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A Letier from the Editors

Well here it is | The Fist issue oF
FANTASY WORLD. The azine is 3
bt different thanm we Wad erigwall

. We had thougkr e

publish a 2ine of sikty Four
digest - sized . Then we clecided
o go with 3 -size. fornat, Then,

as work progressed on this first isse,
we. vealized it 1 we were gsing to
have the mix of news, fiction, e
arhicles, modules and vegquiar deparimets
that we waulec, the ne was gp-
ng to have to be Much, much longer
then we had planned. The incwresase in
price from anticipated 43 to¥S per
isue is necessitated by the increased
th oF the zine and by s lim-
ited circufation” Finally, Relo decided to
inclucle in this premier issue a
full AddVewhure module, the First in
he World of Mansul Eacthweund
L énes. We ou'll ewj
oth's Treasure !Inb:uPhe gdun is‘ﬁl
of FANTASY WORLD you Can expect 1o See
+wo or more modules , totalling at” least 24
pages in bnaﬁn
Weve extited aboud werking with you
on the development of the Word of
Mansut 3nd hope that thae of you whe
havent joined n yer will do so. We can
alreacy see 3 richness of detail beginai
to develop with the. infeytuwining of infor-
mation on the Weorld o and some
of the Characters who pepulate it in
the sfories articdes, maps and modules
that appesr In ths issue. Tt should be
fun for playevs in gaming groups to (for
wisTauce) meet up u)?;lagm?n—pw chay-
acter They've read about in a story, There
are 3l sorts of possibilities for nteractin
between ing groups when they're phay-
Mg In d.m p%ﬂs ofF the sswme world.
re looking forwand 4o receiving more
submissions that will contribute o the
o\M‘apmebd’ ar this campaion word.
Check. oul” our departmends. We. hope
owll enjoy reading aboul yourselves
an %&?:mﬂw N our nNews
artices and ‘gamer profiles” We parha-
tarly invite those & you who live \n

avess other thaw Batesville o Fill s in
on your local ing News sSo we &
include these repo m Rdwe issues.

In addition +o the Gwrs News
department, we vave Reviews ~“humor,

Masters’' Forum (for articles
and adice on how 1o be a betier )
wf:.i's 5 o mystery oo i
arh , Places and
ke are desoribed.

Be sure to read our revised sub-
Mission I mi'»on"hlmdebxk.
cover. Weve tried to make it easy Sor
‘P“‘b make subomissions +o FwW We
ralized%w:m we launched Hhis maa-
azine we werg qivi liftle.
notice 4o anyone w’rgm‘rtsm\:')an'\'
1o write something for us, so T
uess no one will be oo surprizad

most o5 the work heve s our
own, We know that a number of pes-

e were waiting o aquire
a computer /privter fword pm:éser and
m the Fosence d’aMW-‘Yuw
typst, we've decided to hand print the nag-
azine. We Viepe Huat vou'll bear with us and
tink, of this 33 lending 2 medieval Favtasy
flavor to the publication.

If you want to know more about
aruything you vead aboud In FANTASY WORLD

or if you'd just like 1o talk 4o us, please
feel free to write or eall

Caud;, and Roo Washoum

*We will be honoring all coupons for

purchase of FANTASY WORLD at the
price of $3.92 per issue for issues *|

and *2, 50 if you have a ¢ « youll

want” 4o use t. Please

with payment by Dec. 31T 1983,

l'
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‘Batcon Batesville's ‘f‘ir;?’
role - | nq Convertion , was
held P)*m( E*%‘*ﬂa’r Batesville Middle

‘Batesyi L now Batesvi
FMTZ&, Gui ) ‘Thirh,-‘geven players
on nine teams competed in i
th | 2 a

n Werld Mansut develo
esrwiaua( for Batcon by Reb
Tlustrations for the ule weve.
drawon by Bretl Jewnings, D& and
Jennifer Gieser provi refreshments
for zale and , Hwough special arvange
meat” with Chris Fairchild of +he Book-
shelf i Batesville , offered a |a.«%
selection of TSR products at a 1o%
distount. Mr. Frnland, PrinciFal of the
Middle School, was helpful in

the ecellet failiy, G bl
Stock, Seott Meore, Mike Mesier, Brett
Jem'wgs and Nic Wonnell formed a
Work. “Crew that b:wsg mice\\Bueous
j from assembli e DM's co
ﬁe mocdule to E?OMJ w aﬂ:ru
the convention. A 1-dtal"§= ato.,.j-ﬁﬂ‘,
peple attended the aconvention,

The winning +team at Bateon was
the Purple Tedin, DMed by Troy Tiderkn
and consisti of .G 6:’%;::"%
Stock, Tom and Steve Wickens,
These players were excellent stvategists
and scored best sl around. Members
of the winning ream were awarded

O? The Y "I mastered
Bateon" T-shirt won-ons aed  fertfi-
tafes oF Mzstn, Al Batcon DM=

Sored 'é% ! Werks ag.:j
AL TS el

Y s

were Bwavded p: TN of' the medule
Cerhfeates o5 Mastery. ers on
-::g other teams wmded |
Certificates of Valour.Each Batcon parti-
ci receied a coupon for 41 ofF
ot Paton L (be zue 1o use “them?).
The Gold Team and *_;\;V e
Teadm were Yuwawnevs up. e's on
(pld Team were M"?GWMH,CM(B
Crrcenewa\d, Chris Huudinaton and Onris
Blum. They were experiencec and well-
prepaved and Showed 3&‘? akxlity as

role- . used +ime well
and f::bam.m medu e . Ther
DM was (rarrie Seott.

The Orzuﬂe,‘ream was wmade up
& Mike wmkm,cmwj\::(naon‘l_‘?on
Barnhorsr, and John van,
weve DMed b\, Evic Johwzon. ﬂhe;!y
eveatively accomplished the tournamedd
obective., consistently making time-
saving 3nd wise AT,

'f?\e. Tavk Blue Team, DMecl oy
Mike Meosier , uas wnventive and
demonstrated their ereativity by res-
urvecting the NPL who appeared
to them 28 2 shadewy form. Fa
on this team were Steve Walke Jim
Walke., Chris Walke  aud Don Davis,

Owris Strpelcel DMed the Brown
Team, consisting of Kevin Mo (ree,
Chris Minniear "éevin Alford , Tohn
Randolph Brent Williams This
qroup disti'ﬁ:ished “them=elves By
performi y well inthe |smitle
wilh the Tive Bat and wn the ocd
last stand.

Clif Burnham  Aaron Snowden,

Fntasy Werty - vsraen o



Gamﬂvﬁle.-ﬂym Volg
Jason Hales, Nathan Andecson , and an Volz., 3 L%
Justin 'Roc_kwood wade w the Green ville Mldi\@ Sdf\oo‘ has a ‘FaMaS’
Team. This teaw was -rhe. masf- Cole-poyer for sbout 3 gear. ths favo-
fearless in ‘oatlle, c_\wdlenﬁl rie pb«aer coes 15 theues - - though
Bal hevnd to hwd Their wzanc does not have 38 fawerife amo
Wonnell. +hizves he S, he does enjoy the
The Red Team was very all 3bilifes af-('ﬁteu‘l‘: pa \arly
in the purchase of supp Ices They boug 'chmbn\a walle® and “$indi *hsps
ﬁp.gmhrgsaf'Molofovcocmlsaudusd n,a 410" brow es{:d
these bombs 1o further their cbjectives hamed ar old , 3dmits has
in the adveshure. Members of the Rad many m—ms bes\dzs adventure qame-
Team weve Danvy Bultiwmann, Steve nq. " These mdude wa’rdn AV
&hwrp ‘Lndewau and Cnn( Sglwrsgcms +he "Dun-
'R«.htef ‘We;, wexe DMed by Sactt nd s car*bon 'R?ln
Moore lSo kes vid
ecvge Meorman DMed the L.ak'r Defender and n A
‘Blur_’feam Tesm members were Chris has no girfriends’ b«d has
Kieffer Matt Tucker, Ron Sehwipps , Mike had "about hatf 3 dozen" m ‘H‘IC ;851'.
Coffey and Sam. Craft. This team showed Ryan ddn't say whether he had these
a lot of temm sprit, espedally nthew rifrends ail at once o one st 3
encounter with aunt snake ' %me_ o\m‘ 3 yeer or +wo
Relo wa;\mburnd 2 2 fwo-n?n Itaeﬂm RYan 'S Cousin tls
team whic or one half & an's favorite D yon's na
the humw‘{g‘ohn Hales, and Fred m,, .fa “Be happy.’ g
Rockwmod, Fathers o‘ffsfwo of the jowng-
e_f ZBa‘l'con pavticipan proved o be
ot riacatirs s wie epores, oo r Profde - Scat Mosre
and from 3l reports had fun. ile s
RPW appreciates the feedback on 3 1},, b,,ifh?s been, 5 fgutesy
Bateon we\/e m:.a\ved from 2 ears. s
n s
“"‘,‘Fm"" P '5 ik —‘Ba*“"‘ and level ?c i SvpLarben whese. eaﬁiy
we B FO'Z four 65"0“5 are described in 'M Lfe S
OULr sl h:t’s i ﬁ\e nq \g.ars 1‘9':0'5 -
aF ‘BaTcon hich il w an" 3@ feature in m efane,
' 4 the o Sco‘t:? t-?ﬁa rali ' mé:v;(a.
‘é i aildsman) e ‘B.afgn e. Fanta
Mikie ; g s 850, 1n ms own.sy
Wot‘ds " Woera\ o%an act\o
adverture e 4or RPW, %r an

undisclosad amount.’

Sesttre fgvonte adwmes
include Music. , om Ter amm
and dat This ucldsﬁgs%
chosen rouPs include ‘P’nK
F\oyd +he Babys, David Bowe and,
+‘u|l Moons, hand dmms ﬁcavy

Md'al
Scatt's mMotte 1S “Don't nsult

WM %* (2. wihe you Know ¢an Deat the
‘ out o'F you. unlzss you <an

. run ‘Fasfer +han them.”

., | N 4



DM s’ Semmar

Tey\ lﬂ a
eon Masferiaﬁ&mﬁ:ré conduct-
'Ro\o Washburn and held over
)J ik peried in July aud Ay

ust ’T'he. learned the lbasics oF

how to DM fmm qwte
exersive Eﬁ}&g—ood readi

slons and formal pre.sen |ons by
Rob as well a5 though actual
practice DMing forfégoups of
experlenced ers cb's presera-
‘F'ea‘l‘l.t.rg:iB ‘fhls SL,vﬁ’h&ig of
-?he ‘“four aritical roles of the DM!
(An avticle on one £ these roles,
that of a "rolemaster”, appears in
this =sue oFf FW Wafch for move
n Futwre \ssu.es)
For Their Hieal TMin
pevience, seminar -I ipants were
%u\ 2 choice of three thﬁ];xs'
Min m L
el Suon & g kgt Shoran

-ﬁ'om \ﬁ
mm;“cm"i’ i

ancther DM and be playade wm.—
out further verbal \ns'frud-uon Thse
who chose the third op‘hon would
ako be pavticipants in a madule
‘h‘hbﬂ Two «F +he -en
:DM?:' e sewinar submitted
modul% for the COmPe‘h‘l'lon
both were awarded prizes for
teir work. D.G, Grieser was de-
clared the wwwner and was aiven
a check. for $20. His madudle is
scheduled to be. ayed at Bafon
I in Februar ¢ and wd\ b;
published \e_‘Pla

Dl will receuve add.."\oual Fa\;-
mevits 2= work z

development of module, +atai
ing *loo by the time his module
is published. Seott Meore's module

was 3lso jud cellert and
Swtf a3 e.)& . Addihion-
S%O when hls K s pub-

|g¢d Beath writers will re_c.ewe.

Yoyalhies baged on sales of pub-
I?gh moduuj{‘? f Zd
artic) "
the seminor bit not %e con-
%;tmon were Troy Tlderton,
rrie Sactt, Mark! Stock Brett
Jennin NIC \AJonn&\ Mike Mosier;
Chris | and Mark Westerseld.
'x:eedwho completed ‘rhed Seminar
Wi and some
of them were DMs at Bitcon T

Begpner's DM Seminar
:Bea‘mmg ';:ﬁqcon masbrs had

boﬂom basics of houJ‘f'o b¢
aDM at 3 one- n ht semnar
conducted ashburn on

November 7% ‘IVtsfru.c.hon ‘f‘o-
cused on how fo run Combat en

Cousters pr and haw ‘fb use
+he. Parti-

4*-
e et
:Damy Fasbinder and Rob Kluﬁs
Design Mastars’' Semingr

A one- eminay for experienced
DMs who want to (orite professional
uahf’}a puldishable. modules Wil be held
Saturz :Fam.:.ar 4™ from | to Spm
at Reb Waﬁhburns home. The s=eminar
will be conducred Rdo Washburn.
Seminar pral‘hdpaa.‘l's will receive nsiru-
tHion on how te and write
erignal adventure =cenzaries. During the
follow: morth Rob will consult With
parhcipaats on 21 individual baasas
they write thew medules. Each
uate of the seminar will have ‘ﬁ\e.ap’
pertunity to zell his module for 3
total of %100 plus hes for publica-
-hon by RPW as an Yerture o a

Night-Yeutwre Compu-gon of the sem-
m will require an aphitude for
d;?tlpﬂ wrl‘hﬁshlls amd lots ofF

werk, cost is IS payable

& the door. For wmore mformal‘ion
sall Rob (AM-5609).

Tty Vertt vxcevosn v

Graming News,



e (zaming Neus
Ployers' Seminav

ions Tor plaqinﬁ the

vavious  ADED player classes, indivi-
duzl and feam for small-

roup combat and o *o oraan-
i and vun successhidl T

were some. of the topics covered
n the Players Seminar held on
each of the four Thursday ni3h1‘5
in Octoler. Sessions divected touad
Combat Masters, Spell Wasters and
Shadow Masters +ook Bﬂm during

the first three weeks. the foufth
Thwrsd:;g Seminzr Parﬁc‘.'\pavd's : N‘h- ‘ >
Mn = 3 Sbc\\, a8 Junior at Bates-

G Moorman DHed. +he winmi ville High School, has been 3 fan

Toutnm oo‘\fmm_'\' he. w'\m\inwm“g amer i‘:r 3bout )8 ear. Mark &r}?})

ptmm Chris Srroeboel, Steve. %rs ‘ﬁsm-qpas : gspecnﬁl\ barbarens.

Wk and Crany Fatlon They sdved MarK's n:no;hpla%nd ggr B3n 1S
me

the "tuning fork N record time, Lupus. us qiues o

and in ve,n% closeﬂg?ml standings were 645&& te u t_"a:omm Pes” in Lgh-

dectared the al\-avound wimners. Eac \ 0. ou nH _aireadi

of the players receved a pautted metl i mor{s‘} " que Tt 3 oK.

winiatwe. vepresert The. ‘g::mar-—.mf ark s one of “the ruling

alharacter he lad ﬁxgd - members of Batesville ‘Fen’rasy ild,
A tie was dec for =cond fhnd & gusy planning partes for

pae and players on +eams, e . ‘

each rtz(.ai\re‘r‘:l> a w.«.povx*-ﬁh;'mm Mark has .mg‘ag inferests and

any P preduct, tournament of senivar, hobbes.  He is offenswe fackle
Bob Copeland, Troy Ashoraft, Kevin %:\-W\c. world renowned Batesyille

: doas. Merk is 3o the ranki
Alford and CI§f Burnham were DMecd b\’ Couil m Potrol officer in the 3.1?.-

Ton Davis. oved +hemss|
e 3ood rms ‘:dw m(ﬁ& a Cobnel. He, P{Bn‘i‘b aﬂend
Affizult) viddles +Han teans. west Point and 1S something of an

Carvoll Seudder was DM For Davd 2ypert on ,cp;%mando ﬁmqs. ThiS
“Reynolds, Mare Wenning, Tanny Buttoran, wa\edyac 1> at fetp 1 Marks
Crarrie Seatt aud Lindewald . This (ole-pld n%\t;obb )
team won the Amber Maze zection & Mark “has prrsonal mottes,
the towrnament, aetting all Team mem- but one memonable one 15 “Death
ga's aa&h,w}n the shortest TOM‘GoGﬁ,i;au Go S0 monaa's."

me

Others who participated in one or

more sessions &t e sesunar but net

in the fournament were Mike Mosier, Q Rowca'\ i e
Nebbe | John Randelph, Justin Reck- shrieker fwn; sereaming

weed , Kevin Mefree, Todd Crardener, Chvis on Wednesday

Minniear, Seatt Moore. Aaron Snowden, Try A. Kill it on Tuesday!

Nathaw Anderson,

: s e Tty Terts



Py = Teu g prdrt

On November 29™ z3n FRP mini-
tournamend

Mzﬂiﬁ_ﬁc_hbgm.‘
Mound , was held at "D.G. Cresers
house in Batesuille. The mini-

mnamacf was 5or¢a\ b?
n CD' on
Bt oo %ma Ghild. Twe
+ean1:> partiapated m this eveud

for charad'ers o 3 level. Geo
Moorman. DMed the winning team
which consisted of ZTohm'Favuo
]gaﬁ-{m“ &u.dﬁer (‘Jlr;slMxM\car
(reser. mnmﬁ players were
eadch awavded a nted metal
minigture of chhzr‘ad'w +h
prayed (valuzd at 43) The runn
up, PMed Ton Daves, weve CIif
Burnham el Pt et s
Snowden, “Batesville F'anf‘a;s:r( G(-';-‘:ul‘lid
awavded spec,va\ rizZes
members.  Keyin ﬁchree was ramed
most Valusble and recelved
a 1984 TSR’ ’Rcalms &5 Wonder" oal-
endar (valued at $7:15). Second and
third place winners in the ndividual
Payer co wion were Chif Bumham

Aavon en. Each received a
gem die (valued at® %),

A second min-tournament Seven
Keys of Dhurimar for 9™ leve)
gayer chamdars is stheduled for

eLember 1%

M N v T —
Clubs

Dr. Gieser and Mark. Stock are
spearheading a reorganization and
revival of the B ille. DD
clu under the new name Bates-
\QL!e Favd‘asg Gmldr;f‘he er!d wil)

o sSor (N 5 ming 'Mn
amen:;g mm.a-téuP:a. e<sions
and other everts ofF inh +o

. On November |T® +he Gruild

id a to wtreduce.
szo 3‘*1& club.
Ev;;vone seemed to have fun ad

p\zza was co
The Guild has also Co-

with Role Pra yers Works

pudh on -ﬁ\e, Ba!'con MW
Washf Mound \mmH'ourM
iated an
w\‘\’:gaghrls Fax % b o The hd"
le and wdh Rale Pia
scput?"m all Gruwld Wm
|o ﬂ on 2l TSR and
“RP preducts, Gruild memperships
are year. Cortact D.Cr
Greser (934- 4053) or Mark Stk
(a2y- q739) \f' yowre interested,
The '.Ba'!&wl\c M\ddk_ School
FRP Club was
ber with the ﬁ:l[o
Me(ree, prasndenr
g:\f, Aaron Snowden, +feasu.rer,
n Fasbmder secre , The
u.b‘ \fnser is
wa«‘a\burn Clulb membership is
-Free The culo holds weekly wmeer-
. Cortact Kevin Me(ree E34-535)
‘ve inferested.
m Crroenewald and Kevin Hinson
are. organizi an FRP elub in
Incdizna. We dont Vrave 2
let-cf information on this one yet,
so if you're interested contact
matt (319-2827)or Kexin (372-7363),

We inwvite a2z gqamers +o submit
news af"l’helr RP clubs 4o be

wn fudure issues oF Fw.

£
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m . -. LA -
Tthe follewuing 151S “prgjeds under
way. We hope fovsex some or all

of "these published in F?@g;\ World.
I?wemlssj:i among, of It you have

3 new project sharting, let us Know
and we'll peint 1T In next 1ssue
of EW.

D.G. Gieser: WorKing on BATONT
module” ¢ on 3 plece
of fieton about hiS
Master Thef, Schrodl.

MiKe Mosier: M a Module .
that yes & massive
bettle with lizerdmen.

Erie Johnsen: Werking on an 3dven-

i ture n&u&e 8n onga

fiction piece gbeut his
PC , Neptune the Siayer.

Garre Scatts Wiiting 3 ?aniasy nevel.

Tris Washburt: lsieting Megalith
Matt Groenewald: Designing & module,
Brent Willizms: Desigaing & module.
Seatt Moore. © %‘Sns'{néf module for

T roft: Designing 38 MW

Kedn i\?ond: pryer crass  the
Av nger.

Carroll Smd&r'-DesnSnms a medule.,

Brett Jennings: Occasional illus -
Scott &m wwn?%"f{?w.
Gery Ricter:

Roe Washburn: Quest for -+the
Eartirtrees" Medule .
"Mad Mag'\cian's
Tournament™ Module ,
“Grey Tsle Aduewture. *
({a::as fichon,)

Desi nl‘nﬁfﬂ‘s Sem-

Inaxn" preparetion.

MN“_

Proclamations

5

Coming Evewts

Ds%\_qﬁa

13% (Tuss day) b330 pm, "Seven Keys
of bmmr" mint ~Tournamert for
home , Batesville. 2 in advance (§)
for BFG: members)33 a3t he deor.

mﬁ(ua:hesdaq)v-to . Farty for
Tatesville ) A

Jan, 1984
1% (Saturday) -5 pm. Desigy Masters

seminar conducted Wazh
brn ot Lo ot T
#15 ar the deor.

. 1

%‘(ﬁmp FANTASY WORLD, issue

#*2 scheduled for publication (ger
submissiens in!)

gt da.,) 8 am.~ S pm. Batcon L,
FRP convertion awd ‘ournament
Bateiille Middle Sohoo\ Commons.
15 in advance (e your ¢o ns!)
#7 at the deer. (Re ML‘L)FO

§

Call us (A3-5L0q)iF you need wore
iformation en cownting events ar fo let
us know of coming events yowd like
us +o mdude in this colwmn ina
fuhure (ssue. Publication s free of

charge . é{

72—



werid of Mansut Update

oroup \eader(s) area franchise
Kob Washburn ian 2
In 1983 Reb Washbarn 2 Yﬁl‘m;
and Role Plavers’ Workshop Isswed e
an }"“'”JJE“JZO area +38mer‘5 o
help n evelopment of a fantasy
e playing campeign worl, e e e
World & t ested parties
were asked ‘o contact Reb 1o re- ‘
ceive 2w "avea franchise™ - @ b Seott Lindewaldl Clear wood
of the Werld o Mansut +o P Danny Buttman
basing fantasy role- playing (FRP .
:&mur 5 there. vFran:_hEe vhodets ) Kevin Melree Elevor
could alse write modules and stories (Batesville Middle
<et in their aveas and articles akodt Sehool Club)
their aveas which could be publishal .
by Fautasy World Magazine, Exellent D& Gieser Over wood &
modules would ako purchased swrrounding
for szrarafe publication by RPW. wilderness
Welve had a goed response :
to the \nuifaﬁon.aren franchises Chris Stroebel Miral Renninsula
have been awarded to FRP groups.
Each grovp has veceiveel of will Creorge. Meorman Grey Tsle
vecew? a rap,drawn by Reb, of ther )
2;23 of the World oF kuaa Some. Eric Johnson Dwarnor
the maps are reprad W Hes
zing, gither n ?;\re, special map John "Raudolph Glide
section which follous or with S
Stories and articles 4o which Kevin Hinson Haldor
they are related. Matt Crroenewald
Several of you haw alse talked ,
to us abeut ™Modules and storvres, Down I Quelan
set in the World oF Mansut, that Mike. Mosier
you are working en. A couple of {
these stories 'a%w in this isswe
of Fantasy wWorld and we'll be
publishing others in fudure issues. Q. What makes more vioise
The followmﬁ is a |t ofthe Hran an orc caught in
World of Mawsut “franchises awayd- a pit +rap?

ed thus far. There are =till other A. Two ores caught in 3
areas amlab:t if yow-’v: inferested pit frap.

in e with us on this iect: (
I#—Jyou-ns ol e 4 nformPfr?“'m, Ha ha ha ha ha!
eall or write us at RPW,

World of Mangut Maps —>

2 e o Totagy Uortd



9oy ‘cgbl @

YIRS NOLEUN

1A I N Y

. » S & [ :
- 70
~. A, h BN
[ R A .\
\ 1 » F
> ~NA
]

TWOIMO wb.iﬁ»wnts ...B.au:..dqzﬁwej adwme fq poredad se
503 3 Yo\ gt o} sSITrI(N sxw.axﬁ %Eavwmv. oL,

I3




G‘l"e Igh 4 ?ZE b lﬁ:) éKma”;kgfuﬂnm lgemess
'\ To Lam
4

& T

s & Lowdeend
\

4







. Se
WoAI3

-

7 - v

f(/«,

3% Spae
[umau.

N gL

f.}‘s Y
9

.I“‘. r‘

JBL) SIPPM WL G S

A0 Je) “QN

BT

01 )

™y
J;ﬂ'.ﬁ G,

e ™ '
- -

~
-

o, ’ .’"
‘




&

1B R

. em

~ | H 3O

- Eg\ i
S
Q

Isls

The touds hee shares. dond return!)

17




{ e Surrounding V\Mder‘ncs.s, A3
q- e 8 ) NS 1V iC

AR

© ¥ 3n 45
mijes




The Beastmaster

b‘, Tra’ Tiderton

Rames the holy wan sat sbrmg =t
the embers n the dying campfire while
4he halfling thef M\thf pu on hs
pipe. The other fwo members af ther

 Lucian the ranger and Tuwrrin
%e , were  stouting ahedd for
the nest mile.

I’r had been a lo dag for the
roup. They had traw novtheast
om M. Seerol thro Wihe Precious

Woods and forded +h uq Nerid River
The fra\el ‘ih h the ouﬂqu h\lLs

Mbe*ﬁfmdesfpaﬁo?-fhelr

NMZI new cam Just westor

um =ound &F +In~35
and unknown Filled thes

" Ramos' -Hnoungs were. mosHy of
the lena ahead. 1% was
still some. S mikes 1o the o
of Quelan. His rvmm u)as ey fup~-
ted when his uJa co nians, bzcE
from their mon

mfo &

‘Noﬂanﬁ unu.suzl for-ﬂxe next
mile or so™ 5aid Turrin as he sat
Adown by +he fire,

a

"Nethi unuswal"‘ asked Mincey
ieveculo * How ¢2n you say ‘hat
wrth all

-Pnose bizarre. noises Cormrg
out of +here ?" He nedded +oward
the swamp,

"Dort wovry, Mincer," Lucian re-
assuved him “&\e cregtures won't
dome near the fire !

llustrated by Rebo Washburn

Lucians swor: ran as |t
cleared ts s k outs”
he cauwtioned, "this cou.\d be. a*rap
watched a= a midde-

The ou.p
v in ra Cio’tgzs +ell
on his face at

ﬁre He covthnued to bakble n his
arge and 1+ took some
-hme before calmed down
h to be understacd c,kzrl
He oke m +he |
ot the a'?
He +old an incredible fa\e csF
a man he had md' in the ﬁ_g;z
e
h(sparh, Ir h been*\nreeday
befove when a sterm had seat
teved his group in all directions. e
had ed for several hours

and gwen himself up For hopelessly

\ost:

Tt was then that a + chad
evﬁnrelv i furs approached him out
ot the' swamp. The man was \m-
mediately followed by four small
yellow  hwmanoid forms.

"He said Somdkm% softly in a

\ T didnt Ssad
%%C';A -Lilkosc creepy \ite

low vd chasimg mel"
“Ave they shll chesing jou 7 “asked
'Ves 8 385#6\ Yhe fanig

back to -the,av‘ou.nd “but new -thar
you're all here T dovit have_-fomwy.

A low chuckle was heard commj
from near the fire and every

The words had barely left Lu- twrned to se.e'\’urrm ~fke_ sn+-
c1ans Mowth when -111&, eard a tivig at the eu;ae of the 4 ook»g
hOY'Y'IbE stream. A v Yo F

ed through the ha -h. et 1| no’rbe. able to save you,’

81’ he swamps e. He. statecdd Twrvin matier- o?-‘Fa:.Hx,
-\-owand ‘the 34 ers' can\pﬁnz "What do you mean?" asked the
h a barehl, wnder=trand - man nerrau.sh.,
;E‘“’ff

.ﬁqyiw

9



"“The oreatwres that were chasu?
you ave called Bile Men. The man
fws is known Simply as the Beast
master. He cortfrols -the Bile Mey and
will do an he. tells them

+o do. In +this it seems that
he has ordeved them o captwe
you avd they will ket nothing stand
in TM way of accomplishing that

“But you will b me travel with
You, wont you?"

"Of course’ said Rames, "we worit
wn youw sut on your own

Twrrin rose o his feet and

walked +o -the a7 the firel
Staring into -@eswam he g¢
+in na hushed vome
"And he shall walk +the Earth and
ood or evil he shall be one with
geasb ot the forests and

swamps In the end his own civ-
.lr\—\’ =all ke his downfall.”

e THE. W—“

“Did You <omethin Turvm?'
asked Mineer, Sh ‘\'hmﬂ h:sﬂ
swortl.

"Nothing importaut,* sighed Twrin,

"I nevir did get your name
shr ecr," sald Luzian.

‘s Jolmannes” said the man.
"Ne\l 1§ these “Bile Men or what-
evex ﬁ%:e called are n -the w3
we'd be move on -fvmsh't' said
Ramos =k hus head.
"I hate entwring, T never
ﬁ"' a devexct Yﬁs\'ﬂ"& = P‘“.ﬂd

'I.n aboud +en mmud'& +the

up
hves ex-
‘hwaz hed -the {l

an led the and the rest
:zj_oll wr\‘h Johanves
ed in the center,
No one noticed the Hfour pairs o
yellow eyes that watched them with

qreat inferest™ from the swamp.




The Beastrmagter eomm
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ar.

informatron

1006 Locust Ave.
TEL (313) 934-56A

- to be ?\ﬂ’mued- I@ KY +he BDA\/E
Tidertom is a junior at Batesvile / /\‘ \\\3'::: u;fé.?a;"

Troy
High School and was recently voted “studest

M s Cnor‘at. "“The All-Knowing
'fraf s workinj uwith Seatt Moo to dexdop
+he

Kingdom o Faaachtp in +the Werld o

oW é_fef W products.

