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NEW NAMES 
by Shelly Adkins 

Absalom Acelin Abbcton Aidan Aldbem Aldik Aldwin 
Alm•tct Almeric Amica Amfrid Agra pa Aneurin Ancrat 
Angharad Anaelmei Antigon A•ketel Astridem Aurelian Avenal 
Aylmer Athene Argent Alna Alstaran Ardenvale Argon 
Baldric Bardolph Barn alas Buret Bcryln Blaaemir Boniface 
Botolf Bremwyn Brynhym Bellan Bod cl Cadwallan Caleb 
Caradoc Cedric Ceirwyn Charis Chaunet Chrysga Connard 
Co: mac Crispinus Crispan Cuthbert Cyprican Cyrac Cyril 
Cyrus Challeran Crcatan Damus Dante Darven Oeciroar 
Oecimus Dudontu Dermot Donatias Donguld Drogo Dtuettea 
Dulcetn Durand Dymliat Dellin Dael Dalgot Darda 
Eamon En gar Engelar Elleazan Eliu Elihu Elkahah 
Eliun En rid Enoch Eochar Ephram Esau Est tan 
Ethais Eubren Etmon Enardred Eua Eryan Ftaam 
Fara mar Farquel Faustus Fut gun Fulbert Fulke Gallor 
Garmon Gareth Gamel Gunar Gaston Garai Gcrlan 
Gilcrest Goddard Gunther Gurrand Grim mete Grim wall Gunar 
Gallon Gallian Gt on Hakon Hamid Hajis Hephan 
Harth Hath Jjan Ia nan Is mar lronwatcr Jabez 
)ael ]apeth Joachim jephthar Jeron Jalkor Junng 
Kenelm Kenrik Knudlar Lachlan Lamuak Lcoftik Larkowik 
Lucian Larn Luren Ma doc Magnus Mah-halka Mathus 
Mauger Melchior Maleh us Maelaturm Nahum Nigcllu• Oqualan 
Olaf Onag Osbert Pagan Pasco! Palinus Phclim 
Phythian Qirmius Rellan Rhone Rhondor Rim men Sirrus 
Sic gfried Siverand Thorron Troth 'Ihurgar Uriah Verena rd 
Warr gar Zedekiah Bartimua Ba If or Barthram Bclaha:uar Boaz 

Kruk! Anybody Speak Dwarf? 
by Guildmastcr Brett 

A Dwarf, Greven Stonesplittcr, and his 
Elven companion, Valanon, trek through a 
murky and forested swamp. Shakes and 
other reptiles of ill tcpute slither about 
them. The slime below and all around 
them offer an off-key symphony of evil 
swishing sounds and murmuu. 9.tddcnly, 
there is a g.teat splash directly in front of 
the companions! Out of a moss 
enshrouded cypress drops a huge, ugly 
hobgoblin! And more can be heard fUtthcr 
away! 

Shrieks the Dwarf, "Kcakt Ta ban aud 
dirkhkall" 

The gurg.ling Hobgoblin, "Hat G'shig'l gruk 
b'tu'u ... dau tu gcklu 

The Dwarf, through clenched 
determined, "Ninll Ri agda ta 
Valanon aud1 ren griphm t'yell ... 

teeth, 
Eldph 

What was said? What the heck ia going 
on? Well, the Dwarf and his evil 
adversary are speaking their native 
tongues. These uncommon languages arc 

often resorted to when put on the spot, 
since they come more natural than 
humanspeak. 

Used in Swordtag ot tabletop FRP games, 
other languages can add a lot of flavor to 
rolcpla ying a Dwarf, Elf or other 
non·hutnan. Granted, "learning'' another 
"laneuage" takes some time and practice, 
but it shouldn't b< too difficult to use one 
in certain situations ot preset encounters. 

Presented here arc the beginnings to 
several languages. You may add whatever 
words n.ccssaty to fill out your 
vocabulary. Use the feel of the given 
words to help invent new ones. for the 
sake of simplicity, sentence structure will 
follow English syntax. 

By the way, the exchange between the 
Dwarf and Hobgoblin went something like 
this: 

"Beware! The sword is poisonedtt 

"Hat I will slice the wimp's little ncckl 

"Nol I and the Elf Valanon will bring 
death to youll 
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Dwarf Chauk(a) Hyrma Dah'gar Dvcrnt 
Elf Eldph Liot'alfa Li•'ulfar Aliph 
Man Want Chon Cor'gar Maan• 
Dark Elf Hluk Id Oo•h'a lfa Dokl'afar 
Giant Uthorn Da'aja Dagar Gent 
Minotaur Monttra Maph'cra Maph'gar 
Liz. Man Hraug Dah'tuna Dak'tar Ka lava 
Telk Talken Tcal'ha Tclg(l) Telk 
Halfling Wacr Whecra Wihg Whams 
Ogre Ogru Ohgra Orgru Out 
Ore Hlokao Hiott Hlar Or vs 
Troll Trulk Thon Thar Trul 
King Than Coran Kor'an Ke est 
Azrow Azkan Azwe Azue Azras 
Azc Ska rt Riv Riar Ast 
Batbarian Barban Wylf'ra Wyl'far Atmaaru 
Battle Kho rt Bas'1el Basten Warn 
Beast Ghathka Been Ghu Gorn 
Cu tie Kruk Larn Laar Uballan 
Chain mail Hauch auk Lialyn Linh'mal Ranmaal 
Death Gdphm Walan Wagh'an(3) Livparan(4) 
Dragon Whyrm Wyrma Wyrg Dean 
Dungeon Donaon Donja Dongon Dushush 
Little Thal u Ghis Lowe 
Large/Big Khan Asul Aszt Hist 
Ghost Jathka Jal'ris )al'quar Spestra 
Goblin Hlotk Run Rukh Swawa(~) 

