambrosius blinked with confusion. Such an idea was
incomprehensible to him,

“As High King, you can commaned Arthur to sally forth
against the barbarian encampments. Any glary that his victo-
rigs winwill be your plory, for Arthur will be ebeying the com-
mands of his lord. "™

“My glory? How can that be i

“Arthur will devote each of his victories to you,” Anya said.
“This | promise you.”

“Butifheis defeated? What then?”

"If Arthuris defeated, itwill be on his own head. TFhe is vic-
torious, the Figh King will be praised for driving the invaders
from Britain’s shores.”

Ambrosius stroked his beard, thinking hard, pondering
these new ideas,

“Itis what a Roman ruler would do,” Anyva urged. “You
mustthink as a Roman. This is the way to glory. This is the way
towin the obedience of all the kingdoms, throughout Britain,
Then you will ruly be the High King,”

The old man's expression tumed crafty. Tknew what he was
thinking: If Arthur is killed on his mission against the barbar-
lan encampments, then his threat to my throne dies with hin,

“Think as a Roman,” Anya repeated. ""That is the road to
frue power.”

Before Ambrosiug could reply, before he eould even blink an
eye, it all vanished and [was back in the squires’ barracks at
Cadbury castle, with the gentle snow sifting down through the
silent, cold night.

hat very morning Ambrosius held courtin his
audience hall, The entire castle turned oul, thronging the
cold, drafty hall with their colorful gowns and robes.
Ambrosius took his throne and gazed out on the croved. All
hiz knights were there, even those on erutches or bandaged
from the tourney, Arthur and his knights had been invited to
stand up close to the dais. 1 was behind them among the
sejuires, off ko one side by the unfinished tapestries that cov-
ered the icy stone wall.
HNooked up and dawn the hall for Merlin, but the old wizard
wis nowhere in sight.
Cmice the crowd had settled down and the court’s chief her-
ald had gone through a long-winded intraduction of the High
King, complete with Latin honorifics, the hall fell totally silent.

[t was ifeveryone held their breath, anticipating some momen-
tous announcement from the High King,

They were not disappointed.

Using the rayal third-person, Ambrosius said in his decpest,
most impressivie voice:

“Wehave been pleased to observe that our nephew, Arthur,
and his knights have indeed demonstrated an important new
method of fighting. 1835 our wish that he teach our own knights,
and all other knights who wish bojoinus, in this nesw methoed.”

The eronwed sighed with relief, Tension over a possible break
between the High King and his nephew had ereptall through
the castle, T realized,

Ambrosiug wasnot finished, however

“Morecver, once the knights have been properly equipped
and frained, it is our command that Arthor lead them outinto
the land to attack the barbarian invaders in their cam ps and
deive them frem the shores of Britain.”

Arthur broke inlo a boyish grin, Gawain and Bors, standing
on either side of him, looked equally happy:

“Toaccept this responsibility is a heavy burden,” Ambrosius
wenton. 1 know that v nephew will gladly obey this com-
miand of his High King, But toaid Bim in his nesw dubies we
have decided bo revive a title from the old Roman d ays."”

Anya's advice, | knew.

“Henceforth Arthur will be Dux Bellomam, our battle leader
across the length and breadth of Britain.”

The crowd broke into spontanenus applause. Ambrosius let
therm cheer for a few moments, then raised a hand to silence
thiemn.

Looking directly at Arthur, the High King asked, “Mephew,
do you accepl this responsibiliby?”

“Cladly, my lord!”

“Then carry the tifle of Dux Bellorum from this day forward,”

Again the crowd cheered. Loould see on Arthur's face the
eager anticipation he was feeling, Yet ITknew that as the Fligh
King's Dux Bellorum he had many months of hard fighting
ahead of hir. Ambrosius had placed himself in a clever posi-
tior, thanks to Anya and me. With every victory Arthur wins,
the High King's power and prestige will grow, And if Arthur is
killed in battle, a threat te Ambrosius’ future is removed,

FMocked through the crowd, wondering which of them
might be Arthur's assassin, Would Merlin turn against him?
Lancelot? Any of the other knights?

Then I remembered that Morganna—Aphrodite—was wait-
ing in her kingdom in the northlands, planning her revenge
agamst Arthur, And our campaign against the barbarian
encampments would lead us northward, just as surely as the

sun roge each day.

D, Ben Booa's latest ovel i Return to Marcs, sequel to lis 1952
bestselling Mars. As his story sees print, he's traveling to Enyland,
Treland, New Hampshive, Calgary, and Australia ..., and he might
even wet sotie teriling done in belooo,
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Blessings

in Disguise

VERY PLAYER DREADS FINDING A CURSED MAGICAL I'TEM.
With luck, such an item is merely annoying or invokes a minor

‘ penalty in combat. The characters can identify the curse, have a

fellow party member remove it, and be on their way. Other

Himes, the characters are not so lucky. At best, they have a few rounds

in which to take futile actions before death. In rare cases, death comes

before the characters can react. Unlike normal magical items, cursed

items still affect a character even atter the item is destroyed.

Muost cursed items are the results of
failed attempts to create useful ilems.
Some are wicked "traps” lefl behind by
enemies to confound those who lind
thent, bul a handliul result from other
SOLICES,

The only time a “curse” might be wel-
come to plavers is when il sn'l a curse
but rather a ward meant Lo protect or dis-
guise other powers that the itern’s creator
might consider koo powerful or unsuit-
able for followers of other faiths, These
blessings in disguise appear in various
forms, bul they have certain traits in
O,

First, they appear cursed. The dtem’s
pPowers might activate randomly, inter-
mittently, or not on command, They
might limif the movement or powers of
the niew ovwner, They might penalize abil-
ily scores, temporanly reduce levels, or
inhibit spelleasting ability.

Secondly, these "uncursed” items
offer some hope for amelioration of the
problem. The owner or the owner's
companions might need to perform cer-

tain actions, avoid certain deeds, solve
riddles, change faith, or otherwise fol-
low  whatever agenda is required bo
lessen or undo the curse, Occasionally,
the problem can be selved only by the
passage of time.

Finally, onee the problem is removed,
the itern reveals previously hidden or
disguised powers the characters will be
wlad to use, Perhaps the seeming curse
was meant to protect the character from
assassins (real or imaginary, as per-
ceived by the item). The power gained
might be minor, but the added difficulby
of achieving it should make the item a
unique and valuable contribution to the
campaign. Any of these items should
comprise al least one adventure unto
itself, above and beyond the circum-
stances that allowed the I'Cs to acquire
itin the first place.

Ansuit’s Gauntlets

Ansuil was a savage Hghter of greal skill,
He supposedly took the skin b make
these deep pray guuntiecds rom a mated



pair af wyverns, using only the finest
and most supple parl of the hides for
pach glove, Inside, the gloves are as
smooth as lambskin, while the putsides
are tough as stone.

A punch from a character wearing the
gauntlets inflicts 1d4 points of real (not
temporary) damage plus  Strength
bonuses,

These gapntlots are alsa known as
gauntiets of ogre strength and intelligence,
The wearer s Strength rises to 18,99 (not
quite 18/00), but the character’s Intelli-
gence and Wisdom scores are each
reduced o 4, 1f the character has 18/99
or higher Strength, the gauntlets have no
effect.

Uniform of Kheles

This extravagant item is actually several
articles of clothing: a long wrap-around
shirt or lunic, separate shoulder pieces,
a weapon belt, a second omamental
belt, and several small silver medals
and degorations, The clothing originally
belonged to a military leader now
known only by his name and race, The
uniform fits humans 62" to aboul
'3 tall.

Cinee a character dons the whole
wenifornt (which takes 3 rounds), he or
she beging to see visions at random

intervals. Many are harmless, but some
might cause the wearer to take protec-
Hve measures, mistake a friend for an
enemy, or ignore a potential threal, A
door might appear to open and
close, a man might appear to
attack someone at random
dinner knife, of a
Friend might seem to slip into
a pit. These hallucinations

with a

appeatl -:nt'irei}-' real but never
round.
They occur 3-5 times per day, and

last for more than 1

previous owners ol the wriform
have insisted that the hallucinations
are more common during twilight than
at other fimes of the day.

While wearing the wniform, however,
the wearer is not fooled by other illu-
sions. The wearer gains a +4 bonus on
any attempt to disheheve an illusion. The
wearer's touch has a 5% chance per level
to dispel any illusion, even one not nor-
mally dispelled by touch. Furthermore,
like a fedne of felepafhy, the uniform has
the ability to turn a phantasial Killer
against the wizard who cast it

Moil Bourava

Moil Bourava is a thick two-handed
sword set with a circle of finy blue gems
around the handle, which

is covered
by a single
piece  of
teak. The
guards are
straight and end in small steel bulbs.

The hait's tapered wooden grip s simple
in design: A single groove runs near the
guards and another near the pommel.
The pommel bears a rough similarity to
a human head, although the design is
awlkward and the head has onlv one eye,
rather than two.

Until recently, the sword was the prin-
cipal weapon of Darwil the Dark, a
staunch foe of undead, especially
wights, spectres, and vampires. In his
vouth, Darwil was an aggressive hunter
of these creatures, drowning them with a
barrage of holy water and storming in
with bare blades. After losing a dozen
levels or o, he began to slow down and
pursue other options. When it came firme
to draw swords, however, he was as
emergetic as ever and showed no mercy,

The sword acts like a lo-handed szoord
+2, wine lives steler, Bvery Hme its special
e is invoked, however, the owner
expetiences what feels like a temporal
displacemnent, and a gritty disembodied
voice comumands the owner to undergo g
quest. The character must begin the
quest immediately, and the sword’s
special ability does nob function again
until the quest is complete. Failure o
comply with the quest results in the stan-
dard penalties described in the Player’s
Handbook.

These quests bypically feature the dis-
covery or destruction of level-draining
undead, The cunning of these creatures
is diabolical, however, and some quests
seem superficially unrelated. One might
be {p prevent an ambassador from
reaching a certain city until after a meet-
ing. The sword wielder might or might
niot discover that an ambush awaits the
ambassador, set by the spectre of his
predecessor,

O the completion of the last quest, as
determined by the M, the helder expe-
riences a prand sensory  spectacle.
Swirling lights, ethereal music, and a
chorus of almost-heard voices make the
event memorable and exciling, The
sword becomes a defender +4Lwith Intel-

ligence 17, It speaks Commuon, can com-
municate with itz holder by telepathy,
can bestow strength once per day (at
12th level), and has a special purpose: o
combal  vampires, Vampires cannol

regenerate  damage caused by the
weapon, healing at normal rates only,

Blackstone Amulet

Songs tell of a mysterious pendant
known as the blackstons amlel. The
amnlet is a gold disk with bright blue
and scarlet glyphs on its back. The front
contains taised images of six different
buildings, apparently common homes,
The images actually represent a map
showing the sibe of the temple where the
itern was made. The center of the disk
holds a small black pearl. An illusion
inside the gem shows the whole temple
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in great detail, although the item would
have (o be magnified greatly to make
the figure recoymizable,

The glyphs on the back describe a lit-
te-known religious quatation. The quo-
tation might be from a tome (but not the
faith's canom), a quote attributed to a de-
canonized saint, or a former translation
of a holy work, In any case, it should not
directly reveal the relipion’s identity. A
simple Religion proficiency check does
not reveal the source of the quote.

Onee the item is hung over a charac-
ter's neck and some attempt is made to
invoke its powers (such as reading the
inscriptions on i, holding it up like a
holy symbal to turn undead, or merely
holding it and visualizing magical pow-
ers), a curse is activated. Since just wear-
ingg the el does not invoke the curse,
& character might wear it for some time
before the curse takes effect,

Firsh, the curse prevents attempls to
remove the necklace, Casting dispel sagic
or remove ciirse is ineffective, Higher level
spells (such as fimited iwish) are also inel-
fective. A wish might remove the amidet,
but il does not dispel the curce—the
curse merely affects the next person to
weear the aralet and attempt to use ik,

secondly, the wnmilet tires the wearer,
The character feels that he or she can
never enjoy a full night's sleep, feels
drowsy all of the time, and becomes
exhausted  easily. The character ean
recover spells only after 12 hours of rest
and suffers penalties as if fatigued. (The
character is considered one encumbrance
category  worse;  moderate becomes
heavy, for example.) For campaigns not
using  encumbrance, the character's
movement is reduced by one third, and
all attack rolls and saving throws are
madeata—1 penalty.

Lastly, the wearer seems to suffer from
an inability o learn from past mistakes,
Although the character’s ability scores
are unaffected, he or she suffers a —10%
penalty to any experience points earned.
The character’s motivation and desite to
improve are apparently subject to the
same numbness that affects the body
and fabipues the muscles,

The P'Cs must determine which reli-
gion enchanted the device, Once they
have identitied the faith, a priest of that
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religion must research a spell v undo
the specific curse. The spell is Fth level,
so the priest must be at least 14th level
to research and cast it Maturally, if the

priest is not a PC, the party must per-
suade the individual to spend the weeks
of research and offer to pay for the cost
of research at the very least.

The new spell immediately lifts the
curse. The wearer may use the item's
full powers, as long as he or she knows
the command words. The quotation on
the back of the aomdet holds the com-
mand words and the descriptions, so
the character can use them once the
curse is lifked,

# The et grants the wearer 10%
magic resistance,

® The wearer cannot be surprised.

® The wearer may use any of the follow-
ing powers, once per day each:
Bless, wegaline plane profection,
bongues, free action, and cure
critical woomanas.

* Agood-aligned char-
acter may also use
CUITHRA ONCE per
day and dispe! coil
once per week,

* Finally, a priest
with the granted
power to Turn Undead
affecks an extza 1d6 crea-
tures when turning undead,
soa powerful priest might affect
3d6 + 2d4 undead when facing
skeletons or zombies,

Heramais’ Pipes

This set of metal pipes appears similar to
pan-pipes and is played ina similar fash-
ion, The instrument actually includes

bwo parallel rows of pipes, however, and
15 very difficult to play. The pipes produce
a weak, tinny sound that is hardly
appealing on first hearing. Legend has it
that a maortal made the piws for a god,
who plaved them onee and sel them
asicle. The haunting, unearthly music the
god played remained in the pipes, affect-
ing the next person to play them

When a character first blows on the
pipes, the pipe-plaver begins to imagine
a grand symphony, an epic musical
work of enormous scope and beauty.
The music affects the pipe-plaver as a
waze spell. Other characters see the
stricken viclim standing with mouth
agape and eyes wide as he or she mar-
viels al the wondrous melodies.

After the pipe-player recovers from
this fugue state, the character becomes
melancholy with grief over having lost
the beautiful music and tries to emulate
it on the ppes, The characler soon
becomes obsessed with plaving the
instrument, convinced that only these
pipes can recreate the music, Whenever
the characler is not otherwise ccoupied,
heer or she plays the pies, unavware of any
possible danger from nearby monsters
o the irritation of friends,

Whenever the pipe-player is not actu-
ally engaged in an encounter, the charac-
ter has a 200% chance of mindlessly
blowing on the pipes for 1d3 tumns,
MPCs, or PCs who are

roleplayed well, cer-
. fainly  play the
: pipes  more
often. If the
pipe-player  is
prevented  from
playing the pipes,
the character becomes
angry and uses force if
necessary to take the pipes
and play them. The charac-
ter would never sell the pipes,
allow them to be damaged, or
give them away. If the pipes are
taken, the character uses whalever
Frieang is necessary to retricve them,

The pipe-plaver becomes keenly inter-
esled in music even when not plaving
the piges. The character listens avdently o
music or songs of any kind, When in a
town, the pipe-plaver secks out bards or




minstrels. The character cannot make a
saving throww vs, a harpy's song; instead,
the character runs toward the sound at
his or her maximum movement rate.

Az the character plays the prpes, the
inslrument seems capable of producing
new sounds, first gaining nesw range,
then expanding in capability, mimicking
the sounds of other instruments. Cher
the course of eight weeks, the character
pradually becomes mone obsessed with
the pipes, spending more and more time
playing them.

Toward the end of the last week, the
character becomes convinced that he or
she is on the brink of recovering the
enchanting music and stops all other
activitics, giving up livelihood, social
obligations, and all considerations other
than just enough fond, water, and sleep
ko survive, The character may not under-
take spell research, adventure, fravel, or
perform any activity that takes time
away from piping. The pipe-player can
defend him- or herself i attacked but
does not puton armor or prepare spells,

The symphony has six parts the piper
miust recreate before achieving the dream
of recreating the entire symphony. As
soon as the pipe-player completes the
final part, the character plays the entire
theme from beginning to end in a state of
raphire, Any creatures within 60 feet that
hear the music stand transfised during
the 2 turns the theme is played, listening
tor the music (no zaving throw),

Lipon  this soccess, the characker
breaks down and weeps, overcome with
jon at the chance to play the unique
instrument and create such matchless
music. The character is freed of the com-
pulsion to play the symphony at every
opportunity and may resume a normal
life again.