I yody like 1o be o our /M;/ ng st or
receive one of 7 produc ow, lel 4s
bimowy ! Fill out e coupen or send enge/mf

Batesville , TN #7006

Several minutes atter the group Mansut, where the story of the Beastmaster
had left a Fiqure elad only 'nsﬁus takes place. Troy (s an avid reader and
stepped out o'é the swamp avd particularly likes the Sanctuan series,

ed in the direction the party edited by TRobert Lynn Asprin. Troy coliects
r::;elled. Then he threw back his conmic books and cliins 1o lave. about 3000

head and 3 cold,evil laugh Filled the worth, including ene single Bsue worth3gs.

He favors™ The X- Men” comic beoks . He's ako

The Beastmasters plans, so ntri- 3n amstewr Carvonist himself and eportedly
C3+elt1 laid, had ﬂnall\f besun ‘o has a stack of eriginel "Teky the Brave”
come +oseﬂ1ef cartoons. We hear some o them are even fuwy.

nice avy, leaps
firth to battie

of the momth” but hes not sure which month! 2950 iyl

He says his sister is 8n orc so W Suspeds 1 ey Mo - Otyugh!

he's 2 half-orc.(Can you Figure Hat one out?)

Trey is ususlly 3 piyer and his faverite f
One’ Moor rum,

1o:

[ Pt me on your mé\lins ligt !

[ Send me the products below
O Fantss %1 452 .
3 Faat #2 ‘5.29.(&:;5,




Grods of Mansut

The. Te,shn‘bm{ ot Shadrack the St ong,
F‘Q‘*‘“S Cleric of Terasu.

by Rob Washburn illustrated by Rob and Candy Washbum

sa\1 that the world is con-
+ained n den bowl carried by
a mm:;frou.s Turte. Others s
that this ife is the dream a
Gocl and that whén Re awakes our
universe will perish. Of course all
true. believers know these rvzligions
1o be false. We know that q
earth was created by the Kisetu,
whe vanguished the Whine of Des-
pair, ol 'of the Void. These right-
eous Kisetu are pure spirits
became the W&Q‘ TRUE
@ODS. Let all worship Them for thers
s the True Udm,

RROM (Greater Grod)

Kyom if The CGrod oF Warriors. His
s the hovor, p and eartl
Miakt, llQU:\’(';rcml exceeds ‘&m\ mn battle !

or avaftiness. Krom is rash

2t but seldom makes misrakes.

Beware Ko ance. The followers
of Kvem are 4-3hfas o all classes and
some ad\eod'mns clerics ‘thieves aud
monks. T =F Kvom have as a fo-
s of worsh.p, an altar made €vom
the swords of lecal hevoes and a
statwe oFf Kvom. The statue often
shows Krom defeating the Enemies
of Life —clemons, giant class, and the
like Warriors oping” into battle Ften
place. thewr weapons on the Attar of
Steel to be blessed by priests of
the ‘l’emPlc.. It is said that Krom
Himself will sometimes animate \‘hs
statue Yo bless the Weapons
heypes. T, Shadrack Know of el Ea{‘
men and ene woman who ha
so blessed b ﬂ\gMasrerof‘.Ba-i-He

In .:ami enple of Krom s
found an Arena oF Eshqz This is a

strawvor saund-filled pit or
about fift 'fee‘\' m d-ame'ar
Tn +he Avena thefollowers oF Krom
Jmn i fwe &00""\‘5 ot st
le of - These are rcffd\n,
e o combatants test
+hewr =kl ansd aslh‘h/ Betduse e
followers of Krom wizh o contine
alh, lmprove their techniques, these
mock. battles ave commen. Padded
cauwse (e worse than
bruizes for these who parhicips
2. Battle of Hovor - Homor 15 2 M—tand
cdeath matfer ‘o those Whoserve
Krom. When a Baitle of Howor s
ﬁmed only ene. man may exrt
Avena alwa Those who call
Hovior's batfle wn are aast
from +the sight™ 5{: . A priest
o Krom musi' be pneserd‘ at all
such dontests. He who calls au
Wonov' Battle andl venias must re-
nownce 3\l possessions to He
one he accused.

:“' ‘Ilf‘. e \
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Kyom's a,mbal % a Slowi sword
on an anvil. His followers +2ke this
4o represent the Riddle of Steel in all
s in retations,

Al il to Krom. Greeat = His ma ‘
Grveat ave his werks +to protect The
Flesh of the Earth.

KULKAN (Greater God)

Kulkan is the Grod of Stlence..
I is He who quavds the seevets of the
True Gods at the eaviths corve. He is

Sorcerous and oldest of Hie True Greds.

Kulkans i is that oF alchemists,
llusionists sages and ic users, Ceres
who serve Kulkan are said To have special
spells 4o control fire and metal.

Kulkan deli in information and is
s2id to Yawe a cop of useful sl
ad hstory in his Diamond Castle, located

near the er & the earth. The termples
of Kukan often contain lavme libravies
where those interested in the anane

do reseavveh. Each 'hanple also

3ins 2n altar. The altar =stands
before an infinity Symbol survounded b"
2 ring. This holy symbol is made of
platinum and iwed to A sheet of
blackened lead.

Kulkar's Symbol

T, Shadrack warn those with mere

vent the magial s thal protect
the altar and holy symbols of Kulkan
has caused the death of wany thieves,

fo civoium-

Al hail 4o Kulkan. Grrest is His wisdom.

Havd o Tathom am His s Mtﬂw}
/e His ceeds to Prbh:d' e Benes
the Eardth.

KANE (Crveater Crod)

Kane is the God oFf the Green Earth,
The verdant forests, desevts and =
and all that dwell thevein ave His,

The followers & Kane indude clerics,
bards, monks, some Fighters, all druids
and goodly forest duwellers. Temples to
Kane are vmosi' often found in natursl
asuwYoundi where herpit priests and
pilgrims  worship health and |ife.

The most powerful of Kawe's Follow-
exs are called Stewarzls. These Stewards
wandey™ the wildevness h:alius the eart)
where her skin has been damasad by
carelessness or evil. Do not arouse +He
e of a2 Stewarrd ! Stewards 0an cause
the et o quake, the seas o vage,
the forests o move and the desert
sands to swallow evil armies, Stewards
ave sometimes dlso called Tevereel Ones,
Forestalls and Wild Emperors loy those
who recognise +hem .

Stewards and all true followers
of Faue wesv this svmkol sealed in
fire on their wrists — 2 simple. holly
leaf, For true jntriates of Kane the
symbol s said 4o invoke speaial pPowers.

All hail Yo Kane . Grreat is His un-
dcns*avdmﬂ, Quick. are His actions.
Mighty a+& His deeds 1o preserve the
Life of the Eavth.

7 ——
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———— Crods of Mansut

ww (b'ma*:fﬁ'addcs)

erasu s the pure qolden Goddes

of the Sun . She is Pmosfso owerfud,
and geudle, She s the Grocdess

of r“Ou/aJ‘h.I and warriors of all sarts.

The bol of Terasu i= & twelve-
sided golden shield. The huge holy
5\'"\&‘3 of Terasy fouwnd 'm"‘ﬁ
reoms of Her les w2 also lined
with blue and black diamonds. when
Tevasu with her priests the
shields glow with the lignt of the sun.

Terasus Symbol

The very presence of Terasu or Hex
3odl\1 minions 15 Sa3id to inflicy severe
damage. en the forces of evil. Por
when evil views of such pristine
gla“:h', it finds ifself 4o be nauﬁbd—bu.d'

ilth,

I, Shadrack, am a fighting priest
of Tevasu. T say to \!ou‘ﬂtl‘pﬂa"w&p
and teachings are filled with glory. Come
speak with me in Valion f you would
know more of the Groddess Tevasu. She
accepts the service ot all Soodl ad-
mhf:ers. :

All Fail 4o Tevasu. Tt (s Her ligpd
+that warms the earth. She is the God-
dess of the Sun and gave |fe +o the
earth. Let all be warned. Tevasw pro-
Yects the earth shll,

SELENE (Crveater Goddess)

Selene is the Croddess of the Azure
Moon, wheve +he ru‘ald'eau.s dead ave <aid
to sfop or thenr age +o the Netherword,
The symbol oF the Azure Groddess isa
large cresegnt moon,

Selene's Syméol

The abode of Selene is Yhree times as
lage as that of Arcama, for great isthe
space nezded te house mstruct the
dead. Cavefully are the dead fought so
that ‘mll:lo not go astray on their Voy-
age. to next- spheve. Those Wwho raise
falen comrades from the dead or uwho
"speak with dead" may only do so as |
a5 the soul remains with Selene. Grve
s the sorrow ofF those who ave called badk
from Hex i:ﬁe zad , though the. memory
quickly fades.

Followers of Selene nclude all adven-
turing classes, -Hnou.ﬁk clerics and tHewes
tend Fo owe special alleqoance to the
Azuve (roddess.

Al hail to Selene, By Her soft ks
is the ni3k+ of the earth leaudified.
Calm and © certain  is Her countenance .
Crveat ave  Her works to preserve the
Life Forces oF the Earta.

ARCANA (CGreater Goddes)

Arana is the Croddess of the Woler
Moen. She is keeper of desting and
balawe and the Judﬁcdf all lving.

24




The Violet Groddess’ symbo) is a small

Daser is also rcpresud’edas partof

symbol. From this constellation the
Kisetu ave said ‘o have ertered this
plain from the Void, When the Tnsane
Crods -Fina\l\{ gain evirance o Hhis weorld,
legend says Hhat all stars save these of
the D will flea the hezens and Hat
Arcang W ofasp the - The Violet
Greddess unll then eithey use the.
to burst 2ssunder the earth thus
ing the earth puve from Evil Bex’ond
Evil, or the Violet Goddess wil\ slay
the Twnsane Gods None know what"
detision Artawa will make in that final
battle but it is known Yhat her judemeit
is always correct,

Ovacles, \lusionists, magiciaas and
many noble families serve Arcana. She
‘Fﬂtluu\'ﬂl’ wes her trusted servants
qlimpses the future, Muahsuch
Visions are offen hard Yo inferpret.

Avcana ds the Arch of Time
and the Thione o Fate, which are said
to lie somewhere within Hex labyrinth
in Yhe Violet Moon. She sometimes
grants audience aud special boons to
reat hevoes who travel tothe Vioket

n, thread her bz;i‘n‘“: ard riddle
with her about the Fate of he Earth.

Al hall 40 Arcama, Great is Ber
vision, Ferfect is Her judament Might
5 her resolve . Well doeiu‘??c_ VioldBGJ-
il_g& peserve the earth v +roubledd

mes,

g::.md. Tfad.h'onau., the constellation of
Her

These siy are the True Crods

and are the Kisetuw Who organized all

mater. TF was 'T\v,zr Who it the
ly Titans and Criswt Lords who

ruled the First . It was Who

rained the Flood of Tears upon €arth
wWhen some of the Crims corfupted them-
selves 3nd began 1o call wpon Whisper-
er from the Vod, These corrupt Gisuts
conspired with mix hundred sivhy-six demons
created by the Despiser. War was joived
and the Flood ofF Tears ended it Thus
was the First Age completed.

full moon, colored purple on a black bade

Tn the Second the Grods chese
elves to ke quardians over 4he eath.
These elves Were, at Tirst, clean of mind
ond upright in deed but some delved
+co de_epp into dark arts. These elves
were alwimecl by voyages where no sane
soul shouwld fravel. The Dark &m tried
‘l'oape,u +he Forbidden 33\25 censort-
ed with zlien Geds who twisted ther
wminds. Thus, batile was joed aggn and
the Rain oF Fire was the ‘Fruifag‘ it. Is
it not true that even now mAscksola*u
plces glow with the Fre tha Teosts?

Now ﬁ"te‘ds the Third Aae 3nd humas
e ) unrdians the lvi
M’PPém noil, inthe noon of ﬂﬂ"sﬂ :
the forees of evil muster their ranks
eat the Blood 3ud Bones of the Earth
" secret paces. The three Frofane Crods
comive with their spird childven 3nd mat
humans ave blind to their plots. These
are Yhe three UNNAMED ONES:

THE WHISPERER (Grreater God)

The Whis was the First of the
Twnsane Grods mwm earth, T+ is
He Who teaches ic and mysti
of the Tmpessible ‘NV'OMSL His d'uclpg
His true name is not =poken.

THE DESPISER (Grveater God)

The Despiser came To the carth
fyom the Cuter Realm, He commands the
ions of Evil Giants and their lesser
brethren who seek. Onl‘, oblivion atter
Hreir £all. ’ﬂ\t"Dg:,pisa") +rue yame is

not” spoken.

THE DELVER (Grreater Goddess)

The Delver was once a Kizehy but
distained +rue dectrine, She wages war
with Kulkan. T4 was She Whoe drove
the avcient elves msane before the
Rain of Fire cowld stop their Sacrilege.
Her 4vue mame 5 no longer newn .

‘%W DECEMBER 1883



s Crods of Mansul

Many lescer gods exist, both goed
and evil , Tawhul and chactic. Some serve
the Pantheon of True Gods. Others arve
vassals to the Unnamed Ones. Some other
gocls, especially those From other plans,
owe wno allcgisw.e.

T, Sadvack , thus conclude 2 brief
history of the Lving Earth and the Geds
Who battte for her Tudure.

Mony are the heves who champion
the & Ff Goed and Evil. The vnoble
Giauds | skillfu| elves sudd the brave huras
of former days deserve the 4ribute of our
lips and minds. Much more ake may be
learned of the Patheon of Trye < and
“heir zervants, We will speak o these things

n. Until then sonsider well the thinas
have to\d you, for you vust choose in
the Gina\ battle that has alveady bequn,

Futers of /st

* Special Festire m}@ n
Zssue 42 of FWTASY Wof
* Polihes & Economics of Mans
* il gamers working of
the World of Mansut
Shoald submif Srteles 8
fictior: by Jan, /4% fo
insure inclusion 17 1his
- gpecal sectiof.

wlers borus medule!
i e AUonel rmodule--

Dragonshead Gale

by Rob Washbun

illustrated by Candy 3nd Rab Washlourn

e Y e e ]

The Halfling advetturer Shrack looked
over his ale tankard at his drinking
companions. "ow ask me aboud this =ary’
The yo hobot +uned Wis hand over so
they coudld clearly see the seven large

e wounds on his palm and back
of hand. There was a hint of some-
thing old n his as he said"T
301’ these 1n a Dr; head aale

*T =0 you woudvt be far
wrong 1o call us both crazy— my bro-
ther "and 1T — cing out \nto 3 storm
like. that. Yer thrs the way of a
Galesman. TH's a risk\, Wfe ' Mcest
all Galesmen are crazy. Hard to say
otherwise. But those who wish to net
the needlefish have to work in vile
wezther. The needlefish, you =ee, only
come near the swface (Wwhen -thgsad:,
of =3 and air do wattle.,

“So there you have it. When T =ayw
that winter aale start +o blow intte
D nsh T wentt 4o fetch my
brother, Elqard, We were a team, you
see. Ard u.&le. all the normal fisher-
men were tying ther eraft up safe
and heading for a2 favern, we , like
the O%Er'%abesmen, werz aashing off.
Tark as a devils be\lv was the night
we headed into. Makes me shiver sHll.
‘We were the first Galesmento
enter the wild sea and as Il +ell
you, we were the first o rzburn.
“Youw © 4o kNow gt we
were. the best. None of the other hunt
ers could spet or captwe needlers
hke we could. Ard weatﬁty too. Each
needlefish was worth a gold piece;
their fang teeth ¢can be made into
needles much prlztd b\{ the tailors:

26
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g:itld. And when wed find an Ancient
,a needler so old it was over
four feet long, we'd sometimes ot
as much as Fie hundred gold pieces-
a year's wealth! The Ancierd’ﬁzs had
to be captured alive and kept that
way in a spetial leaden tub we had.
The_mases ild bous\d"ﬂwmon qht.
Taid on siqht foo! Thére's 2 mas?(gl
oil n an ancient needlefishs brain —
lows like the sun. ITts used n
alinq potions and in other brews
best Eft winamed. Up il the +ime T
wt the Galesman's +rade, E| ard
g had capfured four Ancient Ownes.
That's more than awny other Cralesman
in :Dfasonhezd or evem i the whole
ofF Maisul: Ves, and bothof us hals-

\ins; too.
™ 13\2;3 x’c\m we. were the pest
When we | e =afe harbor and

bore into thal heart of darkness it
wasnt our race or owr inexperience
that misfortune, T was

devittry

oad luck..

‘We. headed out oF
harbor info that r:g\g We skit-
+eved past the Tum ones and
around Crusher Faint, where six evil

jants 3ud 109 men were shlain duri
iege &f Bones. The sky was
mottied Eurp\z and black and thesea
was dark and endless when we [est

siaht of land. We went oud about tus
miles 1o a secret spot we knaw
ri h++mover top of an underwater

in

"We cast the anchor just as the
sleet and 1 i . Ppazott! A
fgﬁnin bolt hit water nota
qua of a mile

"'taat'll bring ‘em ! Elgard yelled
above the storm. We arinned at €ach
other like fools. We ht i+ was
a ludq, . Elaard had a smal|
varpoon in each hand 4o heok the
smal| neediefish. T had a net gt
Mevasdcf.:[ was after a live Andent
Ove . You can see we were eypech
the best: Tt had been almest ayg
sine we'd cauwnt a biq one.

“Call it secretive i’s:g\.,ou like, but
T caut tell you the thi we =3l
and did 4o bring the lefish +o
us. Every trade Hings hidden
from nen-members Cralesmen are the
same. You dont want ‘e know.

'Elﬁard had red and |anded
six small needlers when T saw them-
big and blue they were, mouths s
gtoothed like a troll's, scales
with barnacles. There was one fHive
feet lona and ancther close to sewen,
Krom help me, its +rue! I'd never
seen or heard of an Ancient one farger
T called them and the «Five-ﬁsdforf
eame., The cther turned away, as if
what T offered were ncat enauﬁh

. ;Pard dropped hs harpoons af
the side ofF the boat and rushed
= aid when he saw T'd (ured
an hoient One. 'Lock at +the size o
her!' he shouted as grabbed one
side of the net. fish was 2
female and must have been a great-
Smd- ammlmot‘ner 1o the other nadiers
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in those . T took thrty min-
udes 4o net her and angther !’I
minutes o her alive ivito the
leaden +ub. aple continued o Bow,

-i:r_a wa;gs veached *:hng oot swellsm
1i ni It ra ni
g e e o

man.

*Thats u_‘vh I was se op‘hml::hc
‘Fo(' ‘he sewn-

Iwas read
fvaﬂ\er needler. As T un-

1‘ e and readied net El
umf back 4o his i

%sw

Ilookeduphe_was ina to

some m«dm%m:sﬁ
seaweed

dncln“l’ rise me, The
seemed +o be qrowing fromthe top
of the unden wntain below

us and & was a ot thicker on El-
gard's side & +he +han on
minge . Elsard d;dn‘i’seem 'fo be able
-b*kge*f e i '\hné -ﬂ\ har

witn it lud 1Y anythi e

seemeed to more y entangled
E.\jard knelt Aown and started 5
exert his “‘= lon:zki-he. “ten-
drils of pe.

“TJust a wave hit us and I

ad to leok away briefl .sh'zdn/
chl? When TC looked Lack,
swesr this is what T saw: severa|
Yerdrils ofF slimy weed had
arownd Elsard‘s hand and one was
sh’ﬂr\efmﬁ around his neck.
Trn 2~ Flash T was = his side,
: 0 had cropped the net and pulled
lonbgﬁ zgae( that T always wear
at my ick as thought T
s\‘ashed ‘wice in the er T whad
auﬁM' o cut the rope & an
aacmdn enemy. Tt wor . Ove
“‘hin ar “‘temtacdle was severed,
Again~ T cuf, practicec] and calm.
“The. +endril around my brothers ned
was dez«h, =liced but enouﬁh re-
maining tendrils were pulling at my
that T had to m ?dy
him lest he be pulled over-
%oard Then 2a -Farsome +u3df war
hzgm

Relieve me ¥ T +ell you Wt was
like 2 nightmare, Al was confusion.

The deck. and rail were made :sl'.ppen’
by +the slegt, The seaweed arms
were hel\tshjy strona, Ivn the rolli
'W\under,-mis is all could hear ;1
ard say Sea wtteh ... dont lock
into her eyes.' We g led with
“+his  weecl 'ﬂn -For some time, T
dovﬁ' knou) ej how \o '.‘Bsﬂn
brother are
ud\ =tvon er than we lcvak I+
wasnt eno .
T was oul o L Se uwas
. Ard morve 'arms ﬂndinﬂ
i way on deck. T yelled for
El to brace himself. T let go.
Cu¥ Yo kill| thats how T'cl been
»d"'rwo more “evttackes
a i h‘h\m flash T mxem

-fwlfdn. e -'(he died.
“Eloard was o Hired. By Hhat
inhan'f ash csF & T 3w
hum o overboard. H ightenec]

auoal\owed in black water
s u)h‘af"gm telling you T saw: T
was Stunned. ! ?gdni' have hap-
penecd’ is what T it Bt
Elgpm\ was cpne. L ‘ywonped.
“Avove water was a -iempesr
a dark hwricane and cod, Lut
as T enteved the water all hat
Mgad Cold. T+ was =hll| cold,
but mu.ch calmer, LT could see
& Tish and some
avfa\\ it up by a =cft
ple 3\ow :1: could see seawaad,
Eur novie of ey ‘arms' that
haal 3 mq bramer, Down.
here below was the ‘mount
am top'. Fravrhcalhf T followed the
anchor line Hrom owr galebeoat >
the depths. Trat was lud:t, Tt led
Me Very near {o what T wanted—

Elgmsl
feet douwn in the cold
wai‘er >3 gwam hane over hand on

the zachor line pushi harmless
seaweed asicle Sﬁf 1o litHe
move ‘than and belt,

I veachec avbo a’”“’"ﬁ;"
Yion-choked plain. This had to e_

‘he wnderwater mountain
dim purple glow wasnt mm:ﬁ lo?d’
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but T didnt need much, Ahead
and 1o the left of me wasa

gradual slope down. To my ri%cr
was a slope wp, af ae
of darkness and a hint of rove-
ment

"I didnt even stop to think.
Off to “the right T ¢l . Im-
medately T :gw what move -

ment- was. I+ was the seven-foot

needlefich He fled at aﬂpmac_h.
Needlefish ave =ca e’:‘fs; come
to 4the swface to the dead
Auwri a storm, 'T"ﬂ.{ don't 4r

A Y
K%M?m%’ﬁm i
thewd!

"A dark Hhouaht came into my
mind. Elgard wo sSoon Seem
dead. Ho»? many needlefish were in
“+he area 7 If didnt Find B
Scon, wonster or no, Ti'd
net find am&h ‘o calzh 's:ha net:

ey on -fhnm@h € purpke
I f,o\er?ke. bowlders and .fgr-lfe

awnts., The wneedlefish fled E’fofe
me. As the darkish avea began to

ow T slowed cown and ed
S 4o the \ett That was wise. T
s3w the needler startle what was
m Hat wderwater clearing.

“Near ene edy, ofF a Hhirh,fost
diameter space was 2 smgt'dnh
of Cunousiy siaped stones. Low and
squat they were  with weirzl runes
carven inte ~their . Floatin
ever :h‘tt’ stoves w::ca mass of =e3-
weeel that wr'a?_red weakl e
3.’ form & ard, The Sﬂa‘i:;?

0 hke a Beauhiful ubmﬂn,a‘ant'
ess size. ‘Sea witdh, T -thougitt, called
kelpie quezn by some.

“Elgard loocked like his air was al-
Most . T had used about 2 wmin-
ufe and a lmlfF &F air since T
Jumped in the wafer and T had
aboutas much \eft, T didnt stop
o think, T just roved twouah
the darke shadows to where Hie
witch's back would be 4o me.

"From closer up the %md- w3
witch ddnt leck beauthful any more.

Green =kin squedked and had bubble
filled wrih ocean vermin, Shapely ams

and Tlowi hair~ 1apered +o a mass
Za— v‘bc;_o, -lgd‘ades squeezing “‘he e

™
"si \60‘3 and, cL\.Lick., 1 attacked.
The er wert i twe inches from
“the and whiie. spine., one inch
kbelow the shoulder blade. Thats how
its done. The blow would have kiled
mest humans, mest Mmonshers 4ee,
This wWas a tough opponent. Tt
was hurt but i whirled =
attack. Terdacles writhed arouwnd me.
There was something bad about its
eves. T + wrned wy head aw and
struck. blindly 2t its face. T
my attack hit: Good d ,Butit
ot me too. Seven holes +h ouah Wy
Vight hand. T dont kuow how the
witth did it. The wound had a firey
feel, like a serateh from a sea wr-
Chin’s spine.,

1 =witched blade tands Beliewe
me it T tell you T Fightt as wellwith
my lett hand as with m rfg\d’.I
attacked again and again. SiX +mes
T struck four times' T hit. A\l +he
while the vopey arms of the witch
were triing to catch wme They didut,
Al the wwile T was ruvning ouwt o
air. T kept aony for past how
|ov{1§ T had éver held breath
before. With the =uth the

Kelpie queen west all y. Friefly T

+vied to get Eband ?ngé?led. No g

EBW wasnt moving but T° had tagp
for air

Sz "My head broke the swrface and

o 2 began to 9 and 5ulp the

of the storm There was nowa‘.,’ro

help it T noticed the aa.l&boat

ds away. Thi =oconds
later ;.7 hygded bagkl/ Aown,
T had wen. T wasnt Yoo worried
avout Elgard. There are ways toget
water out oFf a man's | and make
a wan Who looks dead come alive.
"L came back to +the cleaving $vony
stvaiakt above. What ISMJE“
was what Td ket A mas oF
imp seaweed still fleated above the

Tnlasy Urtl owsven o
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vuwtestones, but now there were fwo

E\;ards there | Beth of them led.

& them still. Entering -the
e +the clearing L =aw the Seven-fost
Ancent Ove, T hove aﬁe e for
-tY‘aJec,fory.'Thzf nNeedletish was
headed Sor +he Elqard on wy right

..Umuv T operdte a lot b«, intu -
Hon. This ¥ime T didnt peed fo
uess. L knew which of thase Ywn
;hm %:gner and which was ~fhe
Wi e ina. There was vo +Hime
to w-a]:;fe. gﬂadred ~ fast. The

=k
witch ad ne time to veact o
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le wme. She wmust have been

exped me +o hesitale o look at
+he eyes T'm no fool. One 5\85‘1003
blow did for her.

"ess than a minute later T led

y brother free, The tough strands
d? weed were vapidly losing their
sheen. As T pu.,\\ea m ‘o
the swface T saw the h
neeql ler mgw'rg in 4o eat “the vaymains
of the witzh,

"Back. inthe %‘:\003* T began
-an.hcalhf water out oF

avds | . T ried 4o breathe

life irmto him. Nothing worked,
He was covered with purple bruises.
T ried Bgain. Again, T didvt, T

couldnt give up-
T4 Was no . He was dead.

“Then L Yvied sovwething wid,
T pulled the five—foot needlefish
out of the tuwo. A quide Flick f her

+ail and she intte the bottom
of the galtboat I was on hern T
g skudl and a liqud,
.shm- ke the =un be an’tooozz_
E] wred some +the o\l on
33«& pul some in his mouth .
"Maybe '.E Was erazy for a

while, Ly \rrhmns -F\ashed /! i1
har. And

The Wi
needier oul h upm? seene like fie.
Buf E was dead. The needer

oil sdould have worked. T just chdr#
Wow how). When T covitrol of
seff T pulled a +arpaulin over Elsa;;g

bcdn,
‘T watched the Ancient One 4w
seven-foot needer fellow me as'T

fﬁéﬁboﬂ \‘osf ‘*‘Z?ltb cmnfbw:g I
o C

sBid to the Ancient” Cne. Then T puld
e Drageshead Harbor and bruuat-cr
my lorother home.
ohrock. shaved w’m\ﬂ al his had.
Ke +witched vipp e :carbon
pa!m and back c(— h
sulf.. T +he dark mafers

\zx‘u. lock. 3 =ea witch in the eyes-

is” Shreck dcspla ed his sear
“This is lw.ky ’Thefe.s worse, mwdn
worse, Helieve me F T tell Vou.

Dragonshead Grale

/

Shrock 1s 3 halfling thief plhyer
caracter created by DG Gueser. The
name. Shrock means aumt Stone!’ and
was given ‘o him b;' the elves of Clear-
woed for whom Shrock performed a
am" and us service but thats
a sto "n de rself, A$ apowd’ef
inferest, Shrock embarked on Yat quest
as a me.aus of vaisina monty Yo rEswr-
vect nis dead brother, € : F5 We
will vead more of Shreck in  ater issues
of FATASY WORLD. (ed)

<t
Aoyt
Be there !
. ngruag |gth Safurday
100 AM, 1‘0 5PM.

. ‘Ba'hsville. Midd\e. School
. Prizes! *Food!
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Larben - My Life So Far

as told to Sceott Moore

My name is Larben and T ove 2
story to tell. Tts nct a biq stery nor
a very i story, but  young St
here ccaxed me into telling it So iF youll
ust” bear with me, T'll tell you the
Jaf' wy life 5o far, g i

T was peyn in 3@ =n@ll mountain
village near the ety of Dr ac. The
viltage was never formally named but
travelers passing throudg called it
The LOHC\\’ Dale” becawse i+ Was so isolatd
A< 2 cthid T had few friends but no
enemies. That's because T was umu.,
in some =ecluded corner reading owne
of the bocks T hacd borrowed, found,
or (and these were faw) bo . We had
2 simple conmtertable life in mMy Vil'#,
but- T fiked ‘o CJ(PIO"Z in the Sorest
Just east ofF town.

on one ¥ my ex tions into The
woods I came acress 3 huge old
hollowed - out cak tree, Whenewer T
wanted 4o ael” away snd T didnt haw
any work 42 Ao, T 4ok a beok. or
rue 1o the tvee and read.

Once, whea T 1038 severioen 1 de-
cided +o nerth one day and see
what there was 4o see in +the barren
rocks nocth oF my vilbsse- T walked
over the rodes For a few miles and
eame upon 3 Hny valley witha swall
hut at  the northern end. T weut 1o
nvesti and found that a2 hermt
|ived there . He had a“small we%mf
he apparextt t all his fcod from.
Be invited n:{e. i and we talked. His
name was Jernith. From owr talk T
:ou.nd out that he was a . e
new 3 lot about plads, especiall
hexlos, 5055&5.3@& and wzed.s fl

lustrated by Sestt Meore and Candy Washburn

adwitled that once i a3 while he could
see. the Tutwe. We almost mwmediate-
ly betame Sriends and From then on
E visited TJernith whengver T could.
- Trwas d\u‘iné:‘ one of these vis-
e that the sage d me that he
had been serying into the. near futue
of My vi\lase that he'd seen dan-
ger would “soon come upon the vilhﬂe,
When T returmed to the wvillage
to warn the pecple of the 'lmpendbﬁ

deom, the Iauﬁhed and said that
m‘gfviavl he , jusT @ seuile
old Yool who had in the wild-




ervess too long. Ne one beliewed me.