Gold Golde Aura Aura Go Idea 
Hors e Dehk Oehla Deka Hurs 
Iron Yan l'erya Fa'ran Ran 
Poison Dirbka Pan Korak Poisn• 
Scroll Krolk Siar a Esh'tuk Wrol 
Sword Ban Bern Buran Wcrds 
la Aud Et Es Zu 
Have Ka Leh Len Hu 
Bring Ren Co'un Con Ring 
You Ye Ye Yi th Tbos 
I Ri 1 In I 
The Ta Va F' Als 
To T' Di Di Tus 
And Agda J.hin ug En 
(~·~··•> Krukl Fent Feldcarl Fregl 
Fire Hui Hcl Kar'ar Fahu 
Attack Th eek ad Basta Ba Idea A ch ash 
God Adon Jahl )a'bar Daju 
lord Shao Ava Altar Lou 
Evil One, Drakon Oracsan Gari on Sturas 
Devil 

Greetings! )arenl Kalal Hanarl Velu Wei 
Food Rigan Min Marn Nomsr 
Hackl, Krakl Hail Dail Wair I 

Beware( 
No Nin Ne Ne No 
Yu Yen Yea Yea Yu 

Notca: 

(1) There i s no Dokh word, but Tclk is pronounced t his way. 
(2) Literally, "little man" , utually meaning "wimp" . In the 
Ogruhk tongue, "Dau" generally tcrvu to mean a worthless or 
undesirable pcuon or object, and "Uk" means a worthy person 
object: 
(J) Term for honorable death. "Shul'an is the term used to 
ducribc a dishonorable death. 
(4) Literally, "Li(c Stealer". 
(5) Term for a Snow Goblin. 
(6) Lit erally, "Rolled Paper". 
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Uung-dau 
Thal-dau 
Dau 
Nhg-dau 
Garuk 
Muguk 
Skrunga 
Tu'ug-dau 
Tu'u-dau(2) 
Ogruk 
Oruk 
Shuuk 
Garkuk 
Bu'uk 
Uug 
Wug-dau 
Uthor 
Ukkgh 
Glun 
Azmgor 
Nabu'dau 
Druun 
Duung 
Tu 
Gar 
Spurg'uk 
Gik 
Mu'uk~ 
Akka 
Garga 
Pargh'rr 
Ruhg-tar(6) 
Burk 
9llg 
Shar 
Bruk 
Och 
G' 
B' 
Ul 
Thug 
Sw'ughl 
Gfar 
Gruk 
Duul 
Gurk 
Gar'huk 

Ku'urga 
Guk 
Baakul 

Atk 
Yig 

or 
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The Towers of Welden 
by Guildmutcr Brett 

The Towers 0£ Welden arc the home of 
the magnaminous m•ge, Welden the White. 
The tower plan could just as c asily be 
used to set up an adventure with an evil 
mage. A magc should live here, though, 
as the tower obviously was not built to be 
easily defended by fighter types. 

All ceilings arc 10' high unless spc cified. 
The ground level doors arc all barred, also 
unless specified. 

ltl!Y TO nm TOWERS OP WELDEN 

l. Bailey Herc riders and wagons arc 
welcomed... or attacked. Heavy doors 
here arc raised and lowered by a complex 
puUcy system. 

2. Lower Bailey Herc is the service door 
where supplies arc btought in. Some 
houca arc also kept here in wooden 
stables. There is hay sue wn about the 
floor. 

)a . Armor y Pol.arms, bows and arrows arc 
kept here. 

Jb. Garde-Robe (Lavatory) 

4. Guardroom 

~- Maio Kitchen With £ircplacc, well-hole, 
preparation tables and trapdoor with ladder 
leading down 10' to the pantry and 
scullery in the dungeons below. 

6. Guardroom 

7. Chapel With holy water holders and a 
statue of S<. Azrias the Wyrmslaycr. 

a. Libury of the Chapel The door is 
locked. The spiral stair cue pauu 
through here, but is acccssablc only via a 
well hidden secret door which opens only 
from the library side. 

9a. Banqact Kitchen With 
shelves, preparation tables. 

9b. Garde-Robe (Lavatory) 

fireplace, 

10&. Great H&ll 20' ceiling, ar chcd 
supports through middle (i.ndicated by 
columns), £ircplace, here banquets arc held 
and minstrels perform. Herc alto, 
unknown to all, except the Captain of the 
soldicu, arc many death holca to the 
bailey below. They arc kept well hidden 
beneath rugs. 

lOb. 1bc Dai.a +2' above floor of hall. 