Wleamwhile, the pipe-player’s skill
with the instmirment is not lost. The char-
acter gains the Musical Instrument profi-
ciency in the pipes and can mimie the
sound of a dozen different instruments
(subject to the DM's decision based on
the chavacter’s culture and background)
when plaving them. The pipes can
counter hostile spells and  spell-like
effects based on zong {like A bard's coun-
tersony ability) at the 12th level of ability,
If the pipe-plaver is a bard, his or her

countersong ability improves by 4 levels
or is raised to 12th, whichever is higher.

The character receives one final bene-
fit from the obsession of the pipes. The
character's Charlsma score is perma-
nently raised by 1 point, All creatures
who heard the character play the sym-
phony regard the character as a musical
masker  without peer,  despite later
denials or failed musical performances.
Reaction adjustments from these crea-
tures are made ata—3 bonus.

The Armor of Torrentin
Torrentin, before he became
famous as an enchanter,

was known as 8 warrior

and practical joker. The
magical items he created,
moetly swords and armar,

were largely untouched by
thieves who were afraid the
items would cause more
trouble  than they were
worth, If any rogue had
taken his final item, which he
modestly named the armor of
Torrentin, the suspicion would
undoubtedly have been validated.

The armcr s a well-forged
suit of platenil +2. Unknown
o its current owner an army
licutenant in an infantry unit,
the armor has a permanent uhsecn so-
wand that accompanies it at all times
Until the command words b0 conteol it
are found, however, the serpant performs
random acts on objects within range (30
feet). The acts =eem to indicate a desire
for attention, despite the unintelligent
nature of the sermant. The longer the ser
wnt goes unknown, the more dangenous
thie acts becorme, At first, it might knock
over a stack of coins or topple a barrel of
apples in the marketplace. Later, it might
unbuckle a sword belt or unplug a can-
teen, After a month of confusion, the see-
wanf might rtemove torches fram sconces
or dump material components out of
nearby pouches.

Whether confrolled or uncontrolled,
the seromt is only active when the areicr
is worn. If destroyed, the seroait returms
in one week, Only the complete destruc-
tion of the armor destroys the servani
permanently.

The command words to the item are
not easy bo find. Curious characters find
their first clue in the tomb that holds
Torrentin's body and his spellbook.
Fortunately, the durable parchiment
held up well against wear, although the
protective enchantments have worn off
or discharged.

Inside the front cover of the spellbook
lies a riddling stanza that clearly indicates

the armor, 1t leads the characters on the
beginning of a hunt through the city,
through inscriptions on public maonu-
ments, a quotation from a popular play,
a certain page on a dusty book in the
library, a canonical verse, and several
uther hiding places. Following one clue to
the next could take a lazy week or a hechic
three days,

Patient characters who sift through all
of the clues are able to finally commancd
the unacen servant.

Creating New Items

If you wish to create new items with
their powers hidden or protected, use
the following lables, generously sprin-
kled with your own creativity and cam-
paign flavor. Roll once for a drawback
and once for a power. If the power far
outweighs the drawback, add another
drawback, reroll the power, or simply
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1d100 Drawback

Characteris blinded

1d100 Powers

mredusa’s gaze}

 DI-05
D& L. Characer is deafened BAb6 ;
13-19  Characrer becomes mute ﬁ?-—-?l_.:l___
20-24 Character’s sensas dull-ed to I'rnl!'eﬁ'nctl'.reness
2527 Character may not adiancéi in level 7174
. 28-34  Character loses a racial trait Ainftavision, stealeh, bonus
L toswes) Gbe an o
3542 Character loses ablllt:,r p-nlnts {bemporarlty when Uﬁn‘-'_“d 75-79
 or heldicarried) ' ' e
4348 Character becomes fatigued or exhausted when = CBRDL
~ dnvoking the items power o : o B3RS
A9-50 t:harﬂm':r i paralyzed for 5~E| reundswhen usinga. EE—-&B
SR p-crwerand suFfer‘s Sm-irlg thirow pemlues when carl"rl.ﬁ;g 2 39—‘3’0
S584 | penalty eoall s:.'l.v'ing-thmws'- ©9(-93.
55-E& _—2 penalty to all saving throws : s
5?;-555' -3 saving rhrﬂw penal:}r to one at;.a::k Enrrn {such a8 2 94100

01-0%  leem raises an abilivy scare and bestaws a saving 6370
throw bonus spiclor climb, levitase, fiy)

10-12 | bonus to all saving throws 7I-78

1315 +2 bonus to ene caregory of saving threws woord of recall}

l6=18 43 bonus to saving throws against ane spacific artack 7781
form {ghoul paralyzation, for example) lece, chant, brayer)

1925  ltem grants magic resistance (3—12%) 83-88

2638  Item gives skifl ina cralt (proficiency like alignment, Getect invisible, ete.)
Stonemasonry, Blacksmiching, Carpenery) g89-92

A9 48 e grants knswladge (proficiency like Andent spectral force)
Languages Ancient History, and 50 on) 53-00

43-55  ltem bestows weagon proficiency

56-62  |temimproves learning abilicy (+55% or + 0% ta XF)

o (50% cl'ranm fcweir_!'lendamage Id4 p:ﬂrﬂx p'er' ﬁ:elliaﬁ-el:‘-‘
- egquivalent or. Zd& poins).. :

I:ﬁms cur-nmand wurl:Fs change every EvB weels

lmm telqur-ts awac:.r 5= 313 f&etwhen its pawe:- is usad :
[mnd'om direction, rnciudmg up and dnw'n} :

Item i ﬁ'&gﬁ&ﬂl‘bﬂ e;sll}r-das:myaﬂ ;

lnem dlsmpu nr int-EFferEs 1.'-'|th the use -::f uther magu:al -
Item causes a 5% thance of spall E:r!ure ann;F -;ausfes =]
addsa | 0% chance qfhllum wha.n :he m&r raad:. & m:mir

lterm allows enhanced mevement (haste, jumps,

It allews instant movament {dimension doos tefeport,
ltem bestows group combar bonuses (bard abilicy,
feaim bestewes detaction ability (is., detect poison,know
Iterm creates illusions {eicher phantasmal force or

lzem sumimons/oreates creatures (from commen insects
QI Fats T manster stivrkonig ¥

alter the result. After chox lHing or n_;l]in!:’

The smitten character steove Lo recreate

character from play for a while to work

powers, create a background and fill in
the details on the item, including a ph}-'c.-
ical -_1-;_':-L:|':'}Jlit:|1 and a name

For example, vou might roll a 2 (blind-
ness) fora drawback and a 33 (crafs skill)
Thij:kingahmqt the

causes of blindness, you might decide

fora power. various
that the sight of a nymph has the most
potential. Perhaps the original owner or
creator of the item saw a nymph and

wits blinded by her unearthly beauty.
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the nyanph's beauty by sculpling stone
statues, orying to recreate the nymph's
pertect form,

This power seems weak for the draw-
back of permanent blindness, so the DM
allows the blindness to be removed by
rewoie cnrse, dlonemient, ar lndited wish, To
maintain the davor of the item, however,
the character stll sculpts best only in the
dark if the blindness is romoved sorme-
howe If the player actually removes the

om the statuary instead of removing the
blindness, you might allow the character
to regain sight upen finishing the final
“perlizet” statue of the nymph,

-\.h

Llayd's wife is a hiessing without the dis
qudse. She and LLoyd Ifoe in o Liftle Touse i
the siong, sirrounded by rals, allicators,

etttz and alfier .l.l'l.l'l.. retl crivitiones,



by Terry Dykstra

“Priests have exisbed for thousands of years,” nokes Terry

Drvkstra, “z0 [ had some leeway in how 1drew them. Historians
aren't sure how the druids looked either, so Lused a little imagi-
nation there as well. [ based many of these portraits on friends
and family members, Actually, Tden't know any of these people,
but I'm sure theyre someone’s friend or family member”
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Now it s the time of the night
That the graves, all gaping wite,
Biery one ets forth his Sprite

I the churchway paths to lide;
A1l we fairies that do pun

By the riple Hecale's team,
from the presence of e s,
Following (larkmess ke a dream,
Now are rolic ...

—A Midsremamey Night's Diveci,
VL3TRH

ly
Garrie Behris

llustrates oy
Llyn Hunter
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G ALLERY

Shakespeare’s

Fairy Court

o N A WARM SUMMER NIGHT, THE BREEZE HEAVY

~ with the musky perfume of a garden in bloom, who would

experience more than mild surprise at the sight of tiny footprints

wending between the rosebushes and the snapdragens? There are

times when the air seems to hold magic, when the boundary between

dream and wakefulness blurs. In that twilight state dwell the fairies of

William Shakespeare's A Midsunoner Night's Dremi.

Cheron rules as king of the fairies,
with Titania as his queen. Puck, a notori-
ous trickster, attends Chheron as his ser-
vant and jester. The fairy court also
includes Peaseblossom, Moth, Mustard-
zond, Cobweb, and other wee fairies.

The play depicls whal happens one
night when the lives of several humans
coliide with those of the fajries, To wina
quarrel with his queen, Cheron uses a
potion to make ‘litania become enam-
oredd of a slow-witted human labarer
(hose head Puck impishly transforms
mito that of an ass) unhl she concedes.
Meanwhile, the fairy king instructs
Puck toalso use the polion on a voung
mian i the torest too make him returmn a
maiden's unrequited  affection.  Mis-
token identity causes the wrong humans
to fall in love, and the fairies must set
matters right before the sunrises. When
the hurmans awaken, they Believe they
have only been dreaming,

Shakespeare did not invent Titania,
Oberon, and Puck; he drew them from
the folklore and superstitions of Eliza-
bethan and earlier limes. But, as he did

with other characters inspired by history
and legend, he shaped them inte charac-
ters of his own, contributing to the
mythology surrounding these Hgures
and influencing the perceptions of fature
generabons,

A Midswsoer Night's  Direair has
entertained audiences for four cen-
turies, but it seems a shame to limit the
mischievous members of Shakespeare's
fairy court Lo just ocne story, Titania,
Cberon, and Puck enjov inlerfering in
the lives of mortals too much to merely
exit stage left and never return. So here
they are, ready o instigate adven-
tures—or misadvenlures—in your own

Campaign.

Carric A, Hebris s a freclance weiter and for

mer geditor for -t BErimicrm® e When
Peter Pae asks, Do you beliete i firries ™
sl alitays claps very hud for Tiakerbell,



20TH-LEVEL FIGHTER20TH-LEVEL MAGE
STREMCGTH 14
DEXTERITY 14
COMNSTITUTION 15
INTELLIGEMCE 19
WISDOM 15
CHARISMA 17
ALIGHNMEMNT Chaohic good
ARMOR CLASS 1
THACH 1
HIT POINTS 148
SPECIAL ATTACKS Spells
SPECIAL DEFENSES Invisibility, spells
MAGIC RESISTANCE 50%
SILE 66"

MNonweapon Proficiencies: Alrborne Eiding (10], Ancient His-
tery (18}, Ancient Languages {(various 19), Charioteering (14],
Gaming (16), Herbalism (17), Hunting (117, Land-based Rid-
ing | 151, EJJE”L‘!’:‘!H‘ (17], Tracking (12).

Weapon Proficiencies: Longhbow, Lance, Quarterstalf, Sling,

Appearance: {beron s invisible to mortals, although he can
make himself visible to them if he wishes. Amang the fairies,
Fie appears as a ]enrgl-_-, muscilar man with n:nlnl_{.l skinand a
long, wavy mane of unruly blend hair. He dresses in brightly
hued garments, preferring reds and purples trimmed with fur,
If one doesn't look too cosely, Oberon could pass for a
hurman. Under minute scrating, however, his eves betray him—

the pupils are green and diamond-shaped, setin black irises,

Spellcasting: Oberon's spellcasting abilities are equivalent to
those of a 20th-level enchanter, but he reguires no spellbook to
recall spells. In additioe to standard cfiarn spells, he can cast an
advaneced form of forgel an unlimited number of limes per day,
The spell, midsummer nights drean, causes recipients to recall
the events of the previous night (sundown to sunrise) only as
unfecused, dreamlike impressions.

Magical ltems: Cipid’s nectar This nectar, distilled from a
pansy that :*.n:q'iduutnl!_l.' L:;\ughl‘ one of I:h;up'u’l’*}. skray arrows,
st e ;1111:1|im‘| koA n\cipiﬂﬁt"ﬁ eyes while he or she ﬁlt*é"pﬁ.
Lpon waking, the vecipient falls madly and permanently in
love with the first creature that passes into 1-'i1,,'w—n::g=1rd|t‘.$5 of
whether the object of atfection is of the same race as the viewer.
Only reapplication of the nectar, with a new creature seen upon
waking, can alter its effects,

Background: Oberon and his queen, Titania, are said to be as
eld as the world itself, They rule the fziry realm jointly—Tita-
nia influencing the forces of nature, and Oberon governing
those powers that break nature's rules, This diametric opposi-
tion inspires the pair to quarrel frequently. Because Oberon
hates to lose, he is not above emploving underhanded tricks
(such as using Cupid’s nectar to make Titania fall in love with

Oberon, King of Shadows

)

“Thirek n snore of this wighi's accidenls,

Buit as the fevee vexakion of g drean.”

an ass) o win his point. Despite their arguments, however,
Operon truly loves his queen, and when the bwo moenarchs are
in harmeny, there is ne happier place than the fairy court.

The King of Shadows is a just ruler, well liked by his subjects.
He is a father-fipure to the wee fairies, meting out praise,
instruction, forgiveness, discipling, or rewards as situations
warrant. He demands absolute lovalty from the fairies: Traitors
are banished [orever. I one of his elite knights ever betrayed
him, the turneoat would be put to death like an extinguished
flamie—an event that, fortunately, has never come fo pass,

Oberon loves to hunt, accompanied by his train of knights,
An accomplished rider, his favorite mount is a pegasus named
Moonbeam. [tis said that the zound of wind rustling the leaves
of the trees on warm summer nights is really caused by Oberon
leading his invisible knights out on a midnight hunt.

Roleplaying Notes: Oberon can be seen by player characters
enly if he so desires. Otherwise, heis invisible to mortals,

Pride is the greatest failing of the “King of Shadows,”
Oberon often can be manipulative, going to great lengths o gel
his way, Fortunately, he has a kind heart, and usually acts in the
name of some langible or abstract good,
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Titania, the Fairy Queen

207TH-1EVEL DEUID

STRESNGTH 11
DEXTERITY 15
CONSTTTUTIOMN l&
INTELLIGENCE |5

WISTHIM 17

CHARTSM A 1%
ALIGHMENT Lawful neutral
ARMOR CLASS 2

THACD ]

HIT POMNTS |08
MOVEMENT 15, Fly 15 (B]
SPECIAL ATTACES Spells
SPECIAL DEFEMNSES Invisibility, spells
WMAGIC RESISTANCE 40%

SIZE M (5" tall)

MNonweapon Proficiencies: Ancient History (14), Ancient @

Languages (various 15), Animal Handling (16), Astrelogy (15],
Etiquette (19), Healing { 15}, Singing (19}, Weather Sense (16).

Weapon Proficiencies: MNone.

Appearance: The Fairy Clueen possesses such ethereal
beauty that anv mortal who sees her must succeed at a
saving throw vs. spell (males suffer a -3 penalty) or be
charmed. Because beauty lies in the eye of the beholder, Tita-
nia’'s appearance (‘I"IFIH_L:';(—‘H with each viewer fo conform o cul-
tural and personal ideals of attractiveness. To Oberon, she
APPRArs a5 a ].‘ldll:, wispy Iu,i:'l--wumiu‘. with coal-black oy,
vy bwined in her dark, wild hair, and iridescent gossamer
wings. She has the pointed ears of an elf, the poise of a cat,
and the grace of a swan,

Spelleasting: Titania favors spells from the Elemental and
Wieathier spheres, Though she uses Weather spells (or her el
ming v} when she wanks to consciously conbrol her surround-
mgs, she can also inadverftently cause changes in the
environment (see “Background,” below).