After a week or s0 I decicled
that maybe Ternith had just been
Wrong- T weat ¢ my tvee and
vead " The story T vead was aboud
the. fabled City Castle of Dwarkin, T
was entvanced by the wealth and
splendor oF the long-clcad c.i*Zéand

stayed i my tree over- jate.
When T returned to the village Hat
ekning T found it u.ﬁerh{ cles ed.
Al buildings were qudfed with fire
and bodies strewn hapha.wzﬂ
dbout. The vilage had been caust
wiawares by a at b»;i;;uls.
No one was left alive aud inq
valuable vemained.

wWhat hwrt me most was that
T hadnt been there to help my

le and hadn't Yried hard
mvmce ﬁe;nhe of the saqe's uar-
ning. L 5?0?1‘1' next i
‘t‘l‘;.\sbodics of the Vilhae.gvand h‘:\'ﬂ_
nq the ashes n the once-bountifu]
{"é\da. T vowed +hat al brigands
would P2y for this bud as Grew
ocder and wiser T knew +hat
would pay Tor their evils in +the
after|fe.

T knew T couwldnt stay in
the villa so LT went +o ith
the saqe and +old him what had
happened. e said +that his old banes
were wearying and he needecl one such
as me +to take over the work of his
garden and keep his house s*andm&f

After almest a year; the awcien

man died. T was working in the
3arden one day aug whed T came
inte the. hut found his bed

hwehed over +he table with a
leck. o&F dismay on his face. On a
small ssvap oF paper on the table
was hast ‘scrau.tgl the single werd,

& .

The word scunded familiar but
T couldnt quite place it So T went
1o nshéad in ho of findin
out t Eaﬁkumnmas, T a
+o find out” what had alarmed my

old friend ewo o kill him,
mngng around some of

the more wnsavory +averns in town
and listening in on Many conversa-
tiens, T he.g'd a group of advertur-
ers men‘l’;%n Earthwound. T*'r;cq sSpoke

el some. =t ings aoci
ov?re:p -rhzxev ok mrd'&‘xm v:gnhg:?
town near there — Valian. “valian,
iswt that the city at +the northern
endd & dhe Northern Sea, just west
of the. Dragon's Teeth mowrtfains 2" T
askecl,

Aye " replied the bavkeeper: T
was out the door in a blink.

I ran Yo the municipal decks
and asked the i any
of the ships there were headed
for Yalian. "That weuwld be the Fram-
bird,” answered the ruddy stecky Man,

T hurried down the docks +o

the graceful =diling ship, There T
was met twe ious-lookin
uards, whe found semethi e

do when T "secidenti q" gged
my last two pieces of siler

their feet. T van up the 4ang plank.,
gianced around, then headed™ for wWhat™
I «Frgutad Yo be the caplain's cabin.
T kriocked, and before the capiain
could answer T openéd +the deer
and entered the. reom, closing the
doov behind me.

The captain was a great stout
wan with 3 full beard. T 1ater
learned that he was knewn as "Sam
the Stout” His apperawe was some-
what Mﬁmidaﬁns.

Do you reeda new addition o your
Crew 7" T asked.

"No , L dont. Now get out of here.
before T aall the quards " answerved
the quickiy reddening caphain. Then
3 smile grew on his face. "No, wait.
Can you dcok 74

‘Fe%ned ise and excited|
veplied , " ell, yes! Actually T sorto

mselt a ceurmet” The truth
of wattev 3&, T knew very |ithe
@out cooking but T did know of
Some. spices from my days with the
sasﬁkbnderfulf'cm'ed the beareled ymoun-
tain, “T kavent had a decent ymeal in

Ttz Tty owsvomn vos
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weeks!”

Well, you shall ave one +om3wr,
wavk we, What clo you pay ?

"T'll give You one silver a ni It
plus meals and a place to slee . That
i3 1F T like your cooki Elae.w:se,
well, lets not consider a‘t’
ch,, he said with a blusteny | h-

"Awd what mig ikt~ the gracious cap
tam request &ar his £ Edec.mfml
n we,ekf’“ T askecdd humbly

Swrprise me" veplied mz
boss ., ' By “the LAy, we cas
Valiza tomorrow. Then he czlled ﬁ:r
his cabin boy o show me +he.

all
3 g: theve T was, vineteen years

old and making my debut as a
cook. Durin e trip T d
o (= kzep e\lmq'one. content w 7

“Whigue” (as cne i termed t*) style.
of cooking and with seme stories
T +old them o thi T ¥ad read.
Th Valian T ‘oo my leave of
+he. Foambivd and wert in
0? a johb. T a\coun{' a build-
cailed -5Iaizar rmory aud
t inside ‘l’o&e. i€ they need-
ed 3 new worker. Tt uJoqu be.
a”feffed" place +o learn aboud
because adventyrers
u.budd be coming in for armor ad

WEa pons.

s i+ turned out, they did need
=cmeone. to keep *rhe place n or-
der. T &Cﬂ' the. JOb tck&d LLP
e ski an armorer

during m -hme ere. Ancther thi
= = fg:eal\i _S?sas m )
(T, s

1= ic.. L was
‘Facma'hed LG started sh-

wvead a ician to

‘f:(‘a“ﬁ me and became maﬂ a magician

wbule. T wor at the ar—
mory T oollected bits and pieces
& mformation about ound.
I wet up with some advertturers —
Sedec., a gnome. -?.8 ing lusionist
k\'focﬁ a human Shr‘ock,
a‘qrralﬂmﬂ +hief or Back-
slap, a hiuman ‘(’\md' We Formed

an advad'urms Pa""f angd went

+o explore Earthwound.

Later we met a barbavian named
Lupus, and he joined our party. A-
vound ‘hat -hme T became 3 ‘Fisht'
ina clenic of Terasw, the Groddess
aéw-fzc.Sm |

sto explorin

wounrd f‘orPge"I"qu g 3% com-
peted in the Mad Ma;faans Towrnament:
we wade. it to the Tinal round, Cur
cpponents in the final yound +ried
to kill the Mad M |cnan We hdpzd
1o deéfeat +hem
+he victor

In Eathkwound we. met Some.
ledclers among men. T
a The na{"we of

how we'hg.e,\G i ished I"' s
a s‘\‘o TR fice it

n“k-ﬁ/\e help of these \eaﬂ
and of +he Crods we fy-
flle_dﬂn uest and were there -
after mad Km H’ts nb

kag (‘rf or
‘e? m D:“%ﬁ +=
duelop in e name_ of P&d
That ends my sfary u.p'i'o now.

Favewell, and Crods
keep you safe and prospemu.s

uﬁ the character
Larben in Reb n's Eav'ﬂwamd
c " tﬁzf ea(&m :’JJMIOF
i an
emel magd if Honor Rells

80’2. to be +rusted. He. enjox.ls 2ad-

ng Stierce fiction and f-an’fasV

p| \{l'\j The (_'rme of Yhe Unkunswn
Late Ntsh't‘ With

:Dw.c( Cofiicomin. Rl etk

module for Role Players ho

and , with T I\ckrl‘on developi 03

'“’\C. K\ in the
Werld y

we- think. writing chavacter histories
like. the one aboueT (s 3n execellest
iced. T+ aids In role- playi and en-
abes player charadzrs
and used as NFPC's by other gamus
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“by Reb Waghbum
ior i
The long sharp teeth of needle-

Fich , when"extvacted | can be used
withou? zlteration 2= sewi

les. Tnn addition 1o their s the.
teeth a@ very hard and have

nahwrall - OLLUrring holes in ‘ﬂ1¢-
voot e which Become the eyes
of the needles. Very |arge o
needlefish are also Pnzezi o 3
peual ail in ther brains that s

used in magical healing and sther po-
fions, An adienturous e of fFisher
man specializes In :a‘czhl needle -
fish and capturi e ones
fhose over four F;zf alive The
MAgiciBNS | alchemists elerics wha
dnase.-ﬂ'e. large. needletish insist
on havn ive.
who Lish ‘For nead!e'ﬁsl‘
are cai
acfwe

masﬁ duri .s('orms Ne.edle»
figh hve zép in the sea
ac.wnaers ‘st eat oM md:(
*Flesh They come to ‘ﬂne su.rﬁae. anly
tsh* or when a storm darkens
ﬂne surface of the water, Seme say
+he neediefich ave attrsced by elecirical
discharges, others say the Tish smell the
death Caused by o bsard hureicanes.
The very olc\ needletish ave
Sometimes 3l angen! ones. They aw
shy and usua‘tt(: Hee Svom living
Ueafu.tzs not their cum kind. "How-
evey, am ancerdt one will attack if
cornered, wsing its dagger -long teekh.

Treasure Chest

Good Tdeas from Gamers
DM's Information
NEEDLEF =4
Trequencysrare
ina: \-4
droer class: b
move : //I‘L"
bit dice:3
o in h: :90%

treasure tyupe ino treasure bt the figh
themselves are valued at | GP eacl,
50-500 GP for each "ancient one”
lover 4' long) delivered alive.

mm_bv.&zﬁ.mh_ “l

alignmext : neutral
size: "= 7' (though 98% are le<s than 4’
long)

Adectiefon

Tontasy Tortl oxesvoen v



Kelpie. Gusen

=~y Rab Washburn
s Tinformation

Go to any coastal town and yu
will hear sea czpfnins "’dlirs trarsome
tales of kelpies , the seawded monsters
that (we =ailors and adwexturers to
wafm, graves but” among the kelp
there  are a few that are ymest ter-
vible. Theze are. called kelpie cgouzms'
awvd se desivable and lovely -ﬂm(
appear that Tew males are preaf
+o Ttheir wiles. Ovly the most Power-
ful or the luckiest adyentwiers
tould expect Yo susvive an encoun-
ter witha kelpie queen,

Kelpie queens can make them-
=les appear beaudiful even
at eleze e. Hevoes who 3e:\’ with-
n veach will find themselwes +13\J\t,
wrapped in powerful tentace< as
stvong as those oT a gant odopus.
The "lew, ween Can %\m attack.
with ae,vev’;tl -toothed st*&d-
lie. hidden behind far cowntenance.
Folk. wisdeom says that anyone con-
(-rorr\'ing a kelpie queen should a-
void |Goking into her eyes or he will
beome.  Vopelesly entvanced apd be
wiaple fo eséape.

Kelpie queens are very rare buf
when Mafc found it ways seems
o be near uﬁuwai'er vulng or other
water \aces . None knews
o ol e

Kelpie queens are sometines called
5€3 wifches.

- *

KELPIE QUEEN

Srequency: very rare
number appeaving: -2
ammey cigss: |
ove t 12" Jf15"

.
o in \3iY '50%
treasuse type' D
nuwmbey & attacks: 9
damage per attack: i (testacles) (244 x3 (jas)
spesial attacks (see below)
special defences (3ee below)
magic vesgfumce‘none
|'\- "f] <
2lign ment  newtral evil
Hie - \'arﬂv.
PRONILE snone.
cxperience poixt yullg * S50+ 7[hp

charm spells per day. Player
save af 2 (-4 if he looks into the kelpe
Lu?n's eyes) or | wito water and

athe water eagerly for 2-20 peints
of 4 per round. Females are immuse
1o This ™ effect. A kelpic queen will
grasp a vicim \n her tenfacles walchi
happly as the nale victim swallows wg
and dies. Kelpie queths prefer Yo leave
their “lovers” Pemishless so they aan of
for them wp to Sekolah, the shark

ess of Hades, butr reluctant sac-

rifices will be subdued with all viine a-
tacks 1f necwessany,

A kelpie queen can also call lighttni
(refer +o i 35'7 of the ™ ﬁm
as the third level Dewd spell. This spell
mawifests ‘rzelf as a ball sF bluish lisl'd'
that flows from the Altar of Sekolah.
The kelpe queen must be within Seo
yawds of Her zltar This spell takes one
tun to cast and it is effective only wnder
water. The bell of bluish \igw be sum-
moned once €ach Tuwm and will do 848
dam.zﬁ: o smyone within fest o
the detonation point (which wil| uswll\l be
v opponent).

Ipie queLns sometimes (A with
were shavks aud can walk dvy land for
up fo twe days jn the guises of beauti-
ful fenales,
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Ring Wk o Farmeep

Verdeftamme. is a |

d & mithril.
I¥ has 3 cxossw and a leather
wrapped hilt. Thee' are Vo visible rark
i on erher blade or hilt, bud on

He tang is ved “1349 TA" which
> when the sword was forged.
\erdeflamme = infelliaadi a mat-
ter of fact, 1 is more m‘f’em?d' +ran
many men. "It cannct speak | bud it
commuwucates with the kjng em-
pathy. The swerd has the
alian as Ki Rannack him~
self. It is lawzél, but neither
nor evil. Verdeflamme can hit

even a prince of Hell, %ﬂysbzgly

50, When used inst ai

other monsters ?&M z‘clalass of
@ats it hits with nearly fuice
€ bonus it has against other

crl?fur%.. )ra«m t it \erde Tanme

a_ ws with 3 gr;en e, When (t

s an Uy- alianed qiant
oV giamy-class monvsterﬁd' mgkes
+he 1 a\lp and fall |CSM3
2 romd. T Favwe been told that
The King sometimes uses 1t 1o
e e e

t . Man ruMors v
gb:uif the k'éou;re:rs, of Verdef\amme,

Hi the 3

Verdeflamme was fon N IHITA
by Marnock, the great Smith King &

B, in the green fre o

by “his wife, Aln, m of'e,'\s\'\fs. Mar-
nock. dedeated the™ sword 15 Krom,
Who was so well pleased with its
fineness that He put His blessing
on it The blessing qave Verdeftamme
& spetial powers” vrsus gants ad

their ilk. Tn retwn for His Besing
Krom %m Marmeck's son, Tinan,
‘o take the sword and an army to
Srate Pass and ﬁi’e&t the iﬁ fg
pest there so pass wo

safe for huwan use.

Tinan accomplished his quest,
but Trantith, one of Tinan's daptairs,
stole the sword and replaced W+
with one whese apperance was iden-
tical to hat o Verdeflamme. When
Tinan veturned home, Marmock dis-
coveved Hhat the swerd his =on
carried was an impestor: He sent
out ‘h"ooPs all over the K;j to
look. for the +rue suord. While
Marnock's were clown, Tran-
tith snwk into the palace to 4ry
to assa=sinate the King and USUrp
the throne. Some oF Kina's
other enemies had the =ame \dea
and hired a cudthroat +» accom-
plish the wmuwnder, When the assz=ain
=aw Traulith in the palace, he fig-
wed the captain +o'be a palacéc:l
ﬁwua and slw him. When he triad
o take Verdeflamme fraom the
corpse, it hurt him Yo touch the
sword. He knew +vat he cowld
never use the sword but any
sword that hurt someone whe
touched t had to have an ego.
Any sword with an e had to
be powerful- and valiable WHe
deticled +» =ell W& and make some
easy wmovigy. That Was in 1353

othing is knoum ofF what hap-
o) suord atter that

‘unh\ 11498, exactly fifhy Jears aqo.
Vevdetlamme. was $ound bq:Boa%J-
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Treasure Chest

A Timan's 30N, who was Kin
+nat time. Am? he was se 2
years dd,hﬂ was " lead an arm
3gainst— an army of o:é o the!
- north near the'Grreen Keep. The.
%’5 2rmy won the battle and
locted the eity of the ores. Part
of the beoty was Verdeflamme.
King Borgnur ruled for tws moe
Hm until he died oF ald 3qe

his son Rannack S.u.ccezged
1o the taone and has vuled
since then

Notes for the DM

RANNACK,
CL.A‘ss‘-f'ightu
LEVEL : 12
AE 8o
HEIGHT: &'2"
WEIGHT: 193 lb.
RACE « huwan
AUGNMENT" Lawhul neutral

Bile Men
Players Tnformation

The bile men inhabit the foothills
ancd mountzins that border the Glow-
ing Plain to the roerth and east. They
have 2ls0 been =een in many o the
Ki f 4the world o Marewt, 2p-
pedring at odd localions and seem-
“5'1 nfent on indeciphevable deeds.
NG one has ever daovered a village
o large lair & the=e humanoids, nor
has a female ever leen si;ﬂrzd
one who would or could &

Seme say that the minds o‘FM
bile men have been warped b\‘ the
strange. radiance. & the lands in
which ﬂe\f duwell. Tn case, the
random ats and wnusua
ratlerns & these beast-men hae ve-
sulfed in several briet but b\aodt'
battles with troops from the. Kingdom

ofﬁygeq;./w aliemgrs to trade
with. Bile wen lave failed. Very few
know how to speak their b\au.a'ﬁ,‘
and thos€ whe do tend to adopt

Fawnack 333 boy 00 oW

A\ 5
mtul\iame.: 3 )
wisdom: i 3
dexterity: 12 o
constitulion: |5 14
Charisma: 15 15

VERDE FL AMME
ALIGNMENT : Lawful newdral
intelligeace 13
communication ' empathy
eﬂoﬂs

qcc-al powers: *3 T5Vs 3@-&3 and S‘mnt-
elrss Buras with a f‘rmﬁamz when 5
Makes chgotic 3&1‘: and qant dass

oneats it Wis slp and Tall unless

' save Vs vod, s, wand. TH caa
be uzed to kneck away hurled
boulders Ywice a day if s had-
er sawes ys, (:arah{za'h‘on.

b,,Rabeum

bile men's viewps and chaotic ac-
tions. “These ndividuals refuse 4o dis-
cuss defals about the culture beliefs,
or of the bile men and pe-
come violent i closely questioned,

If travelers wmeet” Gile men singly
or in groups it is best 4o meve 3
way From them quickly but without
showing Tear: Bile men stand four
feet and lave sickly gk -
Vellow =Kin. Thew cyes are ploated
ancd s(:;(‘sw Ir s wise to fear
their ™ taloned claws and Armmz
which =eems o lescen the d
abilities of their Wgﬂ’s Some.
few bile men of the most +evrible

Sor+ WS 3 i wwz,h
closely mmf lusionists,

Seme say that ble men worship

the Whisperer through ceremonies and
by acts oF sacrileqe oo terrivle o

mention.
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DM's Twformation
The race of bile men e insane.
evil worshupers of the Whi & a
God intent on the destruction of
et all law an::fnod Bile men hone
theie figuts ical apilities in
temples’ o Fhe Whisperer exaecstional
deep in the wilderness There -ﬂaa{
being the spails o their husiting ex-
peditions — pelts from =t e ani-
mals, elixurs bits of string, cl¥ds of
Airt Trom. special \acations, cems, serlls,
A things best left winamed = and
use thew in powerful magic. to fur-
ther the work of their irsane Ged.
From time +o +ime bile wen will
mitiate huwmans, humanoids znd dend-
humaus inte their secrets. Those un-
fortunate avestures who swrvive the
initiation ordeal then become sbosesmd
with he\prra The bie men accomplish
bizanve and | vandom quests,
Some oF these recriuts attan high lesel
within the ranks o the bile men.
Females of the =pecies of bile
men are very rare and take the
form oF bldLal , twelve ‘ch'-lz;%'
wormlike monsters. The\’ are ed
- and kept safe n temples oF the
Wi , where M %'n/e birth +o
a bit(azan alasu:l;;zu;) Fimes A
Vavely a X own
mbewi %Zwalzs e Vi\;ﬁq (g“ -
18ts) \cvel%ics. .
Tre training bile men vessive in
their temples vesembles that of menks

at low and medium levels aud that
o ilusiouists at Im‘ak levels.

BILE MEN

itequercy : race

g 1-20

Aumber gppedring
armpy olass : by level, ranging Tvom T+o|.

move F i

htdice: by level , 1-18.

%o in l3ir : 0%

treaswe type {individuals) Q) X.

number of attacks:(elaw/clow/iate ) -3/1-3 2
Pius poison and cdamage bonus (see

below ).
mc&] atfacks - kel
W((:c u°12’3>

ﬁg_@m staudard
i lrﬁ‘ high bud™ ofiten insane

; ineutva| (insane)evi|

Size: S (4 1all)
psionics :nil
HD  ae gy OO xr
1 ¥ ol | A Yor |/hp
2 7 2 92ar zﬂ?
3 e Y2 B 128°* 3/hp
4 b 3 ¢ Sryfnp
s 5 *3 D 275es/hp
b s Ty E YoSe 1:.?
7 94 *y S0+ Ihp
8 Y TS F 750+ [hp
9 3 S Gr 159 hp
o 3 e H 1460 v iofhp
I 2 T I \1Sor ""‘P
2 - e J 2o50r th
13 1 o K 2575+ i5fhp
v | 7 . 3omnr lb]hP
s o *7 M 3700+ (o
[ 0 ™7 N HSoor
17 =1 = o “200+M|hp
18 - " P 15,000+ 20fhp

A. Bite pinches verves < opponent »
him Gs spell) unless save vs. parsheation
1S made

B 3un F bite scoves 5 higher (on d20)
than that needec to hit, opponent is
Stunned for db vounds (no save).

Tortasy Trtt ecsvosen v
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— ] oaSure ..;heST
(Bile Men- cont)

C."3 to sawe vs Bll mind-besed aftacks.
D73 o swe vs. mmial sttacks that one
can Aafw\d save for no ;

E. Moement rafe inues<es to IS

F.Opponewt paralyaer for 28 reunds
it brte =oores S or mere haw Londzo)
than that needed +o hit (upercedes
stua 3l lity).

Gr.Ability to spesk commeon sad 2 other
i <. Tllwsionist scell _c_}ﬂ‘g ﬂi

:lg. Eraatason) fore spell u.ae,ab!e. 2/da,.

. Tavisdulty spell useable |\ [day.
T spell uuzblz l}ia«,.
. wmd 3 sThers (no'error)

I/d‘a\,,sm foree \/d -
St sl el 2l
iller spell usesiie |/day.

X Power word stun wseable l/dm,,

rZZr x

O. Mass w dh.m
2 mmml;e\\s adr\myd_n\_'.
spells each \fday. i e

Bile men use monster attack takles.

There are only three bile men (escudng
females) of levels 10-14. There 1« only ane
bile man (2¢luding females) 3 evels 158,
High lMIﬂm'” & bile nen trave\ 4o
all parts the world Lusing teleport spall)
on Spetial quests for the Whaperer These
h:gk‘ level groups will have 3 special cbr
J fhv! " Mind and will aboud ackieving
it in 2 Single - minded eccenric wanngy,

i

Amatin, A Berbaren’
warlond in the Kingdom

M nsuf.,warqs all

gfadcg of trus ad L

* If your application 16 accepted
You 5; Your

ongs n this m3gazine).

HQ.IP Rbb.
or facemel 8 Was/1o
onsequenssy|

HELP Mg Create 3

group of piayers wil
receive 3map drawh by Roo Chike the

* Wnsfe fichon, moduyles, gaming &ids for
Mansut, RPW™ will buy them’,

@it inufes yaL fo.. .

asy Campeign
@z{aﬂd%mr_s should contect
me fo gef more information about
the World of Mansut . I'm lochi;a
for creatve Role-Players who
felp with an eusfms"ana. fran-
chee, or Who could develop 3
ty from scrateh f

“Ros, I'm inferested...

send me nfo or que
me 8 cs‘ll. 3
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KUROTHS TREASURE

by Rob Washburn
Tlushrated by Rob Uashouwrn, Candy Washourn, and Grary Richtec.

CONTENTS

T . INTRODUCTION =+ =+ -

L PLAYERS' I NFORMATION

..............l'z

s“EE"‘\s .............. lf‘f

III. TREK INTO THE WILDERNESS OF DESPAIR: -5

I¥. THE DUNGEON BELOW THE TITAN'S MAW -« - -- s8
Y. THE SANCTUARY (Player Wandoud) - == - - - v o 76
YI. NOTES TO THE DM ON THE SANCTUARY - ::---82
T DM'S PLOT SUMMARY AND MISC. NOTES - - - - 8§

X. INTRODUCTION

A. General Information
This 18 an Addlettwe™ module for
second and third level characters, and
s aned fo be used with the AD{D
fantasy yole- playing game rules. An Add-
Vodwe is an advénture module lesigned
for 4rouble -free DMing The dungeon
master s provided with player Handouts,
annotated entounter maps, tewrnament-
style reom deseriptions, and 2 r.‘c.hlgi
de‘:‘mled player information sheet. This
added waterial helps to make the ad-
vewtwre come ale. Fl who like
cha“enses will enjoy these handouts.
The handouds contain clues that 2 clewr
amer can solve and act upon o great
a‘ improve.  his chances of success.
Kuwoths Treaswe 15 3 combinec!
wilderness and dungeon module, sud
able for a balanced par‘h’ of from
‘ee. to et players. This module
can be complered in three +o fow nights
of play, Tt is the first & the Cati-
¢ c ian series. H'eakirg‘ G;Snr,
g and Ve problem solVing

—

skills are abso(tdzly essertial for suaes
m this module. Thieving and maﬂial skalls
are also useful in some specific encownrr
situztions.

Kuroth's Treaswre has been used 4o
test Pw.,m- ability to cooperafb in
Pmu.ir\f%an clojective durinﬂn‘ﬂne_
fourse =7 Tole Players' Workshep's

Players' Seminar. The o marster
will find that successhial as‘le-rd'u.rins

oups stick toqether, use ~heir player

dities  judiciously and avoid
but unnezessary encounters. The reward
for this wise play will be the magical
treasure at the encd of the quest -
Kuroth’'s avhfact!

If you ntend 4o be

this adverture | stop reading now! The
module will be wmore fun -Fa‘;you and
yowr fellow players i the fwists of
plot and puzzles evcowntered are seen
for the first time 83 you search for
Kuroth's Treaswre.
YADAD » a3 trademark of TSR Holbies Tnc. Role
Plwers' Workshop s not affilahad with TSR,

4 -
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8. Notes for the DM

This AddVenture is designed o be
easily inserted into your curre::' éﬁn—

T yow ave piayi int orid
f:‘ggud ut'rhe mg VP:BM wrth this
medule (Mandout #1). Your players will
want +to wBint themselves wrth The
matenial on yers information sheet
4rave\ 4o Four Sisters Castle, equip
themseles for the two-weeks' ourney
+o Titan's Skull, and +rek '|n'fo:"h€
wilderness.

T yowr Campaign is naccessible o
the Kingdem of Mansut, pick a clesolate

ore 1~ Hwee weeks travel to the
wilderness. Adapt the players information
theet as necessary. Have your players

wip themselves and st ofF it the

wn. The WM%A%
ot Despair section o s Add

need 4o be modified ‘o fit your
campaign worlds terrain,

T+ is assumed that the player team
has already found the Treasure Ricddle
Serolls has researthed Kuroth and
decided that the. ancient scolls e authen
Hc as this advewtwre begins. The Plavers'
Information Sheels gives charpcters full
know of this -

IF the DM wishes +» ay through
the round action outlined in the
= ! i ‘h g he showld take

2 o Howi uene
of :mwig E g

)ch Playes chavacters shouwld cliscover
the old serplis(andout=2) n a wagic shop,
as part of a treasuve in a previeus dur-

m, as a gft from a mysterious nran

Who nakes premise 12 use the
wealth wisely then disappears  or in
any othey Way Azt +he DM,

PThe sorolls at iously ancient. The
words inscribed there are written with
E:\d nk. The message will ke indes

members, of the group, even if a read
%spd\ ts used.

he players should tTake the serollg
“+o an in anhcienit maqic and bﬂ-

ges. A isk-levtl ician, clevic, or
i.:g. will do. This person will not work

P“’k;oﬁ is up Yo the DM +» decide
what c)of, but the basic rule is

_mation_Sheets Among the. taings

2l that the cusomer i) bear” This leamed
n will shwl‘{-tke srdlsfor 2 week ak
for 8 meeting witla the Qowp, ~tren offerv
buy “the olls Trom them . He wnll offer
twice the fee pad him to ckupher
and will go as high as ten times his
fee. TF the party efuses to sell the
seroll, he will tell them some portion of
4+he inforrmation guen n the -
: s expert
will tell |s that the =crols wee wriifen by

Kureth.

The pla should vealize that
dont havz anw;s h wformation m
sevols will not Tully transtated and|
or the lecation of the d will nat
be known). ”\91 should Mﬁ 4o an-
other sage or Two They zho veseanth
Kuvoth 25 well as the serolls, Everthaally
ey will have all the nformation
neeez Ham it up! The translation s
be haved +o obtain. Tt should Yake 3

lot of mo andef'fort-t-oaeiaﬂ
the neecled a collected !
MNow the should journey to

Tour Sisters (astie (or whalever poirtef
degariure M brave Chosen) This couwld
be an advemtwre in rrself!
Note that the infermation obtain
in the above sequence of events should
ronghly duplicate the formation which
wewld otherwise be provided Hirough
use of the Players' Tuiormation Sheels
TE the DM wishes to use the Plawes’
Lnformation Sheets and start the advertive
with +he Trek_into the Wilderness of pe<-
it he should smake 3 copy or two oF
P that follow =o that players
can follow alonﬁ as he reads. Yo
even waut to make several copies of
the Players' Liformatisn Sheets and pes
them out 2 day or +two zhead of +ime.,
This would give players a chance to
get Fully Familiar with this material, Nee-
less 4o say, theve are several clues in the
. i . In ynen;l,
descibe how the group came to
clecipher what was on i§e ancient serolls,
(Tlustration®3)and where the treasure might
be hidden.

%W DECEMBER %83

43



x. M!GRS INFORMATION

It seems 3qes Sine you discovead
the old =strolls w the treasure hoard.
At that time they seemed ncthing more
than stray bits of debris, but more.

w lecked at them the move the
sarolls #d to be =omethi =
cial. A close tion m'ﬁmf‘

were |ettered M qold, and when

youwr iclan ecast a
spell he.l s :?Tthab‘e =) a
sl llable e :
’B“ \5*"’;

VowanMen‘f"ﬁf jou Wee on +o
g The vead ic spell is
Widesdloiiis
u.r ic Us=er acted ma

-}ﬁz mc?l% Jowr group vowedgm fird

out what uoas written on them.

As scon as yow back to the

of Valian you swere Cred the

‘f‘o and Pald him © deCnP

%\e wol char 1000

gz{ =t 4o weork.

A meck ta he. came back to the
roup and offeved to bw.f-fhewolls
rom you for 2000 Sold pleces, Whey

qou.asked what was wiritten on the

pavthments that wade them so valuable,

Crec) Lupped his offer 4o soco 3:,[&

pieces.