J 

Herc is where the lord magc and his 
family and personal gucau sit. There arc 
tapcatrics around the walls. 

Ua. Accounta.ot'• Office 1hit area and the 
next two each have a n• ceiling. 
Contains a desk and shelves. 

lib. Balcony With throne-like chairs 
ovcrlookina great hall. 

lie. Stora1e Among other things, the 
accountant'• record• arc stored here, in 
tall pilca of atackcd boxc1. 

12. Balcony Guarda ohcn watch over the 
banquets when important cba1actct1 arc 
viaitina. 

U. Steward 'w Quartc n This important 
official gets a nice quaucu complete with 
fine bed, tapcatrics, bathing t ub, a 
tunning window, and a fireplace. The 
room ha• a 15' ceiling. 

14. Sena.ota' Quartcu Decent bcda 0£ 
atraw, a fireplace. Siding curtaina affors 
some degree of privacy to different 
familica. 

15. lbc Araoren' Quancra Two muter 
·armorcu bunk here. A table and 
bookahclves were put here to thar the 
armorcu could study new types of 
weapons and armor. 

16. Defense Chamber Herc, arrows can be 
shot out in a wide arc. 

17. Soldien' Barracb Herc. the Battlement 
Garriaon bunk. in straw beds. Azmor and 
wcapona arc kept here. ju.st outside, on 
the battle ment floor, ia a trapdoor which 
ia nor molly unlocked. A ladder leads to 
the hall below. 

ll. made COM Thia area it 2~· high and 
it used for storage. Pegs high up on the 
walls hold tuch itc ma u leather, rope, and 
1parc tW1ic1. 

19. Captaio'w Quaucu Hu a small 
fireplace. 

20. Unwed Cha•bcr This place ia full of 
dust and tpiderwcba. HC<c is where the 
ouuidc wrap stairway bcgina. This 
stairway hu no railing. 

21. Rcccpeion Room Herc is where the 
lord magc mccta with importllnt gucna or 
o£ficialt. The room is designed with the 
comfort of the guuu in mind . It hu a 
amall fireplace, ornate beau oil torches, 
atuffcd chain, an crpc.osivc imported rug, 
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booluhelvca, a ta blc for business, and a 
small store of liquor and wine and 1ervice 
for umc. The door to area 22 is alway• 
locked. 

22. Leuer Library Less important works 
arc kept here. There is a secret door 
known only to the lord magc which opens 
to a hollow area under the ucps. Herc 
arc kept 1omc emergency funds (in gold). 
about 50 rare books on ancient magic, and 
10 potions of healing. 

2J. Byrica of the Dngonhawb Herc is 
where the magc'1 fiercely loyal and highly 
rcapectcd Dragonhawlu nut. The area is 
full of straw, brush and nests. One ladder 
runs up through a trapdoor from the 
barrack. below, while another leads up to 
a hole in the ceiling 10 the Upper Eyriu. 

24. '1bc Lord Magc'a Bedchamber Thia 
place hu a very nice four post bed and 
satin ahcets, curt1in1, an imported rug, 
fireplace, nice chairs, and a door to the 
ledge outside. This ledge has a J' high 
wooden railing. 

25. U..uaed Laboratory Thi• place was ua cd 
11 the lord magc's laboratory before the 
other tower was completed. Unknown to 
the magc, the place bu become dangerous 
with the careless mixina of forgotten 
potion1, herbs, and magiclcs, by 1ervanu 
atoring items in here. 

26. Upper Byric1 Herc nest the elite 
officers of the Oragoohawlu. Their 
treasure ()>aublu from Wellen) i1 also kept 
here, firccely guarded. 

27. Greater Library This is the lord magc'• 
main library of accumulated knowledge. 
There is a aubstantial a mount of magical 
books intc upc rstd among the mundane. 

ZI. Study Herc is where the magc likes to 
90 to study hi1 books. It i1 well lit by 
the •=· There is a trapdoor in the 
ccilina which opens into the inside of a 
cone. 

Z,. Pallan Storage Stored here arc some 
of the m19c'1 early failures at building 
constructs. Practically nobody co mes 
here, for sog,c of the constructs have 
been known to barely activate and uk 
questions or act insanely. 

JO. Porch Herc is where one of the 
conauucta, 1 crcatutc which rcac mblca a 
goblin and is named "Gurck", often sits, 
staring out the window for days at a time, 
pondcrin9 his fate. There is a trapdoor in 
the ccilina which opens into the inside of 
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a cone. 

H. liuide Cooc In here arc kept war 
harnesses and lances for the long since 
disbanded Dragonhawk Corps. Agu ago, in 
the War For The Tortured, an elite Corps 
of agile warriors rode the Oragonhawkl 
into battle. The Oragonhawks later 
decided that they would no longer carry 
men upon their backs, 11 it sec med to 
cause too many louu. As such, in return 
for their continued service, Wellen decreed 
that the Corps were di1b1ndcd. 