Magical Items: Lighining Rod, This slender silver rod, about 2
feet long and a half-inch in diameter, enables Titania to surmen
thunderslorms, snowstorms, e storms, and electrical storms
and unleash them on areas within 50 miles of where she stands,

To use the rod, Titania drives one end 6 inches into the
ground and ulters a shorl incantation {which varies according
to the type of storm she desires), The rod begins to glow a bright
Blue from the tip down, When the visible section of the rd is
fully glowing, Titania pulls it from the earth, aims it, and
relenses the sathered storm enenesy, The storm arrives at her
specified location in 1da turns and lasts 1d12 hours (1d4 hours
if the type of storm chosen is out of season),

Background: Titania’s realm is the natural world (Oberon’s,
the supermnatural), so her moeods influence the environment,
Her quarrels with Oberon wreak havoc on nature, causing

BE - SERTE
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“Chut af Hiis wood do tot desive to go,
Thiowe shalt resain here, whether o wilf or no,

ey a spririt of He coniimon rafe.
Tite surseereed skl dotlr fevnd wpoye ey state,

storms, fogs, Hoods, crop failings, pestilence, unseasonable
weather, and s0 on. When she and her King are in harmaony,
blue skies and perfect weather prevail,

The fairy queen is protective of her subjects—both her faiey
“children” and her mortal followers, (Though Titania is not a
deity, small bands have been known to worship her as such.)
Titania's latest avgument with Oberon arose over the fate of a
changeling—a human child adopted by the fairies. The boy's
mother was a votary of Titania; when the woman died in child-
birth, Titania vowed to raise her son. Oberon wanted to frain
the boy as one of his knights, but cut of loyalty to her hand-
maiden Titania would nol part with him. Thousands of vears
old, Titania is proficient in ancient history because she wil-
nessed it and ancient lanpguages because she spoke them,

Roleplaying Motes: The fairy queen is prong o emolional
extremes—fierce love, profound sorrow, intense anger—aned is
rarely able to mask her feelings. Anyone encountering her, there-
fore, penerally knows where he or she stands in the monarch’s
favor, Titania repays beatment in kind. Those whao deal with her
fairly may win a lifelong ally; those who behave dishonorably
towand her should expect sterm clonads on the horiaom,



Puck, Jester of the Fairy Court

1HTH-LEVEL BARD

STRENGTH 11
DEXTERITY 15
CONSTITUTION 16
INTELLIGEMNCE 18
WISIHOM 12
CHARISMA 17
ALIGNMENT MNeutral
ARMOR CLASS 2
THALCI 13
HIT POINTS (Ee
SPECTALATTACKS MNone
SPECTAL DEFENSES Invisibility
SPECIAL WEAKINESSES  [ron weapons inflict double
darmage
MAGIC RESISTANCE 16

SIZE 5 (36" all)
Monweapon Proficiencies: Animal Handling (113, Brewing
{18), Cobhling (15), Cooking (18), ancing (15), [Direction Sense
{12, Digguise (17), Reading Lips (16), Tailor (17), Set Snares
{177, Ventriloguism (16), Weather Sense (11)

Weapon Proficiencies: Dagger, Sling. Puck avoids combat, pre-
ferring indirect acts of aggression, He'll use trickery to make foes
lncrk foclish or wait until night and mislead the unwary. He is g
quite capable of defending himself, however, if necessary.

Appearance: Few morlals manage ko catch a glimpse of Puck.
Fle can furn greisibie at will, though salt thrown on him negates
this ability for 1d4 turns. Those mortals who have seen Puck
describe him in many different ways. He is a master of dis-
guise, appearing as a child, a stooped old man, an imp—what-
ever form will most likely have the desired etfect on the viewer.

Among Lhe fairies, Puck appears in his natural form-—sort of
a cross between a brownie and a goblin, He has a slight build,
grreenish grav skin, little hair, a nose teo long for his small face,
and a mischievous glint in his black eyes. His countenance can
be: frightening or merry, depending upon his mood.

Rogue Abilities: Puck pretfers spells of the Musion and Alter-
ation schools, and he requires no spellbook to remember them.
In addition to his bard abilifies, he can also Open Locks, Move
Silently, and Hide in Shadows as a 15th-level thict.

Magical ltems: Dhist of shapechanging, This dust transforms the
recipient into another creature of the DM's choice for 24 hours.
[*uck can blow dust over the recipient's whole body for a com-
plete transformation or sprinkle the dust onto individual body
parts to effect a partial transformation {such as giving someone
an ass's head, a bivd's wing, or an elephant’s trunk).

Background: Also known as Robin Goodfellow, Puck is the
most notarious trickster of the fairy court. Commoners believe
he delights in keeping mortals off-balance. Whenever a house-
hold mishap occurs—if the ale goes flat, the butter won't

“Faun Hiat merry ieanderer of the night,
[ jest to Oberor and wmake him swile. "

churn, or someone falls off a chair—peasants blame Puck for
their misfortune. They also cedit him with good deeds, how-
ever: If a chore mysteriously gets done or they find & broken
item repaired, they thank Robin Goodfellow forhis help.

Roleplaying Notes: Puck serves Oberon loyally and would
become despondent if he fell out of favor with the fairy king,
His loyalty extends to Titania when the two mionarchs ane get
ting along, but he'll work against her on Oberen’s behalf when
they are not. Puck is known as Oheron's jester and often
employs his talents for the king's diversion and performs
errands for his master. While Puck’s missions have a habit of
going awry, Oberon considers Puck his most trusted servant.

When not serving his master, Puck grows restless. Idleness
leads him to interfere with mortals for his own amusement.
Though some of his pranks (suchas spooking horses or leading
night travelers astray) can have unlorlunate consequences,
Puck means no harm—unless the victim did him an ill turn or
mistreated an innocent while Puck observed. Mean-spirited
folk find themselves the bults of Puck’s naster pranks, while
kind souls discover good deeds done on their behald.

Adventurers might encounter Puck in disguise or find them-
selves the sibjects of ong of his tricks. Should the fairy court
ever have need of mortal heroes, Oberon would send his faith-
Ful servant to kest their mettle before initiating contact.
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Returning from
(he el doesn'
have o g [ame,
Tuen your nex
80 resurregtion
o an adventure,

lLEstranes oy

Doug Alexander
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New Life

or Resurrections

T HAS BEEN SAID THAT THE ONLY THINGS CERTAIN IN
life are death and taxes. In many fantasy campaigns, however, the
local tax collector is feared far more than the Grim Reaper. Thanks to

the abundance of resurrection spells and devices in many ADEF game

campaigns, death is no longer the final doom but rather a mere incon-

venmience, The likelihood of being brought back to life magically means

that most PCs treat death as little more than an unusually long nap.

For those Thingeon Masters whao
strive for a sense of epic grandeur and
wonder—or af least a little bit of sec-
onds=rate scenery chewing —such an atti-
tude on the parl of the plavers and their
Cs can be downright irritating, The
heroic sacrifice of a warrior slugging it
out toe-to-toe with the Arch-Fiend of
Omnithrax takes on a new light once it
becomes nbvious that her companions
are waiting in the next rank, rod of resur-
rection in hand. Some groups are so
packed with life-restoring =pells and
gadgets that they are exposed Lo virtu-
ally no risk, unless they're all extermi
nated simultancously. Even then, the
mage’s conlfegency spell will whisk his
corpse away Lo his secret sanctum,
where his lingering spirit is casually
dumped inte a prepared clone hody. So
much for pathos,

Suime plavers and DMs are therefore
missing an excellent opportunity for
roleplaving. Since a life after death is 5o
easily attained in the average campaign,
thee trick is not o remove the ability bo
resurrect the PCs, but to make it more
exobic and challenging.

How can death be made more deadly?
Here are some suggestions on putting
new life into these tired resurrecton
SCLTIArS,

Mote that the term “resurrection”™ in
this article is used as a catch-all term for
the various magical methods of restor
ing life. Also, the effects listed below aie
not spells in their own right bul rather
variant outcomes for existing spells or
items, to be used at the D's discretion.

Example: The priest Bavam casts a
vaise dead spell on the slain mige Ista-
nari. [stanari indeed vaulls back o life,
only to discover thal the mage's spiri-
tual essence s now tied Lo Bavam's, so
he must remain within 100 yards of her
or die again, This effect lasts until some
other magical foree intervenes to dispel
or alter il.

The Vampiric Resurrection

The slain PC is brought back to life but
now leads a tenuous existence depen-
dent upon satisfying the death goddess'
thirat for blood. By the next full moon,
the PC must single-handedly slay some
creature, perhaps even a fellow human




or demihuman. This bounty must be
paid each month (or less often, depend-
ing upon the type or level of creature
specified by the godly power) Most
likely, this type of resurrection would be
pranted by evil deities or artifacts of
dubicus benefit. Failure to pay the
ongoing price is, well, fatal,

The Temporary Resurrection

The hero is resurrected, but enly for a
brief Hme, This may be a random num-
ber of days or pl:rl'rﬂp:—'- l'rl'l]:r’ until the
next holy day of the deity providing the
resurrecton, There could be several rea-
soms why the resurrection 1= not perma-
nent: The PC might not have been a
follower of the god or might have
offended the god somehow; the priest
wiclding the spell might have trans-
gressed some sacred creed; the priest
might be helding cut the “good stuff” 1o
compel the PC to perform a quest in
exchange for a more raditional resurrec
tion, This form of resurrection offers
wonderful chances for roleplaying onoe
the PC realizes that he or she must
quickly And a betler solubion to the
dilemma or, lacking the power fo affect
fate, must make peace with the world,

The “Eve for an Eye” Resurrection
Seme deities might not be choosy about
whao dies, as long as the appropriate
body count is maintained. Rather than
simply allowing their minions te raise
an expired PC, they might demand that
someong else willingly give up his or
her life in exchange. {-.\'-'l“."i{‘.ILIS-!}-',. it is
unlikely that anyone will volunteer for
this service, so the comrades of the late
hero have thear work cut out for them.
Their only realistic chance is to find
some hapless peasant and guarantze
that his family will be richly rewarded if
he simply shuffles off this mortal coil in
the place of their friend. Even if some-
one agrees o pay this ultimate price,
the PCs then have to face up to the
doubtful morality of their actions,

The Resurrection by Night

The hero is given a new lease on life,
but only for a cerlain portion of each
day, Depending on the nature of the
deity providing the power for the spell,
this might be day or night, For instance,

by might Esmerelda is her usual
hively salf; by day, she's a
stiffening corpee, or-—at
brest—a mindless
zombie,

'v
False
Resurrection
lenagine the PCs’
surprise when
they leam they've
beer short-
changed, and their
restored wizard has
been possessed by an
imternal spirit. This
restalt could either be the
deliberate choice of a treach-
erous priest or a mere Auke.
Depending on howe elever
the possessing spirit is, it
might pull off the cha-
rade for days on end
or might simply
attack the party. The
remaining PCs ane
then faced with the
|:l1'q:|.}|1,:|n of stop-
ping the rampage
without destroving
their companion’s
body: In the mean-
Hime, what has
become of the true
spirit of the PC so
ruthlessly replaced?

Resurrection by
Proximity

The formerly dead
priest lchabod s
on his feel again,
but only =o long as he

remains within 100 yards of the wicldoer
of the life-giving device, Or perhaps he
must stay within the borders of & partic:
ular land or the hallowed ground of o
temple. The situation becomes more
interesting if the resurrected PC is now
linked b0 a detested rvival or a scorned
Lowe interest, Bven if the two individeals
in question are perfectly compatible,
fheir acHons now must be coordinated,
It's rather uncomiorable for the subject
of this spell if the caster chooses Lo flee a
combat situation with no regard for the
linked partner. This variation should be

A A pestrrction by proccimshy dagsii b AT

the PC beconres Hie priest's il

used only as a short-term solution, lest
players swiltly be at cach other's throats
o Tise in revolt againsk the T3M.

The Reluctant Resurrection

Certain slain PCs might conclude they're
better off dead and refuse to answer the
summons of the priest’s spell. After all,
the afterlife is supposed o be a paradise
for the deserving, so why' toss it away to
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& The aindead resurrechion is a good aption for RAVENLOFT® atnipadns
b

raturn bo this vale of tears? At the aphion
of the DM [{or player), the party must
ernbark on a journey to the spirit world
or Ouker Planes to convince their erst-
while friend ko rejoin them, Altermatively,
they might have to defeat a number of
guardians ar overcome certain challenges
torwin the Figlit for their fFiend to relum.

The Graverobber’s Resurrection

It's possible to recall the essence of the
dearly departed Bodicein, bul since her
body is too mangled, another must be
found. It Bodiccia had the foresight
to be vat-growing her replacement,
all’s well, Otherwise, her companions
can skulk about in search of suitable
COrpsgs. If the uplii:rl:—. are few, the

BE - SEFTEMBER 1959

LIthI-:‘k;n;' Bodiccia could end up in the
shell of an eighty-year-old halfling; if
she has more choices, she might actu-
l‘ljl:r ]'H:'l"i?"‘-l"':\-'.'i a I."Ud:‘." 51l|.'lﬂfj.l_"‘ll' lo her
original. O course, she's stuck with
what her comrades think is batter, and
deceased warriors 1111}_;]1[‘ be rather
|.||1|1a|.||_s'g; to come back as scrawny pip-

siguesks, no matter how attractive.

The Reborn Resurrecton

Ferret has not been bodily raised: his
spirit has ended up in someone else’s
body, one that is perhaps hundreds of
miles away, This new body is not
known to his companions, and they
must embark on an expedition to dis-
cover his whereabouts. Ferret might be

in complete conbrol of the body, share
its mastery, or could be an unwilling
but helpless partner, 1t is just as likely
that the previous resicent has also just
died, which means Ferrel now has total
ownership, or perhaps the two have
swapped bodies. Onee the other parky
members rack down their comrade,
they might find he has no memary of
them or his former life.

The Undead Resurrechon

lsis might Believe the mage Berrand is
nol 'l.«-'rr:'Lh:.' of another shot at life, so
the 5(](‘.5-;11:5:5 grants the resurrection in a
grudging fashion. Berrand comes back
as an undead creature, in which case
the rules for the Raviniorr™ campaign
expansion Regudern: The Grim Haroest
could be used, "Life” 28 an unnatural
ereature of the night has its drawbacks,
auch as the risk of I:H_'ini__; blown to dust
bl}- the party’s priest waving a holy
symbol a little oo I.'F'..ﬁl.lﬁ”}". There are
also some advantages, but such an
existence would torment most good-
aligned PCs, Alfernatively, the PPC
might be fully raised but now has a
certain aura that causes all undeac
to focus their attacks on him or her
Auwvare that the PC has died and been
brought back, the jealous undead
would resent his or her having been
siven a second chance.

Use of these resurrection scenarios can
put wonder and fear back into the
advenmiring carcers of the ['"Cs, Far
from being just another occupational
hazard, death approaches whal il
should Be ina campaign: a major obsta-
cle that only the luckiest or most virtu-
ous can overcome, An old phrase says,
“Death, be rot proud,” but there's no
reason for it to be embarrassed at how

easily it's circumvented,

Rod Meeks fhanks his parents for their
wndersiondimg and fndulgence when e
firat sharted playing the ADED game
altost fpenby years ago, He'd like to think
Hiis gane has made him the man he iz
el wwe'd ke fo tiink fis Mow's at fault,
Alzo, commmendations to Steve Mol eod and
the garg i the Tiers Cinmpadn,
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" Onslaught

Skills

Gadgetry, Repair
Computers, Electronics, Energy Control, Genetics
Intimidation, Manipulation, Meditation, Mental Control

Fowers
Astral Projection 20
Body Armor +12
Detection (Mutant Detection) 20
Hyperlinguistics 20
Language Transfer
Niusion 20
Magnetic Control 20
Animation, Directon Sense, Energy Delection, Entrapment,
Flight, Force Field, Manipulate Nonferrous and Nonmetallic
Objects, Rapid Assembly, Scra mbling, Stun Blast, Telekinesis
Psi-Screen +12
Pai-Field
Psychic Blast 20
Regeneration &
Telepathy 20

Calling: Demolisher

Fersonality: Onslaught was crafty butsingle minded. His
persomality consisted of all the negative parts of Prolessor
Havier's and Magneto's minds.

,
History
Mo one understood when the word
“Onslaught” began appearing on the walls
and computers of secret Facilities—a sen-
tinel factory, a Nimred research labora-
tory, even in Sebastian Shaw's hidden
base, Onslaught’s first appearances
were mone confusing than terrifving,
That would change,
Crrslaught  first
Franklin Richards as his “imegi-
pary friend,” Charlie, but his
origing lay with Professor
Kavier of the X-Men. When
Professor X wiped Magneto's
mind, a fragment of Mag-
nelo's evil psyche slipped into
Xavier s mind and took hold.
This presence eventually cre-

a ppmn’!d (e

Strength

. ADVENTURE GAME

atod a separate personalily, an amalgama-
tion of Charles Xavier and Magneto.
Cmslaught emenzed as the croel, negative
sides of both their personalities, wielding
the awesome powers of both men.