Vou refused this bid as well and
reminded Crecd Hhat he had 4o tell you
what was on the =arolls. e had
ed a commission and if he dicl net per-
form as he clainted he wouwld, his rep-
ulation as a2 member «F +he rvaﬁlaaus
gmld would be yuined. Reluctantly at
irst then with increasi excd'evmd',
Cred ‘old you what he earned,

He searched pur faces 2s g ing
how the words fz was abosd“fb
wowldd affect vow. "Even using the most
powerful of Knauledae spells,” Cred

began,"T was unable To decipher these

‘H\Mﬂf_‘: He indicated the ancient sonlks.

had to tum instead o auciest

reference books from the Second A,

thousands of years aqe!' Cred paused

and puckered his lips in tho ueqit "Even
these books were (itte wse smceﬂzl

covdain only fr: ts of He

o i s et
“ﬂwbesf.source was this Grimoire’
Ged indicated a much-worn book seem-

inaiv bouhd with a greenish serports

"“This Grimoire s 2
o(’ kx and hevoes of +the Qﬁ%

A Lovd Hero (s deseribed Hhat..." (red
opened the Grimore and pomfed to
a Strangely shaped symbol Then he
pointed” to other = mbols =catered
'mro hout the wolL you had found,
e heve!" Cred cned mauasta'ted
voice. "Here and heve and here s his
zscsn There can be lite doust that
authored sarolls!” Your ?mp
lookgd with (rterest at the symbo
Creds Grimeire. It did rmatchthe sig-
natwe. symbols on yowr scrolls,
You, 3skerl Gred who this Kwroth
was. Crecl veplied Hat Kuroth was a
v steatthy #gdzr" whose deecls o cunning
and misthies are somefimes =hll 2id as
"‘Rotha the Swift = what Kurath
has comc ‘o be called] Gred concluded.
"Retha the Swift!" you exclaimed. The
fables of Rotha weve bedtime stories
angd lessons often told +o children. You
vemembered them well from your own
ohildhood. “IF Kursth was Rotha and he
veally accomplished even malf of the
rtr;‘ Aeeds attributed +o him, he must
e been nearlq a Ged!” you.'fbuelﬁ.
“Belowd of the Crods, anywny; Cred
vepliedl. " Tt 5 inm Crrimoire. et
Kuroth was ed with a favor fromthe
Crods. Now lcok! Cred contiued with
bn'ﬂm eves, *the symbol Hat stands
Tor ' £rom ﬂw Grods’ s on your

ces, and es gfs_all
on this -SHow PLANE 7

Tllustration® page Gred points +o
is the one shoum on the top oF ilus-
tration* 1)

"Grift of the (rods' could also be Anns-
lated ‘artifact’ or ‘herc's treasure’"
Crecl cortinued witha hushed voice . " T
think these wewd serolls of yours could
tell where Kuroth's l\egendary tveasure
may lie!”

Y'ﬂt members of your admhu-
porty locked at each ¥ ather i e vt

=Mrolls 1n sever

4
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Mustration *1

This was far betler than you had
The. | youw. remembered oF
the SWit deseribed his treaswe sev-
erally 55 3 staff of great power; a
crown of might, a mechanical giawt,
and even as a blessed feather: The
I s didnt agree on the appear-
ame o the a but did g&e
on the powers. Rotha's artfact uas
said to keac the possessor to-treasuwre,
ymake. him immune to attacks, and gve
him psywehic powers,
“Wieat™ else did yau Find out ?" you
asked,
"\QY‘«, Iittle, T'wm afraid. This sowze
_book on hevoes was trans\ated into
h Even and few of the original sym-
bols of powe:frezl::n. T was able to
ta other phrases but th
3‘M JTQ"P‘;M«EM ‘Face. balf sadh&{
from where Hhe sun sefs on Firsﬂins's
seript so bold. The2 | but™ miriad giants
strides stands Firstling's top socod !
‘Heres another serap: Gred transiated
fettingly from the ancient serollsBe

you Judae.d 26T wss judged, my

herp's huck 4o obtain. Face the fear snd
grief and might of death's cwn nurtwad
pain. When all seems done and conquered,
then Frst Test will yow. ordain’"

"Sownds like you almost have it com-

ted” you said encouragingly +o Ged.
= Ged save a tired ha.s":lsa;{' really, Twe
trauslated” 22 much 28T san with Hhis
Brimoire or any other beck T knew. The
phrases T rzaj you are the onlyones
I could yi’ The rest is wiknown. Tt
ninety percent- utransiated. And this

is e, The one +Hhat has +he afh'fad'w
word en if, T can't anything on Hat!
Ged rested his head fmsfm? and
looked atyour group. "Il pay you 7000
ﬁdd pieces. for -f—:k& sarolls, Just take

e money and for: eer say them!'
 "Why do you wﬁwﬂtﬁ\ o loadlc,
Eyow think its hopeless 7" you asked
pointedly.

'Reludauﬂs( Cred veplied " T fwrow
Semeone. Who might be able +o carvy
the tramsation er."”

“Who 7 you demanded.

"You're not gamL{-o =ell, are you?

Fontasy oty csvosn v

45



Gads moud was a wry grin.

"No,* your roup a2id as one.

T e not.* Cred an‘shedqam
U‘\ well, I \ you o

“"No t‘f'f' W Pald \000;0
pieces for secrecy informa
New qive us -ﬂz information!"

gowlq a wide smile. spread over
Gredd's Yace. "Yowre viant. L do cwe
you my best effort. The wan you want
i.’>5ni!>¢ Longstride. He. (s a master
&tb"‘ Mon , @ hundred and forty

frem ho’c along the. Km.as ("hs\r

o~ “we've hearel of him) you rephed,
One. week [ater you Found your-
selves in ompe Lo Vl:de‘s chrmr\, A
CDth fire was in the \‘ml"*h books
|me,d one. wall. Sni pe, 2 bald. sh

\’ middte- MBV‘I was
a plece. of vellum He was ;zms‘fakmslsf

clrawi

':gme. in," Snipe called fo you with-
out looking up."Se youre the ones
who'e been waring 1o <ee. me this last

and 2 half™ without wuth for 3
eply He sa;e continwed. “So ndw you
see me.. What do you think?"

You explained ‘ﬂaf ow. hacl ananaad'
rnanuﬁcnpf that defied nouofgﬁ%

ic. You elidn't menhog Cxi partial
‘fraeﬁiahon Snipes hea )erked

“Well, let's geei'l' then," Spp:ﬁk"
manded . Yow hancded him a e
stroll, Snipe held it very carefully.

" Can o tramsiate it 2" you asked.

" Maybe, Snipe rephed lacomally
“lost you 2000 A

""There are
said handigﬂ
=0rolls.

"Thats more |ike IT," Snipe. said
happily. "T'll do ‘these for 1000 gold

as we.u you.
him another Valf dozen

"500"

"“Done,” said Snipe , stoney-faced.
“Come back in six morcths " ﬂf_ turnad
back to his map, whene he was draw-
"‘3 a 13('3:. mowthain with caves ot its

"SIK months!" You shouted n oulvane.

"What makes you think. we Wave six
months ? Tomorrow! we'll come back. to-
morvow,” You said knowing this 1o be
Mreasmablt : k:

Snipe  loo Ain, blin ng per-

ly. ‘1'omorrow eha; He c.hu:kadhs

tongue appraisi ly. “Done, Come back
WMPP(&.?; went back tohis
werk.

You shrugaec 3s you and \jour Lom-
panions |eft reom. "Crazy old man "
you muttered.

On the evening of the next day you
retwned 4o the =age’s small casteon
the outskirts of Montome. Snipz. mek
you 2l the door.

"trot bad news for yow ' he began.
‘T couldnt decipher those' .suolls'

TImmecliate disappointment showed
on yowr faces. "Nope,“ Smpc. cortinued,
"I dont know where vou *‘ncm ot
ey ave Words of Fower i‘ﬁrom tigh
Griamtich of the Sea:nd " He

his head. "Is 2 lost |
only g\e. to transtate ;ﬁ‘?

Excrhwll you qy;eshoned Snipe a-
bout uwhat “ne. had found. He vza?;‘
laigc portions & +the Serolls &f Kurda\
They opened up a whole new wWerd o
adveutrure and darms Kuvoth was
Retha! Mou nized reFavmzs o
his fabled adveitures, but whwtym
were. reall\f listentng for were. references
1o Kurdth's treasuwe — and they were
there | These are the plrases that
stuck 1 your mind. The first qave an-
sther olue about Where Kuroth's arti-
fact might 'ce located.

3‘.‘Dw: South from sun's uprightt

Speus info Despnrs'beep

Look -f-or the Firstlings cold
bone. lost in the clouds,
alone ."

The next part gave a more perplex-

i ™ -
"3 % number ave the ways

that fates justice and ven-

gesnce may mMay be wro k.*'
T'MG\Ha‘F*thmdsu.tUs

4o
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tears of rage in the eyes o
the Thsane Ones,

Seven steps of testing prepoe
for herves' strife

who battle for the Bloed and
Bones and for Earth's sa-
cred \\fe.'

Best of all, Onipe had been able to
transhate the page that Gred hacl said
might be the key +o finding Kuroth's
treaswe. [PM- SHow TLLUSTRATION
*| , THREN TULUSTRATION ¥*2 which s
+Hhe tramshation of *1t]

Vow ook on a measured, assured
air, "T know where FKuroth's treasuwre
s you whispered 10 one oF your
tompaniens. Then you spoke aloud 4o
Snipe. "Do you have more o show ws?”

“Noj as T said, T had only partial
success,” Snipe veplied regretfully.

You noted Hhat nauy ot the pﬁ

been

that” Suipe ide. W@ad nst
Paseriinaoai el Bcirbiad g ey

“We owe you S0 gold pleces,’ you be-

3.
3 Den't k oF gold o me " Snipe
interrupred “ T clont want your adld”
Snipe smiled at you and your compen-
ions. "L smell a3 story here, Yow are
going to have an adventwre. Come tell
meng\e tale when you're done. That's
my price” Snipe said 4rm|y,“awddorif
Yy to haggle for less!”

Pack at your inn, behind \ocked
doors, you told your aroup that you
had discovered +the secret (ocation &
Kuveth's arhfact,

“Lock," you. saidl in a voke made ra-
pid by excitement, " we've gut all the
clues.” You peinted 1o the s ma
o Nansut ] the Wilderioss dethe
South and West [ TLLUSTRATION *3]'ere
are the Sunlet Stones, They must be the
‘Sun's uprigd spears’ and the Temninsug
of Despair i= seuth of them, ju<t as
the serolls =aid ! [DM- Feint 1o the Suniet
Stones and drawa line south so that i+
passes though Titaws Skull and off the
map.] We kndw that the ‘Gift of the
Crods’ - Kurath's artifact - is due south
ot Hhese stones.

Hizt the line passes
Titaw's Skull, Thats it!

"Remembar tiatr (red trausiated a

section different Frem the ones Snipe
did? T+ seemed 4o tell where the arti-
fact is teo!” You s

b(‘\'ef'\t"fo
see else recalied the X
“Face malf souwth Trom where fhem
on Fvsﬂmg Seript <o bold! T thinkthe
Firstlings Seript is The Griyphs. A swret
5 in the west so halft south of the
sunset must be seuthwest, [Owm-Tvaw
2 line southwest from The Crlyphs so
Tita's Skdl]
the cther
olues fit o! ‘Lock for the Frstlings
bone , lost n the clouds alowe,' and
‘There but myriad Griauls strides slrds
Firstling's o cold’ A Firstling is
a Titan. since Titans were the gusd-
s of the First Age. A Titaw's Top
s his skull and the <kull is 2 bene .
The mowndain k, Titan's Skull, wsd
also b2 cod and lest wm the clouds.”

"Or it Was lost," 3 mewmber of the
iroup crowed, "now we're soma-b

nd "

"And thal weird last page - [ruuws-
TRATION ®2. 1T +hink that tells us whar
to clo ouu%dhmbpoﬁfdﬁ
Skull Mowntain I

Youw andd our group falked far b
the nigit, +rying 10 further interpret
the Scrolls of Ruroth and planning your
Trip to Four Sisters Castle where you
will set oFF irto e danserou.s unld-
erness,

"Now +the adventwre begins | You said,

Frtlazy Tertty xceroen ve:
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illustration * 2. : Kuroth's Riddie

that Kurot's Treasure w\Sh.

Find Skull My, 1 Deep Despai®
make. full cﬁ‘er\ns W Saced Dish.

Then enfer "hueer\ crooked Treth, elowo de ‘
dav*\(lma . Descend ouer " doowoard i
r Defpre lies.

Opan door, stand o uarJ F%M‘ warror sf Earh
Fak. S\wce'!‘he.anamskea battle cr cry .
OFf one who Knews no

FHee past e moulderm § boned, and{m%ats«m
amns Fe past th Nmﬂea One., mind Hhen
Wakes and Knewos.

Say Quagmulen ‘ﬂ-a‘ﬁ}.mait Flinda wst move pat
nor fie2. When Fumble Sounds, foruard Hien
Tush Red, Hhen Blue, then Haree of three.

Artve in Azure Cawern, traw| always t sure

ot Pt fie ' deatts L pain, Push
Blue thew R -R\m thvrees

ﬁ atn'

© 1983, Rob Washburn

‘ Read this wierd, Oh, stort of heart
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M. TREK INTO THE WHLDERNESS
OF DESPAIR

A. Notes for the DM

The DM shouwld provide the players
with 2 copy of Dlustration ™), * 2 and*3
so that they can be studied at leisure.
The players will want to wse Tlustration
= 3 planning therr route o Titau's
Skull. They "Snma m studying Tliws-

tration w2, Kuroth's Wi now becausze
masteri tois the key o success n
+he eon Below the Titans Mayw. The
M she hot tell them -His however

The fact that this riddle = l@mnded oot
showld be hint enough that it is impor-
fant,

I¥ the DM yishes, he can play
1h the trip from Montome (where
Snipe. lives) to Four Sisters Castie
seme. Sco miles away. This lewrn
could take up to ﬂarJZB or ‘Fam
and wouwld probably beabw?-mgm s
Hﬁwa‘,. Entousnters misln" inalude s
or con men met along the higuay, bads,

fellow advertturers with interesting st
a»dwnmars. o w \ 'hng rles

Thro ut this AddVerhue wedule,
bexed -in sections indicate prose that
tan be resd to phyers word for wovd
to ceseribe encounters, situzstions, aress
ov items of interest, et A\l information
outside the oeored-in descriphions are
the Dmis “secret” aformation. This
information 1s not obvious o players
3s they enter the situation and should
not be revealed 4o them unless +hey do
somdhinj to learm i+

B. Equi The 'Pa-t,
This AddP e involves a“deep and
davgerous journey ivto the Fenninsula of

Despair 1o the souwth and West of the King-
dom of Mausut, The DM should help the
pliyers redlize what +this wavolves. The
qroup needs to provision itself earefully
with normal aud msica( items. This
provisioning should occur at Four Sistns
Castle, a small city of abeut 1000
Fowr Sisters will ave. merchants selling
most of the items the group might
want- to purchase.

The 2iso neaeds Yo dewliop 2 pim
for tvavel — how can d us encount-

e be minimized 7 Wi\\ﬂr‘_‘__ set
ds at night ? Light 2 Sire 7 How will
gwuds be. prepar

7 what will be the

reups marthing order 7 Tirs resting
gb\(mafioﬂ? Does the. group have healing
ragic. 7 Poisen 2ntidates 7 Etc. The DM
need not necessarily ask the group these
xsﬁons, bul should teach them prudene

v advice given by experienced non-
:jwugk characters at the departure point

through use of the wilderness en-

counters deseribed below,

C. The Wilderness Ercounters

Explained below are a number o en-
counters for the wilderness trip 4o Titans
Skull. These encounters cowld be random
or set, as the DM wshes. For random
enctourtters the DM should roll dlo +wice

day , when the is traveling,
:; oﬁyt each ni hf%mhza\ the group is
sleeping. A roll of 1 would indicate an
entowiter. Since the trek takes four-
teen days . +his wouwld indicate tWe or

three encounters.

Be swre to et 3 schedule of who
will be on guard se you can defermine
wndey u)houguzrd a nia‘ﬂ' encowder
occurs. Cer a mmh'ms order so you
will know row chavscters are arvanged
for daq encounters.

The -Fallowius is @ table for rudonh,

ddwmmlng encounters,

DAY ENCOUNTERS - RoLL dio
| = Wi The Hermut Troll
A= Wz:The Elven Armor
3- wWa "“"‘“t Yhe Crreat
4= wHiThe Storpion Hill
5~ Dungeon Master's Option (DMS)
o~ Dungeon Master's Option (Pmo)
On 2 Seora o, the DM should
enoose on o +the Day Encownters
or construct a Special encowder
of hrs own. Have fun!

*T{ +he DM prefers not 1o read bosd-
in sections word for word, he should
give +he =<ame information n his own

words
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NEAHT ENCOUNTERS - o, dia Map of Takquz' Lair e entramce

| = WS : The Tnviskble Meyace
2~ We ! The Sereamers

3~ W7: Evcountrer with a Bear
H-ue: mW‘lkmsmd

s 15 wher \wei
S cméc*uém

- >mo™ .l 1and

* Dunggon Master's Option- thosse s s

one of the zbove or construct S bl T3
your Own encounter, ms open

Some DMs may want to cheose which J
ercounters the players have . If you do
this you may still waut to roll a die

8s f the encounters were randem. Tre View from the SWTBCE  ave enfronce
group should frave about thwee or four . U__
encowtters on the way +o Titan's Skull (Df?fu-ﬂg P'*', R S0 o
awd two or three on the trip back to x - T el
cavilization. '3 e o
Wi ]Mﬂgmt]'gll p y ,’ Tl M s
trek ‘fhrouek 3 -"T';'@-‘i‘;",—""‘
b o snd fill B e
wesfofl%ursders&sﬂehasma& = ol T
fhasq,uﬁfmldﬂ&mm‘fhmdnd . 5 E
gery. Dust fﬁsmda&:‘
and the sun beats merc dou.m on Takquz IS Sowmewhdt arippled by his
youwr group. You take adr-ntof' water hunchback deformity, though he is quite
and start up yet aucther hill, Just-as quick of wit. His statistics Fellow.
\jou. are ‘b +the top bad luck
strikes. round seens to be crum- TARGU2. THE WERMT TRoLL.
bling undunagn the members of qouf pv- HP = 31 when insane :
Hy. A pit has cpened peneath AL "o *2 to mt ~2enAC
the botlom of the pit, some 25 bdou), Move =q"
you See 3 hum.k backed troll Vinang HD = vl
e.wlln' up at you "Sul Takguz urkblut- 'D!mee_ dw/dw/bufcﬂ"l/ |-3/2dl10-2
2o!" the troll vells in hrimph. Takquz. regemerates 3 hp /round
The has unluckily =tep Takquz will :mntd::fu attack
one of fnnush emq it w;pc:; et one wah'? falls into The 'i’('ﬂte_ m::.l
by a hermit +roll, Takauz. Ea:.hmmbu- room of his lair). As w\-i‘n normal
the group must roll fis dexterity or be- he eau divide his attacks between op-
low or f3ll info a 25 foot pit (rou dzo). ponentd if he wishes. I&— ak%u,-,_ 3d3
Allmouwhoiaufatcdbd down to one half hit pei
fall is somewhat cushioned by m earth, less) he will thow hcmsclf at -ﬁ\e
sticks, and lesves that-were used by the players and beg for sayi

Takguz 1o construct the pit trap)

"T‘a wz spink spink !"("T ek qo:;
Takguz' words mean “HaHa! Mmeat has

") Even those who dowt spesk

come to Takquz!" IF someone in the ‘h"oil wull vealize Heat Takquz s swr-
goup speaks +roll youw should tell ‘them nq. Takquz © sincere sbowt
what Takquz has said and anything aivmg u-p and will spesk With the

he may say later, in a mw, -m\\mﬁ them i

Tontasy Tortt - vxesvoen vas s
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sorts of worthless rumors until he goss
NS3ne.

Takquz has been outcast from his
tribe besause of his Fits of insanity,
Eaxch round that Tekquz spends 'sur-
rendeved” there 1s 3 one in siX chawe
that he will F‘ls{ into 2 Fit of insanity, He
will yell “Takquz Pechfuz alakel” "My
feet 2re putertlies !)and leap at the
Hhroat of the nearest party member,
Takquz is T2 1o hit and -2 en AC
wlue. insane. He will continue +o attack
e same until he hits or until
he reaches -10hp (dead until he re-

ates). IF he hits, he bites each
round (automatic hit) and cannst be
untaungled From his victim. e will scream
" Fluk2at, op ped op op!‘( Pebbles, thme
aveen ones, oh, oh,oh!")

In Takquz's l8ir is a3 well ten feet
deep fo | - infested waters .

LEEcnes

W= 5 each HD = |

AL =9 Damage = bleed drain

mMovE= 3*

ins the vound after a sucuess-

ful . There is only & one percent
chane. that the victim will netie the at-
tack unless he is looking directly at
the leech, The leech may erawl wnder
tlothing or avmor.

Also in Takguz's \air isa treaswre
voom, Takauz is a alisertmlnaﬁnj collect-
or of whole dried feces. Among the
prizes of his collection are the the
dried "de-dos" of 2 giant roc , 3 blue

on, a tiger beetle , an cgre , 3 giadt

, et Pl‘g" Who umiS' ﬂnmu.gh Fhis
trevsuwe will Find nothing of value . The
ksl “treasuwre” is to be on T!kuu.
himself. — 3 wish ring of raverse wishes
and about 15O gold pieces' worth of asort-
ed toins. There (4 one reverse wish leftom
the ring. When a player pufs the n‘n%on
i will Communicate that i+ is ari
thice wishes and will ask whet the first wish
isYe be. The ring reverses wish. The
player wmakes so that a negative (non-fatal)
result will occur. This one can be a lot
of fun. Use your inagmation! Nete that
Takquz ‘hinks the ring s real and will

Fiqt 1o keep it

H
pacThe Siven Armer

sandy Spd o qround betueen hills, Tn

a3 ten-foot cleep dusty depression +o

your rislr'd' see What looks like

an o\d swit oF armor. “Locks elven -
e w think

This dusty depression i1s adtuall
‘he. 1air of avdusfdrgger. 1

IASTDIGHER
HP» 23 Damage ' dB*AC oF victim
AL 4
Move = 3"
HD =4

The dustdigger is aboud 20 Teet acrms
and has buwrried itself inthe bothom &
the depression. TH somesne tries o
vegover the armor or gejs within t2n
feet of i, the dustdi wall wrap its
ams around its victim and swallow him
whenm he is dead Trdividusls so t
cannot aftack but veceive automatic
clamage (dBrAC of victim),

e
e
e ///
P i
Tl

/ /

-~
7 oup)
/7

mc £ven Arveor

The armor s well-made but corvoded
and useless, The real treasure is nside
4he. dustdigaer — 2 blessed swovd Hat
will flame on the command Kame Esto!
(this means “Kane's Wrath!" m Elven) for
an extra point of damage. The Swerd
dlso kas 3 green gem in its hilt that
looks quite valable. Tt is an emerald

5.
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werth SO0 aold pieces. T find this +rez-
sure the must cut the dust-
dicger” cpen .

The armor aud swerd belovged +o
an umlucky Elven lord, Speltam, who
met his death in the dust digaers jaws.

: the Great
Your qroup Comes arcund & bend in 3
ame trail to findyurselves Facing a

%mall mushroom man, His eyes nar-

rowed to sifsS 3s he walches your ap-
proach. His brﬂe mowth wrtthes as he be-
ains To talk.

T am Mushy the Grreat. What T

To know is where you're goi ? Sotell

me  alr fe Mushy looks the

{ouP expeetgutiy.

muﬂu{ will cortinue 2 question the
. atking them sbout their +ravel
le and #3kinn poivd‘ed Qqcsfions
about them and any tems -H\o.{ are
carrying that lOOK‘l‘llie. they nu‘akf be
w;a;giczl- Mushy alss likes riddles =d
"orC jokes”. Here are a couple he
might 17y out on the aroup Lbettis
money with. them abou%‘ +heiv abil
1o Bnswer it he can).
riddle :"T know a word of leties
three: zod two and fewer
there will be. what i=s i+?
answer : the werd “few"
joke i What makes more noise
than 3an orc 1n a pit
trap”
answer s Two orcs 7 a Pt ‘qu

Mubklf is achwlhf Grecl the Ma3¢
m an illusery dissu.ise. I a par'h1
member disbelieves i Mushy, qve
the parhy member 2 - to save .If
he cloes sare ne sees (Cred in his
+rue form.

Gred s Interested n seging that the

succeeds. e has seen prophecies

that the recoverers & Kuroth's Trea-
sure are destined for great and 3nod
Things. Grecl simply wants to kKnaw
more. abeul the al histories
of the nembers of the group. He
would also like 4o knew um%zj

are "g, Since he doesn't kKnow yet.
is 3 cdouble -class 1T* |ewe|
Hlusionist /1™ evel thief: T the qroup
is civil with nim s this disquise” he
will +rade them useful nformation a-
bout the area for any information
e u:clli'!g 1o give sbout them-
selves. TF ang met\tberof‘l’ﬁza
is w‘alenﬂy obnokious, Mushy will
pick his pocket (35% chaace of
Success)  Taking some. valuable 1tem
and leaving a note v 1ts place:
“You Zhouwld be more polite +o
those who wish you well.— 3 Friend"
Mu.shm! will then dimension deor

Mushy will Complete. these Actions
even it attacked and hit,

JIUSHY TRHE GREAT (GED)
HP * 53 A=~

This (s supposed to be maﬁuag
encounter, Try to have Mushy make
friends with +he. qrowp.

Fntay Verty  vesvasn v
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ww: T
You ave frudainﬂ Trvough a hily -aya]
when you notice 2 emall blur of movement
in front of you. You squnt yowr eyes Yo
qet a better lock. It seems 1o bed
l8rae scorpion about a Yoot |o'\3. One
Jour companions calls oul in sur-
ise. He is wting t& semethi
:;Lr rear. Yoto cU.ucElq sean the 'Sea
Ancthey %a*-bn% seorpion  Then your
eyes sweep the ferrain all avowd yu
Yow ave surrounded by scorpions! It
locks like no matter what clirection
you yoll run into one or move
o them. Most oF the scorpions dont
seem especially itevested in you.
Wheve clicd ey all some from?

The group has blundered into a
seorpion hii(li. Aread oF them is a
5 mound which will recegnize
z;s the securce of w scorpiens
111&\1 ever get 2 chance 1o see the
other zide , where the entrances a,
These storpions share a low lewel
telepathic communication and have
oraanized themselves info a hive. The
hive. does not yet recoguize the
a5 a theat though :‘;}30 acorpg:sup
(marked (with iX:) have smelt” their

pass and consider the group a
po:.sxa& food source.

- A / on ﬂ\\
X Y A K= SCO\'P'On
J /
: A/ A
o U S % A
x / x - "
/ &
/ p X e @
Vi / Slorpon: X
il 'fe
" W X
e s
S L e
' K Sl
X ﬁ/
/
AN s

The party members can choose to
a) stand and 3fhack, The result would
be disasterous since. evorttually the.

whole hive will jou in the couwnter-
attack.

b) stand and try 1o be inconspicuous.
This widl work at first, but the tweo
dlerted ecorpions will come 1o inves-
tgate the . These two scor-
pions will aﬂemp'r +» sf'ms a pad.r:_y
wember ater a round or two
nvesTigation Meanwhile, more seor-
pions will enter the area.

&) run. This is still us, but is
the kest opfion. The group must
flee past a minimum of three
storpions no matter which
run. The scorpions will bewaqm-tﬁey
by the vapid moverment and fear
smell. TF the group moves
forward nearer the seorpion hill,
the minimwm nwmber of scorpions
will e five. Note that anyene. run-
ni a seorpion allows it a
‘mms “ gt *2 +o hit *2 clamae.

SEORPON.
HPP = (peach WD |+ meve = qv
hs b affack: claw/eliw/sting= F3/1-3

I¥ the scorpion's Sting hits, +the
vickim must save ¥3. poison or be para-
lyzed. The paralyzation wears off after
three turns, The Storpions do nst have
death poison in their stings; the poison
paralyzes only.

Seorpions have vo treaswe.

It is +the dead of the night and
You 3re on gquard. Tt's hard o
your eyes open. In the distance
You hear @ =dft boeming sound.
"Must be a thunderstorm approach-
"‘3"' You vumble to yourself,

Mow shift Yowr wei and crane
your reck to lock of +o vight,
where yow think yow Saw a hint
of mowmert. "Boem.” A litte closer this
dime, A sligt wind ruffles your hair.
You pull your cloak. +i aboud you.
Just yowr luck f 2 ran spals \our
skep time.

"Boom . Beom. The. earth shakes

Now look in the direction it came $rom
off to the =outh, but clouds cover

5%
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beoth the Azwe and Violel Moons.
You cant make out anything - just
=hades of darkness in the distance.

The members of your group are
seifmﬂ amﬁilv to their feet, "Earth-
quake ¥ " one asks. 'T dont know,"
you reply. You lock off to +the sodh,
your head tilted. There is Some-
—rhmj about the booming seaunds.
They seem 12 be rea.dar\\.' spacecd a-
part. IF only i+ wernt nighl and
Mmooniess So yow couwld ses trer:

"BOOM!" The roar of 1 Fills your
ears. The earth throws you five Teet
into the air Yow land bccmunﬂ. Dust
survounds you like a thick . You
hear 3 huge crumhinj and clatfer: b
pick. yourself up 2ad pull out 2

n.

A minute goes b\.', then you
hear a thundering boom again, “this
+ime To the north. Ancthér minute
and you hear the boom in, this
time barely audible., The dust and
grit graduzlh., settle o the Srou.nd.

hmt ) ﬁzf?“ on i.’ih
T the qro exammes the avea
Hat niabd' or rext dzx,,‘fheq will

see a3 shallow trench five Teel deep,
fifteen feet wide and Fifty feet
| . This huge foot- or paw-
print s abowt fifty Yards from
the. qroup'= ite. T+ isim-
ible. to tell what made the
+track from only one print. Tf a
or barbarian looks at
three or more oF them he will
be able o tell they are boot privts
are 5paced a mile apart‘
r ninja from south 1o north.
Was t™a God walking ‘the earth
4?;,; semethine _ﬂ\er‘ yet? 'I-is
rou ows the 'Fbo‘l?'ih
mrﬂ? or P::oodk will comtinue
for hundreds oF miles, finally stop-
pi at 2 huge SbneMvﬂr_-like_
ci of stan mﬂ sYones.