JZ. "lhc Lord Mage'• Laboratory Herc arc 
performed great c1pcrimcnu in science 
and magic. A great hole in the ceiling 
lcta in the purified essence of the aun 
from the magical focw device above in 
the cone. This powerful beam is aimed at 
the great thaumaturgical forge in the very 
center of the cha mbc r. At the ma gc's 
biddin9, the focw device can also collect 
the essence of lightning on stormy nights 
for use in magic. 

H. lluidc Cone Thia dusty, dark place is a 
catchall of relics, ancient curios from long 
past advcntuzcs, and just plain junk. 

H. Inside Cone This cone, in all, is 401 

from floor to inside point. The most 
imprcuivc thing to note about this 
chamber ia that the cone piece ia an 
inctcdiblc focusing device. There arc 
ledges and ladders that traverse thia 
place. There is a wide hole in the £Joor. 

I 
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50 ' Above 
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BNCOUNTBR: PoutiOD z 

Bltta Ip 6, Intellect lJ, Combat 4, Align 
Good, BP Award 10 each, Trcuurc 2 

111uc Blvc1 ban been frolicking in the 
dale . 111•1 arc peaceful and nrr 1h1. 
1bc1 arc unarmed and will hide until seen 
b1 the character&. 111• 61Yu will jaunt 
aw11 if not called upon. If .. kcd about 
the Archm11c, the Elvu• leader, called 
S>alm 111curiati, will help direct the 
charactcu to the meeting place. ln 
addition, S>alm will offer the following 
information upon questioning: The forest is 
safe for travel and; No evil cxiau in the 
fo<est nor hu it for a very long time. 

9>alm will give one of the character& 
(preferably an Elf) a Leaf of Good Hope 
and tell him how to uac it. The leaf is 
an ordinary appearing thing that hula 2 Ip 
if held in the hand for one minute. It i1 
uacful thua only once. 

If the Elvca are Utt.eked or threatened, 
half of their number will retrieve elfin 
bows accreted about the area and attack. 
llic 1rrow1 from thcae Elvu will do 2 
pu. In t.ddition, one of the 6lvcs 
poueuu an Arrow of the long Sleep. If a 
character u hit by thia auow, he i1 
effectively re moved ft om the adventure, 
since he will be unwakeable for l days. 
This pit. yet will ht. vc to join the monate u 
if be wishca to continue participation. A• 
far u the actual character gou, he will 
be taken cue of by the Elves until he 
awake a. 

MONSI'llR llOVBllBNT 

After thia encounter, Monat er Group A will 
acuur off to Poaition1 4 and ' to prepare 
for the encounter with Latimer the Old 
and the Minotauu from the p .. t. 

BNCOUNTIIR: PoutiOD J 

Centaur Ip 10, Intellect 12, Combat 6, 
Align Good, EP Award 10, Treasure 4 

Like the Elves, the Centaur is peaceful 
and friendly, if somewhat 1hy. However, 
the Centaur ia armed with sh°'p 
longsword for protective mcuurcs. He 
know• the following: The focut is free of 
any blight; A magc ia waiting for them 
further ahead. After tallcing with them 
for a bit, he will wiah them god.peed and 
uot away (heading for Poaition 6 with the 
rut of Monater Group 8). 
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MONSTBR NOVlillBNT 

Monatcr Group 8 helps the Centaur get 
out of costume and then moves to Position 
6 for the Vapor Fungua(Treuurc 
encounter. 

ENCOUMTBR: PoaitiOD 4 

La ti mar the Old 9th Sk le v, 1' Ip, 
Intellect 18, Combat 7, Align Good, BP 
Award 40, Treasure 7 

Latimar bu a Ring of Life +2, a large 
valuable apcllbook, a magical naff, and i1 
holding a Paralysis spell. He appcau 
pea ccful and au used. He wears a long 
flowing white robe with the hood up. 
Wisps of gray hair and beard 1how from 
Wldetncath. 

Latimar greets the adventurers: 

"Greeting• and well met my brave 
travcleul I am Latimar, the Mage of 
Lore and Old, the Banc of Von Yelovich. 
Fot your presence here, I give you one 
thousand times over my gratitudtl" 

"Since you seem to have accepted my 
invitation to quest, allow me to enliahtcn 
your inquisitive mincb: Fiut of all, your 
bra very is to be admired, for one thing 
that your journey will not be lacking ia 
danger! Your journ•r will not be one of 
distance, but of time. A• a muter of 
fact, it will be a journe r 200 ruu into 
the pastl" 

"Your goal? Search fot and acquire the 
Spcllbook of Von Yclovichl That festering 
de-.il Von Yelovicb i• trying to uac it to 
bring himself and his e vii 1p1 wn to our 
peaceful timel" 

(At tbia point, Latimar bas become livid. 
He apiu to the ground with the mention 
of the name Von Y•lovich. Soon he calm• 
and then continues:) 

"This mUlt not be allowed. Von Yelovich 
1ivcd' in this very forut. You muat find 
him and gain the Spcllbook, slaying that 
vampire if necessary, and use it to rctutn 
to the present. 111crc is a 1pell in there 
called 'Time Travel', very similar to my 
apell. Von Yelovich is trying to alter it 
to allow travel by evil b<ing1, which mine 
definitely docs not allow." 