With Franklin's help, Onslaught set up
an immense forbess in Central Park, Just
as the heroes of New York atfacked,
Cmsglaught set off an clectromagnetic pulse,
disrupting every electronic device in New
York. Though the heroes would have loved
tostop Onslaught, they suddenly had a city of people to rescur.
An enormous fght ensned, involving dozens of heroes who
fought valiantly but futilely against Onslaught. Just at their
moment of defeat, Doctor Doom, the Avengers, the Fantastic
Four, and others appeared fo continue the fight

At lazt, the Hulk broke Onslaught's armor, and a maelstrom
of psionic energy swept oul from the breach. Ina split-second
rush, nurmerous heroes and villains hurled themselves into the
breach to contain the psicnic outburst, They would have been
destroved had not Franklin Richards’ reality warping power
saved them. Franklin created an alternate reality in which the
herses were reborn with no memories of their past lives.

Narrator Notes
Onslaught defeated every mutant in the book and “killed” the
Awengers, the Fantastic Four, and Doctor Doom! YWhat can you
dir for an encore?
The anawer is, don't bring him back at all. Intro-
duce somebody whojust looks like him.
Cmslaveht was so scary, no hero
wants to face him again. A subtle
villain can get a lob of mileage out
of this kind of fear. Mystigue
could change her form to appear
as Onslaught and intimidate a
lob of people before she was
found Miesmero could
induce 2 mental image of
Cmslaugrht, manipulating all
the fear and dread such an
encounter woueld create. Fven
Arcade could build a giant
Cslaughi-bot for one of his
Murderworld contraptions,

ok,

() m
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Just as minialures make action easier o

pichure, ferrain makes scenes easier Lo
visualize. Constructing and painting
terrain might secm difficult at fest, but
it's much casier than it looks.

Thera are [our basic kinds of terrain:
hills, platforms, trees, and cover. Bach
type can be simple or complex, and each
can be combined with any or all of the
others. The more complicated the ter-
rain, the longer it takes to construct, and
the more experience you'll need to do it
wall, With a little practice, the rezults
will soon enhance every game session,

Hills

Hills are the easiest kind of termin to
build because nearly any flat surface can
be vsed a5 a hill. A book or bwo makes a
decent sheer-sided hill Covered with a
towel, it develops smooth sides. Complex

13 e

ot

thevet
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Creating Terrain

Photos by Craig Cudnohufsky

hills can be created by layering pieces of
wood, but it's easier o work with inch-
thick picces of styrofeam. Cut the edges
at anangle to provide a decent slope,
then glue the entire thing to a cardboard
base, Using a slightly larger piece of
eardboard keeps the edges of the styro-
foam from chipping. Cover it all with
green paint, but don't use sprav-paint—
if eals stvrofoam!

latforms
Platforms include buildings, lowers,
rocks, and other structures that provicle
elevalion for a figure standing upon
them. They might sound challenging,
but just remember a couple of rules;

1. Platferms by definition are things a
miniature can stand atop without falling
oft, Everything else is just decoration,

2. Forget about what's inside a struc-

ture. The inside doesn't matter; that's

what the mat and markers are for!

By JD. Wiker and Jim Bishop

The eastest platforms are rocks. Just
erab some fair-sized stones from the
lawn or the side of the road. Then lay
them on the table in whatever configu-
ration is needed,

Buildings are almost a5 simple, Any
more-cr-less reclangular piece of wood
or styrofoam does the trick, as do small
cardbeoard boxes. IF it's important to
know where doores and windows are,
just drawe those on with a pencil or a
marker: Puta small building on top of a
larger one, and it's a hwo-story bLlE!dinH_

Towers are harder. Try sticking four
sharpened pencils into the corners of a
square of styrofoam, and angle them
outward slightly so the “base” is larger
than the square, Assuming all the pen-
cils are about the same length, this cre-
ates a platform atop peles. If the tower
is solid, however, it's best to use some-
thing more stable, like a picee of 224
building lumber.

A bit ol arificial grass sprinklea cuer he wal pairt mekes your bases sland out,



Trees

Trees are simple, bul making a lot of
them can become expensive. Hoblby
stores and model railroad stores sell
packages of two or three lrees for
about 55-10, L'Jrs.ln:l‘ndil‘lg on the qual-
ily. Just glue them to a piece of card-
board for stability, and vou've made a
small grove,

Cover

Hobby stores al=o sell packages of
“lichen,” which can be torm up into
smaller sections to make bushes,
Bushes are “soft” cover—in other
words, cover thal missile fire can pen-
ptrate. “Hard” cover includes walls,
doors, furniture, and so on, Many of
these can also be purchased in hobby
stores, but it's easiest bo just grab some
household items—paint bottles, caps
from aeresol cans, playing cards held
up with blue stickum .. anything,
Small rocks (those just a little too small
or uneven for miniatures to stand on)
also make great cover, and they have
the virtue of not needing any paint to
look realistic!

Painting [t

Fainting all of this terrain needn’t be
difficult. It's just a matter of making it
“sood enough for now™ and adding
more detail later, Buildings, for exam-
ple, can be painted whatever base
color the building would be—hrown,
most likely—and the doors and win-
dows painted as black rectangles and
sepuares, Paint long, narmow rectangles

inside the door rectangle in : lighter AqEErTET i SR T
color to represent planks. Paint two b i

brown rectangles side by side in the
wingdow for shutters, or paint four
light blue squares in to represent
panes of glass, Just remember, the
most effective paint jobs aren't always
the ones that take a lot of time.

¥

J0 Wiker arvived at Wizerds of Hie Cons!
packed in siyrofoam i only partially
assenibled. Jim Bistop has more anfinished
terrnin in s howse Uan fie has food.
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The t'=a are perhaps.the mast induostrious race in the
known zalaxy. They are certainly the fastest growing civiliza-
Hon among all the human-dominated Stellar Wations. The
t'sa are fiercely independent and proud of their achieve-
mmLﬁ.'['E_'u::;y are also theindirect cause of the two worst wars
in galactic history. If anything is certain, it's that the growth
ofat'sa civilization holds surprises for everyone in known
space.

nlL‘fIEIE- taflon a'yzl ageand weighing 30 to 50
hatte a sleek hwﬂ of small, overlapping seales
¥hipeord muscleSeSkin color fanges from dark brown
through greens to % wchie, and golden, Male t4a tend to
1‘llbm'w:_ brighterskin tones than females. The tsa héad is small
: dmi tridﬁ;.,ular, with a blunl snoul, slitted niostrils, and :.mall,
slitted eyes, The head is topped w1th a tall, finned crest that
reveals the t'sa’s family’ herifage, T'5a have long, whiplike
tails that are always in mption, lashing from side to sidé or

twitching slightly even when the Psais :itandiﬁg still {a ra.re :

occasion indeed).
Although they arc reptiles, U'sa are warm-blooded. They
are oviparous, laying egps to produce voung, T'sa feel the

urge to mate only one week out of every three to five years,
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“sinking"]

a kingdom or
nation

a period they call Fak faw, Otherwise,
they do not concern themselves with the
issue of procreation and find the human
precceupation with mating activities
humaorous. Female t'sa lay small clutch-
es of four o ten eges, which hatch after
roughly twenty-seven days, Young t'sa
mature rapidly, reaching adulthooed in
only three months. The mother cares for
the hatchlings during this time, then
leaves them to fend for themselves.
Thus, t'sa do not develop strong emo-
tional bonds with their parents. T'sa
families are based around the ege-clutch
or brood of siblings.

T'sa are omnivorous, eafing both
plant and animal material. T'sa prefer
their meals raw or lightly cooked, often
highlvy spiced. Eating small animals
alive is considered a delicacy. Humans
planning on eating in t'sa establish-
ments or visiting the T'sa Cluster are
advised to make the t'sa aware of their
dietary needs,
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HISTORY

The t'sa evolved on Taasa, a large, warm
planet dominated by thousands of
small lakes, swamps, and marshes
rather than oceans or seas. Early life on
Taasa developed much like life on pre-
historic Earth, with many different
tvpes of amphibians and reptiles.
Unlike Earth, however, Taasa never
evolved insectoid or mammalian life-
torms. Instead, small, quick lizardlike
creatures began to develop greater intel-
ligence and hands with opposable
thumbs, Eventually they became the

| early ancestors of the modern tsa: intel-

ligent, swift, and inquisitive.

PROGRESE LEVEL O:

THE STQNE RGE

The early t'sa soon began to shape their
environment. They employed intelli-
gence and cunning to evade hostile
predators, forming secure communities.
They discovered the use of fire, a valu-
able toal for keeping other creatures at

| bay. The t'sa also developed simple

weapons, parf'iculari:.,-' spears and
knives, for use in hunting, Unlike other
intelligent species, the t'sa rarely used
their weapons against each ofther, Their
non-confrontational nature allowed
them to avoid much of the warfare that
fills the history of races like humans,
mechalus, and weren, From the begin-
ning, the U'sa were able to cooperate for
the overall benefit of their species.

FROGRESE LEVEL I:

THE CITY BGE

The t'sa began to build larger communi-
ties, interconnecting webs of alliances
between clutches, known as sakbsin
This led to the development of the first
cities on Taasa around 20,000 yvears ago,
considered the dawn of tsa civilization,
Trsa cities often grew quite large, sur-
rounded by terraced farms and animal
pens. Large predators remained a con-
cern, but the t'sa learned to domestcate
many animals for feod and labon The
rich, moist marshlands provided water-
bomme plants for consumption,

These advances allowed mere time
for pursuits such as exploration and sci-
entific research, T'sa curiosity drove
explorers all across Taasa, leading to
much cultural and genetic cross-pollina-
tion and the early rise of a homoge-

y. i
neos world culture, T'sa scholars and
scientists discovered and explored
astronomy, animal and plant hus-
bandry, and chemistry, Metal-working
lagzed behind other sciences, due o the
lack of large metallic deposits on Taasa
and the lack of warfare to encourage
technological development. Spears and
daggers remained the main tsa weapons,
since swords required oo much metal.
The t'sa needed improved weapons
only for hunting and fending off larger
predators. Their naturally tough hide
eliminated the need to develop armor
for millennia.

The City Age also saw the beginning
of modern t'sa relisious and spiritual
beliefs with the development of their
Ch'Malizin, based on earlier animistic
Vsa practices. The doctrine of many dif-
ferent bypes of spirits invelved in the
creation and guidance of the world cre-
ated a tolerant and oper-minded belief
systenn for the t'sa. All t'sa are consid-
ered under the guidance of the same
spirit, so religious conflict between the
tsa was minimal, The basic tenants of
Ch'Malism have changed little since this
earliest point.

PROGRESS LEVEL 2

THE BROWNTH BGE

As their progress reduced the hazards of
their environment, the t'sa expanded
rapidly—in some cases, too rapidly. The
growing populace demanded new terri-
Hary and new  frontiers, serding: tsa
explorers searching for new lands to set-
tle, The lack of coeans limited travel on
the surface to walking or riding beasts,
The pround was ton uneven and
marshy in most areas for the develop-
ment of land yehicles, and large ships
weren't effective without seas. Water
travel was limited to small boats, which
often mequired portage to move from
one lake or river to another.

Early on the t'sa hit upon the idea of
air travel as a means of getting from
place lo place. T'sa inventors began
experimenting with gliders based an the
wing-structure of native Hying reptiles
and birds, as well as lighter-than-air bal-
loons, Such vehicles were useful only
for sharl trips and required considerable
altitude. Still, the Usa continued o look
to the sk as their new frontier.

The growing population and the



demand for new territory caused some
pmb]ems among the t'sa. For the first
time, there was reason for compebifion
between groups of Psa. T'sa clukches
and xakksha struggled to gain the most
useful and wvaluable land. Explorers
rushed to find the best new Lerrilories
for settlement. Fortunes were made by
the tsa who founded new cibes and
offered opportunities for growth, while
other explorers lost their lives in hos-
tile swamps or to native predalors,
Skirmizshes and wars broke out bebween
competing xakksha from Hme to Hme.
SHll, this competition was limited in
comparison ko the wars of EXpAnSion
and conguest fought on other worlds.

PROGRESS LEVEL 3-4:

THE SCIENTIFIC BGE

A the population continued to expand,
the Fsa moved aceoss Taasa in an mex-
prable wave of civilization, There was
no Industrial Revolution on Taasa, T'sa
technology progressed at a steady pace,
with each new development well-inte-
grated into their society before the next
came along, They developed sophist-
cated metalworking techniques using
the limited resources available, The first
functional t'sa airship, vsing lighter-
than-air gasses, was built fifteen thou-
sand vears ago. The t'sa began Lo har-
ness hydraulic and steam power about
thirteen thousand years agoe,

For thousands of years, the t'sa con-
tinued to colonize areas of Taasa and
develop new technolegies, exploring
the world around them, They tamed or
wiped oul the most dangerous animals,
advanced agriculture and medicine,
developed sophisticated means of air-
travel, and looked for new ways to
expand their understanding of the uni-
verse., Competition between xakksha
continued, along with the occasional
war of expansion, but the tsa settled
muaost of their condlicts peacefully:

T'sa astronomers developed theories
relating to the existence of other planets
and stars before the Hrst cities arose on
Earth, By the fime the pyramids were
being built in Egypt, the t'sa were ready
to fravel to other worlds,

PROGRESS LEVEL &
THE SPACE AGE

The t'sa achieved interplanetary travel

nearly 4500 years ago, They firsl put
unmanned probes and satellites into
orbit around Taasa, using them to study
and survey their homeworld, as well as
gathering information on other planets
in their star system. Naot long after that,

they sent probes to ather planets in §
their home system. That was followed f§
by manned exploration of the system,
sending tsa crews to land on other §
planets for the first time. The t'sa quick- £
Iy determined that several of the plan- S8

ets in their home system were capable

of supporting colonies, and a new fron-

ter was opened.

The 'sa space program was not with- 18
out ils hazards, One difficulty the t'sa §
encountered i their earliest space |38
flights was the length of ime 1t took o
travel from one planet to another. The
Fsa donot take well lo extended periods |
of confinement, pacticularly not long

months spent in tiny space mpﬁuluﬁ.
From the beginning, the t'sa looked at
ways of suspending the crew of a space
vessel so they could endure the long
journey. This began the development of
CTYOZETis technology, which the Fsa
conbinued to refine over the cenfures.
Many early t'sa astronauls and explor-
ers died in accidents when their vehicles
or cryopenic systems failed, but the tsa
kept trying.

For more than a thousand vears, the
t'sa explored and colonized p]an{!is in
their own star system. The process of
building new colonies and carly ter-
raforming efforts ocoupied them for
some time, Tt also continued to stimulate
the advancement of tsa lr_"l_'].'l.l'l.l'.fl].{!lg_'.l.".
Advancements developed for the space
program were applied to everyday life:
new computer, medical, and propulsion
techinologies, for example, The t'sa pop-
ulation boomed with the availability of
new frontiers for them to explone. As the
Pupulnllnr!_ ETEW, 50 did the number of
t'za clutches and individuals who sought
fo expand the frontiers of their race.