The Screamers
€ COMES cne howr
dawn. The rest & pu:zéam
aslieep omly you 2ve. dwaske. The

First sign o trouble s a leng

Wavering scream. Other cerie sezams
quickly ollow. You've heard these
befove , at a distance, on the end-
less plain. “Sereamers,” you. think,

"the dreaded aborigine men oF the
plains. chc\l{huni‘els,ln ruar:lors are

Correct.” Yo arimly ve -
Jg,gg o Latte, | ;e

SCREMAERS
HP = IS each HD=3

A =7 Dauase'l-el.spcm)

Move = |2

Theve will ke one secreamer Sor
cach wember of the p . Tw add-
ition there will be 3 shaman who will
lurk. in the. =hadews and cast the
following =pells in succession: ki
Ero b“ml oppasing ?ﬂmgh;lg

to bli aPPOsi § wii
then his b waarb, 2 shdls
round, | -2 irits
pplirs sae or beP;ouzdda'?:gc
shaman has eghl” poisen darts.
The shaman will aast Two comnand
spells at” one who its to
meleg with him. He will 3lse =ocud
2 vetreat it move than half oFf his
warriers are killed. He may veturn
+o attack the nett night with more
tocps (F he and =2 warriors
SWrVIve.,

The inteut of this encouwnter
= 1o chauage,no‘f wipe out, the
pavty. IF ‘i‘mrﬁs start oMﬂ badl\,
you Maly uran To <. er=calm-
%Aown" the oppesition or hé;__i@

shiaman , vather than
wembers oF and take
them as prizoners. The DM can

then e,nsmeer =ome. =ovt ofF dang
encape.
On the ed Jour camp |
Xe\u hear 32 spuffling sound out of
e Adark, Tts SQMﬂiﬂﬂ bis. Clhuickd
you wake +he other members of

véfom out of the clarkness cones

Tintasy Vortl  vxcsvoa v
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ah riz bear Tt is stand CGroup members will notice a
'x on i thcl feet — 43\\ and small bwn scar in the s of
enacing. Tt stops thirty feet 3 helly leaf on each oF Dillie's

from yow. ITF snifs curiously at wrists, Dillie will try to encouraqg
|

r ; the members of the group and te
them =tories of natwe at its health

The bear will not provoke iest: He will keave before dawn.

attack, mearly b\;nkatéoacr the party Dillie = the Steward over the

and sambling off vito the night. earth for the northem portion oF

But f the group attacks , they are the Penninsula oF Despair. Hs

in for a surprise. This is a weve- is “4hat of 2 demigod and par't;w'

bear and a Steward (3 high level members wouwld do well o treat him

follower of the CGrrester God Kane). with clefevence and kindness,

This Steward is called Dillie, and

in addition fo reving the powers :

of 2 werebear, e 2 an IS lewl Tt is w e

pleric.. TH attacked wn his bear both noons are n wll: The soft

form he will flee al” full speed azure and violet \ight gwves an

and rehun ten minutes later wiearthly cast to He surreundi

in human form, full d’-vengzmc& tervain. !L‘-\' is very still, almost

too quiet: Shouldn't there be a

DiLLIS vustling gﬁ!am‘mals aud a oaall of

HP< &3  HD*II birds in nigt ? You begin to

AL=0 ;ef uneasy. s when you

Move = |2 ir‘.Sf" see them,

Damage as bear (Claw/cdw/bite) Sileal” 3s theves, quiet as shill|
=d3¢\ld3’|/uqo\ 2 P‘“‘ an wfa ‘H‘\!A' COME . A MCH‘ Cdkc.‘
additional 2-lb F both claws hit. {lon of exposed boves and retfing

Dawage as 2 human (T3 Md‘sh.urmg flesh vecognizable s humans )
=1t -brY and 2 save at “2 or o come wavzl \/OLL from +Lﬂe.
stunved for di0 +| rounds. west. Somehow -they are held to-

?eﬂ\ex in 2 group, stumbling mind-

Dillie is *raveling with four Ybrown essly up the 613§e toward\our
bears and a Treant will aid him party. About a dozen skeletons
W need be, but otherwize will s th are, and half as many
out & sigit. ITF Dillic is pushed toit zombies. You estimate that it will
e will 2 holy word that™ will affect be five minutes before they
the p members (see reach your campsite Quuickly yYou
spell). he does +this b, he wake up youwr companions, You
will uiter up to =ix command spells must deade uour strateay.
‘o SV'C;E the p s =iy

TIr Dillio is attacked he Comin v&’l’he s\isﬁ' slope to-
will vetwn to the campsite asa ward. the adventiurers are. eleven
hwumayl and speak genially - with uwho- skeletons and seven zembies,
ever is on and Whoever
wakes up. He will heal wounds and SEELETONS
Yaize dead party members as need HP= 5 each HD=|
be. AL =7 Damace. (Swevel) = -6

Mo = 127
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ZoMBIES
WP=q cach wb=2.
A8 Damage (claws) = 1-8

Moye = &"

Skeletons suffer only half
Srom edaed wea: . A= with zom=
bies, skeletons are immune to sleep,
hold, charm, and cold-based =pells.
Zombies always attack last. 3
cleric is with the group he will be
able to twn mome portion oF these
creatuwes (Alz undead),

The party must decide their
strateay versus these undead TF
they chocse fo run must do

2= within four minufes of the tine
the boved

+he. DM Finishes read:
_ﬁich‘on above. The M uld tell

Hat are n “real
+;m§,~ #\b wm%:q that sne minde
on the. DM's wadteh is equal to
one vound of play. TF everyone
gels awgke  packed and
before fouwr minutes have passed,

then the group s escaped Srom
deegduﬁe undezac ave sbw-

Moving and Wil notr be abe 4o

eateh™up with the group. At the
DM ;ﬁfn, howevexr, the undead
[ater that m‘gbﬂ‘ or on

saome Follow: niakd -
IF the gm’u.?ahﬁes to shay and
mMa

ﬁ"m (eel never ocou 4o

threm) the

same voutine oF watchi |
+ime" to determine when&ﬁe with
the undead ns. The undead will
aftack from alt’ sides, =ilent and
stinking. “Behind the erush of un-
dead is an eyl magican, Trauth, whe
is 90% i to be mistaken for a
seventll 2ombie at least until he
attacks. Any chavacters who say they
are cavefully leoking at the updf'
wndead 1o see F sne of Fhem is
a cleric. or wBgic user ansator usk
immediately notice Trauth. Trawth has
avimated wndead with the help of

2 high level savii whw.
with might- of his horde.

he feels himzelf 1o be virtally unde-

should ao 'ﬂ'er\:gl}a*ﬁc

featable and has been *mor‘(zms the
local COu.nfnfsldg.

Traeth will wath the battle unh|
four or morg of his "ﬁ ave either
slain or turned, When thi happens he
will yell in , "Take this you ara Y-

sucking pigs ™ andl east the fol wing

epells: nggmmu.: (at an opposiuj

spell easter; 2d4+2 d ).;kﬂ,
=pel

(2t the pavty in general; this

will cause (-4 38 level claraders or
2-8 204 level characters +o =sleep
comatosely). He will then pruse for
one seﬂmexd and f 3y paf'rt( mem-
bers are “still kicking' he will cast

a m%(swe vs. spell or
vetch llably). The entire
attack sequence ‘\’gkcs only five
segments - half a round. TF Tradh
is still attacked after this Flwrry
o spells he will cast a _mgﬁlg
issule (244 +2 | then in-
Visibility on himself s that he.
tan . The zombies and
skeletons will | at Tranth's com-
mand, in‘t‘a"x& ves
Tranth and ‘dny who threaten him, so
any physical combat with Tranth s
unhkeh,.

TRANTH
WP=13 Danay(damﬂ')zamuks,
AC* 8 d4 each.
Move = (2"

Tranth is a2 4™ level magic user
and is chactic. evil n alignment, TF
he clefeats the party he will have the
undead attack wnti 0-2 hit points
vemain for each character, strip
them of all ther possessions includi
tlothing, and (eave them 3 note wkiza
reads,” "Spread wide the horrov of
He who Duwells int the Canyon, and
henceforth <vun wu the Fief sF Trauh!

TIX the defeats Tranth and
aap-lurcs or Rills him CM.{ un‘ike,ly,
qvin his ivisbiity spell) they will find
3 seroll with the following spells: ani-

, Hly, 3ud shield. Other items
of interest nclude a2 small back stone
that eonfains multicolored swirling

Tty
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depths. This stone will drive anyone
insane who peers wto ts 4
for too \lonql(save at -2) Trawth ako
has assorted Tarsphenalia for spell
components, 3 long areyish robe, two
blue gems worth 500 ao\d pieces
each and three bits of mithril formed
into small cubes worth 100 aold pieces
each.

At some point n the oncowrder
the players will get 3 look @t Tranth.
When they do, read -them the follow-

.“"3 :

An evil- visaged human stares
=t you out &5 lcom, He nas
a nose

\Br ellow eyes
hodked mud arue!. s body seems

sliantly mis-sha bur he Seems
'bﬂhmozc [(the! mu.ﬁh wnder his
ankle - | robe. .

There 3re Two aspects of his
appeavance. Wat immedistely nark
hwim apar{' from normal men, One
is his stark white har “hat
Fleats n the moonlishf Pmcs\\\erl
isthe two crestent- sWaped bits of
silvery metal embedded in his fores
head. This is 2 face you'll never
forgg,t |

The DM should keep Traanth
alive since, as you may have al-

reacl , this s 3 lead -in
1o 3%@& bovd of the
Qywm:nams The above euwcoun-
ter is the only one -that dwetl
must occur duxing the course
the wilderness Jou-g\ . It is re-
commended that plyers meet
Tranth on the way bk from
Titan's Skull Mowntain.

' o
Ve

‘

. THE wa&oumm
IT“’M& W

A Ascending to Titan's Seull

It has been more than +wo weds
<ince you left the =afety of Four
Sist Castle, You Teel the weiaht
of these miles as you ek e
huge wmountain lcoming up before
You. Ir yowr map is correct this
s Titaus Skull Fezk. It s a
mMassve mountain but somewhere
on its flanks or near its top lies
a clue as +o the exact location
sf Kurothi's Treaswre!

Despite all you've been w
to ﬁ here , you eagerly set
on “the lower slopes GFMMH
+ain. Youwr eyes are straining ever
upuward 4o the swmmt which

Llies nested in clouds,

Tell -the group that it takes
them one hals days march to
get -r‘hmu.ﬁh the. foothills, awl-ﬂna,
now Face sowe tpugh climbing. Ask
them for @mﬁﬁ on how they
will astend +the wmowntdin from here
on. Theve ave brief arveas of
vextical cliffs (none meore than 100
feet high), loese vockfall slopes
and Flgtrer wocdes) aveas.

IF 2 group wants Yo stout tell
+hem ﬂnz? ’W\e.,, have di=covered 3
velatively eas tothe 'fop.
They will nedd to pass over onl
one’ vockfall slope and one cli
area (@o feet tall). If the group
cloes not ask to stoud -Foﬁas
paths they will have to over +io
yockfall and two Jiffs (80 fat
and 100 feetr tall). Each time the

roup passes over either a2 rocktall

ope or a cliff, have €ach wmember
of the greup voll 48. Characters
with a dexferity of 1o or above
fo add | +o r volls. Dent fel|

the aroup This, but are gt

make climbi :
shouwld mgom eac.hw:f-

eenuen s Totzsy Torde




their die mlls.

CLFF ASCENSIO
o= ad fall (5db damage)
1= short fall (1dl damiage)
2= slip (| ph damage)
3= Kneck vock on ope
below you. (i applw_abl&)(\;*

damaga)

FOCK SLOPE ASCENTION

0= bad fall (346 damaqe)

| = twist ankle (1dlp clamase. and
“lon At for 2 days)

2=slip (\pt 4 )

3= Knock smal| rcdnsﬁ(de on all

le below you (1 pt

Bl yo dmage

Y-8 = noeffect.

After the group's First passage
+Huough one,aof’ = or dmﬁa'
ous above | read “+he
following dear(phon

B. The Visien

The mounmtain view is qorgeous
around you. Far off to the novth
you €an see a sw and what
must be the haunted depths of
Cleawer Canyon. To the west is
the shimmering Desert of Despair
Something abaut 1t makes yow
nervous, “To the €3st youw 9qlintpse
the. cooiness oF Croylet Lake. Tt
isa beatd’cf‘;.: dape.a.kTh;;‘\ sw [ock
u?urard 21 The 1
Skull, As before, the swmmit is
enshouded n mrs\' Just now a
fievce wind begns fo —wist +hese
clOuds more raP.dh/ than oucau.u

was natwral.
ly, '\"lch. +the ‘H‘uckms*
TWS‘RAk In
-tka'\' ms‘rawt you. stand awe struck,
The moun‘l’am seems 1o have tumed|
into the gi ic. body & 2 Grod!
Above youl i=s the C:rod's heary

head - Falr 3 whipping white mist,
fire in eyes and nous mouth.

Yow stand aom.cuokelre near the
Crocl's shoulders | ali desper-
e gt rRATE
f'he moves we'll be £l
wafar fvom a sWakin '5
you think in shock.. d‘ ts
over. Theye is a di F‘Fere:t\'-f-edm
the 3iv around you, Some Fresence
has depaﬁed
"Krom, one of Companions
whispers, his eyes wide in disbelief.
Vou .sez that mest of the
members of your arn are on
M\r knees. ‘zgg ksnco;Pare shak-~

- "A vision..." you begin, your
VOnct +raili . "Why u.)ould He
ive us a vnswn? 4 % - |‘> many mMinutes
before +he is ready ‘o move

wd to wheve clOuds once a-
ﬂ'a'" Wide the wountain peak.

The above vision should leave
the. roup awed and, shal«m.'Tha,
will T =) that there is
Some being taken in them
oy the Crods. If believe this
they are right, as will be made
abundant near the conclusion
of this adventure.

whu the group has aseended
Hwough any rermaining cliffs and rock-
=l -Ha,e will enter the mists hat
hide the. peﬂk of Titans Skull. The
mists appear a= 2 thin . with
vrsiblh‘i-y of about 100 fe After
dbout 2 half hour oF cllm.bmﬂ the
group will come to the peak.

C. The

Thro :s cl adven-
P s o R ot vl
Dune Masfers Annstated Map
Sor layout of the peak, the
Titans Maw, and the & bc—
low. The numbers in +hi
of the modue c:orrapond So he
numbers on the map.

*1: Thi is it!
ling up throuah
the (’D%FW 2 m“_ﬁ:ﬂ § u%
=eems be thimning out. 'ﬂm quite

Ttz Uery xcsroen
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suddmw, w Bve abeove the nust
and '\'T‘faa‘io Skuwll Pezk lies before
ow! The Teak H=elf is m ive,
Ere«,‘sk ganite rises upTo 2
domed top, and in the domed +oP
is 3 rather lame cavern entrauce!

Now Can aqli some stalactites

and stalagmites within the asvern.
With 2 k ination these could
be seen 3s wrthin he cave
“mouth’, ve. the large Cavern,
the play oF shadows Sn the
rann‘a could ave +he llusion oF

hole of a skull. Titans Skull!
I+ was well named. "This is &
you -Mnk excdedlxl.
Tw v abod‘ a
hWundrec Feei' lies 3 qeshal
low silvery beowl abour s\
in dier Sowmethi 3[;‘“’% in
+he bowl. Apout one h red £f-

feet beyond the bowl is the
&h entronce.

When. the party
will cserve ﬂm’ hﬂzn
objeet [n the h bou)l is a 1600~
?ld‘plm di . Also in the bouwl
s an assortment o‘f' 20ins ang snal
gers, includi ld and platinum
pieces (total valug 1600 &P) Carveel
inte the base oF the silv 6ﬂ.’ bewl
are weather- worn runes.

IF the aroup reags ic on the
Yunes will find this message:
"Ml praise To Kvom, Whe is Gred of
herces and the just Let all those
whe revereace K\m sacifice that
their souwls may pe Y Even if
the 3mu cdoes net have 2 read
mﬁi‘ \, will recoamize.
Krom's 5vmbo they examiine the
runes carefull

emp Weesocke;tsaruma:‘l

Y-
what +the is being ‘old hee
and in the first vevse of'ﬁ!ﬁ!&'ﬂ,

_&Lﬂ%’;_ﬁiddl_& is that they teo
should make. 2 "full offering” in the
‘sacred dish”. T the group desecrates
the bowl| by stesling the treasure Hat
& contsins or Jefiles it in any other
way, or if the group attempts +o

enter the cmrnawou:ih without
making 3 ull” a mMovanic
deva will !dl ‘o bleck
the m +o the cavern. This
oleva is six and 2 half feet tall
with 3oldeu skin 3nd beauttul white
inas. This deva will demand recom-
pense (f the aroup has defiled the
‘sacved dish”, is should mvolve sub-
stantial treasure =acrifice and a
quest (o be Sulfilled later). TF the
? has tried ‘o enter without
ezing a AUl sacrifice in the sdven'
bowl 'W\z deva il say ‘ Make Ful
your zacrifice” and will give no 'Fw-
ther clues,
ITF the attacks e deva he
will wavn off but be slow ‘h:
. T combat continues he will
a his Flaming Swerd and attack,

\ishtnina q_/u.ich.

DEYA
HP=70  HD=7t28
A= 5 unaf. (3 athacks withsword,
Move= 12" /30" *3 to kit dévb/
48+l fdB*k

e resnsfw ud

The deva is 55%
is mmuun_ to cold, electrical
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#9: w
cavern
the silv ?’3 bowl is an eerie exper-
ience. The stalactites and stalag-
mites %Ne you 'l‘b\e.'('ee_lmj o‘Fsi'ap-
ca huq“sh mouth~with ex-

:% is effect is heieh*

d by water from a mouwntain
Zrms dripping down The walls

“‘he cfavern. o
The tavern passa s
feet wide and a*enguaa\:'ad &

w, soxd‘k ;Yﬂ‘o the mounhmk At
I wr Vision, e
feet aﬁq vo\fm see Msi'&

pa = de(?d -ends into a
tunnell passageway run-
w west: N

There 3ve e encounters or
sm'ﬁc&d' tems of interest in this

area Thr. QP% g«.beis .v;g'vm

'\'b

on them? Of'

players wont knew +h'a+ wm -H«e
wa\k down Yo the intersec-

gon vead ‘them ‘the ‘FD"ome

The 4 1o the east
U-p np«dl is dry, and only ten feer
us h»wi’ fed’ ‘{ = e et
y wide , damp, 2nd
sbpcs down mficeab\\, cxm/ms 1o the
outh : !

15 the s attevth
to the clue nu‘PKumj%:’Rq K
mhdmimn:j.) they will kow that

o dowrward at this
awA all c‘t‘kag infevsections until “the
door before [Thew] lies)

cavern,

aoout 100 feet in dxavwnr with a
ceiling covered thickly on its entire

with stalactites. The cavern
is dimly illuminated by a sof+ glow
from fungus aleng the walls, sta-
(actites ave in 3l Sizes, up o thi
feet in . From many of these
z!'alzc;gcs ri clear . The.
low water 1s especiall smms in
+he southwesteyrn q;.;a\rfe:{'of‘m
room where a muk\’ col stands, The
poel has cloudy de That seem To
shift abeut =l M’ly
Theve ave ee ten-foot-wide ca-
vern ays that exit from the
southern section of the larse cavern
room—~ owe to the southwest one o
the southeast and one 4o the east

Theve are six piercers clustered on
the eastern czzltns will dmp on

a-uhyusmho get within ten Feet
ﬂ\-teasf or southeast cavern pas-

PIERCERS
HP=12each HD=2
At=3 Damage (1 attack) = 246
Mowe = fail rapldly or 1*
The piercers' attacks ave non-re
When the qroup reaches +he middle
o the voom ( e the plercers can
a‘\tad'.) the group will notice tHrat the
ways +o the east and south-

ward s\ while the
ngf uh‘;»aac slo sqdpmnward

u.e‘shou.ld “de-
.s«.nd ever dommr ich means
=hould ib 'Hte oaern
sou:ﬂ\wa' This
will + +the m

pool. 'T\ms pool contalns no'fhr'ed’
%\e DM should find t easy +o makz
3rou.p think themselves |
it Posr unseathed. (ow cou.u
m\f-t everyone in the group roll db as

they walk past)

*y;
ou WAl Up 3 nan-made spiral

“‘uwnne!, You'e quess ou've aseended a-
boud thvee hundred feet when the hun-
nel levels ofF and opens Mo 3 sun-

It caverm voom. The vroom is *hW‘h{
feet in diameter with 3 ten-Facst-w

Tintzsy Vot oecerasn v
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opening in the nerth wall The openi
everlooks dthe level avea where the :R-
very bowl glitters Tar below. smndma
n Jx\e cewter of the voom is 3 six-and
a-lmif-foot- 13l aolden-skinned huwran
with white €d wings. This iMpes-
n <onaqe S 4B your aroup “You
haf’veP:‘v‘a;g +r2f yowwmszo?;ae.
Time. is short, Neither tarry nor avoid

im " l

The deva has statistics and =
erally belaves as descrived in 1?:1‘

This is it! TF the deva is Queshbned
he will ve his mes e,s+81’iv5

+hat desting's 13w allows him to
say no more.,

X:A Wrong Turn

At many points in this dunseon
adventure it is pessible for the players
to +o Take a wrong turn. This owurs
if (and only if) they “iqnore. or misun-
derstand +he directi given in Tlusta-
tion* 3, Kwoth's Riddle. In 3eneral,
W the group  STrays from -the "true
course” They will get into trouble q'u,kH«,,
Deseribe to thema short Journey,
£i 4o +wo hundred Yeet, +o cne

e ewcounters listed below (DMo)

*1: The Mongrel Men. Two evalo- ared
bugbears jump up to atiack the
group as they enter a 20'x 2¢

oavern.
MONGRE| MEN
HP= 20 each HD=Y
AL=6 Damaqge (?.cl'aws)ﬂ-(./w
Move = 3

The mongre\ men surprise on a
-4 on db.

%X*2. The Grigat” Snake . A large con-
strictor snake suddenly appears
from avound 2 corner n the 2o

wide passageway zhead.

You've enfeved a fow- way inter-
seetion At the edge oF your vision
sitty feet away, is a giant skunks
like eveature keadmﬁ fowarz you
from the east

CAMNT SKUNK
HP=26 HD=S
AC=TT7 Atack (bite)= 1-b

Move = 9"

The glant skunk has a special
atfack (You 3.¢ssed i), Tt sprays
a cloud of rusk 20° high 20" wide
and 0’ long. Flayers must Dsave.
V3, poisen or be blinded (-8 hours
B lose 50% of S 2vd deyher-
ity for 2-8 hours because or e
+exrible stink! (No save),

IF the gmoup continues to stra
off the “true path” Cthe one sho
on the DMs Amctated Map) they will
tontinue to tave wandering monster
evcowters like the ones ve. The
pM shouwld construct tHaese entcownters.
Each should be difficutt and have no
+veasure. These encounters are "pun-

ishment” For ignoring the od advice
wewn in L@MM@AQ
g'a\(mﬁ oul in the "nether lands” and
having random encounters is one way
+e fal in this medule. Allow the pray-
evs to kill themselves if they want,
ﬂuﬁ. ow Mi hint™ that Followtnﬂ
Kuroths clues “instead oF blindhf ex-
pleving would \ield best vesulhts.

a1

Yow have tuwisted and twned a-
Ionﬂ 3 ten-foct-wide tunnel passage
way For almost a quarter of a
mile when you come to an irr whar
Ixf shaped cavern room. Tt has= 2
h;:huamd ceiling and 3 huge J
s of a pit bisects ‘the
voom, The pit s silent and black,

extending beyond yvouwr vision inte
o S SR im depths o Titans Scull Moutk
z : . 2.
':;:;q Damage (bite feonstrizt)= 4 [2-8 A tunnel slopes down from the
o DECEMBER 1903 %W




southwest correr of the cavern. A-
nother +umnel slopes ﬁwud,am
the chasm from yow, Through the
eastern vnll of the cavern. A dul
20«» can be seen in the distance i

e eastern asema , The |larae
cavern smﬁfﬁz\iﬂkﬂq‘{& a&urﬁ

\l

Both the breeze and the sufur
smell come From +he pit. TH the
group destends into the pit
will g6 down (38 vertical) 500 feet

and netice a much stron snel|
of sulfur and a rapidlyTincreasing
heat. Ancther 300 feet down br;
the group within visual siquhi a
dully” glowing \oed o as'h:g hun-
dred ‘\('jed' below. Theve are no exds
from the pit along the walls or at
the boltom. Tf the group sd’s Close
evoua to =see +the botont, six
whou?we,\l Yhere wil\ have seen m
The en will immediately =tact erauk
g wp tousrd the , wetent upon
:oﬂud\i'\ﬁ them. A vg%uniu's touch will
sef all pessessions, including ropes,
aflame. The ma think. This is an
innocent prank. Anyone =ef” aflame
may fall +o the bofom of the pit;
Taking falling clamage plus 3-2%hp
dwt;ada round that he remains

in con with the erusty lava pit
Flcor, A magman will Flee if hit by an
adverdurer, but f pursued he will tum
and attack,

MAGMEN

HD=22

Dawage (| blow of magma fist)=3-24

“?: 1\
M="1
Move=q"

Any metal ob; Hrat touch the
are 5C% likcl\f +o melt. T+
S a vl weapon or ic Yo harm
a man and mske him vetrest
T the sees ‘the magmen
start dlmbmg toward -them
should retveat Yo 4he top of the
chasm and Mi clear cfmﬂ\e:,e.
danﬂcmu,s : 'Parh(
whe dlimb at full Sbeed will be alde

tostay clear o the magmen.

. dless of whether or nat the

roup-has dessended nto the "Silest

| the magmen will be seen
tlimbing up The cdse o the prt as
the Paai'\/ is preparing to leave
the cavesn, The nag will come
Soonev i sameoné dvops some-
-\'hmﬂ into the pi‘f. Read the follow-
inq "deseription to players when
'ﬁr\% magmen appear-

Uimbing wp the edge of the pit
you see g%uera\ dully-glowing human-
oid Fisum. They are as snall aschid
ren, have tiny puffs of flame dancing
on their skins, and are lzmcjns ex-
pectantly at the group. §qu have.

smiles on Htheir faces, Scon
they will reach the top oF the @t
"Blurrz ! Blurrz Elops " the flame-

children chant ﬁlndﬁ

The. want to fouch all
party m and sef them aflame
A transiation of +thewr chant is
"Burn ! Burn so well!" The magmen will
pwsue the aro up to 360 feet
from the chasm , then retwrn slightly
saddened iF they didn't get +o
“heir prank.
AS in previous tavern rooms, the
up sheuld travel dewnward TF
have gone down far eno into
the Chasm they will know 1t isa
dead end. The downward ~sloping
southwest s the one

+that” will lead to the deor *me.smp
has been lookin3 for.

of this distauce has been a very
steep downuerd slope. Suddew
yow hear a elicki =ound

af~ wu o the ea3t The party
stops dead still to listen. The

Tintasy Tty ceraen v
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Fifty feet or pore will come a-
vound +weo corners mﬁrd them -
selves facing 2 \arf,e ayched set
of Aouble 5,

Directly in front oF you is a
tuwenty-foot-1all | thirtyfoot vide
set £ metal-reinforced doulble
deors. An archuway of stone frames
Hre cloors, carven with almost- Tam-
lizgr anciemt runes and copered
with lowing cave lichens At the
to the yow =e€ 3 bas-
v’zﬁf k" Arcana, the of the
Viclet Moo . Here you see her seater| on
a throne |, sitting in judgment. As you
meve about W Front of the door her
e seem o follow you.

The =t slopintg tumnel yow ve
been follaffi’ﬁ‘; curaeg n ‘i’v‘ovtz of the
double doors and destends into the
darkness 1o the =southwest "Quiet!"
You hush your compamions. Cut of
the darkness you heav- the click-
ing sound again. “What is that

e

This is the daov“fhtsmpdmﬁ be
locking for f they are following the
elurs Th Kuroth's Ridle. The ;F;ckmﬁ
sound s associated with ane of
the ewcounters deseribed wn Xz
Mm%&tn Qm). The mongrel m
™ partic appropr ;
I_?qfhc_ ano imZS‘hPPr g the clid-
ing souwid they should have a Adfi-
oult tresswveless encounter
-&Yavrlmz, about |00 feet

The double doors are veinforced
timbexs . They ave unlocked but
heavy, so it will take the aombined
stv of two or move party mem
bevs o swingthe deer open.

The vunes 7tan be detiphered it a

¢ spell s aast or if tHhe
roup kes the tHime 4o puszle
M oud” (B0% chauce ofF success
f ten rounds ov wore ave taken).