'
1 8ewarel 1his forest was very Evil in 
those timcal (Looking to the magc in the 

) 

) 

) 

) 

party:) You are the way and the mean1 
ba ckl Take heart, foe though the reading 
of the lime Travel apell will taz rour 
mind and soul to theit verr limits and you 
will likcl1 fall unconscioua, you will 
succeed if you read it carefull1 and all 
keep handa linked in a circle with youl" 

(Latimar now gives a miniature hourglass 
to the mage) 

ttlhis is the material component you need 
to 1ucccufully cast Time Tu vcl. Keep it 
safely with youl" 

"My spell to send you back will lalt only 
l houss. If you do not retusn to the 
prcacnt by then, you arc fore vcc loat in 
that time, Vampire's Spellbook or nol" 

(The Tag master will need to keep track of 
th• thrc• hour time limit) 

"Do you accept your Qucttl?" 

Auuming the characters do not back down 
at thit time., Latimar will anawer any 
que1tiona for the charactcu that he can. 
Some of the information he might relay to 
them ia: 

-He ia far too old to go with the 
characters (he fears hi& advanced yeau 
arc too many for time travel). 

-Time spent is of the cucncc. 

-Indeed, Count Yusi Von Yelonch ia 
vampire AND a powerful magcl 

-He rulu all the evil crcaturu of the 
forut. 

Once the adventu.ceu arc ready, Latimer 
will wish them S>elem ("Good Hope"), and 
prepare hi1 Time Travel 1pell. Fiut, he 
tell• the characters to link hands in a 
circle and close their cyu to 
concentrate. 

"Do NOT open your eyu witil you hur 
the sounds of the 1pa wn of that c vii 
forest in the past. It i1 only then that 
you know you ha vc ar ri vcdl" 

Latimar the Old then cast• hi1 &pell. It 
will tak• under l minute for him to 
complete the chant. Smoke powder ia lit 
around the characters b1 othe r mcmbeu 
of Monster Group A, who arc now 
costumed as Mittotavu. About ten 1econd1 
later, the Monstcu Ollddcn in the bwhu 
around the adventurers) begin loudly 
growling, making beut-likc noucs. 
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11>• char a ct cu will open their c yes, and 
while 1till coming out of the hue of the 
apell, they will be &ct upon b1 the angry 
Minotaur•. 

BNCOUNTBR: Poaition 5 

11.i.ootama Ip 11, Intellect 14, Combat 6, 
Alisn Bvil, BP Award 11 each, Treuure 5 

"lbe leader of the Minotauu ha1 a map 
&luffed in hi1 timic. "The map appeau to 
the chacacteu as a simple trcaaurc map 
on brown parchment. This map lcad1 to a 
trapped trcaaurc boz located by Position 6. 
Aher the Minotauu' defeat (hopcfullyl), 
the characteu mould attempt to find the 
apot marked by the map. 

BNCOUHTBR: Poaitioo 6 

Vapo• Fungi Ip 1• , Intellect O, Combat 2, 
Align Neutral, BP Award 9 each, Treuurc 
Special 

When the advcnturcu arrive, they ace 
small wood•n chut on the ground in 
clearing. "The boz indeed bolds a 
ucaaurc. It containa Cards of Fortune. 
All others 1tay away from here, however, 
11 the chcit is auardcd b)" Vapor Fungi. If 
any character cnteu the cleating and 
approachc1 the chut, he will be attacked 
b1 a Vapor Fungw operated by a monster 
player in a tree. Sub1cqucnt adventurers 
will be attacked by more Vapor Fungi. 
111erc should be no more tba.n J- 4 total 
Vapor F..,gi. 

A tagmutcr muat •tar hidden near the 
clcarina to moderate if a character 
decidu to open the chest. Fiut of all, 
1n1 character who opena the chest with 
hi• hand will 1ec in1idc a small black 
apidcr and a note aaying, "You have been 
bitten. You will be sick for the nc:rt 1/2 
hour. Take I point of damage ." A 
character who opena the chest with a 
aword or mailed fill will not be affected. 

Inside is Carda of Fortune. llie Cards will 
allow anr character to dtaw one and only 
one from th• deck. A symbol and 
instruction1 will be found on the du wn 
card. llicy must be followed immediately 
and the card returned to the bottom of 
the deck. 

TIIB SBARCH FOR VON YBWVJCH 

From here, the 1carch for Von Yelovicb 
and hia apcllbook will lead the cbaracteu 
all over the foreat. Following is a list of 
the cncounteu that they will face. 111c 
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two monster groups will alternate these 
cncouotcrs. The characters should be 
almoat relcotlculy docgcd. 

Osica 8 lp, Intellect 7, Combat 5, Align 
Bvil, BP Award 8 ca ch, Trcuurc '4 (1-5 
Sliver Griffon• each) 

The Ogru will not attack immediately. 
They will fiut de maad a 100 Gold Noble 
uz. If asked what rhc tax ia for, one 
will rupond, "Ten Gol' fer ycr foul putty 
brccrhcn, Twenty Go!' cus you b< ugly, 
and Fifty Gol' fer ycc noopid ukin'll" 

The Ogru attack immediately if not paid, 
but will apparently leave and then waylay 
the adventurers if they ace paid. 