The planetary colonies of the Usa and
the need for communication betwesn
them led to the expansion and refine-
ment of the t'sa version of the Grid. An
extensive information network already
covered all of Taasa, but now the t'sa
Grid needed to expand o encompass
the coleny worlds as well. Limited to
light-speed communications links, the

is newer truly'unarmed and can react

with ingredible Spegil. Martial aptists

often seem calmer and more SE@nterad

than mest t'sa, carrying themss

a deadly graggand ease. . 4
Core Skills 133 points):

Acrobatics—defensive martial arts 2,

dedye; Stamina—endorance; Resolue— -

mental ragoive.
‘In the Verge:
T'sa martial artists are known bo wan-
der the Verge, seeking employers able
to afford them and opponents worthy of
their shills. Alang the way, they seek to
learn as much as possible to help
them refine their art. A fighter wha
defeats a t'sa martial artist in.combat
can expect to have the t'sa request to
study with him or her for a time,
to learn and improve. :

t'sa prid suffered from extensive time-
lags, a problem Psa technicians contin-
ally worked to correct,

PROGRESS LEVEL B:
THE INTERSTELLAR BGE
Although tsa scientists labored unsuc-
cessfully to discover a means of faster-
than-light travel, the tsa did net allow
their lack of a stardrive to slonw their
expansion to the stars. They sent probes
into the depths of interstellar space and
surveyed new star systems using pow-
erful telescopes. When thev discovered
a suitable planet i a nearby star system,
they made ready to colonize il

Withoul a stardrive, the trip would
take over a century. Generational star-
ships were not an ophion for the fast-
breeding Fsa; wilhin only a decade, the
population of such a t'sa ship would
increase tenfold, The Psa refined thelr
sophisticated  cryogenic technology,
already used Lo suspend Psa eolonists
and space-travelers for long journeys in-
system, Thousands of brave tsa
colomists enfered Hl]ﬁf}l‘l‘idt‘:d anirmation
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Ch'Sa ire found lhrnughnut the Yerge,
Unlike muit tll:ruu, they are nearly invisi-
ble, since they

display their 'FIDSII]I]I'I in; I'q,i a‘.m:lelj

fl ship's engineer may fiirf hurtu bea
Ch'Sa wuhao ulfm's tu :nnllm:t rcllgmus

and began their journey toward the
skars, suided only by their ship's com-
puter systems and crewmembers who
were perindically awakened. When the
tun discovered other habitable planets,
they followed the same course, sending
oul sleeper ships of colonists to explone
and settle the new fronkier. 5o began the
expansion of the T'sa Cluster,

Life on the colony worlds was often
hard, virtually cut off from Taasa, with
communicafions faking vears bebween
systems at lisht speed. But the U'sa per-
severed and prospered, much like their
ancient ancestors whao colonized distant
regions of Tansa. Colonies grew rapidly;
a few thousand tsa were able to popus
late a planet in just a fow goenerations.
The U'sa might have continued sending
out slecper ships and colonizing waorlds
in thi= way for another millennium or
more, iF it seren’t for their first fateful
confrontation with another mtelligent
species: humans,

PROGRESS LEVEL T
CONTALCT

In 2296, explorers from the Orion
Leapue discovered the T'sa Cluster.
Humanity was, bo say the least, shocked
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b find an entire interstellar civilization
on the expanding fronbers of human
space. Except for the fraal, all the other
species humans had encountered thus
far were limited to their own skar sys-
tem, af best, but the tsa had fraveled b
the stars on their ovwn,

The t'sa were inifally cautious in
their dealings with humans, but they
were fascinated by the humans” posses-

sion of a functional stardrive and what

that imphed for tsa scence and fech-

| nology, Several celonial states made

overtures and tried to annex the T'sa
Cluster, bul the U'sa frmly refused.
Although they wished o join galactic
society, the t'sa had no desire to become

| a client state of any huwman nation, The

diplomatic conflict over the disposition
of the T'sa Cluster strelched tensions
between human interstellar powers to

| the breaking point, leading to the First

Cialactic War
The t'sa remained carefully neutral

| during the war. They negotiated and

traded with various factions, always
carcful to distance themselves from
what they saw as a human conflict.
When the dust from GW1 settled, the
t'sa continued their trade relations with
stellar nations. They had
gained, among other things, stardrive

the new

technology in exchange for tsa develop-
ments in cryogmenics and biotechnology,
This gave t'sa explorers and settlers a
newfound  freedom, allowing  the
species Lo seltle three additional worlds
during the war, During the Interbellum
and the chaos of the Second Galactic
War, the t'sa maintained their neutrality
and expanded their territory, settling
another fifteen worlds by the end of
W2 This increased the size of the T'sa
Cluster Wy some twenty-three worlds.
With the end of the Second Galactic
War and the founding of the Galactic
Concord, the Usa were finally accorded
the recognition they desired. The
Concond offered the T'sa Cluster the sta-
tus of Concond Nl_'l,]tT'r]].'it}'_, surrcuanded
by Concord space, The Cluster would
have complete autonomy in exchange
for favorable trade agreements with the
Comcord and cultural exchanges, The
Fsa agreed, and the Cluster truly joined
palactic society, Millions of 53 chose to
sorve the Concord, secking opportuni-
ties for exploration and advancement.

Billion= of t'sa had already emigrated
from the Cluster and chosen to become
citizens of other stellar nations. With
plans to colonize another forby-one
worlds in Concord  space, the T'sa
Cluster continues to expand, and the
E'sa are becoming a force to be reckongd
with in galactic society.

CULTURE & SQLCIETY
As @ race, the t'sa are hyperactive,
quick-witted, curious, sregarions, and
technologically oriented. They tend not
to be aggressive, although they are
fercely proud of their history and their
achievements, T'sa are simultaneously
fascinated and repulsed by humanity;
they are curious about humans and
their technology, but repelled by human
aggression and arrogance,

The first thing that comes o mind
when a human thinks about the sa is
that they are fast. The t'sa are bundles of
nervous cnergy. They rarely sland still
[or more than a few moments. Even
then, their tails usually lash from side o
side and they fidget in wayvs humans
often find annoying. When necessary,
t'sa can explode into a flurry of motion
quicker than the eyve can follow, making
therm more dangerous in a fight than
their reputation sugpests. T'sa talk
quickly, and conversations in their
native language are often too fast for
non-t'sa to follow. When speaking other
languages, Fsa have a tendency to
repeat themselves or use different syn-
onyms of the same word to get their
meaning actoss to listeners of other, less
“quick-wikted ” races, For example, a t'sa
merchant might call cut “Come, come,
good sentients people folk, Come and
examine my fine wares products
aoods™

T'sa are extremely curious. Some
wolld say too curious. They are born
explorers, always wanling (o know
what lies just beyond their reach,
Wysteries fascinate them. A t'sa cannot
stand not knowing what lies behind a
lecked door, or what some new techno-
lopical artifact does. Oftentimes, tsa
curingity becomes a problem when they
besrin poking around things better laft
alone, such as sneaking past that locked
door, or pressing buttons on the techno-
logical artifact. A preat many t'sa explor-
ers end up dead because they became



overly curions and forgol to take proper
precautions. Mon-U'sa aften have to keep
a close eye on their t'sa companions Lo
keep them from wandering off and get-
ting inte trouble,

The t'sa also have what many other
races consider an uﬁll.r.ul".h}-' interest in
other people’s business. Among them-
selves, the tsa believe that ;u—iking per-
sonal questions is simply a way
of getting to know someone beg-
ber, and they're quite open with
information about themselves,
They think nothing of asking
complete strangers about the
infimate details of their lives, and
often forget that humans and
other races find such questions
rude,

Part of the inborn U'sa curipsity
is their fascination with technolo-
2v. The t'sa consider science the
greatest opportunity for explo-
ration and discovery. They are
driven to unravel scientific mys-
teries and o discover new ones.
All Usa have at least some inter-
est in the inner wiarkings of dit-
ferent machines and devices.
They have a knack for under-
standing how things work. T'sa
make excellent engineers and
technicians because of this, and
many ships have a t'sa enginesr
on board. T'sa love to tinker and
can sccupy themselves for hours
studying a new piece of technol-
oy, Hopefully, the t'sa remem-
bers how to put it back together again
afterward,

FeaMIlY LIFE

Tsa de not marey or mate for life like
some other races do. Mating 15 conduct-
ed casually, since it docs not constitule
the same commitment for t'sa that it
does for other races. T'sa mate with an
eve ioward producing progeny that will
be an asset to the communily and the
t'sa race, making them pragmatic. T'sa
are often bewildered by the impartance
other races allach o mating customs
and rituals. To them, courling iz simply
a wasle of valuable lime.

The t'sa say “every t'sa is part of a
family.” From the moment they are
born, the t'sa are part of a social unit: the
ege-clutch, T'sa are highly social beings

and enjoy having others around them.
T'sa do not like Lo be alone unless they
have somewhere to focus their alten-
tion. A Usa whois hard at work can shut
out the rest of the world for hours, but a
tsa who wants to relax always seeks out
some kind of companionship, T'sa make

friends L“E!I:,-i'il}'l. and H'l:-:],.' are 1115-"1] by thedr

friends until death. Humans are often

amazed how quickly Fsa form emotion-
al bonds with others, even members of
other races, A t'sa can become fiends
with someone he or she has just met,
and such a friendship may last for a life-
Hme, For their part, the U'sa do nol
wunderstand the social divisions among,
humans and other races. The concept of
human nationalism confuses the sa,
who have had a unified culture for mil-
lennia. The t'sa are loyal to individuals
amd to the idea of their rmee as a whaole,
but the ides of being loyal to the abstract
division of a nation is alien to them. T'sa
xaklksha involve complex systems of
lowvalties, but they are personal loyalties,
giw-n from one t'sa bo another, and the
t'sa recognize that they are shll of one
race and culture,

ETATLS

Status among the t'sa is measured by
achievement, both individual and fami-
Iy related. A t'sa who achieves great
wealth or fame not only advances his or
her own status, but that of the entire
clutch as well, Likewise, a t'sa clutch can
be brought down by the infamy of one
sibling, This makes t'sa familics fairly
tightly knit, since they succeed or
fail based on the actions of any of
the siblings, T'sa are achievemenl-
oriented “go petters” by human
standards, Every tsa secks to
achieve greatness in a chosen field,
whether that be dizcovering new
worlds, inventing new  technolo-
gies, founding a new company or
euild, or mastering another field. It
is this desire for achievement that
lecd Ehe t'5a mto space and confinues
o drive them to 1=.xpfq:an_' e
worlds and seek out new chal-
|{'TI$I.‘!H.

Somewhat naive by human stan-
dards, the tsa desire for achieve-
ment makes them prey for con-
artists  offering  get-rich-quick
scams and similar schemes. This
has led to the dual t'sa wiew of
humans as kindred spirils who
share a desire for exploration and
achievement, and liars and cheats
who simply stumbled into the dis-
covery of stardrive. The t'sa have
something of a love /hate relation-
ship with humans, although their
interaction with the Concord has
helped to improve the Psa opinion of
humanity.

As part of their stabus-comscious cul-
ture, the t'sa often decorate their bodies
with complex tatloos, called det'sya,
that reflect their individual heritage and
achievements, as well as profession and
personal lastes. A L'sa with proper
det’sva patlerns gains a -1 slep bonus to
encounter checks with other 'sa, and a
t"sa can learn a great deal about another
just by looking at his or her tattoo pat-
terms.

B FRIEND (N EVERY
SETARFORT

T'sa have a knack for making friends
tand enemies) wherever they go. Well-
traveled t'sa often seem to know every-
body: To reflect this, a t'sa hero may wish
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HATIAK AGENT
he Ka'llakis agacret t'sa guitrment
gu_rg'rqlim dziﬁmt_gd to the presefa- ;
‘tion of Fsa independence and sover-
; Ei.'gll..'i.";.."il answirs directly tothe chosen
. leader of the T'sa Cluster, and few out-
~ sidefs even know of its existence, Even
thé'Toncord is unaware of the true scope
of the Ka'Nak. Agents spy I:I!:.I‘ﬁ_;!ﬂ Stellar

the security of the Cluster. fhere is a
minority moverient within the Ka'Nak to
further the Wwelfare of the Ysa people at
the nupaﬂiz of athermations by stealing
technolagy and cammitting acts of
salintage. So far, Chaluk Chisier has
suppressed these elements, fearing they
could damage the Cluster's relations with

the Balactic Concord. =
GFE Shills [32 points):
Aevalatics—defensive martial arts; Ath-
letics—glimb, fump, Hhirai,
neak; Investigate; Interaction.
Werge: A

i haue @ stake in, and
they're also interested in keeqping up-to-
date on the actirities of the ather Stellar
Mations, especially members of the

ifift Pentad who may hagﬂ'ﬂ-:::igps
8, colomy worlds, or tech- .
me t'sa agents operate unfer
i, deapcoveras members of other pro-
fessians foryears before being called
upon to take on a particular mission.

to take the Celebrity perk. The hero is
well known by many people, although
nob necessarily a celebrity. Any perk
check resulting in a Critical Failure
means that the hero has min into an old
enemy rather than an old friend, while a
Failure indicates a place where the hero
isn’'t particularly welocome, due to past
problems. Reputation and Powerful Ally
are also common perks for 52 heroes,

BOVERNMENT AND
POLITICS

By human standards, za government is
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pure anarchy. For the tsa, their complex
system of lovalties and relalionships
makes perfect sense, Tsa sociely s

! based around a concept they call

xakksha, which humans translate as
“kingdom™ or "nation.” [t is similar to

| the fendal system in Earth's history, and

itarose during the eaclicst periocs of §sa
civilization. In a xakksha, each t'sa is

i strongly loyal ko the other members of
d his or her clutch (siblings), forming a

'=a ch'tass, or “family.” Humans gener-

| ally refer 1o a ch'tass as a “clutch,” and
| most Psa accept this lerm. Each clutch in

turn owes lovalty b another clutch of

d higher status. Each group of siblings is

layal to cach member of another group

| of siblings. Clutches join together o
i form different clans, professional associ-
i ations, guilds, and companies, These

join together to make up the individual
xakksha which comprise modern U'sa
society, This forms a complex web of
duties and obligations on the part of the
Fsa. Despite the fact that a xakksha is a
nightmare to show on an organizational
chart, it seems to funclion quite well for
the 'sa. There are hundreds of xakksha
currently spread throughout the T'sa
Cluster, with more appearing all the
Hme as the t'sa form new alliances. A
Psa can easily determine another t'ea’s
xakksha from appearance, scale mark-
ings, and del5uq tathoos.

The T'sa Cluster is a Concord
Meutrality existing in Concord  Prime
space. Although under the protection of
the Calactic Concord, the Cluster is
autonomous in terms of government, a
stellar nation unto itself, The Fsza have
their own policies and laws and enforce
them, Visitors to the Cluster are notified
of this by automated Concord gridsats
scattered along the border of 'sa space.
They provide complete downloads of
tsa laws and cusloms for visilors to
observe, The Usa encourage trade and
tourism. They welcome visitors to their
worlds, but they do not tolerate criminal
or viglent behavior The Concord main-
lains an embassy on Taasa bo facilitate
relations between the Cluster and other
stellar nations.

I'sa laws are fairly simple and
straightforward. They are based on a
strong respect for the rights of the indi-
vidual. Violations of an individual’s
rights, such as violence or theft, are pun-

ishable by fines and imprisonment,
Fines or other forms of reparation are
the most common punishment, dating
back to ancient t'sa history, The guilty
party must compensate the viclim or
surviving family members. Enforced
labor or social service is also guite com-
man. Imprisonment is considered a par-
Heularly harsh punishment by the tsq,
who do not take well to confinement.
Criminals are more likely o be placed
under “house arrest” and equipped
with a lracking device that allows the
authorities to monitor them, The Esa do
not believe in the execution of criminals,
since they believe that everyone has
something to contribute, even if they do
so as part of a forced labor camp.

Eelations bebween the T'sa Cluster
and other stellar nations vary, but most
stellar nations consider the Cluster a
wild card in the political deck, Chaluk
Chisier, the leader of the Clusker, is a
wily politician with the best interests of
his people at heart, For the time being,
the Cluster is a strong ally of the Galactic
Concord, which provides recognition
and protection.