ﬂex‘;a;, ‘Avcama srits in Judgmevcf
of whom the Crods wish 1o
faver, None. unclean , none who are

towavds, none witless will she J
wov'rk-.l. Feverence Her Whese deci

are 3lways correct." The bBs-relief
of Arcama seems te uwateh the
whergver they move but this is only
a3 sign & the seulptors araft. The
visage of Arcana is net animated
or maaial

When the qroup opens one of the
double deors’ they are ready to be-
gin *7, below-

#z: m‘%n: ‘ m;za
The ku@t r sWih n

reveal 3 seene of wonder, Before
you 5 8 room zevertty Feet wide
and one hwdred twenty feet long,
brillian'ﬂy luminated b\{ four
\‘JQ“* stomes that have af-
Xed 1o the ce'din3 *"or*\, feet a-
bové youwr heads.
£ of the four walls has 3

muwral coveving ts surface, The no
wall shows 3 bearded k’ms\ —lookhg
human pho has just ta a
sus. The pempsus stands with wi
culstret near the floor n the
middle of the painting. On the east

ern wall the same is shawn

leading an army of elves, humans,
nemes, dwarves and lings inte
aflle against a nu,mberk.ssyﬁgrmy

of evil gantelass areatwes. The
beavded human wears diamond armor
and tarries a flaming sword,

On the southern wall the same
human s shown being Crowned with
a simple civclet of bllish- white mefal,
Also shoun in this pictwre are lords
of the eluish hunan avd other cfodl
racts. Th 1= :mpa&Slble. for Vauqo W
see hatr vvu'gd' be. Pain‘{’ed on the
wesrern wall since the door you are
Lo:\kmﬂ -\'hronak opens '}h\r‘auf*\ this

The floor of the mwal yoom s
covered with bits of vock , woaden
debris and a lame quantty of

twres. The bones of huwman-types

The bones are heaped deeply near
the center oF the room and seem
4o come from clfferent creg-

as well as those oF Monsters seem
o be mingled indeseriminately. The

bl
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Allow the \WS a moment 1o
dcscus:) whgt Wil do i this room
and to 2sk you questions. TF they
ask o seeu what™ is Pawd'edk n the
w&de&m ‘H\m.( can <3 n
e h-‘tﬁufdoor and aeepﬁaf it
sows the Ki £ siani
u.mud‘ (N mnspw sﬂ ite.

like F\ WIe ‘rke.rc ave

ﬁexd’s ‘From +he mural room.
'fhc ckamc% will Feel 3 noticeakle
pold raciating §rom the roam. Have
everyone voll 2 dlo and awve this
information To the player whao rolls
lowest whe_n the 3vo
enter the room,

d.c.scn tion of ‘i’he. vdamor'dﬁ' EaV‘Ma.,
low-

mural voom oy notice. a slight
n the debris. The bones
are be inning n%o whirl about hkz,

MOVES. Suddenly a h u.re. Lun =
tele o s rime om T+
stand= rum ’Fee‘r -'rall - 30\9»1
made enti from

cot\echom %ones “‘hat h‘ad bef;n

i
“; ceoal- b(ar.k fure begins to glow In
the emply cye scckets The cr@ature
wails wrefchedhf and pondevously ad-
vaunces toward' your aroup. . The
earth shakes afeada 1. This
mentrous boene ocolem's left fistis
ipping a stubby black

BoNE GrolEM
WP =4z He=7
AC=7
Move = |24

The bone o!!’-&M. has & sfeaa
aﬂ'ack He hd’b with 'ﬁ'u: fis ing

- hg £aust g

Cor Save vs :5pel ‘-lhp
. The bone will battle
with e aroup with comphﬂe Ais-

a8 doc-

passion unhl he veackes neaative hit
ats. Then the bones ‘ﬁgf comprise
solem. will lose Hheir achesion
and clatter 4o the floor, spreadin
over 38 awea. After two ro
(DM =nould’ time this n "veal time")
the lbones will m to alow witha
black cold 'Fu’e” -rh” one. ore voud
s still in the room will n
-tb%ak:vcegld danage (A4 per mwi’fﬂ‘
ne save).

In Kwoth's Riddle the payers
are told must defeat +h.3 vea-
ture . Then ave told to “flee
past the moulal’lmi bones and fire
that quickly grows. Flee past the
wi ane. ..." The winged one is
the Bsus !cz_aizd on the cewnter
of the “northern wall. What the. players
must co is ez.oﬂmse the reference to
e "uin one’ when the m des-
eriloes = wall and fcious,
When +he bone golem 1= S ler

perhaps while. s are iV
ptaqers should investigate the drea

asus for a secret deey.

chmdm examining the picture of the

u.s will Sincl the secret

and be able to open it The

secv‘et door will never be discovered
accdenm{ The party should move
+hrou.3h this door Zt&:m they take
dy»%z);\‘bm +he black fire in 'mg voant.

szg Vlged one”

or Zome Grougs, apeual—
L .F —H\eg have been iGgnor rg‘Kurd'h's
13«&:“6 The DM should "net

if The exits the roem when ﬂl:
black. fire be q Ml is nat losi"\"rbuﬂh
The five will die dewn atter Yhree
+uwrns and e room will appear as it
first did. Tf the characters re-enter
+he room, the bone golem will quickly
form and aftack , completely vegeneratad.
Probably The group will have ﬁsured
out by Thea what the "wiviged one*
is and will immedizely move +o Find
the seoret door Aur.tzor after the

seoond baltle. The black fire will
from the bones 3qain. T s passible
that the

up could Fight the golem
over and over asmn withs ut dlscover(sﬂ

Fontasy Uery - svosn s
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how to move tloser 1o Kurath's Trzasue.
The M could t{“ remind the vroup
ofF Kurothi's Ridd xsk them ww ffer-
et ways the thivd aund fourth vasq.
myghi~ be interpreted. Mouw may even want
1o have Mushy come and help. Remembper
'!"\oueh that you should alu)aqs allow

the freedom +o Al This
s 2 very important medule in the
Marsut campaign. Dont hand the -
ers Victory on 3 silver platter: 'WI!K
sort of success is mearwﬁleas.

=g

Hu:s room 1S |ined wdh @ «31?4{-5

pl’obablq |¢ﬂd and is 'ﬂ“f'h( M
mo\t and sicty *F'eei' long, The. roem
Pufed‘h, bare with no dust er
bris and no ‘*Liv's‘{k'

As scon 3s the =ecret door at
the pegasus is opened, the Gruardian
becomes aware and will beﬂ‘m Yo =tan
“he lead-lined room. The Guardisn uas
set here by the. Grods t© profect the
evtrane 1‘o the. pyramid room.

The word " mulen' spoken a-
loud by somesne Inside the room will
caue the Guardian ‘o venture forth
from its waiting place — a covcealed
angl feature akove 1n the micdle
of the seuth wall The Gruavdian will
then attempt a retinal sean df' eack
i:fstn Wwithin this lead- lined

. Wnea 3 persen =a
mulen” while in -ﬁ\z momvsrea‘%
‘(bllowinﬁ

rJe

_

As socon = -ﬁ\e unvd"&mgmann‘
leaves Vour lips 3 pauel iﬂ'ﬂte mtd
Fle of the sou:ﬁn wall slides qu

From out- ot 3 small 'a\cove.

rou.nd Floating Ball, -Hnrce. mchcs
w diameter, moves wito the yoom. The

ball de. of smocth \ ahed
ool A&M ‘
ubrkmsm;:. is

cvesture begms +o ‘?'o!'c
owsrd you.

The Guardion will gtempt +o take
a refimal sean (pause immediately before

a characters eyes), The dharacer wust
hold shll For about thirty seconds inor-
dev Sor this to werk. The Gruardian will
‘rakg seans o all those in the room whe
will allow it to do so. Tt will then
pursug any wWho remain unseannd.
s soon as evevryone in the roem iras bem
seowed, the Gruardian will raie the
eat metsl-covered store blecks ot
eacd to the Pyrsmid Reom. Only those
Wwho have been scanved can pass ‘('*hmgh
the eexvidor. Fer all cthers an im
srable barrior will exist, identical to
the nagic users spell wall & force.
When -Y&z who vemain in the room
e au stanned , vead the ‘?bllaul'ms

1 sou.nd 3—' metal on ne-l
Hal fills I: 'g ot plock. sac

of the eadwn wau has maved up To
revesl a covrider leading to a3 svall
well-1it voem. The walls ‘+he room
are covered with solars and runic sh

Tt 15 impessible from where yeou stand,
to tell exactly what these shapes migyt i
AT

TF the characters attack the Cruard-
ian they will Find that this was a
mistake. The quardian will aftempt fo
herzl bdllsutuf adverhurers ouf of

the lead-lined chamber, usivg his aftacks
if necessary

THE GrUARDIAN
HP= 122 HD =20
A=2
move = up o 2o

The Cruavdiaws alfack is 1o disch
a3 bolt oF eled’rcr.d’y for 12 points &
o\amnac (save vs. breath weapon for
clamagz or to shost two dar‘hs
r a0 a each. The
c‘zu—wdm s ro ammed be pa-
Tievd andd 3en foward humans, but
its first pﬂon‘h' is to protect 'Hn.L
lead chamber from hostile creatures.
The Cruavdian. will alse z<t 3s a
backup to Inswre -that no unseamed
creghures enter the corrider 4o the
Ryramid Room. nst characters &7
the appropriate level for this adven-

C8
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+uwre the wall of force should be virtu-
ally impregnable, but the Gruavdisn will
e, i need be.

When 3ll characters have leH the lead-
lined room, the Cruardian will lower the
wetsl- coveved bleck to its original pesi-
tion, return 4o its sleove and wait. T
will exit the akove sqain F "Quagmulen”
s s3id by somesnein the lead= |ined
reom. Lowering the block +raps Chav-
acters in the “'?-x,raow'd Room, but this

is 35 planied.
»Q: ; "

This 'S ely-s vyoom
Indeed ! The chamber is like the hd-
low inside & 3 pyramid. There are

Haree walls, forty feet longeach
along the ‘Floar‘,.slopins sharply
+oqether and meeting in a point
a the exact of the
room. Near the center of each o
the twee walls are identical sefs

oF buftons. Seme &t +he butons are
eoloved while sthers are differing
and undermly eolored black.

Shew the players the illustration
below. Remember that the patiern of
buttons shown can e found on each
ofF the three walls.

S —
The butlons that appear on each
ofF the thwee walls

Actua\\LL-‘hcre are no labels en The
central buflons. They are colored the
wdicated

to lead-
€ \inedvoom

wall wrﬂ/”
butbns

The bultens werk in the followi
way ! When “ercf e pu-skzd,-fhz,ya'dr.
slightly snd stay depressed. TF they
av¢ pushed aqain will elick and rise
o their original pesitions.

This s a feleport room. I€ the
players Can decipher the clues in
Kuroti's Riddle they will lbe able +=
teleport thewselues to the next room,
whick will bﬁrgﬂmdw to Kurotls
Tressure.

The riddle says “ red, Hhen
blue, then ﬂ:: of Hhree” What Hhe

s must ls push a red bufion,
glk:!\. 2 blue butlon, then all Yhree
of the trisugular buttens (theve Ts ore
triangular biton on eack wall), The
buttous must be pushed v ogler and
they must be the only bulfons in the
“down' position. (T+ does not matter in
what order the three triangular buifons
we pushed , since they ave idertial)

when the third +rianauisr budten s
depressed the characters “inside the
Ryramicl Room will disappear, being
+eleperted o *I0 The Azure Cavern.
The bultons in the Firamid Foom will
then. retwn +o +he “up* pesition.

hod

One instant you W@ in the Ryraved
, the next yeu find yourself in
2 stramge blue- It undersmw\d qar-

%W DEceraRm a3
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den: You e in 3 huge nature| cavern,
roughly eweular and sboud twe hundred
ﬁ:g 1 cdiameter: Voo are standing ena
low stone pratform engraved with 8 =
pointed star inside a2 cirde. Straight
aheed of \fou,aa:rd’ the eastern wall,
it an gltar +o True Crods, The al-
1ar is 3 stone block Four Feer high,
four Feet wide and eight feet long.
Carven ivto the edaes of the attar
are the sk symbols of -the Grreater
Grods native 1o the Werld &F Mansur -
Krom Kane, Kulkan, Terasy, Selene, and
kr‘r.u‘a» w
This rocem. is it a sh"uge
H beadu) collection ? mushreoms, $un-
quses and lichens. These growﬂ\s e
lowing softly in several Shades of
?:iue, are clustered mestly -asavmsﬁ-
‘the walls & +he cavern.

Theve appesr 1o be two exits Syom
+his room. Owe p 3y leads to
LM left and northeast. This twenh, -

fool-wide passagewsy slopes down-
ward and seem.s-(-ole wte damp.

The other lead s +o the
r\avd‘ and &mz:: Paﬁﬂ
slcpes upward ead from it 3 Fai

wvm bregze Dlows. ==
This room s sacred +o the Crods.

The altar dgainst the eastern wall will
heal |© points of dam for each
player whe touches it effect will

Ul only once per character) In
additien, sny deceactd members of the
can be raised Trom the dead if
thelr bedies are \aid on the altar and
some cther oypup members pray Hhat
be nade whole. The aitar vu\’ast wjh"
merly dead characters o O hit poiny
The members ot the group will knew
Hat ¢ can hea| the vaised one
even 3 little, 1ife will be veturned +o

him.

As Kuroth's Riddle says, the
showld travel always to sure r "“P
That wmeans the voup should +vavel
> the sowmcae?.

*il:The Tnconspicuous Tunnel
The tunnel d:::rlbcd below will
only be distoverad by the group iF they

Dindicate Yo the DM that they are
lecking for right-hand pasSaqeways
and D ¥vavel at normal rate or lower
02" movement rate or lower),

This tunnel will save the group
2 lot of grief, as it lets them by-
pass a very difficult encounter with
3 Young red dragen.

You have +tvaseled perhaps eighty

feet™ down the southeast paseaqeway
when you nohce a small alcove off to
he right. Net wanting to leave any-
4hi o chance, You investigate for any
small tunnels that might bresach off.
Nou fird one! Tt is abeut seven fest
Iu‘sk and four feet wide, and it
completely concesled from the main
Lty

The characters will have 1 mowe in
singe Fite through this namow and +w
Yunnel, The should ask for 2 single-
file mwd\ins order ¥ he does not
alveady have cue.

You walk inte a lavge cavern
room. Yow turn +o e nsh{' ‘o ex-
amine an alove as you pass it Vou

e face to face w«'M rec dfwn!

This red dragon is young(2
hit die) and sur;gffses on ﬁ drl?. B

LLOAKTONGUE THE
RED DPRAGON

HP= 2o HD= |

At =) Attack (claw/elawbite) =

Meve = 9° [24* 4] -4 446 or

breathe fire (upto
3 times)= 20hp

(save fer 10
hp dzmzst)

o uwe wmay be willing ta s
the lives the a:’uhm ':2 we...ﬁ:lzl
Swrender and 3qree to be his minions.
OF course it be that +the goup
will defeat ﬂaud'msug Lﬂwov.ﬁk i: is

Aouitful).

10
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L2
qoulvc +|rweled aboul one hundrz

Fifty feet through this bavely passabe)
cramped Hunnel. Now it seems +o dead
end. But no, this is the back side
a secvet deor, The medhanism +o
open the deor, 3 simple lzith, is eay

The scevet deoor opens inte the
northeynmost section of +the huge
LBVErV wheve C‘_lo-sk-\-onsug lies n
wait. Cloaktongue is lying down peer-
ng off to the southh. TH s unlike-
ly he will netice the charscters ﬁ:‘ﬂmf
shp c}:::lll inte The narrow tunnel
only y Feet from the secret
door, As each character moves acynss
the o space, lrave ‘the player rull
dl. OnPe': lor a 2 C‘Jcak‘lbrani will
heav or smell them. Thieves are
noticed only onn 2 \ (and never i?-ﬂnw
wmove silextly ). This die velling adds drawa
+o the seene but ne real & s pre-
sert. Even F Oonk.‘\'anﬂug does notice -the
group all parhy members will be able to
Vunm across the twewhy- foot cpen space
before he tan 1o the =eene and
Fitacdk or bve ﬁ:. 5

T4 +he dracen cloes natice The gr
play it for —allss.‘:'s worth. Hawe cwg:‘tﬁ
gue charge wp and breath Fire
ints the fwisty tunnel where +he group
has fled , perhaps doi | point cdam-
age to the veavr-mest member of the

%. This encounter s @ fun one for

4

TH +he group deades to stand
and figit the dragon they'll get wirzt
M&\ dé<erve -da 6g«:m:i'|e:¢.sh encoun'fwd
withh, major to the gqroup an
very lR’ch Mam g

Vou've traveled sbeut an eiagldt

of a mile be\{ovu:l‘ﬁ\a red d;ngans
cavern when you. Come +o the viegt
cavern yoom, This chamber s b
ly U-shaped, about &ty Feet wide,
snd has six openings e;dudins ints
the darkness. These tunnel open-

ings are 2bout ten Teet wide and

Fifteen feet high.

A musky seent Fills the air and
the floor is \iteved with rocks, cirt
rage, scraps of fur, gnawed bones,
bits of weed. The rocom i3 a3s cod
as 2 snowbank. Ttis so cold it
hurts. You listen cavefully but hear

This compiex of tunnels and snallcav-
erns (s the warren of Frostspear, a huge
wirterwelf. Frostspear is currently o
on 2 hunt with the mest vigorous mem-
bers of his winferwelf tribe. Ohls' “+hree
wolves vemain in the den. Thewr |lexations
are marked on the !
with the letlers (3,6,orc) that preceed
their mames oelow.

(@) TLETONGUE

HP=8 HD= (p

At=9 (dexterity loss)

Move= |“  Aftackleite)=2-8 or
(fvost breath)b-24

Teetongque is 3 warrier wolf with
broken front and back (egs. te wail
not move from his | on for he is
severely wounded , but he can still bite
and by!zﬂnt frost on who
comes too clse. His fros breath will
affect anyone within +en feet of his
muzzle aud is usesble only once per
ten vounds. Teetongue's pelt s worth
ouhf 500 GP.

(b) SNowTop
HP= (@ HD=3
Ated  Atack (oite) = Hohp daraye
Move= 18"

This younq wolf has net yet athained
the. abilty to breathe frost bul is un-
usually agile aud fierce and will co-
ovdingte its sttack- with that of Doe-
Faug. Snowtop's pelt is worth 3000
GP.

() DOTFANG
nPs 34 HD=b
A= S Attack () bite)=2-8 hp

Moye = 18"

(m %:sﬂ- 2M
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Deoe! i 3 3dult Yemale winter-
WOF: She Wl attack the group viclously
with Snowtop yapping &t her heels. Toe-
Fang will attack u.\tﬁ\ er bite wrhl she is
doewn to 2Zhp or less. She wi\l then
bresthe frost (o-24mp damﬁ)w retreat
into the warren welping for Snowtop
to follow her, if he is il alive. Dee-
Famg's pelt is worth Scco 6P,

Theve (s no treaswre in this warven
ercept the pelrs of the wwrher wolves.
When -the. Firs+- sees the wolves,
dcsud:e. as " wolf-like erea-

five Feet at the shouder, with foul,
fang- #.ued mouths, silvery eyes, ancl
beauhﬁl shini my white fu.r

Snow will attack

before -Hw_ can e:z'Pﬂe area, They
will umm¢drafek{ Jump out 4o block the
rightmost passageway i group moves
‘o exit swiftly oul of the U-shaped
Chamber. TH 'ﬂ\ﬂ group investiqates
the warren Doe and Sno op will

pad 5"'—““ behind " waiting For 2 goed
°Ppo~"hmd‘q Yo GMKQ g

cotmsc. as

with 3y emcounter, it is possible for
the monsters to be surprised by the

XS This encounter is ending, wave
the aroup hear the sound ot wirter-
wols howlina from the distant
novth . Ay Lgm‘twwolve.s still alive
in the warren, mc(udmj Teetongue,

will bay loudhl in reply:

wISs: vl

Tunned You hawve been Tol
ing dead ends into a corridor +'naj-
runs nerth and seuth. To the north
(ud |eft) the. corrtdor is Hhirty Feet

wicde and it with M
stones. This corridor ;-ms ala | of

being well-used. Tn the distance yeu
Think you may gli sunligkt!

To the (and right) the corri-
dor s only ten feet wide, has a Foor
covered with fallen rock | and seems

\iftle-uzed. This sou:thern corridor
1 and blaod.

As before, the corvect route is
te the right. This mesns the group
showld +vavel dewn Yhe small, seemingly
litle-uged corrider: TF will nck oe \:;j

until +he aroup eomes o +he Qtrsi'

'_&ﬂjfi of Pain (wrarked P'an

nnotat:

If' ‘me travels 1-o ‘he |ert
they will %ndo‘:gaf they were wrcn%
ﬂxwi' the Sunllsh* wiat they wil
s B danaemws vandom encounter -
one Fyom  _X: Nmngiun or one ofF the
Drlis construsdion.

P: Portals of Pain

As the ravels cown the
rayvrow, Youl= smelling souwthern covvi-
doy will four fimes come to 3 rune-
inseribed portal. Each Yime Th come
1o a pertal (3" P" on the

, read or mphrssc

the atescnphon below,

In front oF you stands an avth-
of one piece from the

carved
m‘wrowu you in the funnel. This
avchway or portal is old snd wery solid.

I
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The specdl symbols on the Fortals
Tts apex is tnseribed with a symbel ¢an be erased or neqated in the Followi

Seewns 3lwmost Famuliar. The pertal is a- 5 wish spell  atrer veality \\, 3
m#h:m*&u&udﬁ n feat :nofcmce\i?ﬁon,*wom:ss?u

high. dispel &;; s " 3 row (the symbals
3k5pnwl¢d on either side of the porhl Wwere byP;lub I8 leve| i:.'i:n)'
are +the dead and decaying bedies of ov chisel way the Symboel (this takes
vermin that inlabit most ungeons. Tead one fwrn and will infli four separate
certtipedes, gisnt snd normal rats, spiders, sonic blasts ofF dYy damage each ‘o
and even a cave oricket or +hwo lie vor- the chiseler),
¥ing on the qround. A some pontt while the party is
passing h each oortal avea, have
Each of the portals is msoribed 3 representafive o fie group roll dg
wrth 2 special symbol of pain (see the to determine wwidh & 42 followng
seventh level magic users spell of the things cccurs (or the DM could chose
same name), The symbol can be deciph- from +the options below). TF the group

eved by usi 3_read magic spell or has been having an easy +ime of it

ing T+ For thirty minutes or M3y want to wp petential
more. This symbol tauses 2 hit points entounters, 1f the qroup ulread\' has
d'dzuase (save vs. spell for half daqu) some clead Payer chirackers or is other-
to the “first group member +o uslk wise weak, you may want {o soften

Trough. Tn addition, the affected the encounters.
o hit beeause of wracking pain. The PoRTAL. AREA ENCOUNTERS -

other group members will be wnseathed Rou 48

unless ‘Hm, wait more than one round 1= P™i i The Carcion Crauler
before they pass 'ﬁ\rouah the portal. 2- P*2: Thee Fire Bectles
TE 4he next person m“une does (art 3-P¥3: An Otyuah

more tham one round, he,2s the first Y4-5 - Poy: A Wave o i
person in this delayed group, will b-7= P*s5: A Quet Voice

Agke effects denkical o those des-

8- Durgem Master's Ot
eribed for the first persen In +he Gl

group. These portals “22p" one crea- P=1: The Carvien Crauwler,
fure +then take one minute to'rechane.
Thus, the. ather qmup members could walk _CAFRION CRAWLER
"I"v’augk 3 portal unharmed i€ they did :!;*\o WD =3+
o quidkly ensugh. * 5 thead) 9 (bed

3 gam d.?'taaf. ] c‘uﬁuda‘\"w!..I* Meve = 2 ")
is what killed the'd ver min in The tarrion arawler aftacks with elapd
4he area. Needless tosay, -the caress- tentacles that do no o but
ses have attracted . Any live €dth persen it must or be
creature il be “zapped” while passi paralyzed, The carrion crawler is
Hhr the Pofiff from either divection 2. +o hit.

=5 when the portal ’:s"renka*?zfg;\

Heelf, Tf the group manages P*2: Thee Fire Beafles
a live creatufcaracj Hwew or herd it
the. portal, then pass through FIRE__BEATES
the rtal thenzehves before one HP=5 eacdh wp= \+2
minute has e s the group could A= Miaack (| pincer)= 2-8 hp
pass -H\fou.gn. por"ml tnharmed. A Move= |2 damage.
dead cveative or inanimate object will
not™ iriager Ahe portal. These cregtures are -2 to Wit

Their eyes and 3 sped on their
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abdomers glews,
P31 An Otyugh

OTHUCHY
WP= 3o Hp =7
A= Attacks (2 tentacies |bite) =
Move = (" -ef1-8 [2-5

This ereatwre i< never surprised,
bul v alfacks at 4 1= Wit

The doove ewspunters veflect 3 ~2 on
armor class and 2 to Wt for all

movsters whe have walked ‘H\Y‘ouﬂ‘n
a Povtal of Pan.

PHy: A wWave of Despair. Take

a randomly selected Eb yer sside
and vead +u him the

be low.

How lona will these Portals
of Pain contfinue 7 Yoy Fce,\ a u.mJ

of Adespawv wWash over X

it be best +o =impl *’Uf’\
avvund and leave before 100 mMany
portals stand between the qroup
and estape. \)ual\.l ow Sroup
pan. Tind t= way 1—0 Surface
and leave this wre\'cht.d d
behind . You resalve 4o A\‘scu:&fw
Lidea wdh the vest of the group

Pes: A GQuiet Noice., Take a random-
ly selected player aside and vead to
him. the boted zection below.

A quiet voice resorates nside
our Mind, ! Fear most who yau
Y(now wloai‘ A t and Fatefid
| ehoice lies ahead. Turn back. new
lov w&l\‘ you wil Face the
within."

For many advertwers the pass
'{‘m‘o h +:va TFortals oF Pain w\\\age
Sih. 4 Aoubking awd Fear: Lek it
be so. Dont tell whether they
should covttinue. taward Kuratl's

Treaswe or retreat, The group must
detide .

’R,ram-d ’Reom

i The frods are M;z the resolve of
e growp fo complets” g task once
undgﬂalcn For this reasen, the DM
must wrﬁua ineer this section,
chana Q.%ﬂ if reecl be, =
q;o is ﬁdly Chﬂ!ltrgd "ﬁ\e
Lsswe should not be Framed 35 “The
p:rh, is dewn o zere she One
more encowrtter will kil all su.rvivovs.
i‘f;uld mmm?‘b\whasﬁ-
ien parh/ o turn back,
'Raﬂ\w the dimﬂ%w should face
‘Wcmttd’oundm'*b a bold Task.

eing ns "33 tedious and difficult,

S‘wu.au{' we just move on to better pick-
7“

nﬁsNMshouMnd be afraid o meke

this section and tedious, perhaps

with worve 'P < and mere encounters

than have been indicated here. Wnat-
ey it tokes do ngt allow *‘nz_m
1o ceach % o' The Rubble_Chamber wt)]

add -1

an

foot-diameter vubble-filled eavern. The
rubbole is mostly rocks of up to laou
size that seem to have fallen
the ceiling. Charved timbers ave

ed inte the vockfall. The

'gm hou the yoom locks
ous. Near the evrance
Yoom you see 3 mes weitten
shlxi n na\n'c\n( blood

ns  within

This room was the site of a battle

between Shompia Cfrow X, The Saunc:
fuavy) and aome_ mmuons of evil who

weve glfemp Yo break into the

—a-i'leasi--rhmghous

_gaf they will find erushed s\rz(c-
ons, foku\

potion bottles, swords,
and burned and useless msgxal sorolls.

A feeling of avil comes from the
skeleton3.

As the group begins to explore

4

e e Ttasy TJortd




ihe room, hawe each payer rall db.

I-Bad fall, leq trapped under sliding
bolder, Tt 3 rounds to &
tricate yourself. 4B a '

2-Misstep. 2-hp A dex-
tervity or below for half

3-l - Treacherous footing has
been @voided.

Theve ave no monsters in the room.

The only dauger is from the shifti
rubble. When -ﬂ\r: reaches %"?
middle & the veom, r2ad the follow-
ng,

At the eastermmost section o the
hamber you see a steel-covered door
ith this inseription above it

*Sa\’ +hat whiclh once
yow s3id before
Te eater the sWdté

If 3 party member s3ys "Quag-
mullen’, +he door will open to reveal 3

Pyramid Room identical +o the one the

group @s already ewcourtered. This door
is also opensble using a kuck spell. The
door cawst be n any ather way
short of 2 wish. Picking the lock and

:YLdrﬂ Hhe door will bath be unsuccess-

i Aot

ical Yo the Ryramid Room you

earlier. The same coloved and shaped
buttons are lccated on eack of the

The pl need ‘o push 3 blue,
a red, then +hree fr'.anaudw buitens,

As before, the bulfons miust be pushed

in proper sequénce and must be the
only buffons de . When ~the last
+ri av bulffon elicks down, everyone

n The room, induding dead bodies,
is tvansported o Y-The Sanctyary
D.Notes for the DM

The ol section (. The Sanc-
tuary) is the “second and Final

out, like the previous one, should be
copled 3nd givem to the players so

ds.
, that
il come 4+ nl(u_
ave somehow wown the
i’-a;evor of “he &-;e:t"ww s in
Sanctuar the players wil|
complete. the. sk qalitiiug Test
by "solving* -the Alisme-d"fétddle.
This oul 3lsd acts as 2 tie-
in +o the other crucial AddVertures
m the Earthwound Campaign. Kurdts
Treasure is the First i
series that nvdves the qroup as
Chosen, trerces and sawi of the
earth. Watdh for move AddVertwres

and Vesct n
Ear#uwmd ures ad'- Mansuis

3
¥
&

g
§
>

Following the p randout,
The S e DM will
i D
This containg commeds
on how 4o

help the phayers rele-play
-ﬂu‘ouﬁh the Alignment Riddle ather
everts that ccour in Yhe Sanctuany,
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Y. THE SANCTUARY (Prayer Howmdout)

A. Sanctua

Vou've been. tel aqain. You find
sfourself' stancling en a sx-pointed star
within a drrle. This symbol is abeul
twice a5  [|age as the one in the Azwe
Cavern. The chamber \ou are now in is
sbout ninehy Teelt wide and voughly
oNal m Shape . The chamber is 3 natural
savern, its walls shot through with veins
of silvery Fire. which lumina™™ the avez
well, You walk over 1o a wall "Beaufiful!’
you. exelmim Wit metal s this?" No one
answers yow. When you notice hal no heal
vadates from -the veins & i .\Pu.'?bux‘\
one. A =cotung calm and | F-ee.\ing
courses your leody. You stra
en vour swouwlders, much mv"gpr;:d
feelin irivels deapih: -
someser::ud'e;m st hourbw

Now you wotice the double doors on
e novtheast corner o the room. “Kuroths
Treaswe ! one of your compomions cries,
viwe pust be alcse to it now.” With These
words you 3nd your companions push

the double deors.

In front of you is 2 Wondfous sight.
A cavern, eig hundred feet \n
diﬂl:gef, s it by & soall swe near
dhe vaulted czc\mﬂhﬂree hundred Feel a-
beve. This sun shines its golgen ligght
on 2 qreen forest. Birds si
wervily W trees, You glimpse |
furry crestures—squdrrels, chspma;:' ancl
yabbits as seamper here there
in the 5h'3dom"w$ oF pine and oak trees.
As the sunli warms you, lines &
worry begin Fo dizappear from your
face our wounds %;__el clean and 3
s\ ickly Feel hesli ihs
h;a‘d' roPcz- “"‘thjs pla“r.gt is who:ﬂsoﬁund
q:.oc?" Yo sy 3 husied voice, “There
s w'\d‘h's sacred abeut "

“frhacl 6 hedr you think =o'’ 2
pleasant voice booms oul A white-
vobed elderly wan seems +o stepfrom
nowhere +o staad before the group.
“Ny rdme s Shompta, T am the Keeper
of this garden. Welcome.”

“Crreetings,” you veply, sHill somewhdl
taken aback. by the kmdh'ou mer's sudden

. Then yow iMtvoduce yourself
dnd your companions.