Dcmona Ip 10, Intellect 10, Combat 6, 
Align Evil, BP Award 15 each, Trcuurc 4 

These Demons arc attired in blood red 
huu and wield nuty looking fla!U. 

Gbort Ip 10, Intellect lS, Combat 7, Align 
Evil, BP Award 20, Treasure 6 

It ia unknown to the advcnturcu, but a 
thread ft:om the gauncnta of a gho1t is 
worth 100 Gold Noblu. 

VON YBWVICH STALltSI 

At this time, one monatcr player bccomu 
the vampire Count Yuri Von Yclonch for 
the re maindcr of the game. He is an 
exceptionally powerfully vampire and 
leader of the foreat'• evil miniona. 

The vampire playcc must be extremely 
stealthy ao u not to give h.im1c lf away 
too 1oon. He must b< familiar with the 
cueing of h.ich lcYCI magc speU., and with 
the Spcllbook of Von Yclovich, 1incc he 
will be carrying it with himaclf. The 
Count may attempt to slay any loneu or 
stragglcu, or he may use h.ia unique spell, 
Wh.iapcrcd Suggestion, to sow diacord in 
the adnnturc u' group. 

Von Yclovich will secretly follow the 
group arowtd, since they arc inuudcu in 
hia forest, but will not openly attack them 
immediately. He will let his evil minions 
attempt to slay the characters, and usist 
the en to this end in some minor wa ya . 

If the followins lilt of cncountcu arc 
defeated by the adventurers, Von Yclovich 
will decide enough is enough. He will try 
to coordinate his attack with that of a 
group of monatcu, sneaking up from 
behind. He will utilize the amartcst 
attack modca, beginning with h.ia magic 
apcU., and following up with va mpiric 
attacu. 
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Co..,t Yari Von Yclorich, Vampilc Magi 
7th S1t Lev Mage, Ip 21 , Intellect 19, 
Combat 8, Alien Bvil, BP Award 75, 
Trcuurc 8 

FUR.TIIER BNCOUNTBRS 

Thuc ace continued encounters that occur 
while Von Yclovich ia roaming the wooda. 
He will cccuinly attempt to coordinate 
and organize tome of these monatera, 
without getting directly involved until the 
end. 

~deu Ip 1, Intellect 1, Combat 3, Align 
Neutral, BP Award 3 each, Trcuurc O 

11>c ~eepcr of ~dcu Ip 2, Intellect 13, 
Combat 1, Align Evil, EP Award J, 
Trcuurc 2 

Thia encounter will occur when the 
charactcu arc attracted 10 bent old 
man in a small clearing. He i1 the 
Keeper of Spidcu and ia relatively weak 
except for his ability to call upon spiders 
to attack from above. 

Undead Spawn Ip 10, lnrcllcct S, Combat 
7, Alien Evil, BP Award 10 each, Treuurc 
Special 

Thuc unliving wauiou arc drcucd in 
tattcrcd garmcntl and utter low, painful 
moana as they relcntlculy attack. One 
wcau Glovu of Vampiric Strength. These 
lcathcr gloves appear normal, but poucu 
1uon9 magic u well as malevolent 
cuuc. Their wearer is able to caut c 2 
po inti of dam a gc pu blow, but upon ca ch 
use, the wearer's atrcngth is absorbed by 
the Gloves'. Thua, the wearer takca 1 Ip 
of damage per use. 

Maamica Ip 10, Intellect 7, Combat 6, 
Align Evil, BP Award 20 each, Trcuurc 
Special 

One of these unholy creatures hu a bag 
of gc ma bidden in hia wrappings. 

COHCWSION 

If the advcntuccra are all killed , the qucat 
obviowly end• at that point. Also, if the 
time limit of Latiaur's spell c i:pircs 
before the group can return to the 
present. the adventure ends with them 
stuck in th.it nil put. A dire outlook 
indeed! 

u the ~dvcnturcu succeed in slaying 
Count Yuri Von Yelovich, obtain the 
5pcllbook, 1uccc11fully CUI the Time 
Travel apcll, and rctwn in time 10 
Latimar, they will be presented their just 
re ward by the masc. 

New and Nasty Monsters 
by Assistant Guildmastcr Todd 

Swordtag is a game that will grow with 
new idcaa and creations. New weapons, 
ma gical itcma, and trapa only add to the 
fun of the game. Also, new monatcu 
keep the players on their guard. ju.st 
when the advcntureu think they know 
whatts coming cp around the nest corner, 
out jump• a tcuor never seen before. So 
enjoy playing the part of the following 
monstcu newly created for Swordtag. 

MONSTER LISTINGS 

Cit:1cYC11 The Cincvcz, a rolling-boulder 
creature, can be rc prcacntcd by a very 
large, rubber or cloth ball. The ball ia 
roll ed down a bill for iu attack. The 
creature usually only attacks once and 
then keeps rolling by. 

Gtendlc Giant The Gr c ndlc Giant is not • 
race, but a ainglc crcatuic. lt can not be 
harmed by any weapon cICCpt onc­
Gauksbtag. This weapon's whcrcabouu arc 
unknown. The Grcndlc Giant wielda a 
large club and wcau ragged fuu. 