A considerable amount of political
intrignae takes place between the t'sa and
other stellar nations, despile the close
Hes fo the Concord. Intelligence agenls
from the Stellar Malions work under-
cover bo learn whal lechnology and
assistance  the Usa provide too the
Concord. Agents of the t'sa Ka'Nak
organization (roughly translated as
“puiding protectors”) keep a close
walch on any Stellar Nation that might
threaten  the Cluster’s  sovereignty.
Eventually, the T'sa Closter's ongoing
and mapid expansion will become an
issue that will test the diplomatic skills
of Chisier and the Concord,

RELIGION

The Fsa follow a polytheistic religion
known as Ch'Malism, Tt is based on the
ancient t'sa belief that each aspect of the
universe is gpoverned by a parbeular
guiding spiril, known as a Ch'MNakan.
The greatest of the spirits is Ch'™Nal, the
creator of the universe. Howewver,
Ch'™al is a lofty spirit and has little to
do with the day-to-day running of its
creation, leaving it to the wvaricus
Ch'Nakan. There are literally thousands
of Ch'Makan in t'sa belief, spirils [or



every bype of being and thing i the uni-
verse, The tsa give particular honor Lo
K'san Ch™ak, the guiding spirit of the
t'sa race. K'san Ch'™™ak is said lo
embody the 'sa ideals of achievement,
curiosity, quickness, and friendliness:
the perfect tsa. Many t'sa joke that it is
fortunate their goide is an immortal
spirit; if K'san Ch'MNak were mortal, his
curinsity and trusting nature would
have polten him killed many times over

Ch'Malism is the only major religion
on laasa and has been for nearly all of
t'sa history, allowing the t'sa to avoid
the 1'("11'$_11'i1:-1|q conflicts that have p]agl,n;\:l
human history. The religion is very
:sﬂ:ummqn]uting to new and variant
belief systems, since all they require is
the addition of another ChNakan to the
ranks, Also, because everything in the
universe has a guiding spirit, the 'sa
have few problems with the religious
beliefs of other races, seeing them as
facets of the complex patiern created by
Ch'ival. While some U'sa living outside
the Cluster have chosen to adopt other
religious beliefs, within the T'sa Cluster,
nearly all tsa follow Ch'Nalism. The
Psa also see no conflict in following
Ch'Malism and ancther religion at the
same lme,

Ch'Malism has priests of a sort, those
Usa who are recognized as particularly
in lune with the Ch'™Nakan and Ksan
Ch'Mak. '
Mpuides of the peaple.” However, Ch'Sa
are expected to have careers and lves
outside of their religious duties. There
are no full-Hme priestss of Ch'Nalism
amang the t'sa, nor is 8 Th'Sa required
for the practice of the t'sa religion.
Fublic shrines are maintained, and
many worshipers gather on holy days,
but most worship takes place in the
home at small personal and family
shrines devoted o K'san Ch'Nak and
the chutch’s own guardian spirits.

SPACECRAFT &
WEAPONS

The t'sa have had spacefaring ships
longer than any other race except the
fraal. The 'sa were launching their car-
lizst space vessels when humans wen:
still perfecting ocean vessels. However,
the progress of t'sa space technology
remained slow and steady until their
encounter with humans and their acqui-

Mhey are known as Ch'Sa, or

sition of the stardrive, so t'sa ships st ik

]-i'l';’_‘ behind the most state-of-the-art §

human vessels,

SY5TEM SHIPE

The t'sa use modern HI'liE': Li.ﬂ’ﬁi.gl‘lﬁ Wikl 1
gravity drives, but they still have hun-
dreds of alder ships with fusion plants
powering ion or fusion orch m1gin,ch5.
They are slow by modern standards, but §
the Esa see no reason to scrap them
while they are still functional, They are §
in the process of refitling older ships Lo |§

use gravity drives,

Most "sa system ships are cargo [
haulers that carry materials between (8
planets in a system, The haulers can also |
be easily fitted to carry V'sa passengersin §
freezer compartments, treating the pas- [§
sengers themselves as cargo. This elimi- §
niates the need for extensive lifesupport i
syslems and reduces the space needed %
for each passenger to a minimum. It also t
reduces the cosl of o trip across-system [
Lo only ﬁl'l}-' Concord dollars, a':"rhnug;h
such a lrip might take as long as a

month, While the

methed of travel—interplanetary trips |
being quite dull, after all—members of :
other mces don't care much for the tsa §
as humans often call
it. 'I'hq":,' are usually willing o pay the

“ice cube express,”

additicnal cost for a more comfortable,
faster ship to get them where they're
going, Many of the new gravity-drive §
ships it the T'sa Cluster are used to ferry §
bourists and VIPs who want to avoid |

travel in deep freeze,

SLEEPER SHIFS

The F'za alzo apply their crvogenic tech-
nology to interstellar travel. T'za colony
ships are drivespace vessels with vast
cargo holds to contain thousands, even
millions of freezer units holding tsa
colonists destined for a new world,
Even with drive technology, o trip to a
new system can ke months, The tsa
can install less powerful and less costly
drive units in their colomy ships by plac-
ing the colonists in suspension for the
duration of the trip. The ship's comput-
or systems and a small crew can handle
its operation. For long journeys, the
crew may also enter suspension during
the ship's starfalls, emerging to make
navigational adjustments and mainte-
nance checks of the ship's systems,

t'sa don't mind this

The t'sa are certainly not shy with their
opinions; just ask them. Although individ-
wal t'sa views may vary, here is generally
‘what the t'sa think of the other major
races of the St Dane galaxy:

Fraal: “Allis talk, talk, talk, think,
think, think. The fraal abways think, but
they never do—at least, not by them
selves: The fraal gave humans the tech
science and the learning knowledge to
l'l."ﬂl_E! ta the stars, Imagine what we ..
couldhave done if they'd found us
instemd.*

Hitmans: “Luchy, lucky, lochy, that's
II'I.Ihﬂl humﬂns are. Al human slips in the
mud aml comes up with gold. They were®
lucky with dark matter; lucky with m
reactors, and |ucky with the stardride.
f."nu spend time with humans, things}
'nwer be dull, Troukle is, some humans i@
Hlml‘. tle:r juck makes them hEtler lhan
mmrwnn glse.”

Mechalus: “They know pientu. Th
understand the importange nf_1 ign
tech, but they're always ahout com
ers, Grid, and shadows. They need to jack
aut, unplug sometimes, and explore the
real world."

Sesheyans: “We will never, ever,
ever be like the poor sesheyans, taken
advantage of by humans, treated fike
property slaves. They remind usto
always remain free independent,
standing on our own."”

Weren: "Homans don't know them
like: wre do. They think weren are just
brutes who fight, war, battle all the
time. Butweren understand many
things: philasophy, living; and dying. Try
talking to them sometime. Just be care-
futl to not get them mad.”

LUN&BEMED COMBAT

When it comes bo weapons and armor,
the t'sa started off with the evolutionary
advantages of a tough hide, claws, and
sharp tleeth. Although the t'sa avoid
confrontations when possible, they have
alsn learned to defend themselves, In
particular, the t'sa have developed
many different styles of unarmed com-
bat in the history of their civilization.
Such combat styles have been further
refined since the tsa spread throughout

3
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Taasa
Ch'Nara
Class 1

G2 [1.03q)
R1 7 remsfyr}
A3 (N, 0, G0a, C1)

Primary:

H2 (21°E)
Drhital Distance: 0.83 AU
Diameter; :
Year (Earth days): 247.4 days
Day [standard hours): 28.2 hours
Aial Tt: g
Density: 0.97
# Satellites:

the galaxy and often prove a surprise
to individuals who think the tsa are
cowards whao shy away from a figrht.

The svarious Usa martial arls styles
almost all fall under the Acrobatics spe-
cialty skill defensioe wartial arts. They
!'t!'_!.-' o sweeps, blocks, and  swift
mations desipned to take advantage of
the strengrth of a larger and more pow-
erful attacker and the natural speed
and agility of the t'sa, The most popu-
lar style is sha'cre'ta, which includes
well  as
Acrobatics, Many Fsa leamn the Acro-
batics broad skill and have al least basic
mmartial arts lraining,

training  in  Resolve as

MELEE WEAPONS

In addition to unarmed combat training,
the t'=a still make use of various melee
weapons based on ancient designs and
updated with modern matersals. The
first is the dait'sya, a thin, double-bladed
dagger designed o slip bebween the
scales of an opponent, T'sa traditionally
fizhit with a dait'sya in each hand. The
dagger's lightweight desizn, combined
with t'sa speed, reduces the penalty of

fighting with two weapons by 1 step

Skill
Melee—frlade
Niclee—itade
Ranged-modern
Ranged-modern
Ranged-mostern

Weapon
Dait'sya
Sho'lleer
lee pistol -

Wiltiip pistol
Wihip rifle

1890km

2 (N'Chalak and N'Shona)

FB
F/B/A
FaR

[N'Chalak]
Taasa
Class 1
G2 [.94q)
R1 (6 remfyrl
A3 (N, 0, COg, TN
P3 [1.01)
H2120°C)
- 0.B3 AU
36d2km
247.4 days
18.3 hours
104
0.89
- None

The other traditional t'sa melee
weapon is the shofleer, or shork spear, Tt
is 1.5 meters long, topped with a thin,
twosedged spearhead. The sho'ileer
can be wielded in melee combat or
thrown. Several spears are usually car-
ried, traditionally in a quiver slung
across the back,

ICE BUNS
Early t'sa explovers and colonizts adapt-
ed cryogenic technology to produce this
unusual weapon, which uses a widely
available ammunition: waler. Crypogenic
coils inside the gun freeze water from
the ammunition clip into sharp projec
tles of super-hard jce that ame fired at
the target using a blast of compressed
air. lee guns are not as effective against
haed armor: Double the effects of rigid
armaor when resisting their damage,

lee gmuns are quiet and easy touse and
reload, so long as a supply of water is
available. Additionally, the projectiles
melt away in an hour or byo, leaving no
evidence, This and the fact that liquids
other than water can be included in the
san's ammo mix have made ice guns
popular with

WEtd s A5SASSINS

Range
Personal
Pergonal®
6/12/90
20/40/200
B0/a00/800

Type
L
L/
Him-
HI/D
Hi/D

Damage [0/G/A)
i+ Tnw'dd+2w/dd+3 ] — +2
dun/dd -+ 2w/t m i — . 15
dd-+-Tw/dG+Tn/ddm e LR e
o+ 2/d G+ 2w+ Tm 12 +2
a6+ Twi/dE + 2ufdB+ Tm [

Ka'Taasa

Ch'lara

Class 1

G2 L3Tg)

RT (3 rem/yr)

A3 (N, 0, GOy, G1)

P3(1.1)

H2 (19.2° C)

14 AU
1,677 km

362.5 days

23.7 hours

B

1.13

flone

throughout the Verse and the Stellar
Ringz, They are also s61] in use on t'83
colomies 0 the Clusker.

WHIF GLINS

Whip runs, known as ofi'righ fo the
t'sa, are another military application of
t'sa technology: They are named for
the whipcrack noise thev make when
fired, Whip guns use superconductors
to create powerful magnetic felds,
accelerating metallic projectiles to
great speed. With the use of PL 7
superconducting  technelogy, whip
guns arg slim and compact weapons.
[hey have considerable range and vir

tually no recoil becavse of the lack of
chemical propellants.

golyY ARMOR

Throughout mest of their history, the
F'sa rwg[wt{:d the dm's_llng'.u11wn1 ol per-
sonal armor Their own scaly hides pro-
tected them From most weapons. Early
t'sa warriors wore cured hides, but
Taasa was too metal-poor for the pro-
duction of metallic armer, which would
have slowed the swift t'sa fighting style,
[t wasn't until the development of pro-

Actions Clip:. Hide . Cost
250

500
asn

20 — 2000



jectile weapons capable of easily pene
traling their scales that f'sa gave
thought to more advanced armor, Prok
iae is o weave made of alloy wire and
heavy ballistic cloth, worn to protect the
terse and limbs, 1 protects well against
mist impact weapons (with an armer
value of dd-1/d4-2/d6-3 for LISHILS
En}. lngeneral, the Esa do
not like wearing, heavier
armor, as it
their movements
and only slows  them
down, “The best defense,
protection, armoer”  the

inferferes
with

Faa say, “is to be any-
where, elsewhere when
the attack gets where ol
were,”

HOMEWNORLDOS

Taa=a orhits the
CliMara, a G-olass main
spquence star. Taasa is
larger and warmer than
Earth, with & thick, damp
atmosphere that humans
find acrid due to traces of
chlorine. Despite Taasa's
larger size, gravity is near
Earth-normal because of
the smaller amount of
metals present in the
planet’s crust Seasonal
varintions ae limited due
to the planet’s small axial
till. The 'sa have long
since  domesticated the
many different animal
specics on thelr home-
world. The more danger-
ous  predatory
have been wiped out. The
t'sa shill use large bipedal lizards known
as zar‘each as riding animals, since the
surface of their world is often swampy
and difficult for land wvehicles, MWost
traveling is done via aircars and slow-
moving airships.

laaza's larger moon, N'Chalak, was
terraformed by the t'sa who settled it
millennia ago. Tt has gone rom being a
dry world with a thin atmosphere to a
lush, miniature wversion of Taasa,
although with more carefully engi-
neered waterways. The greencry and
settlements of N'Chalak are visible Irom
the surface of Taasa on clear nights, The

star

species

planet’s other moon, mM'Shona, is a life-
le=s rock the sa mine for useful miner-

als and metals.

The system's other inhabited world
was originally known as Za'lorn It was
renamed KaTaasa ("MNew Taasa™) when
Huousand
yearsago, Ka'laasa j5 smaller and cooler

it was seltled more than a

than ‘Taasa, but its dense atmosphere
helps to trap in heat and provide a com-
fortable environment. The rocky terram
i= covered by a variety of hearly plant-
life, and numerous crater lakes and deep
tarns cover the lowlands of the planet.
The middle elevations are home b t'sa
cities that teem with activity:

THE FUTURE

Things change quickly for the tsa, mov-
ing ever toward the future. Trends come
and go on t'sa worlds in the blink of an
eye, but always their fascination with
the unknown, ancd with the advance-

ment of technology, remains. With the
power of the stardrive in their hands,
the Fsa have opened a bold new chapler
in the history of their race, expanding to
new worlds and new frontiers atb an
ever-inereasing rate,

It may be that the tsa will navigake
the treacherous waters of interstellar

palitics and take their place as a lrue
power among the human-dominated
stellar nations, or the tsa may become
the spark that ignites interstellar war for
a thind, and perhaps final, time, Cnly
Hrne will decice the fate of their civiliza-
tHom, but one thing is certain: 5o long as
the t'sa are involved, it won't be boring,

:.J*

lizards
comies fromi s IJlJ_I..'u'?LIU'cI Jope of dinosaurs.
His appreciation for the Ysa comes from
seeimy them i action. (And Hey really arve

Skepw Kensour's fascination swith

dHial fast!)
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September
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September 9-12
Hilton Hotel, Cherry Hill, M.
Website: gameconvention.com,/shorecon

NJ

OCA-CEN
September 10-12 IL
Mark of the Quad Cities, bMoline, TL.
Contact: The Dragon's Sanctum,

A213 23rd Ave., Moline, [L 61265,

Capitol Con XY

September 1519 IL
Prairie Capitol Convention Center,
Springfield, IT,

Contact Capitol Con, 942 South First
Street, Springfield, L 62704,

Coellon 7

Seplember 26-25

Unaversily Center-East, Rolla, MO
Contact: CopCon, PO, Box 1939,
Bolla, MO 65402,

Website: www.rollanet.org/ ~cogzeon
Email: cogeonirollanet.org

MM

October
Archon 23
October 1-3 IL
Gateway Convention Center,
Collinswille, IL.
Contact; Archon23, PO Box 5387,
SE Laouis, MO A3132-3357,
Website; www.stif.org farchon /2374
Email: archom@st]f.org

Fimst Contact 6

October 510 wil
Best Western Midway, Milwatkee, W1
Website; members aol comfarimmr/
page/ index.htm

Email: knighlpEexecpe.com

®onvention
Calendar

Enight Games

October 22-24 NY
Berkeley-Carroll School, Brooklyn, N,
Contact: Knighl Cames, PO Box 3041,
Brooklyn, WY 11200 -3041.

Email: knightgamestaol.com

Con"Stellation XVIIL Lupus
October 29-31

Adrport Sheraton, Huntsville, AL
Email: constellftraveller.com

AL

November
Carnage an the Mouniain
Movember 5-7
Ascutney Mountain Resort,
Ascutney, VI
Contact: Carnage on the Mountain,
4 County Road-Hartland,
Windsor, VT (05085,
Wiehsite: members.aol.com/
carnagecon findex him
Email: camagecon@acl.com

Pentacon 15

MNovember 15-15

Grand Wayne Convention Center,
Fort Wayne, 1N

Contact: Pentacon, PO Box 10427,
Fort Wayne, [N 46856,

Website: www2 bwi.com /~dht/
pentacon

Email: dhb@bwi.com
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Comvention Calencdar Folicies
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Thi information gren in e lsing must includa tha
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four morsns ores ba thean sale date of an issua. Ths, the
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sand us is complebs and ool
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filae, anclose & sal-addrassad slamped poctcand wih
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theat il wirs reeyad. au alse minh send & Secona natice
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a5 passible, amd s keea us Bkamed ol ary changas.
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method has nol proven relalie.
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4 Canadian coovention
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DO DR DO WSS LS TE OGNV

By Joe Fillsbury

}

wiww.bogworld.com

“It's not that we don't respect your skills. We just can't follow
anyone who locks so much like Yanni.'