"Exgelleat!” Shongpta exclaims, ck.arh{
pleaged to hear your vames, "It is for

w that T have been wating. Come . T#
wmust have been a firng journey. Let
ME. BHoWw You. 2 place uMere yow can st
Shompta. povts clown 3 Ferest path with
his weaden tafe,

‘What is this place 2" Yow ask Shomp
13, malthing Wis leng stride.,

The owite-haired wan lifts zuepbow
“This place is called 'Edcles’ in the elder
tongue. ‘Sanchary' you weuld say. T
wa5 bult 3ges ago by Duwtiar:f,-tﬁg
dwarven kina 3s 3 place of . Now
he Crods™ Shompta indicates The
sl goldew sun above \ou —"grace
this place with their ligt aud fochfy
+ 8s a caitadel against the Evil
Evil which now begins to =tslk the Earthl
A cloud pasees over Shompta's Counten-
awe, He avrives 3t a junction in the
forest path and hesitates, evidently

lost in thowaht

A= voug.“g;ok at Showpta you hawe
a brief thought of batite contingences
it this seamiigl o) Bnd gentle. man
sheuld ~urn 'BMJ %&k Then you clismiss
the . Not this man not this place.
Here tully, you have nothing o fear, A
quiet pesce within you +ells you Hhis is
true. Tt is a feeling you canndt doubt

You start, vemembering what has
oroughtt™ you. here. “We come here sear
chiﬁ for ::omdhmg,“ you begin,

of course you da! Shompla lecks
at you appraismngly. " You have come
here =eavching For Kuroths Treaswre
Showpta pavses and the wmembers oF
Yowr groups h on his words, YLet
me LB ou . Rursths Treasure
is ;d*‘eas’«\n,wzjven,wsm«dd ¥ be
ity Bcce . Shompra ins to walk
q;%ickh, Yo the =outh. mﬁs; show

::‘H?ra short time you come o a
sma . Near the southern of
the '?::’edamis a pillar wH‘vtaF‘r‘—
and brown splothed sphere on top. From
a small erack in the sphere .:h'ur\ina s
drops fall, "She bleeds” Shompta says.

T6
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“That sphere represents the Eavtih Her-
self. She i= wounded. Can you sfop
the Flow oF blood 7 Can you bawish
Hiose who seek Her death? Shompia
looks wearchi h1 at the wembers of
owr party, " holder of Kuwraths

’\yfe'asue wmust do these deeds, and
walk h desth and horvor To
accomplish tzo!

“Wat Ao mean 7" you Bk,

Shompta =hakes his head. " Fate’s

purpese seals my tongue. Though T

wish etherwise 1T nel =3y nore.
The whute-robed old Man =mikes =ud-
denle at yowr Mlome, Ths 15

a2 happgf +ime . At \ast Yyou have M
et me show you. move. of My 3‘&"401-"

Se =aying, Shompta lead< you auwsy
From the ‘;iqvo? urs to a meadow
where 3 blue andl sparkling foutain
and a4 serere \ are found, “This is
the Fountain of Heali anel the Fol oF
Meditation, Here M3y your badies and
souls be healed”

ShompTa \eads \ow again along a
-Fr‘aﬁruf“;‘:; peacetul paﬂtﬁah: a la%&
Meaddow withh striking trees arowing
near +he western sidé’ These trees
ave the ‘I\ vees of 1\;i$ion, Know .
a3nd Truth " Shomp (ns." The Creds
may allew you to pictegnd eat a frud
5 eve o5 these trees & Kwath's
Treasure veally is 40 be yours.

"Avd here are altars Yo the su True
Creds” Shompla walks up a short path
o a =mal| cavern room. The reom is
hushed aud holy. TV contains athars o
Krom, Kane , Ku.l?:au, Teras, Selene and
Aveana

This Sao'c'mal‘y garden s nst at al|
what yow when vou activated
the bst tri ar bulton in the serond
Pyramid Reom” You Feel overcome. and
vappy, With the hestth and wholeness of
the golden sun lightening yeur seul you
feel 3 mense o dshing aud alse
déja v For a2 woment you step audside
yourself and look at the group standi
n revevence with the white - vobed =
bf the 3”?5 o +the Gods. "This i= the

fnni o Sbﬁet'lu‘ bi ‘“ o %ink,
m goﬂf knew 1t rzﬂ ‘hrug. !

As Yhe group follows Shempla out

& the AlEr Room you sk ansther
uestion . "Shompta, you have said ‘that

%«a Grods may give us Kurotiv's Tramue,
but what = Klreth's Treasure # And

what Must e de to dotan &7° Thj
other members oF your nad an

3ll look expectantly at 3;;:&3 2

Showmpta =trdes forward pur fudly

1T the Trees &6 Vision, Kuow and

vuth. ¢ Kureths Treasure not be.
what” you expect ' Shompta replies’ but
when, \\{'Ou. paPs:.L‘lW hprze Grate of
Testing, then vou will now I it is 4o
be vours” Then Shompra leads vou +o
an area of the Sand cy cavern that
you have not™ =een before.

At the north end oF a small meadou,
seven steps lead up to an irredescert
wall of fire. Tt casts ne hear b i+
dees qgive the feeling of clepth and
etevnity,

"On the morrow, Shom ntones,
"when you have rested and healed the
wourds of your bedies and seouls, you
will a2end +o ‘the First Step and

answer the Alisnmud' Riddle, TF the
Gods are pleazed, They will give you
that™ which |Cwioth receivec

For long moments you stare
the cool fire at the top of the Steps
of Testing. Finally vou say “Show us
where may rest.”

B. The Test

The next day you stand ju the qold-
en sun befere the Gate oF wa. Yow
are rested i body and sprit ready
for whatever might come..

‘Lan? has it been prophesied. Now it
shall be Fulfilled” Shompta looks sclemn as
he continues. "What T say now has been
foreld. These are net ™y own weords et
it are the Chosen Heroes you will

, or rather vou will gome to
understand, “Mow have all shown =kill i
eompral, wisdom and persewerence, else
you would not have found this Sanciuary.
Prove. yourseles again as vou 1ake the

First Test , The Micpment Riddle T prs
that you all will be found worthy. #
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THE FIRST TEST: THE AUGNMENT
RIDDLE
Each creature, acording o its nature
builds its vision of 4he world,
Each greatuwre. =eeks Freedom and
proprety in its own estimation, (n
s owwn !
Theve a2 many paths tothe moun-
Tain's fop , many roads 4o 2 pur-
ified zoul,

Let all who stand +o test
consider well What = best.
Choose yowr wvision.

Cheose your path.

Tem u 3o

as ;e;oréog veTtines

wron to steel,

dvess o aeld.

;Uv-z(s?ne ouwr sowl Bs a cauldven

moften ore

whevem is precious metal tried
bq £ive.

to separate & from -the acmmon
AWOES

With skillful eye and Sfeaac{i_;! Vand,

skim impuwrities from e
golds +op, and refine.

kgawl snd agaiv in heat's heart

will your =oul be thrust.

Again and ?in must yow act welll

W pa

And as gp\d veturned 1o furnace
Tor tesy,

let youwr deeds shine true

with dvess burned pure away,

Lef 2l whe stand to test
consider well what is best
Cheose yor vision.
E“,’hoase youwr Pam

Mpc.! o S0

as a ‘For‘v vetines

ron To =ieel

drvess o 9okd.

This is the first fest of eight,
Hus a\rﬁnmmts west.
Avswer -the. ridjk'as you. waould be

not” as yow are.

A

For in hrserb Fire

Now is the inning of responsibi
Now i= 2 decl.oiias“on nu?s'fh ne =econd
oyance .
Therefore, f you stand unprepared
take not the test— answer +he
viddle ‘ne |
What =a e (4
riddle or e 7
Will yow make kvown your al(anmerl'f H
@_Aabide *Yil_ﬁi with. this AeZician?

=hompta pau..se.s." Let all ‘ﬂ/\cze
who wish P‘fo take +his test step
with me up the first Step of

ﬁpufe sold yow will become . h’l

Testing.”
Ovice Fgain you ave filkd with
3 Sense ot desting and purpose.

You asgend 4o the €irst s*'ep.
As youde so you Teel g Tevce like
many invisiole Za.us pick Yyow wp
and throw pu atr the awrtain of
irticlessent ﬁre. In a garburst of
hi and color you plunge through
curfain. Theve s 3 momen
of b\;&kdnzss ;T‘é disorientation. Then
yow i our S=T 3nd in a
large chaiber with -Foid'exits. Tn
+he senter oF the voom is a oun-
fain. The Ffourtain has fouwr hydra
h:aelis, each ehochin la Aifferentt color
ot liquid wmte a pillared recew
bl P 3
Now begins the TTest" Shompta
warns, "T will recte four choices
Checse. yorw the one that best repre-
sets hoaw you would like 4o be
The white- man nodded gravely,
Thnk lov&ard ard before you make
a choice., vgh each word T say
carefully, T “will recite the choikces as
wan (MEs 3= like " Shampts
Iook‘sl 1t =ee Y?Myonc ismpr‘eady,
Then he begns.

——

He whe finds propriety in

his own we.\\-bciv\s,acc,ardmgm his
own  stvength,

heedless o cost to others,

let him drink red and prosper,

8
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He who Finds propriety 'm? from. the dra's mowths clmnae.
i his own well bewzg and that of color, with. the exeption oF the b

his friends, hctt.u‘d stveam.
if no ﬂ?fea\’ njushice oceurs For ‘Nows comes the second asped &

otiiers, the A\ugmwnf Riddle,” Shompra saue.
lex him drink arey and prosper ilet uB begin.'
He who finds riety He who finds freedom
w Wis own u);.ll being and in the i group order, seciety's disdplive,

reatest \ife anci\q"appmzss of =ocial coweson and Focused authority,
\ others, who sees central judgment as best

reqardless of strength for all,
lef him Arink blue “and Drespes: let him drink orange snd prosper:
He whe finds propriety He who finds Freedom
W misery for himselT and for all i individual spontaneity, pevsoual dis;

o‘\’hﬁt‘s, ciphine,
heedless of cost, heedless of \ife, ungelfconseious actions and selif-
heedless of iness and weal, responsibility,
let hum drink k and presper; who sees individual J'u.dgnetd as
e best for all,

let hin drink yellow and prosper

As the last™ percon Fivishes drink-
g from the liquid that- matches He who finds £reeclom
s soul's intention, Shompts aes- M both perseral and sodety's dis-
Tures ﬂcﬁﬂdy and the lquids com- ' cipling .

.
- \\
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individuz! 2ud =ocial order
who sees judgment as best for al
let him Ariuk ‘green. 3ud prosper.

He \u)ho ;wgs Sreedom .

in \ack leapline lack ‘udam

lack of arder Sy :

mn ensiaement Tor all mdud'm3
=elf

he who =eeks ne Treedom,

et him dvink black and

Yow and our companions con-
sider well fhen you each dink
ow cheosen coloc of l(ctu.id Srom

fEOSLV!nﬂ boulds. Winen Jou
tave finislied, Shompta wpeaks
‘o eadn wemer & your aroup
W Fuyne. When he adome<in

you he says

Nour soul combines [First ecler
chesen] and [second color
chozen).

This is the essence of
[3 gem ype].

Vour soul is
ment | i

(Elign-

Shomgra
2 ¥lat, =even-sided +token, about the

presses into your Wand

size of 3 gold plece. In the ceonler
of the token sparkles the gem which
symbolizes your alignment, “Aside
fvoom the aem ‘e foken is plain bt
e;q:erﬂ?‘ wWrougt in a silvery mefal
of =uch rich~=heen +aat it 'caw
only ke mithval. As you alance at
Jowr dlompanions \.{ou_seg‘ﬁazﬂ”
each of *E:m alse helds 3 sim-
War token in his hand.
‘Conaratiylations!” &omp’t’a =3
aau\ressmg\-fhc gou.p.'\lou. have.
passed Fhe first test of eight
These are your fokens. Gruard
them  well. They lave many powers
+hat will vat Le ovious You
at fi=t.

‘But where is Kuroths Teasure 7 u
ask expectantly .

SWMFT‘& t‘gim ‘o speak uith a -
ofF leck n his eyes. "Kumrth was of
ancther Aag, m time, but youwr “reasure
s the =ame 3s his — yoware Chesen
Heroes of the Gods, Just as Kuoth -
cewved a token and tormed i witc a
Mfgh‘h/ LWEBpon for , 3 must ow

",

Let me explain Bl you can now
umderstand o these tokens. First, +h
are. unfinished. From tine o fime the
Crods will cau\fw back o Szﬂd‘cmr-.,
to fuurther yousr Framing avcd o take
move tests When s S, youx
tokens way ke When
you 3ugd your fokeas are yeady, you
will journey on a guest of great
importance 1 the [ing Tarth. Your
tokens begn with *wo"%owers. T
the tokew Tis held w one haud and
eruka Srwmp‘ra’ is S , ¥ orone
of my miniens will come to your aid.
Onee used n this Tachisan, 3 token
may never be so used asa'm Each
of your tokens has a special power
ndividual to it, Come,” Shompra snules,

"let us leave thig testing place and

ge e ocne of the meadows oF

Saw.’man, wheve. we. may talk more
ar leiswe '
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JL.NOTES FOR THE DM oN
THE SANCTUARY

A.w
a s an eﬁhfee:ﬂ‘h level

iclan aud 8 =everteendh |level Cleric
in Sevvice to the Greater (radde=s
Terasw. tte is slso a clemiqed, whese
zpecial powers wiclude gomeand spells
with no saving thvew allowed to mortals
leeM with™ ne evror, " wirth no
sy Hwow, and all & er powers

asocated wik the =tature of a

Aol

SHOMETA
HP= 1Sk
Move = 18"
THF 3uy m«)aa’s ot the Pad’y aryiv
"'ﬁ at -khe S 2‘ are clead or
evously wounded wil)
ralse or ‘heal them. The D =hould, if

necessary  add this mﬂ"ormahon to
1he dC&rl prion & the 4 m& meet-
ing with Shompla as he
to them Characters with

less =erious wounds will heal themselyes
at the Fountain of Hea\mﬂ

Shompta is concerned=that the
members o the party have a good

jience in the S and ho
e e ol e Vi
of 1) a\énmf he be-
lieves <them be the Chesen Hernes
of the Gods, whose comi

Ming was
ﬁrophzued n the ==cred "Jéookd:
ows. Plyers will gt 8 copy ofF

s

align , Some
dﬂgbions thal elimi
HHe ranks ot the Chosen Herves.
This cccwrs r‘x"-me,\' pw_k black n
erther of the Allsnﬂm*' Riddle.
Black indicates insane evil and weane
cnastic the alignment known as

"e,wl beyond evil’ The Grods are try-
ng to save the world fvom +his
’r\{w £ “monster’ so any character
drinks Hack s absdt&eh/ elim-
wated and must save at -lo or de.
The black | u.td s an ex’rv'emdy
deadh, po\sow
Any player who chocses evil
(red) shodd be told that his char-
acter cannct qualify for a token,
nev can he doutinue on ‘fhr;qt;eaﬁ-
with the Chosen Herces. This player
should =tart avvfher cwaracter
who would eﬂ? 3ood Sor
crthers, haracter
cm +ake m A\cﬁnwd"\’&st when
§ ﬁnds (Dal.{ back.to
the the
Earttrees A\( other 3lignments are
;ccepfﬂblz m chara are 31;;1
kens Wi appropri
for thewr ali nwéﬁn The DM shoudd
W=l -rfl\g vvc:ﬁ‘s mﬁe\ow to dderd =
mine align gma Accoral
4o Mﬁcmmrs choices of: unﬁch

colors of q#zds +n drmk
mforma‘h on colors,

ments should be ed in
*1/1 DM For each wdividual
character as he reads the fin
lines of the Aligment Riddle.
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C.The Tokem
The tokens act as amulers of
voof vs. defection by anyone except

ghomﬁa, who Wwill be keeping alose
tals on the group from Now on. The
tokens each have one of the abidihes
hs*;cé)‘l{:elow, The DNL %dﬁ
N 1 3 opriale fo
eramenf‘\gnd E;spof each cyaracter.

SPECIAL ABILITES
Nadds | point Yo possessors rhin
atiribute. as lor\5 as token is
owned

zi_mis;é.laﬁ \/day.
:%-r i A
4) paralyzation (must scove

a2 it on ‘Fw\)\ day.
s)bess by touch 3/day (r1 tohit

+| +o for |0 r‘ou.nd!;)
(,)f_\g_ |/da\!, O vounds dusdtion.
7) immunty Yo sleep and charm
8) oo Nt
) wivavidon (o' for
o) wunity ‘o fear

D. The Trees .

The characters were +old ‘H\_?\’ i
4 mﬁgd Yo achieve Kuroth's Trea-
me, ‘Wey might be qven 3 chance to
eat a frut of from erther the Tree
of Visions, the Tree o Truth or the Tree
of K.mlmg; The ¢ should chorse
one mMember 1o represent them in
eri'lg A ‘Frmf fr'om ONeE. C’{' ‘ﬂna
“ivees, Heve i= how Shompla will
deseribe. The effect of eaﬁng +he frut
o each +vee.

3)day.
| /day.

“The Tree of Visions allews the
eafer of = Srwt to see an impor
tart vision o the futuwre. The vision
will come mnediately and cannst
be controlled. Yo wi\l see in
vision whatever the Creds think
pest,

"Eatina of the fruit oF -the
Tree of Truth entitles you to
ask. one ion which will be
unequivecally answered “+rue’ or “ake,
The answer come immedi or

atter a day or two. but you will

krow when the answer has been quen.
IF you eat of the frut of +he

vee of Knowledae, ow may ask for
mfevomtion alesut Ya s

iv;%nor event and have +hie infér—
ma

revesled 10 you. The wore
specific the question, the more
specific and W will be the inford

malion you veceive. The information
never comes immediately. Tt wll
come aradudlly, in 2 way that

The DM should ask the group
frem which Tree -Hmnf wowld ™ like
o eat, T Choose o eat of
the Tree of Tricth or Knowledse and
ask a question that is not answered
inthis medule, you may eall or wrike
fo the aregter of this medule Rab
Washburn (address and phone are in
+he frontt oF +his maﬁz’me),f—or
more information (T y be -toe

nard for ‘~l°“-f+° Jud ‘;ot:m o
ansuer a question wi win
+he. nate:ji'al confained w +he

MOAWES (%2 -*,) \n the Earthweund
(ampaign sevies, and +those madules
are out yet as this zine
s printed.) The players =hould net
be. disappointed if they have +o

wait 2 whrle for the answers 4o

their guestions =ince Shompia
has alcrt‘ead iold :the. cmmcﬁy—s
tat 2n= May not come im-
mediately,

If the group chooses the frut
of the Tree of Visions, read to-them
“he deseription below.

st Bl L My s )
a at e S -
MM% wmns mne you,
fly near +the celling of a cavern
ﬂ&"‘ must be T of miles in
diameter; Recl as bleed alews the
Floor of the cavern. T \coks like
a4 =ea o five. Off to one side

you see 3 mist+ ~covered land
with what miskf be a harbor a:ﬂ

2 wallec city “there, but this dees
net wierest JouL.

Fontay Uerdl osron
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Faster and Taster you Yl diving Jo-
ward +thzt bloed-red €3, Seon o
skimming inches sbove the dwoné mferno

fast and deadly. A w and
cver a4 stone s'zup mgboy& aP:oz:f\

deformed creatures on deck.. They appear
12 be patthed from the seseral
parts F wany different humans, hu
oids and demuthumans. Each of the ¢

tuwves has one or more =i\ m-
boks imbedded into their m.
Yow pass over +the growp in a Yesh
buf n that instant Jou see g{' d%:
be | ’tMposed over “hwat
defbrme mongters. It is your vis-
and ‘thase oF +he sther Chesen

\ As you soadr \ack tothe
heiahts of calern, you Kinow

%Lﬁvins the %z;d'uary
e Wwis
stay in the %q, mﬁma':\:lw

+alking to Showpta. Eventuall i will
be ‘H:nﬁt for the o m‘!e, however:
Shomgta will inform that he will
transpert them as far as Titan's Skl
Teak, besde the sacred digh. Frem
there the p mMust make its own
way home. This s hew Shompta will
say Wis qeod s Yo the Youp 3s he
us‘{ms them info the G—a%oay‘Room
Shempta shakes hands n farewel|
‘o you and each & your companians.
Thew he elears his Sheat, "I cannst
say for swe when next e will meet,
but let me give you. this adVice :
seck opportunities to hone your
=kills and abilities. Ao remember to
refine souls to 3 purity that
equals%'r of 1the qouyc.arrt{
on yeuws tokens. Tin seekinﬁ new
adventuwres, remembper That our lives
ae no lon our own . Tie not
gllow neeclless or permanent death
to find you. Be eautious, Hold the
Yokems sacred. Protect +them with
yowr lives. TX ever you fear 2

youl Vrave Seen ureel ¥ n disquise

already embarkfd\,ou?on the m
id&ggrous quest Hhat Shong'a hirrtai'
2 lier. Then -the vision S,

"Frepace well For the quest +hat
lies ahead,” Shompls concludes. You all

Say your ﬁd , then, in 2 tuinkling,
Shov;gfﬂ isappeared and
are stending beside the s'.lmyou

dish in front ofF Titan's Skul

From here +the tharacers must
climb down the mountdin and frek
back. across the wildermess +o Four
Sisters Castle. On the way back, they
should have about two encounters
from TL.C.T \

Have fun! Watch for more Addverrtune

and Ni in e Mansd Cam-
PRign séries. All of these are designed 1o
the

further the knawl .
i edge and skills af
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e IR s
A. Plot Summary
This section concisc\y desoribes
R i Sroup Z

? ¥
mh'amcgs‘ﬁmake all ahe 'lmpoﬁ:;‘lﬂ
decisions correcﬂ\l.

The 9 should Take the +ime ad
effort 1o the ancientt sorolls deciph-
ered. ITn the cowse of this, they will
find out the lecation of Kurothws Trea-
swe and study Kurcths Hiddle. The
riddle contains led instructions for
meving -rhv'ouﬂ\\ the eon.

The group needs +o vel From
Mowt: o Four Sisters Castle, equip
themeelles and set™ K€ ite the w
ernese, In the uxlderness the
must successPully resolve =o enour
ters, Once +he reaches the moun-
tain peak. they must make a *full of-
me before. erd'crirg THan's Maw

Within, the ,the qroup should
wuf»buslq follow) the clues \r:h?(u.ru&‘s
TRddle. By doing so ﬂﬂ‘ wil avoid nrany

When the P waembers reach the
Sanc: and +ake “he Alignment Test,

shouwld show themselves to be good or
newtral Blignment 3ud interested in servirg
the will of the Grods.

Finally, the group must tvek back. to
Four Sisters tie | having about tuwe
wilderness encounters glong ?rn way.

B. How 1o Run Encourrters
The following is an oufline of
how to run entpwrters in this
modie ™M and
1) Roll SWRXis€, Beth
fayers roll db. A |or 2 indi-
cates the opponent™ y@s surprisd.
2) i { I one or
both parties are surprised dis-
tancg s 10’ +o 30! ITK nei
is surprisedl, distance is 50 +o
|00,
3) Resolvé_surprise actions ac com-
bat. TF one group surprises ano-

ther it fan take 3 AUl stheck rou-
tine with no vetaliahion,

4 Take tommitments, As each norwal
round begins, Take commitments as o
::::l each player ehraracrer will do tat

5)Rell inhative. Roil dis, Highest store

wing intiztivelcan ach First for the

nuwmber of seqments equal 4o the dif-
ference in the rolls on the initighie
die.)

&) ' - Use
the DM's commitments for monsters and
NF'S and the phayers' commitments
for their ployer chaecters. You'll need

o use combat +eldes gnd Saving thew
+obles often.

C. Abbreviations in this Madule
DM~ Dunggon Master
DMO- D Masters Option (the
M uses his own deges fon To
create an encouater)
HP- Hit TFoits
AC = Armor Class
HD = Hit Dice
Move = Mavement Rate (12" for
mesns 1207 per turn while nappi
wd 12 per seaprent while in comiat)
Dowage - Hit points of 1n¥liched.

db (d8 ef) - a sk -sicled die (eicit
) et sided,

Com i'lﬂ n eaf!_y
198%)

’59 "Quest for -+he }
Earfirtrees” 7
$3 in the World of
Mansut
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Some dungeon masters have more
fun. VYow can ize 3 DM like Heat
essily, He's the one who can build 2
sense of drama, plot and personality
in his ign. The advertures he
runs come 4o |ife. 'Vhymf
wrapped uwp in the story and the ex-
perience is like Hat reading an
exeeprional fantasy novel. The sd::&
the my ) The 3we, the wmagic
the personalities are 2l there.

The dungeon master hes 1o be 2
comoination actor and = feller 1o
aschieve +hig efﬁd'.o*m%:as master
the personalities non-phayer
dhavacters and monsters that pecple
his adverture. Onl%':uﬂr\ this nmastery
o yoles can +the breathe ((fe in-
o encouwsrters.

Contrast the dungeon mastering styes
of Phil Flat and Ralph Rolemaster, bebow
Both ave deseribing the same encounter.

Phil Flat's Encountec
DM: There's a door in front of you.
Po: wWe want 1o listen at the door.
DM (rolls dice): You hear a c\b\klns
Sound.
Pe: We'll cawtiously open the door.
DmM: When you opén the door you see an
evil 51 evel cish. He's going +o
cast » spell at you! I* sounds lke

a siiaking coud

DM: The tem-feot- wide srone
dead-ends into a doorway . The deor
is made from metal-reinforced
timbers and seems +o be hi to
open toward you. There ® 3

Tang 1 the 3ir in this damp corridor,
as of aud or

Pe: How srong s the smell? Can we
fell where it is coming from?

D (rolls dice): The smellis quite weak,
T4 seems 1o pervade +he ares. Behnd
you, ¥rom semewhere down the |
covridor Hat leads 4o -this deor,
you Hhink you hear 3 snapping sownd.
Tt could have been yowr imegnation.

Pe: We're gong to stand still 3nd lisha.

™™ (looki H\'ﬁd)"bu'lnsm next
minute” you hear nothing. Do you
want to keep listening?

PL (sligntly nervous): No, buzp we will keep
2 speclal watch Yo the rear. T
listen at +he deor.

Drrolls dice) As you. presse your ear
3gginst the door, the tangy smell
seems ‘o Sd' stvo , From behind
+he door you can h fant brush-
ihg- type souds then you hear four
quick ¢links. Tt sounds like metal

ing on 3bs or ceramics.
Pe: Anything else?
Dm:Ne.
P Wetll open The deoor, Let's check

Yo see f it's locked.

DMt The door opens w 2 pull latch,
The pull latch lsm::sar iron and
shaped in the form of Tsqutak, the
god oF skeletons. The door is ner
locked 3s far as you canm tell,

PC: Lets open it.

DM: As the door opens the smel| of acid

stronger. In front oF your
Ssgr?u.p is asefaom forty feet wide
and'i‘\w’n{ feet deep. There 15 2
door opposite the one you stand
. The room is lit wrth several
Yorches. The Ml’ﬂﬁ reflects off

s e Tlasy TJortt




al varigy of bent slassuare et
the lefthand wall is 2 shelf Hlled
with jars of vanous sizes.
Newr cerder of the voom is 2 tabe.
'Thmisasfrl-?v. Hame burn-
ing atop a mels on the tsble.
The_yw\ishﬁ-\e\saw‘ a sl
black esuldon ¥ Lol i , From the
esuldron twists 3 whitish mist that
burns your nostrils sligtly with an axrid
smell.
Behind the cauldron stands 3 middle-
huwman wesring a greyish-blue
’r;s:ihmm&kis:zkhemagu-
en N from which 3 symbol of
fak dangles: Where the symiol
mﬁbb:;ehmi'\gausutw
sear

As he notices that yowr group stends in
the doorway, the man sharts shgtiy.
Lets roll surprise dice.
PL: Okay. (rolls die)
Dm Lrolls die)Nerther of you is surprised.
The hook-posed human motions for
w to leave . “‘Cant you see I'm in
middle of am experiment 7 He
demands in 3 hushed voice (the
DM assumes 3 hoarse, whispery
voice quite different from his own),
"I cadt See you now. I'm . Come
back in a hatf howr if you must.”
The blue- robed man turns back+to
stare 2t the cauldron. TFeering wty
the whitish mist he beqins &
mumble aud mow his hands.
PL: Who s this quy? What else do we
notice slbout himer the reom?

TR,
ik

DM You waat to take some +ime © lock
more closely ?

PL: Ves... (the player +urns 2 liflle pale)
whzt is this robed muctter(ng?
What sort of motions s he making?
(The player teans forward to hear what
the DM will say)

DM (noncha\sntly) : The members of your

aou.p listen can*iu.lh' o what the
ue- robed van is saying. Yowr masic
user thinks he knows spell.

PC:Wvat is i+ ?

Dm:Tx's 2 i spell. The
Ma{na:_\zs t;i? eted the
incantation. is now |ecki
Muﬂk his sr!zzled eyeh'e:?s;t
YOWr “group-

P Shazbat!

DM: T need commitments Ffrom each
member o the group. Then we'll
roll initiative dice. (and so on)

As we sontrast the DM hes
of “Phil Fiat w?a\phmmug:h'

theve are five differences that stand
out,
| i\ artistically, In-
stead of ing over the"small things;
Ralph uses them fo add depth +o his
narrvative. And Ralph doesnt make the

mistake o telling the only the im-
W*maﬁ;%;mﬂ
They would see, hear, smell and taste n
25 close tov 3 realistic manner as he

can. This ures considersble creativity
on 'ﬂsz)'bm'a bt iF s werth it
2

sreative, Because the never knows
which. details are interesting but trivial and
which, ave pivitally importait, they must
be very alert to everything the DM says.
When players stert combining seemingly un-
refsted incidedts, bits of conversation and
cues +o “solve the " then the grog
is matthing the DM's creativity. Fautasy
role playing done in this manner is
never run of the mill. Few experiences
ae 3s challenging or fun s 3 game Hat

has come alive n this Fashion.
FEBRUARY 13* 1984 _parad. In ovder 4o areste an adventure
Be There! with the desired plot and drama, Relph hes

Ttz Ut vecsvosn v
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—TDM's FOrum

o poy his dues. Each race,clmss, 3nd mon-
ster type has some shindard caracterishis.
TRalph has lesrned them. ‘Rslpk'ﬁahmtb-uo,
net be Familiar with all non-player character
*ypes and monsters, but he does thourouduly
know the ones he places in encounters. He
hds Fowsed on the lities with
whom the will be interacting. T+
is far beffer to do an excellent jo
rolemastering a few races, classes
and monster species than 4o do 2 sleppy
Job on 3 lot. ; ;
'S. Each monster or NBC
My be 3 member of 2 "thass” oF such
eregtures, but each is alse an ndivi-
duzl. Not all manticores ave the saoe,
neither are ons or magic users. The
DM should net play them as 'ﬂ'\out;k,y
were 3l 4he same. Crive €ach crea
that s mportant inyour campaign a dis-
Tinet personality. Their manners of dress,
their vokes, their -H.inkina peatterns and
Their mativations will vary “widely, Let
these differemces be mﬂec}vd inthe
detiils you describe to the group.
And when you slip into the role of 2
"personality’ do so exthusiastically. Tf
personality is glum and broeding,
fhe DM should be enthusiastically
lw 30d bv‘bodlus. TF the person-
Sty is Kind and helifdl the DM shoid
exthusiastially play the role. Tt's great
fun and well werth the effort.