Lych &'.ins Tue Lych King is an undcad, 
ultra-powerful mag~. It can cast the 
following magc spell• per day: three ht 
level, three 2nd level, two 3rd level, two 
4th level, one 5th level, and one 6th 
level. Alao, Lych King's touch drains iu 
victim a alull level. The Lych King wears 
torn garmcnu and wually a crown. 

Minotaur The Minotaur ia represented by a 
person wearing a bull mask and wielding a 
large battle axe. 

NAMB LP BP 

Cirzcvcx 8 16 
Gtcndlc Giant 17 51 
Lych King lS 30 
Minotaur 11 11 
Spider 1 3 
Spider , Giant .. 8 
Vapor Fungus l • 9 
Will-0-Wisp 10 20 

lJ 

~dcr The Spider ii represented by 
large rubber apidcr. It ia operated from a 
tree by a pcuon with a atring that is the 
spider'• "web auand'' . nus way the 
creature often will gain surprise on it.s 
victims. The Spider's bite ia represented 
by iu conu ct with an adventure<. Those 
bitten will be ill. The adventurer must 
rolcpla y being 1ick for an hour or until a 
pdcst help• him. 

~dcr, Giant The Giant Spider it played 
by a pcuon in a apidcr costume. Anyone 
bitten by the Giant Spider will die within 
l hour ..,1.11 auiucd by a pricat. 

Vapor F-cus The Vapor Fungw ia 
rcprucnrcd by a water-filled balloon that 
i• operated by . a pcuon from a tree by 
suing. The fungus docs a point of 
dam•a• if i t touches a person. It is killed 
only when the balloon burau. When it 
docs those that arc struck by the "acid" 
receive 5 points of damage. 

Will-0-Wiap The Will-0-Wiap ia represented 
by a person wearing completely black or 
dark clothing. The creature only appears 
at nicht. The peuon wears a florcaccnt 
tape target on hia cheat. Thia makes for 
a da rting energy aphccc type of 
appearance. 1n order for the adventurer 
to damage the Will-0-Wiap, be must auikc 
the glow-in-th<-dark target. 

INT COM AUGN TR BAS 

9 3 E 0 
1 8 E 10 

19 s E 8 
14 6 E s 

l 3 N 0 
2 .. E 2 
0 2 N 1 

16 7 E s 



SWORDTAG UPDATE 
From the ver/ beginning• of Swordtag on 
thtougb to the pruent at ate of the game, 
many thing• have been learned and 
discovered. I will pruent a good lot of 
tbeae items in this column. 

Weapon Azm Hitt 

I'm not aure why, but in the original rulea, 
a bit on the weapon arm caused no 
da ma gc. Conaider tlU• an official rule 
change: Hiu on the weapon arm arc 
conaidered aa any other hit. It ia a good 
idea to have a good hand guard to prevent 
too rnany caay "alidc down" h.iu. 

Holy Health 

The 2nd level Priut Work, Holy Health, 
should be Jed Le vd. 'Thia ia an official 
change. Player priuu must make thia 
change. 

Dead Plarcr• 

Numerous Swotdtaggeu have uked me 
what to do with "dead" adventwer 
players. Some have had "dead" players 
tag behind the adventureu for the rut of 
the game. Not a good option, u thia 
really detracu from the rut of the 
advcnturtu• enjoyment. 

In the Swordtag rulu, a "dead'' adventurer 
becomu a monster player. But aa to how 
thi• waa to be implemented wu left up to 
the tagmaatcr. Here iJ a very good way 
to "tcsur:rcct" dead playcu •• monstcu 
without inviting chaoa into a preplanned 
ga ..... 

Before the game begina, each adventwer 
player receive• from the tagmaster a 
aealed envelope which it placed away in 
the player's pack. Contained within this 
envelope ue instruction• for the player 
should he be killed. The inatructiona 
indicate to the player where to go to get 
a monster mask and/or coatume. N thia 
player always becomu a wandering 
monster, the TM will not have to worry 
about trying to fit him into the adventure 
plans. 

The neat thing about thit procedure ia 
that wandering montteu offer an exciting 
clement of aurpriae. They may also be 
summoned by magu on either side of the 
game. Two or more wandering monstera 
may 10111 forcu upon meeting. If a 
wandering monlter ia slain, the player may 
be directed by inatruction to either, 1) 
Nsume the identity of a new wandering 
monster, or 2) Wait a while and take the 
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pan of another individual monster that ia 
of the nme apcciu u the fiut 
(essentially reuaing this monster). 

'Jhe Offi~ Sword 

completely recommend using swords 
made with a PVC pipe core, or with dowel 
inside PVC core. Don't make swords with 
just a dowel core. These break much too 
often I 

Pictwe this: Nighttime. Four intrepid 
adventureu pick their way toward• a amall 
clearing in the wooda. There ia a amall 
green campfire in the middle, aurrounded 
by ten candles burning at the perimeter. 
A damp fog boveu about the ground. 
There are horrible sounds • manating from 
all around, and there •••ms to be ao me 
kind of magic about the fire, for the air 
above it sparkles as if alive. Ne st, a 
suuster black robed figure, his ntin 
gatmenu faitly shimmering in the light of 
the flames, glides forth into the clearing. 
He i• chanting some unholy spell ritual, 
weaving his spidery word• u though they 
were Jtrands of flas from the abyss. 