Al G0 262 - 103
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ake the name uf B USEY CORMTON monster in l:ha Mﬂ:\'ﬂ'ﬁﬂus
MANUAI™tome. Switch tt‘m_ﬁnt two lottars and got & much bigger
monster from the same tome, What are the two monsters?

ou ean find the solution to this MIND BLAST on page 9@

“Cool it, Pop. It's just my new navel piercing”
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400 koW, SOME TS T FEEL Like T (s>
EORN FOR THIE JOB!~

By Joe Pillsbury

The UNspeokahle 02Ff by John Kovalic
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Ol My GoD..
WE KILLED QUI-(oN !
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PEMIND FLAYERS™5

] } by Mile Selinker ]

1

Y::?u T2 hunting Tiamat, the dragon lady of
the underworld. B-r-fc:-rl! ol are B l:].unrs,.ihkw]p:t 1
l]'l.l.'ﬁLI.EE‘I 6. Tiamat waits behind one |.'|F ti‘lﬂldb;:h"!.

and instantaneous and trrevecable death lics l:mjynn:i
the other 63 You know that anch of Tinmuat's five

chromatic dmgm heads hates sr:umntl'..ing cliHerem:

T The red dragon head hates odd numbers if the
groen dragon head hates the number 57; 3 nog
the red dragon head hates even numbers.

2 The black dengon head hates numbers containimg
oo different diges if the blue dragon head hates
the numbet 8 if not, the black dragon head hates
numbers containing two of the same digit.

3 The green dragon hend hates prime numl'l'r'ﬁf
the white deagon head hates the number 45: 5] not,
thie green dragon head only likes prime sumbers,

4 The white dragon head hates numbers divisible
by 5 i the blaeh dragon heiad hates the number
24: if not, the white dragon head hates numbers
cvenly divisilile by 3

5 Theblue dengon head hates perfect squares if the

red d.'rnﬂl;!n head hates the number 18535 not, the

bliie dragon head hates perfect cubes.

Cnn_].lml f.iguﬂ- ot Whi:h duur t]'u! QLLIH-.‘H ﬂf 1_E-|e
Dl‘uﬂuns Wit l:ul-lﬂr:rl?
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BY JOLLY R, BLACKBURN
STORY SUBMITTED BY SAM HALDANE

WHOAH/ HOLD ON, GUYS. DUE TO THE
NATURE OF THIS ADVENTURE, I’M LIMITING
YOU TO FOUR SPECIFIC TEMPLATES.,

Zinights of the

OKAY, TONIGHT WE'RE PLAYING A ONE-SHOT GAME OF SPACEHACK. T BOUGHT

MODULE SH-5 “PIERCE THE PURPLE VEIL" IT ROCKS, TO SAVE TIME, WE’LL BE LISING THE
MILITARY PERSONNEL CHARACTER TEMPLATES FROM THE SPACE MILITIA SUPPLEMENT,

THREE ARE /NF/LTRATION

| MODULE SH-52 I WANNA BE A GAGWALLER KEWL/ T'VE BEEN sadbes
| THAT GOT A FIVvE ~ BOUNTY HUNTER. YOU GOT CHOMPING AT THE BIT ||. *\‘}E A pf: SPECIALISTS - A
| PIP RATING IN A TEMPLATE FOR THAT? ATgleﬁZTA //EA}AV{}; % - -:‘:iﬂ; COMmBUAE%C%TJ $NTC;[EJEER,
| \ MAQ o B 4
| HACKJOURNAL N\ FOURTH 15 THE PILOT OF A
: COVERT TRANSPORT
VESSEL DISGUISED AS A
CIVILIAN CARGO SHIP.

' LAST MONTH.

)

1'VE ALREADY MADE COPIES OF THE TEMPLATES TO YOU ALWAYS GET TO BE IN CHARGE. T'M TIRED OF TAKING ORDERS
GET YOU STARTED. YOU DECIDE WHO GETS WHAT, T’LL 0 c s. C’'MON, BOB, BE CO NDER.
GIVE YOU TWENTY MINUTES TO FLESH OUT YOUR FEOMYOLR CHARAGTERS. CIMON, BOB. LETAE A
CHARACTERS, THEN WE CAN START THE ACT/ON. _
| \ I GUESS T'LL TAKE :
| THE PILOT IF NOBODY PANANE.
ELSE WANTS IT. THE Scour:

SORRY, DUDE.
I CALLED IT.

I CALL DIBS ON NO FAIR/ I WANTED
| THE COMMANDER.  THE COMMANDER.

Bty
i =
W S, DS R...
S e sEcoVDe LaTE I DON'T KNOW WHAT YOU'RE COMPLAINING ABOLIT, DAVE,
DON'T YOLI KNOW ENGINEERS CONTROL THE WEAPON
THIS BLOWS 8/G TIME! WHY DO THAVE TO BE THE STUPID ARRAYS ON THE SHIP? ACCORDING TO THE SPACE MILITIA
ENGINEER? 1 DON'T WANNA PLAY SOME TECHNO-DWEEB. SUPPLEMENT, YOU CAN 7/NKER WITH THE WEAPONS AND
POSSIBLY GIVE THEM EXTRA DAMAGE.
\ WOW, LOOK AT e RTRAPANECERS
Ebg'%ELEE;’ISD:Vg!RLgAL Mpon: THESE SKILLSY EXTRA DAMAGE? REALLY?
4 i h i
CHARACTER IN THE ADVENTLRE, o0 > | AWESOME! :

RELAX SARA., THE KID KNOWS WHAT
HE'S DOING, ACCORDING TO HACK AND

LATER /N SPACE...
OKAY, I'M RIPPING OUT THOSE WSS MARK V BLASTER BELLY-GLINS AND MOVING IN BURN, |SSUE 7 HE SHOULD BE ABLE TO
BUMP THEM UP TO A DECENT RANGE
BY SWAPPING OUT CAPACITORS
WITH THE MA/N SENSOR.

THOSE RAPID FIRE ANTI-METEOR PULVERIZERS FROM THE CARGO HOLD. IF T CAN
BRING THEM ON-LINE WITH THE TACTICAL FIRING ARRAY THOSE BABIES WILL KICK ASS.

BUT DAVE THOSE ANTI-METECR
GUNS ONLY HAVE A TH/RD OF THE
RANGE OF THOSE MARK V'S,

BUT WON'T THAT BL/ND US?

THAT'S A MAJOR JOB, DAVE. YOU'LL
HAVE TO TAKE ALL THE SHIP’S WEAPONS

OFFLINE WHILE YOU MAKE THE CHANGES,
! -’ |
WHAT SO IT’S A TRADE OFF.

POINT? '
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m LOOK GUYS, T WANT YOU TO STOP

HMMM, THIS /S A PERPLEXING PROBLEM. THOSE ENGINE MODIFICATIONS WITH THE FRICKIN' MODIFICATIONS.
BUMPED UP OUR JUMP CAPABILITY BY A FACTOR OF THREE, BUT FUEL YOU'RE TRASHING THE SHIP.
CONSUMPTION |5 THROUGH THE ROOF. PERHAPS IF WE PURGED THE CARGO HOLD
AND SEALED IT WE COULD CONVERT IT INTO AN ADDITIONAL HYDROGEN TANK.
| TRASHING? HOW CAN YOU SAY THAT?

I LIKE THE WAY YOU THOSE NMEW GLINS KICK ASS/

PURGE THE ...2/ WHAT THE THINK. I’M ON IT, DUDE.
HELL ARE YOU GUYS DOING? 3

4 OLL /
LRk I YEAH, BUT THEY HAVE A /
30% MALFUNCTION RATE - e

EVEN LATER ST/LL...
OKAY, T THINK IF WE ADD AN ADDITIONAL FOUR INCHES OF ARMOR PLATING GRID-WIDTH TO SPARE FOR SENSORS.
10 THE HULL, IT WILL MORE THAN COMPENSATE FOR THE SHIELD RATING LOSS ON THE PLUS SIDE, WHO NEEDS THEM?
WE SUFFERED WHEN WE CRANKED UP THE AMPS ON THE SPINAL GUN. WITH OLR FIREPOWER, WE CAN VAPORIZE
-, , y ANYTHING WE STUMBLE ACROSS.
; | FOUR INCHES? HMMMM, IT’S JUST CRAZY ENOUGH
C'MON GUYS, ".?I_T]’ES | TO WORK. OF COLRSE WE'LL HAVE TO JURY-RIG
GET BACK TO ' THE ENGINES TO HANDLE THE EXTRA ... \

ADVENTURE,

AN HOUR LATER.... WEE BIT LATER.... GOOD! SO BY CUTTING LIFE SUPPORT
WHILE ENGAGING IN COMBAT WE SHOULD

DAMN! WE STILL NEED
MORE POWER TO GET HEY, YOU WERE RIGHT/ BE ABLE TO BRING ALL WEAPONS ON LINE
THE FIGLIRES ALL AND ST/LL HAVE ENOUGH POWER LEFT FOR

THOSE TWIN RAIL GUNS
Qf LP AND RUNNING. MAYBE CHECK OUT. IT WORKS/ BASIC, LIMITED SHIP MANELIVERING.

™. IF WE SHUT DOWN THE

AT T GRAVITY-GENERATORS
IT WOLLD FREE UP JU!

@iﬁ%&«%  ENOUGH JUICE TO DO AR

THE TRICK. : $
CUTTING LIFE
A SUPPORT? _,

ONE RANDOM ENCOUNTER LATER.... § TOO BAD THAT DESTROYER STUMBLED
I'M ALMOST GLAD TO UPON US BEFORE WE COULD FINISH

SORRY, GUYS, LOOKS LIKE THE SPURGIAN DESTROYER 15 SEE THE OL’ GIRL D/E/ RIPPING OUT THOSE W/RING TRUNKS

MAKING A W/DE TURN AND IS CIRCLING BACK TO MAKE AFTER WHAT YOU GUYS IN REFIGERATION. JUST FOUR MORE

ANOTHER STRAFING RUN ON YOU. ALL SHIP SYSTEMS ARE PUT HER THROUGH, LURNS AND I WOULD HAVE SQUEEZED
FRIED - YOUR TUMBLING SHIP IS BASICALLY A DEAD HULK. SOMEBODY HAD TO PUT I FRE!';{\" h?gRE STIIELD/NG POINTS OUT
TOO BAD YOU DID AWAY WITH THE L/FE PODS TO MAKE ROOM HER OUT OF HER MISERY. OF THOSE GENERATORS.

FOR THOSE TORFEDO BAYS. YOU MIGHT HAVE BEEN ABLE TO |
JETTISON YOURSELF FAR ENOLIGH AWAY TO CLEAR THE f YOU WERE RIGHT, HMMRRFF, FOUR MORE |I
BLAST ZONE OF THE /MMINENT EXLOS/ON. BRIAN. BEING 'T'Hé TURNS, AND DAVE AND YOU |

' WOULD HAVE BEEN TOSSED Il

4
ENCREREERSS OUT THE AIRLOCK! |

| DON'T FORGET THAT T KNEW WE SHOULD'VE

EXTRA FOUR INCHES BY-PASSED THOSE RELAYS/
OF PLATING/

Knights of the Dinner Table™ @ kenzerCo 1999 « Internet: http://members.aol.com/relkin/kenzerco.html
Send story ideas to jollyrb@aol.com or KODT, 1003 Monroe Pike, Marion, IN 46953 e T
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Council of Wyrms
An ADED® Accessory
By Bill Slavicsek
‘This revised and
expanded edition
of one of the
A& pame's
hottest selling
products, Coumneil
af Wiyrmms takes the
ADED game inan
entirely new direction. Itincludes rules
for playing dragons; new characler
types like kindred, half-dragons, and
dragon slayers; campaign backeround
material; and a series of adventures
“designed to challenge even the ereatest
of dragons!

526.95/539.95 CAN

TSR 11383

ISBMN (-7869-1383-5

The Wyrmskull Throne

A FORGOTTEN REALMS® Adventure
By Steven E. Schend

and Thomas M. Reid

This exciting
adventure
revolves around
the ancient
artifact, the
Whyrmskull
Thrane, This
epic employs
thie underwater

adventuring rules found in The Ser of
Faflen Stars. For character levels 4-7.
$12.95/518.95 CAN
TSK 11405
ISBMN 0-7R69-1405-X
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The Siege of Mt. Nevermind
The Chaos War Series
A DEAGONLANCE" Movel
By Fergus Ryan
When Lthe Dark Knights
lay siege to Mt Never-
mind, they do not reckon
with an assortment of
well-intentioned heroes,
a brilliant (well, not Hul
brilliant) goome inven-
tor, and the indomitable
Enome spiril,

H5.99/57.05 CAMN

TSR 21381

ISBM 0-7869-1381-9

The Spine of the World
A FORGOTTEN REALMS Novel
By R.A. Salvatore
Nemw York Times best-
selling author 1.4,
Salvatore continues
the tale of the fall of
the once mighty bar-
barian Wulfgar.
Featuring the popu-
lar joumal entries of
dark elf Dirizet
Do’ Urden, The Spine of the World is an
epic story of adventure and
redemption.

$23.99/$31.95 CAN

TSR 21418

ISBM 0-7869-1418-1

Warriors of Heaven

An ADED Accessory

By Christopher Perkins

Mothing makes a demaon cri Ty mons
than the flicker of a deva’s sword, the
;L:,L'I re of an archon, or the wrath of a
guardinal. Players can now creale

powerful beings
devobed o the
destruction of evil.
M= can learn the
true secretz of the
Upper Planes and
creale challenging:
adventures for high-
powered heroes, This S9-page book

details the politics of the celestials,
describes key sites in the Upper Plancs,
and provides countless new adventure
hooks suitable for any AD&D campaign.

S18.95/527.85 CAN

TSR 11361

ISEMN 0-78649-1361-4

Incident at Exile
By William W. Connors
An ALTERNITY” Fasl-Play Accessory
Looking to take family and friends inka
the: Fubare of roleplaving? This introduc-
Hom shons Camemasters the basics of
tefereeing the ALTERNITY game. Players
can explore the system kiunwn as Fxile o
uncover the ruth aboul what's happen-
ing at this deep space mining outpost—
and enter the brave new world of the
premiere seivnoe fetion game,

51.95/80.95 CAN

T5R11514

ISBN 0-7869-1514-5

OCTOBER

ForRGOTTEN REALMS
Interactive Atlas

An ADED Electronic Media Utility
Programming by ProFantasy Ltd.
This CD-ROM
features a com-
plete interactive
atlaz of the entire
planet of Abeie-
Toril! All over-
land, ciby, and
dungeon maps
of the Realms,

lncluding maps never before pub-
lizhed, are available to view and print.
Al maps are fully compatible with
and editable in the ADET Core Rides
CO-ROM 2.0 and Campaign
Carfographer 2,

Price TBID

TSR 11451

ISBN 0-7569-1451-3



Priest's Spell Compendium,
Volume 2

An ADED Accessory
Edited by Jon Pickens
The monumental task
of collecting every '
official pricst spetl for
the AD&D rame con-
tinues with the second |

volume of the Pricst's SR
Spell Comnpeniclinm, Adl ;
spells have been up-
dated so that players and DMs can use
them in any ADE&D game, This is the
official reference book and definitive

source for priest spells,
$24.95/536.95 CAN
TSR 11421
I5BMN (-7509-1421-1

Carnival
A RAVENLOFT® Accessory
By John Mangrum and Steve Miller
The my=terious Carnival rolls into lown,
where it astounds, entertaing, and occa-
sionally repulses before disappearing
again. The Carnival
can appear in any
ADED campaign,
and itincludes the
freakish inhabitants
of the fraveling
show, advenbure
hooks, and rules for =
trning PCs into Lerrifying freaks should
they linger too long among the tents and
Wiagos.

£13.95/420.95 CAN

TSK 11352

ISBN 0-7869-1382-7

ALterniTY Adventure Game

By Bill Slaviessek, William W.
Connors, and Sean Reynolds

Olpen an entire galaxy of gaming with
the ALTERNITY science Hction game, This
sebwelcomes new players to an exciting
science fichon universe where they con-
trol the action! Each game comes com-
plete with every-
thing needed to
play, including an
adventure book
full of exciting
SCCNATIS, Pregen-
erated heroes, and
dice t keep the
action moying,

Use this boxed sef asan entry point into
the whaole family of A ey prodocts,
or conbinue with the Avresamy Fast-Play
adventure, et af Exile,

59.99/514.99 CAN

TSR 11510

ISBIN 0-78649-1510-2

Murder in Tarsis
A DRAGONLANCE Novel
By John Maddox Roberts
Who killed Ambassador Bloodarrow?
Time is running out for an unlikely trio
of detectives, The heroes know thal fail-
ing to =solve the mystery means death.
This tangled plot
unfolds in Tarsis, the
once beautiful seaport
cify now landlocked
by the devastating
Cataclysm.
$5.09/57.95 CAN
TSK 21587
ISEN D-7869-1587-0

White Plume Mountain
A GREYHAWK" Novel
By Paul Kidd
A hero, a pixie, and a
sentient hellhound
pelt with an obses-
sive case of pyromas
nia battle the agents
of the evil Tuz,
S5.949/%7.95 CAN
TSR21424
ISBM 0-7H649-1424-6

Under Fallen Stars
The Threat From the Sea, Book 11
A FORGOTTEN REALMS MNovel
By Mel Odom
A the undersea forees threatening,
Faertn gather 5[11:_':1}51E1,
the heroes of Rizing Tide
prepare their counter-
attack.