NG RiNLE x= (S RIGYErs

3t lets you identry with the chrarac-
ters and feel deep emdtion isa
movie. A Fantasy adventure wmust do the
same, What emctions are felt by a
goup that meets and immedi kills
3 rameless nmgician 7 T¥'s simply “hack
3nd shay" to pay this way, Contrast this
with the feelings of challenge and vic-
fory &F a2 group that hes finally defeated
an archenemy (the -asidan%r \r2s
been plaquing the group for =ix months.
This DM once 2 group oF pla
break infe 3 ﬁn-maz mmf
celebration when ;auﬁy but evil fee
was finally outwrited.

Ta Riloh Tolmiasters encsunier

Faritas

we 3w drses, detiil, erestivity, dul&m
caveful prepavation and persomality. May
we 3lso saw the group's first encounter
with 3 new archenemy. A DM who'is also
a rolemaster will see nfinite pemsibilities
here. Who knows what is qeing on mside
“he head of taks magician ? The
group is likely +o see more of this
ice- cold quick-thinki . And you
tan bet since e DN is 3 role-
master, T will be an experience Yo

Fawtasy Werld nvites (ocal dungeon
masters to =ubmit arhcles that

Hava 3 ocd
idea”
\Q/

S .
/8 '\

Wite it ap!

rld wants subtmissions
from you. (See inside back. cover
of the magazine).

Q. What did the big qas spore to
Mliﬂkgassp;i? "\
A My pop isbmef‘ﬁﬂnyourpcp‘
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The Mad Magician's
Gam'mg Room

a mini module written and illustrated by Rab \Washburn

L INTRODUCT ION

Each year the Amber Mage of |
Valian (some’ call fim the Mad Magician)
Sponsors 3 tourmnarment, This 4ou¥na-
ment © concidered the supreme tfest
of battle kill and shrewdness by all in
the Kingdom of Mansut, Indeed, the
Tou t & famous throtghout the.

Kinow world, Many renowned war-
riors and es | thousands
of miles o participate, But onlyone
fated team rules 'sy mme_ at

erd of the Seven- ordeal,
These champliond r‘ecelve. ealth untold

and Knowlea &d OF s whis pered ) Known
only o the. S or thein panhcu.\ar
-?avordes

It © To this tournament that
the plagers must come if 'rhey wish

‘o al\enge_ e \can m-
m_%m. The Gawmi s not
oV 1fe Seuen rnaments.

It is @ unigue <ide aftraction, and
can stand alme a5 an elaborate and
memorable encounter,

The Gaming Room 15 an ADED*
compatible mini-Medule , suitable
for | to 8 ployers & any level, The
module 5 swiable for afy level
because i setf-adjusts chavacter
<Kill levels | 35 the OM will see. The

Goaming Room can pe any Num-
ber ﬁ Tmes since ezl::fs ¥
occur Within Vlf"l"ual\y never repea+-
ﬁnmselves

The players need Mot be‘far—

ticipants in Mad Magiaan
ToumamenT o ﬁ'h J (t’herou h -fhe.
min

*ROQD s 3 mmerk sumned by T‘S&m,

Inc, ok Players Worksnop is not affiliated
with TSR,

to all +hose n Castle Amber
wh The Tourmament 1S W Session,
Of course there (S s '"catch! It costs
1000 Grold Fleces admision To Sam
enrarnce T The Gami m, ThsS
rice mMay seem stee, byt many
adventurous Sw!s haue leﬁ +he roo
W€3+hy n ld, germs | ic and Kndu)-
e of néw monsfers battie
1.

'n\e.gammgﬂogm © a lot of
fun! Try it out &nd see if you don't

aqree with me, Iwe even hedSonE
say that the
deSned than -the Mad 1
Toumab « (This siatement de 3
3 left-nanded compliment, in my view.)

I. THe GRAMING RooM

The Dungeon Master shau\A hel &
the characters role.- \

followsing 52(5.1«\(.& af
+o Valian

A) Thc §
+h dom o’i ansut.
' !Em t +o throw In 8
NM' y Zedlous mssion-
aries &n\ales n distress, fe-
rnates (or males) with ulterion
motiues, bards Mercinaries or
wharhver strikes -rhe M=
an Overiand rneys on
rnou::e3 or less cloiiized roads
are a'blast" |
B) The arty Wlll need o ask dur-
ections 4o The Amber
Castle once they reach han.
The. Castle 1tself 1S two miles
autside of Valian 1o the
Nerthwest, As the p 1%@8
arrmye at the Castie yW|l|

Fontasy Tordy - vxcsvom vos

&1



nehice that guite 3 few people
are about, But +hs Shmpe\g ot

< he , Since the
Knrmha‘f Thmma ment 15

n e, In all, over 500
participants, well-wishers, and
spectators are qatiered st +he
Castle.

C)Once nside the Castle the
p will be greeted bZ. the
g::c(‘. The Purser s 8 Short,

{at, ba\dt:a man witha dis-
tracted avid harried demesnor.
The Rirsor will collect 100 Gold
Peces from each &eyer char-
acter*and show ro
bﬂeﬂy around the &rou

level of the CagsHe .” The By-
ern 15 well-Kept cerves 3
wide variely of food and drinks,
but has qftt‘e hish prices,

ﬁ(;p@a_niézﬁ_m includeS
< pokert, and Dlackyack-

hKe qames ¢others, n the
Tarser” Shows the players the
Geming Roomn h1z Wwill describe
it as -ﬁnms-.

"I can't show you inside +he
Gammg Reom now, as there v 3
team “of playerd In the heat of
bat- even 35 ‘we <peak.' The Rursor
sad n 3 seifsatisfied tone. "But
I can tell you the ryles, tf_zov. I

You nodded assent, gs did the

members ou Aroup.
" The cost 1o nzier

* |00 Gro\d Preces 15the

90




3 fiat fee of 1000 Gold PeceS. This
ee & Mot decreased for lous level char
cters , nor 15 the fee increased for
h|gh fevel creatwes” The Parsor
to clear his threat, as he.
dd So xh’-heard a basso roar from
belind door 1o the | ,
"Once 3 group,”" The Pursor con

tirued, " enters The Gamn%_Bm
they Should pesition themselves as

Seems best, Owme member of the
qroup howeuer Must <shand near &
Sentral pillan ¢ roll the gaming dice,
These. gaming aAice eack hawe lve
faces. “One of these die |5 simp! 'y
numbered from one To twelve |
the other (hecribed with <
runes, " The Pursor chuckled a5 1?
remembering a8 joke. Inside the
ngn%_&:;_n heard Shouts of
suppr rnuFFled by The 4¥ick deor.

"The runes from the cual
die are d.upl(cafed on the floor,
It 15 onthese runes that hwswe
Mmonsters, 8nd ... other tin

no“ O'F J

When %e, are called by
Rune die." The Pursor <earched

Hanb |

r faces, 'I.f's easier -b
plain." The Tursor added, "But’ let me

<3y that

ma sfa fn ﬂ’e Gemms
Room unh

|e. summons
deacthvation maplc s mbel 1S
relled), unhi al mbers OY +he.

roup 3re "dead or until one of

qms s door® The Rursor
indicated the door to the ('zawug

“We can die n there, 7 \ow
Ked ma'edubusl‘i‘

Faﬁ "The desth & wounds that oc-

Somehaur

v \n the
V.amsh 85 seon 8%
wates," The Pureor reassured You.

A‘l’ +hat t|>n‘5’faurﬂ' +he dogr e émhe
C;gnmm Room bured open and 3
thczlenfur?rS walked Peow\‘ TalKi
i

" Tie neyer even heard a.
ke thet lest one. " A Fighter
?" adventuner exclaimed, " LetS find
what this wands are,."
an_adventurer wearng 8 red robe

sad.,
After the adven'}urmah’rzam had
left the area. the Pursor “Hurned o

Gty oty vxcsroen v

9



t looks liKe They won 3 Majed

ou and commented "A lucky MP
item, Would and youv‘ pant Z

ouy

JJ oom? As .d na 15 a.
fee S'gtooo GP oach time th §
enfers the noomo ‘(m r
The Gamms ouL.
tKe . But |ocoGP 5 ch
+me.” The Purser h %mallsmno.

lon_his face. "Want toque it a tryi"

L. DM's Notes ontheRune Die"

Nhen the C?rvu p entferd the
Gammﬂ aw them & sketch
or show %em the [llustration ofthe
room. Owne must have his
¢haracter rol\ e 4wo dice found
in 4he bowl sl r\e llar The
dice must te rolle fmx
%l’éced In & desired positio )mfo +he.
aets 'hj "Run% Die \wu shi»_wone.
e elve Runeg en | S‘IOPS
nolhn% The encounter indicafed will
cur “or beajn 0 the Brea of the
oo that matches the Rune rolled,
The Sewnd die 1S numbered
from one to twelve |, and indicates
which type of encounter occurs
Within each Rune ca ry. The
Tables below describe e, Fwelve
Runes.,

The Rune T ¢pecisl du)
Kay the tw Runes below o the numbers

ona dx, a‘uﬂlmw.ﬂ.‘n)

'Re_la+mly low level monster
3ppesars,

“Even’ level monster appearsd

Relatively tugh level monster
appears,

Unusual & tough menster
appeans.

Treasure /money
Treasure. /minor magic

“Treasure / special

©  Jokes

Q Riddles

A Whimsey

€ Games

¢ Rune. Die. deachates

For each of the Runes above., 3 did
must be rolled fo defermine. the precise
encounter Hhat occurs.

——

Low Level Monster
_diarll __cesult

. . Monster(s) appears
levels |ower g’m

aver:

Mons s) 3 levels {ouwser..
Monster(s) L levels lower...
.« Monster(s) | level lower...

Metumtne which mc:gshr 15 summened
cr\ 2 FiS=i1

de find 1"\: riq L
mmsicr wen the d1a ro\\ and -H-\e.
evel of erd, Once you feve
nd the right level of TS,
either roll domly or chose 3 cresture

d ke r fo meeto. (Ve u.
\d alsoy?ses Tables on pag .

133-3% of Monster Manual 11

Once you've. dztwmt wh\ch
momster 6 moned, ook ap the
creature in the gpprogriste monster
manual So Yowll have s sistshds.
Al monslus wunfered hae 5 hit

per titdie, and fend 1o be
sucrasmo n o*ler respects gs well.

- appear in the rune area oft
the fHoor that matches the
die face thet summoned

* The DM should fake. com-

mitments ¢ roll invhiative.

- The Monster usually aftacks,
h the DM can make

excepions as cl

dictate .

« Monsters never have treasuge.

B [e@ems @ 8 oA 3

eenn o Bntasy TJortd




— The three treasure Rune D rolk
() “Even” Level Meonster below result i 3 treasure item appear-
dig ol e il i Bl gl d o E;}

res are real, an
can Kwp them as lcauc the
=13 Monshr(s)o? level equnl be s ‘Vd‘ b 'l"\ 3 boﬂ\
rougs 3 tzuel en 1 e |
aPPR i lucky ‘and Sliga] oble
T colled’ verd| m ns masf wl
-—@, - be swall) the Rune Dnc '.3?‘
High” Level Monster Ivetes or the group has beenKille by
monsters.
dia roll result
| &
Sty vuvs Monskrts) ap of 1 Treawreﬁ‘long
level hugher e :
foups Juenage level. d ol _result
T=F0 i vivan s Monster(s) 2 levels higher,
| RSN Monster(s) 3 levels h&nr. =3 s ns 1 Go\d Tece
ORI Monster(s) 4 kkvels hﬂmn 5-T7......+ |00 Gold Preces
B-q. .s ...-SOOGOU“MQS
For the encounterd +hat occur 10: o svns {000 Gold Preces

below, in the & Specisl Monsters sec- Il....... Three didmonds of

‘hon ﬂu DM will nee.d fo"think on his value 5p00 &GP, loooerP,

Feet? since the statistics are not qoen. 700 GP,

The DM should tailor +he Armor Clas, - RS Soo Platinum

hit points, movement rate, attack num- and a 4000 GP emerald,
ber ¢ damage., hit dice and ete. 1o the ,
level of the group. But remember, @ Treasure [Small Magic
+hese.‘ etr.\cm 1:3 é:hg ;pec&a\ Mmonsterd)
are inten wficu --asa 412 voll  _result
rule of +humb, +he DM should des
+hem To be one or two \evels h\s Lo AN OGO Roll once on table 11| A,
+han the group. Potiorns on 2 \&l of
%——H
A 0 ) or choose a potion ¢
(B) "Special Monsters T TOC %‘hog o~ am-hm\gglp
lO-u...... ‘SP¢“£|
dawll _result one h three,
T WORRE O Sroll: B sptlls of levels
I—‘i':zmeo?:achrwy ‘ om.-}hmﬂhsm
3“3% mgm?& 25 e
ic o Treasure /Spea 1
my v\cw "o
) d12 rell result
< 30 PSR g ‘P\%n | Killer cast at =5 il Roll on Table W, %
Rune Die. roller, Roll Trt- Thems™¢ subsequent
e\ ence or below With T AR Scroll: 4 spells of levels ,
i€, (see spril of same +wo five.
AT Amma?ed Sword (gh ) 2-92....... Wand of wondert,
lo-u......... Animated Arrous (w-y%uk o-1l......... Ring of Inwisibility,

Ftﬂhtwﬁhap - B oL of 3 wishes,
o o e T
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The tour @Nunters below are
m’nndcd to he\smm e fun of this
Get into an impish

%you run these bizarre en-

counkrs
@ JoKes
digeoll  _resuffs
b=l R huge mouth appears
above Smiley face on Fioor
and tellg one of the stupd
jokes From the
n Section of +his fraq
azine. ™S e Mouth
Hunks f:aﬁ own jokes are
8-9.., %&l’s ;?e}-randsm
KicK t+he Nearest person \n

the pents (1 hp damege
per%.\dﬂ the Dools are
1k t medwm dfficult B
l.
|°-.......F\ ) hanéip rsholdl

aq c(ech‘u‘» : «Fan“
:ﬁ Wi
E\c;san\' nto 12& :\‘j;*:"“

its all over 35
%l voul mempers 85

| ey rﬁﬂux

wing 3 pie., Thf, 0.
will hl+ Who
rollcd -H\e Die in
+the face

AR H e mou%uxllzt
pear’ ;| belch loud ck

ts X
a‘ ﬁb é:\‘; xsﬂpear

& Rde
0 I (ﬁhzwm

counter W3) and dares
+he group o riddle with
M. He will want to bet
1000 6F. Use rddies from

Ly Dregen

@ Whimsey
412 poll cecult

-4 ...... Random cffect $rom Wan*
of wonder (page. 136, Dun
orm
chooSe 3 fendom S
e cast at
o SO GOlzﬁam one. hit poirt
rmanertly; 467 lose
hp permanently.
=8 ae e ca G,O“L ain | pownt fo ron-
prime Stiribute; 407! lose
[ poirtt ow Mon- prime Stiri-
buh. _purmanes

Q=100 000000 sam 500 qt

Fonts? Yol: lse 500 ex-
pRrIence nts,

.- 60t gain 2 magie (e of
value 6P on Move (use
+able T, (21 of DM
Guide ); 4ol:lose a ‘
item of 5006GPor more
value (if the gayer hes

= No meqic, Bke money or efx. ).
B BT a—

the Great appears
(see Kuroth's

emwnﬂr 3)and chal-

the groupo one

dF games below:

+ dants

ccomn toss
' blacKJacK

’ goKer

» Dungeon Masterss
Of couvse Mushy m
' wfavme maﬁ

@; Rune Die Oeactivates

The y is over. The
an looo GP to ge:l}3
room a

P must py
the Gamma

Ftsy Uty wxcsvoen. v

Warning: Tlha\l?l m;-moduu an be habt?nwg
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Monster Manual I&

K A% V2. Monster Manual L
mm 1983. wmne:" bm

'

Monster Manual TL is 2 cdllection
of creatwes Fair and foul for ADED
muﬁ. This volume is hishlq recommended
all sevious dungeon masters. Players
who dislike bei way also
want +o pick Up 2 copy. Monster
Mawgal IL is 1O over 300
monsters and retails for 41292,
This vol of beasties Festwies
devas, planetars, solars and others wheo
represent the Fores of good. Also n-
chded s 2 dose (almost an over-
dose) of new devils, demons and the new
dasees oF their kindred, daemons and
demodands. Theve 1s also 3 lange section
on modrons - freaky ri¢ mon-
sters from Nirvana gamers info
Gedzilla- type supermansters Should check.
oul the Tarrasque on page 7. T is
+onally awesome. s stats and
see F you 3gree.

Ome of +the best festwres of Mongiur
Manual TC is the monster encowrter fables
Twese tables integrate the erestures from
Manuzal T 2nd show . what seivings cach
might be found.,

Every collection o monsters hes a
fow Huat seem move silly than scary. My
vst of | le \csers indudes the gib-
bering mouther (gves nassive hickeys),
the Squealer (i \kes Yo imitwte mating
ealls), the stench kow (s expression n
+he (lustration says 1t all) and the
varrdig(The varrdiq aftacks by thrusting
Slexible heses wp its vietim's nostrifs.

me with 2 spoonl)

Overall +his beook rates 3%z oud
4 stars - 3 high recommendation.

This illustration by Seatr Lindewald
features 3 cloud dragon,nes n MM,




Fighting Farfesy Gamebechs

Ak The Warlok of Fietop
Mowntain, by Steve Jackson and
Tan Livi 5+one. Dell, 1983, The

ita 303, by ‘St Jackson
Dell, 1983. Reviewed by Rob Washbuwm

These aeK’—plax{ fa !
hi l&/ vecommended. Tt

€ons are
f hnfa mediate

a Ex @ance vole -
ers wcl\P?Frmd g{dm Fayd'asxf ES:&
bocks to be ol l\f lupenor o
TSR's Endless Quest =evies o
1o the Choose Nour Qun Adwtiure
beoks. Fi hh Fawdas Cramdosoks
allow *It\e_ V@vd‘ufa’ +o use
and Combat with encountered
stevs. The ;ﬁdﬁwn of cg;«loar
takes F hting Faut me bocks
k& e yohise ok Kidiie acker
tuwes. The beooks are well (llus-
trated | have some nice plot twists,
and =ell for onl\bll As each, I{—
\;ou.ve. been avei v@

=elf- play Modules Betauszse -r\w.l
‘oo jwenle, these will thrange.

k(ou.r‘ mind,

Reviews

Clagsics ' must reading for
FRP gamers

X%k AKX The Chronicles of Pr

by Lioyd Alexander. This 5- volune

senes consists of The Book of
_(qed), L Yo

(196¢5), The (19uh), Tavan

Wanderzr (1967). amdl
(I98) Fexed papdm%hed
Tell.

bkaese beoks chrenicle the ad-

venhures of Taran, a youun

wh%‘becgme%s a&egﬁ in a wor
ned after m )

Pe h the Prydain fg:}s.égs?s

czm5| ed w/em\e. fiction (The

Walth this for more " must
reading’ in fudure issues. We invite

our readers +o submd- reviews of books,
PﬂPw and playing aids, modules,
movies, efc.

vk ok o - ouﬁ‘andma must reading: 3.8 % = highly recommended. ***53"’4

Desian

* K one-dsy sequna on c/esym

Yy v Fair  Fk = has s moments. K'Yz = dont bother. k= bad, Y= terrible.

MesTERs SEMINAR

professinal feve/

campaigrr Id adven/‘qre Scepartos.,

* One mori's CoﬂS«/ﬂ
an orwgns/ Mmodule des

Semmar porficipan].

* Gradustes 0,{ 7 S&W/ff‘m

for g tofal of

with B Washbarn, fo perfect
/ 0ed and wriifert Q/ eac/z

se/l Thewr Fmished proclucl-
plus /bya/ o TAW.

e TN

Cost: 15°° at deorr  \When: Ssturday, w%# %5 pm

where: 7eg Washburn's fome, (005 Locust- Ave

(rer) 812 ?3‘/-5'60?

4700¢,

Fotasy erts - oxsvasn v



Laughing Dragen

Warrior's Wisdom

Sir Lupus is a barbarian uarmior
from the Kingdom oF Tief. He Was +rav
eled widel vgad is considered an expery
in his Tield. He gained fame as one o
the. Heroes Six I+ was for this

that he was knigitzd by Ki Crreaory.
The. Followin s of wisAom Teere
belched fo while Was k2

Stupor at D s Den
Tavern in Valzg):. Lucki ly one of our

corvespondents was 4> re~
cevel #im

i"ﬁ material way

N2
= ¥ ;
5 i
7
» RLER

(Lupus' Shield)

"Beftter 12 aftack +than neser”

" M.‘c is for magicians .”

“Barvbarians have more fun.”

"Pleasuve is befier than pain”

"peath before dishonor: - Barbarians
Creed."”

VLife before death- Lupus' Comlbn,'

" When in doulpt, athack "

“T love the smell of blosd and kattle ;
flowers aredit bad either.”

" Live. anel learn from mistakes or
you wont live long.” '

"A just war (s befer than an wryust
peace.

_—

" Any 'f'sk*‘ you can walk away from s
2 good one.”

* A weapon wielded without wiscdom is
ne weapen at all’

*A ruffisn kils for pleasurz; a fool
kills for hate.”

- icians bleed, T rknow from experiene’

wA body is 2 Teeble mind”

“Old barbarians never die, they just

belch stupid sayinjs."

A RPRA (Lopus)

-by Mark Stodk
Frugd Tabaos
Q. What fime = whenanasresifson

a fence ?
A Time 12 ff'armuFem:t..‘

Q. T ried to fignt” an ocher Elly ot
Wt jush slithered away. Why ¢
A Tx wes \{el\ow.'

G What 1= the mest mportadt use of
n's hide ?

advago
A. T helds the o\raﬁon 'ro3zther.'
Q1% a cian threw 3 stone 7D a

Iake, what weuld t become ?
A wet! :

Q. Why did +he vec
A Because he co

over the Wil?
nt a0 ‘l’\‘u‘ouﬁh it!
Q. Why should you always remain calm

when you encowder bugbears, ogres,
or cannibals ?

A.mbdrerna\'*roﬁdwoam!

coness v oy Tort




Mushy's Column

answers to riddles a2 on the next page.

without 3 bridle or 3 =addle
Aerees a thing T ride astraddle
And those T ride, oy help of e,

What™ am T 7

A tief was climbi

Clff when he fell He lfad no maq_
help him hor 3ny apaual skill, ye
took vno damage. Why?

A fwve |efler word as hard 33 bone
Take two and leave ovdy one.
what s 1t?

A sob\in behind two 3059‘!.'15,
A goblin before tuo é—oblms,
A goblin in +he wmiddte.
How many goblins w all?

Two wings, but cannst FIZ
Two legs, but canngt wal
A beak, Lut tannct pcck
What i it ?

Fuskfer' paladin, ¥anger or barbarian
Throw me with a powerful stroke-
Column & buﬁbar dead and broke.

Five F&r uh&
Thtﬂ'y feet |o
Tongue o dea

Flesh qolems focd
Black pu.dd btf‘\'h
Storm giani's breath’

After my Ife T wodt be found.

T'm Consumed in the Huwder and
the sourd.

T v n lots oF two 1o Fie

IT'ma wezpon Tor batle

And \ndon, drive.

what am T 7
~by Reb Wastburn

Though almest phind | amwzde*vsez.

Rie o

'.Bee:.h \eaves
Beecn trees
trees
Ig:g tails
Draﬁon tails
:Draﬁon Scales
ns in

Am ls in Sgtﬂal (emﬁ’ worms)

Am{ﬂms clirenched m oil
Anything that wont £t in your mouth
Am.fthma Tro\., Tlderfon =ays you sheuld

Anyfhmﬂ someone offers 1o sell \you
tess than a copper piece.

Voux -Fmaefs

M\f Fmﬁers

My hrair

_?12- 'MQM (Tt cest
his Zine (Tt @« WAy ton
ua:?\a'tb waste 'fh\g' wa:y
with an electrical dtarsg
(6 allq eels)
Any ecls
Thmjs +hat explode
T‘n s that ave sharp
Things That meH‘
y*a q else .

- by Seott Moore

%W DECEMBER \v83



= L.usk'mg Dragon

The Seuffling Noser
These creatures are so vie, so dtﬁgush
wig, so degenersle thak they are never dis-
custed by polite gentiefalk., ately, the
readers of Laughing Dragon are nar aentieflk
and a2 geldom polite, So the grugsome de-
Tals can ke revealed.
Snuﬂ’\ivg nosers are celatinous bldos with

bu.lemﬂ nose- | ke

ances eyish- yel(o.o eolor
and leawes 2 1rail & shme wherever it goes
The snuffling neser attacks by hWawki
mucus at its ., The unfertunate (
-ﬂwurwﬂqu grossed oul) victim must =ave
wrsus poison o Start rei’ckinﬂ uncortyo
The snfflng neser then procgeds Yo
upon Oa.( sworting up) the fruts of its
laber. There a2 rumors that soeme snuﬁ\inj
vicsers live in symbictic velationships with
cj-bbu:; monthers (see Mongter Mawa| 10)
but even here can we disduss the
revoting specifics.

Anguers to Riddies

Mswers: w\mlhe fe\l aTher dimbinj
only one. /M/M/adadb‘rd/
| Javeln of lghtring.

|

T Tell us what you

yod heve read ﬁw}yh Issue #1 of Tom rid you
Ares of' depsri menfs_tefer %’l athers.
like Your opinions On & scole of

As
liked <Some festures o

hit- dice i 10
1

faan

davoge (thp)
Finducts nzusea (lhp,
spesial defeuces : (belicve me, you don't waut to

knows)
irdelligence - supra gewius
? '+ ehachic Sh-lpnd
size.: teo bls

esperiene point value : -a00

Merry Christmas Srom
Pole Players’ Workshop!

7

®
probably
be We:
! (worst) o0 (bes) rite A bekn:

4

think. !

FERTURES: DEPARTMENTS: COMMENTS:
— HKumth's Treasure  _ Letter From Editors

— Mansut Maps — Gaming News

— Beastmaster — Treasare Chest

— Gods of Mansut _‘%M's Forum
- Draﬂshud Gale — NOIEWS

— s 22 Dragon name.:
— é:g:'\‘ung Reom gnml.z.uﬁ\ — Layeut address:
100



TFontasy Tertd ol

We want to Pu.b\ts’n fantasy
Fiction stories and articles, %\arﬂ'as.,
role- lay (V# moduwles, vion - 'Fuc,‘hon
ar‘hcgs ated to FRP aammg
letters , announcements réviews,
riddles, jokes, aar+cons artuork,
and an Vg eke interast 4o
FRP 3amer5 in souﬂtem Tvdiana,
T+ like articles and =tories
-abou:i’ ‘e {an‘fns'-( weorld di: Mau-
=ut are doing to e Fopu wlar
bud Pubhc_af‘én i= not limited t»
these. Take a look tarough this
Issue oF FANTASY WORLD youll

probably ﬁ:'r lots of ideas Sor
.subomssm ‘(ou. could rake. wWe
waut “t’o

ubli=h what yow want
+o vead and write abouw ‘!t

The next issue of FANTASY
WORLD ia =cheduled for Pu]ohca-
tion in mid- February, so ﬁa
Youx submEson= .X

All submissions =should be wailad
oy deliveved 4o Reb andCandy
Washiowrn | Role Players WorkShOP,
1005 Locust Ave. %ia tesville, Tn.
H700b (ph. 812 a3y- 5609).

Submission Requiremets

1) All subnmissions 4o FW must be
orig al materal that does ndl' n-
-Fn € on anyone elses topy

riters MYLeaokeAﬁb54 na
afmammt to thalt effect Werters
retain rights +o their naterial.

2)All submissions will be akvowle
and will be refurned (with corments)
if accompanied vy a =tamped, self-
addr?%ead envelope

. cféé%& anduwrifien drafts are ac-
e.

Y. Detimions on what widl be
for publication will be made by

‘ﬂ\l youve

Candy and “Rdo Washbwrn  whe will
8‘*::0 be. Vappy o relp f“’ +o de-
e

oMLS) 2
draﬁs m’f'or;ro(fshegsw.bh%ble,

work We may qive owswn-
al awe wuz 2 Zik \}ou.

write d'raf‘t \ou should

not be discouraged. Most of the

in FW bave gene.
h 4wo or three drafts.

5)Paymzn1‘a For submissions accephed

v publi@tion will be made with-
H’l a week of a.cLﬁP’\“am,e Rate=
are $2.50 pex’ zine page, fis.co
r masa-zme n?‘?e for madules,
v aubo-
mlsslons w\mc:h are shorter Han
ma 2ine f&ﬁe but we. will,
cow"se e T +the authas of‘
such short pieces i we prm’f
“them . News amd announce ments
o interest o r= will be
Fn'n-hed free as a Aic service.
ust call or dvop us a line with
“+he infermati l%m or if youd like
o earn & liffle pocket ovey,
write the information as an
article Yor our Gaming News de-
o us as
a v’eﬁular suwbmission.

LY RPW i nterested in pu.r(J\ZiSJ

mde ent arhwork (\mludm%
% o that artwoerk) for F
s for artwork range from
41.00 tob2000 d auy%on'\it
walh complexity, size Sy
||‘H;l‘ﬁ3( ou.rw , Since we
are More hkeh{ 1o thase ark
wevk. that is dsred'{\( related +o
an article, story or module weve
Fu.blshm ar sf:s want 1o
t%\ us fo find o it
we reed. We ; alSO a
rhum to ook & sampics
gf; your ut(or wWriters should
e aware that it takes time to
vide illustrations, =o if you
ink you'd like o see illustra-
tons with Your Prmfed iece,
be =we to 361' your s wiSSion
m early.

P ——
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