S5,00/87 05 CAN

TSR 21378

ISBN 0-7869-1378-9

Diablo Il

Adventure Game

A DED Introductory Game

By Jeff Grubb, Bill Slavicsel, and
Thomas M. Reid

The Diiriceons & DRacons® Diahio {1

Advertrere Crirnee 15 the F?L*rf{:t't 'l:lrid;..r't:

Attractions
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Coerer Iy Brom

Harrowed Heroes

by Ed Bonny

If that which doesn’t kill you makes
you stronger, imagine what the
Demiplane of Dread does to iis sure
vivors, Skills & Powers fordark heroes
from any campaign.

Dungeon Mastery:
Heroic Horror

by Lester Smith

Too much of any good thing is still
too much, so mix your horror with a
healthy dose of heraism and a dash
of humor.

Legacy of the Dragon

by Sean Reynolds

From folkiales to the stars, vampires
infest the darkest science fiction cam-
paigns. Mew mules for vampires in
yvour DARKsMATTER"™ or STARDRVE®
CAMpPAaIgEn.

Shademehr and

| the Old Wives' Tale

| by Margaret Weis & Don Perrin

| Alise and Shademelr must determing
l the truth abouta legendary creature
betore they become its next victim.
New Hetion based on the fantasy
waorld of artist Larry Elmore.

5495 1.5./56.50 CAN
TSR Product No. 052264
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Coming
Attractions
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Coner by Dimitri Patelis

Mertylmane’s Road

by Jason Poole & Craig Zipse
Escort a trade caravan across the icy
wastes of Northern Kalora. An
AR adventure for levels 3-7,

The House on the Edge
of Midnight

by Raymond E. Diyer

| Trapped on anisland of perpetual
night, yvour only hopeis toend a
lingering family curse, An AD&D
RaviwroFr® adventure for lovels d-6.

Earth Tones
by Craig Shackleton
The citizens of Blue Rock shudder as

vile creatures erupt from the earth. An |
AD&D adventure for levels 7-49. '

' A Day at the Market

by Kevin Carter

Wondrous magic spills into the streety
of Riverspire. An ADE D Side Trek
adventure for levels 24

' Crusader

| by Peter Lloyd-Lee

| Arenowned paladin needs your help
to retrieve his holy sword, An ADED
adventure for levels 3-6.

54.95 LLS %5650 CAMN.
T5R Product No. 82076
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between computer and paper-based
EIPGs. Using the award-winning D&
rules and the best-selling Diablo [ sel-
ting, this boxed set conlains everything
needed to start roleplaying, [t features a
rulebook, a book of quests, monsters
Lrom the world of Dbl 11, Gve ready-Lo
playv heroes from the computer game,
dice, and quest tiles so you can build
each adventure as you play.

$19.99/529.09 CAN

TSR 11548

ISEN D-786%-1548-X

NOVEMBER

Torment

A PLANFSCAPE" Movel

By Ray and Valerie Vallese

An action-packed novelization of the
computer game from lnterplay A hero
stricken with amnesia wanders through
the planes in search of his identity, bat-
ting strange demons and treacherous
COMpPanions.

The PLANESCAPE sot-
ting is an innovabve
campaign world played
by many fans of the
ADED game,

The Tormwnt computer

game follows on the

success of the best-

suelling Baldur's Gate

computer game, also from Interplay,
£5.99/%57.95 CAN

TSR 21527

ISBM (-T809-1527-7

The Temptation of Elminster
A FORCOTTEN REALMS Novel
By Ed Greenwood
A paperback reprint
of the third
Ed Greenwood s
chromicles of the Tife
and adventures of
Elminster, the most
farmous wizard in the
FORGOTTERN Fialse
setting.

$5.99/%7.05 CAN

TSK 21427

ISBN 0-7869-1427-0

The Annotated DRAGONLANCE
Chronicles
A DracoNLANCE Novel Collection,
By Margarel Weis and Tracy Hickman
The beginning of
the epic story that
has won the hearts
of e than 16
million readers
worldwide, Now
Margaret Weis
and Tracy Hick-
man add notes,
commentary, and
original souree
material 1oy
Diragons of Aulunm Tiilialt, Dragons of
Winter Night, and Ciragans of Spring
Dazing, and they offer observations on
the fifteen-year phenomenon that is the
DRAGONLANCE S35z,

This edition of the Chronicles Trilogy

comtains new material never befors
published.

S34.99/550.00 CAN

TSR 21526

ISBM (-78a9-1526-9

DARK-MATTER

An ATTERNITY Campaign Setting

By Wolfgang Baur with Monte Cook
In the moedern day,
not everything is as
it appears, Paranar-
mal occurrences
and occult ackivi-
lics are becoming
commuonplace.
These events are
quickly hidden
from public view
by various world governments and
other organizations who have no under-
standing of their significance. Doorways

to other worlds ane opening, and its up
lo the heroes of the Hofmann Institute
toy determine friend from foe, good from
evil, and conspiracy from happenstance.

The DapksMATTER Campaign Setting
expands the ALTERNITY game by
introducing a near-future world full of
the paranormal and the occult, laced
with conspiracies that threaten the
entire world.

$29.95/543,95 CAN

TSK 11433

ISBM 0-75609-1433-5



Mindwalking:

A Guide to Psionics

An ALTERNITY ACCESSOLY

By JD Wiker

This comprehensive guide expands
upon the psionics rules from the

ALTERNITY Player's Hadbook, adding new

skills and powers, providing guidelines
for incorporating psion-
ics into different science
Fiction genres, and pro-
viding integrated mate-
rial for the STARYDRIVE
and Dages Marer”
cimpaign sethings,

H15.95/527.95 CAMN

TSR 113584

ISBN 0-7369-1354-3

Return to White Plume
Mountain
A GREYHAWK Adventure
By Bruce R, Cordell
For centuries, White Plume Mountain
has risen above the Rift Canyon, daring
anybody foolish or brave encugh to
enter its depths in search of treasure.
Mo it's your turm. Revisit the classic
GREYHAWE advenbure Whike Plime
Moundain in this Silver Anniversary
edibicn of the
A classic, The
smoking mountain
lair of the sinister
arch-mage Keraptis
holds the secrels o
thres powerful
I EC WL OIS . .
and perhaps a bit more!
512.95/F18.95 CAN
TSR 11434
ISBN (-7H04-1434-3

Guide to Hell
An ADED Accessory
By Chris Pramas

‘."f‘"# ¥

ey

Go to Hell—so ko speak—in this exciting

new release from TSR, The Grede to Hell
prowvides a wealth of information to
Dungeon basters who want to set an
adventure or an entire
campaign in the Nine
Hells. This groumnd-
breaking accessory
contains information
on the layers of Hell
[including the hereto-
fore secret ninth laver),

TSR NEWS

Contest Winners Unearthed
Wi fimally Have the results of the
“Beastly Research” contest, With more
than two hundred entries, it was our
most popular and successful contest
to dlate,

Many entries focused on animal
and monster hybrids, and dragon
variants were also popular. Thanks to
everyone who sent in an entry—they
wiere all very, er, imaginative. Except
the ones that weren't. But let's not
dwell on the past.

Cince again, you've all made the
fask of picking a winner extremely
difficull, but affer several passes
through the huge stack of entries, we
thresw them off the roof of the Wizards
of the Coast offices and picked the

Warriors of the Web

In September, TSE released its first
Web-enhanced ADED game prod-
uct, Warriors of Heaven, “Wea
wanted to give fans more than their
money’s worth,” explains designer
Chris Perkins, “and I wanted to
design an adventure specifically for
celestial 'Cs, to show DMs how it
could be dune.” The web ad '&-fem L
is titled “Devil’s Deal,” and most of

the action takes place in a fortress on

statistics for its rulers and notable fig-
ures, infernal spells, powerful magical
items, and new devil-slayer kits for those
players who have ever dreamed of [ak-
ing their characlers and storming the
srates of this diabolic realm!

$13.95/520.95 CAN

TSR 11431

ISBM D-78692-1431-9

Drizzt Do'Urden's

Guide to the Underdark

A FORGOTTEN REALMS Accessary

By Eric L. Boyd

It's been a while since the famous drow
ranger ventured into his native Linder-
dark, but he hasn't forgotten that he has
many enemies there, and chances are
they haven't foreotten aboul him either.

ones that made it:’_:iu'ﬂ_}i; P ol

The winner for best AD&D game
creature is Richard K Sa'n.dg_rspF
Hartwell, GA. He sent in a fantastically
frightening entry dubbed the
visceraikh,

The prize for a SAGA creatune goes o
Leon Chang, of San Diego, CA.His
shadow draining umbrage really took
our breath away,

Leon also took Honorable Mention
honors for his AD&ED entry, the soul
miask, along with Talon Dunning of
Atlanta, GA for his dvati. Congratula-
tions to all our winners,

Keep checking the pages of JRaGON
Magazine for a “Dragon’s Bestiary™
feaburing our top ADED entries,

Phlegethos, the fourth laver of Baa-
tor, where “the characters have to
outsmart a fiend on his own turef,”
The Web site also presents a new
celestial PC race. The quesar were
ereatures created by the aasimen as
servants, but they rebelled. Chris
say's, “They're ideal as player charac-
ters—they have a lot ol freedom,
they’re weird, and they're tough!”
Fans can download two free
articles from www. wizards.com.

Henee, Drizet has called
upon various friends to
bring him reports con-
cerning the drow, duer-
gar, illithid, derro,
aboleth, kuo-toa,
syirfneblin, and
dwarves as well as the cities of the
Underdark where they dwell. While he's
atit, Drizzt will include his notes on the
tricks of survival in the Underdark, mak-
ing this product an excellent guide for
adventurers whowish Lo take their cam-
paigns into “the night below.”

$19.05/529.95 CAMN

TSI 11509

ISBN 0-7869-1509-9 W
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Bill Slavicsek, Director of
Raleplaying Game Design
Fu['_‘j.lﬁf,;aiﬂg of the Coast,
has gwi'_'iﬁﬂg"pl:iliﬁ f{_rr{'.i'le_"f_l.lhlw.

% . f}%

by Stephen Kenson

Bill Slavicsek's resume reads like a
history of roleplaying games, One of the
induskry’s most celebrated designers,
Slavicsek has worked on games ranging
From Star Wars and Torg (from West End
Games), to the ALTERNITY Science
Fiction Roleplaving Game and the new
DUnCEONS & DRacons Adventure
Game, He won the Origins Award for
Best Boleplaying Game Supplement in
1888 (for The Star Waes Sonrcebook) and
again for Best Roleplaving Game Adven-
Eure in 1995 {for Coureil of Wirms,
re-released this month).

Baorm and raised in New York Ciky,
Slavicsek was a comic book, hormor, and
seience fiction fan from the beginning,
“Some of my earliest memaories involve
looking at ancient issues of Marvel
Comics, drawing my own comics, and
watching old 5F and horror movies on
TV he says, Slavicsek went to the High
School of Art & Design in Manhattan,
where he studied cartooning and adver-
tising art. Later he majored in Communi-
cations Arts at St. John's University,

After praduating, Slavicsek worked as
an editoral a weekly newspaper in
COueens, Mew York, for about a year.
Then he answered an ad in the New Yok
Times and became an editor at West End
Games in 1956, During his five vears
with West End, Slavicsek worked on a
wide varivty of mmes. Fle was on the
editorial team that worked on the origi-
nal Skar Wars Roleplmgiine Girnre rulebook,
and he co-designed Tiry with well-
known game designer Greg Gorden,

“The summaer that the first Star Wirs
maovie came out,” reports Slavicselk, “|
saw it thirty-eight times!” When dead-
line difficultics arose for West End's Sty
Winrs Sourcebook, Slaviesek jumped in to
help and ended up writing mast of the
book. “Alien names Linvented for that
book can be seen on action figures from
the ariginal trilogy of movies today,” he
savs witha note of pride. “Twi'lek, the
name of the species that Bib Fortuna
belonged bo; lthorian, the name of the
Hamumerhead species; and a lot of the
aliens from the Mos Eisley Cantina were
named by me and Grant Boucher in
Galxy Guidle 10 A Weww Hope ™

Slaviesek left West End Games in 1991
Lo pursue freelance opportunities,

including writing A Guide lo Hie Star
Wars Liniverse, a definitive reference of
Stir Wirrs movies, books, and gamues that
wits published by Del Rey in 19504

1n 1993, Slavicsek took a desiener
editor position with TSR, whene he
designed the AcTrrnimy game with Rich
Baker. Slavicsek’s other credits for TSR
include the Bevised [Daik Sun® Campaim
Srtfmyg and e Nightnare Lands for the
BAVENLOFT™ setting,

“Some of my personal bests include
thee pair of PLANESCAPE" adventures |
wirote—Te Do Spark and Harlinger
Howse,” says Slavicsek, “PLANESCAFR
brought out the best in the people who
worked on it Fmoalso extremely proud
of the ATTERNITY game system. | worked
with a great team that featured my co-
designer Rich Baker, editor Kim Mohan,
David Eckelberry, Jim Butler, and the
great visual contribubions of rk post.™

By the end of 1997, he was the Director
of the TSE Product Croup for Wizards of
the Coast, a job that has =ince been
divided in two, making Slavicsek the
Director of Roleplaying Game design,
where he oversees the entire skaff of RI'G
designers and editors, "FPart of my job is
tor help continue o improve the quality
of our products and advance the state of
design. T have the most talented feam in
the industry, and I'm very proud of the
work we're putting oul—and excited
about upcoming titles, ton!™

Those upcoming Litles include the
adventure Murder in Drivespace for the
ALTERNITY game’s STAR*DRIVE" sctting,
Another upcoming project is an updated
version of A Guide lo the Stayr Wars Uni-
oerse that includes all the novels, mames,
and comics that appeared sinee the last
Cauide {although it does not contain
material from Bpisode Oyrer The Phantam
Menace). The book is due in 2000,

Slaviesek is currently working on vari-
ous “acguisition products.” “These arve
games designed Lo get new people into
the RPG hobby,” he explains. “Our cur-
rent strategy starts with Fast-Play Games
that lead (o a boxed sel, which in tuen
leads to the core product.

“I think the DUNGEORNS & Diacons
Adventure Game is a great place for new
E‘\|F|:;'g-r.\i o l'n-'gin, and the shff I"ve been
helping to develop since then is even

-

better. Just wait until you see ik



ills Treatest Hi

keraptiscalled.

HE LEFT THIS MESSAGE:
BEST OF LUCK on your

t voyage . . .
I he Dungeons & Dragons” adventure game
WO R]—D . engendered a new chapfer in gaming.

Twenty-five years later, TSR is celebrating its
Silver Anniversary with the re-release of the
finest roleplaying products ever produced.

li’s all coming back to you.

@ Retum to
sWHITE PLUME MOUNTAIN.

The feather of ash and smoke sifts again from
White Plume Mountain. You must reassemble
your pay and vanquish each newly risen
false Keraptis and reclaim the mighty weapons:
Whelm, Wave, Frostrozor, and Blockraror,

A repegode ranger and his companions

must infiltrafe the voleanic stronghold of
the vile wizard Keraptis to recover pow-
erful ragical weapens. Join this brave
party in the dveting novel based on
“White Plume Mountain.”

Dragles, BED, and the T58 and AD&D logos are regissarse frademarks of TSR Inc. TSR, ne. 15 2 subisidany of Wizards of e Coac, e 21555 Wimrds o the Coazt ino.

T54, |]urll:|u|:|nr

Ouestions? Call (800) 324-4494, or visit our website gl cwww.isr.com:



WE "ﬂ l}rﬂ alﬂﬂ H WEHSIIE that offers roleplayers a world of information. Take part in live

chats or post to bulletin boards. You can even participate in online gaming or read consumer reviews on upcoming releases.
It's a world built entirely for you, designed from your feedback. Conquer the new frontier,

alay awhile.
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