1bc advcntutcu watch, mesmerized. 
S.ddenly, there is a loud clap and flaah, 
and amoke fills the scene. After a time, 
the amoke clears and three dark, im men••, 
very menacing figuru ooze into the 
clearing. Th• adventweu realise they 
have just witnessed a powerful monster 
aummoning. They feel a aurge of dread aa 
these de mona turn their hideous viaaau 
towards their IUdi.ng •pot and move that 
way ... 

A scene like this can be the 
of yow Sword tag adventure. 
it•s done: 

centerpiece 
Herc'• how 

Small green campfire: Use Green Flamu 
Powder and alcohol to start a VERY small 
campfire. Be extremely careful with 
thil. 

Damp fog: Get a lot of dry ice from • 
meat locker and drop into water at the 
appropriate time, or have someone keep 
feeding it. Be careful with dry ice, u it 
freezes akin in an instant. 

The horrible sounds: We've got new Horrot 
Sounds cassette tapes that are perfect for 
setting the mood. 
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AG CHAPTERS 

by Guildmutcr Brett 

A lot of advcntwers have been calling or 
writing me with the question, "J'd like to 
find an AG Chapter in my area to play 
Swordtag with, can you tell me which 
chapter is closest to me?" I try my best 
with these rcqucsu, you can bet your 
longsword on it, but I'm sure you will find 
it helpful to know all the chapters for 
yourscll. 

Though not all AG chapters play Swordtag, 
nor arc chapteu required to, a majority of 
them do . So try contacting one or tome. 
Just be awe that if you call, don't call 
collect! An angry AG cbaptcrmutcr 
wielding a foam battle-axe can be deadly! 

CU&RBNT AG CHAPTBRS 

AG Chapter J: Gamers' Fellowship 
Chapter muter William Coonradt 
3016 Cos Ave 
Schenectady, NY 12306 
Ph: H8-377-9000 

AG Chapter 4: Su.dowspawn 
Chaptermastcr David Mitchell 
Rt 2 Box 222C 
Quinlan, TX 7H74 
Ph: 214-356-3044 
Comm: Innovative Swordtaggers 

AG Chapter 5 
Chaptermuter Jeff Maxwell 
2019 Dorchester 
Troy, Ml 48034 
Ph: 3 IJ-649-0282 
Comm: Looking for new 'Taggers 

AG Chapter 6 
Chaptermastcr Jeremy Broemc 
B 5/6 Cav 12th AVN BOE 
APO, NY 09457 
Ph: (Germany) 

AG Chapter 7: Brotherhood of Dryden's Keep 
Chaptcrmastcr Ken Swanson 
B Co J8th SIG BN 
APO, NY 09035 
PH: Germany 0731-732810 

AG Chapter 8: Northern Knights 
Chaptermastcr Danny William• 
PO Box 781 
Newport, VT oa55 
Ph: 802-H 4-2 84 5 

AG Chapter 9: Wolverine Legion Patrol 
Chaptcrmuter )a mes Doyle 
46 Lincoln St 
New Britian, CT 06052 
Ph: 203-827-9779 
Comm: Had the fint Swordtag "Castle" 

AG Chapter 10: Lorda of Discipline 
Chaptermuter )amu Yang 
26 Rambling Brook Orin 
Holmdel, NJ 077H 
Ph: 201-946-9088 

AG Chapter 11: The Wielders 
Chaptermastcr )uon Youngdale 
1702 Greenbriar Dt 
Portage, Ml 49008 
Ph: 616-381-2111 

AG Chapter 12: Warriors of the Sacred Dawn 
Chaptcrmaater Gordy Hunter 
1171 Donegal 
Cupcr, WY 82609 
Ph:307-577-'1J6 
Comm: Mountain Sword taggers 

AG Chapter IJ: Radical Roleplayers 
Chapter muter Joe Gilbert 
1050 New St 
Santa Paula, CA 93060 
Ph: 805-525-8368 

AG Chapter U: The Highlanders 
Chaptcrmuter Zack Rodgers 
Box 880313. 
Steamboat Springs, CO 80488 
Ph: 303-879-1930 

AG Chapter 16: The Oominatou 
Chapter master Tom Skinner 
3H75 Tall Oaks 
Sterling Heights, Ml 48077 
Pb: 826-94'1 

AG Chapter 17: Drcamacapc Challengers 
Chaptermaster Ales lwanow 
85 'fices Lane, Apt 76 
Eut Brunswick, NJ 08816 
Ph: 201-257-3182 

AG Chapter 18: The Dragon's Den 
Chaptcrmuter Ron Cotron 
4303 Lockwood 
The Dallu, OR 97058 
Ph: 503-296-2821 

AG Chapter 19: Ks>ighu of the Underworld 
Chaptermastcr Chad Fisher 
25 Horseshoe Dr 
Sinking Spring, PA 19608 
Ph: 215-670- 5205 

AG Chapter 20: Guardiana of the Ethereal Keep 
Chaptcrmaner Greg Rebia 
307 Ventura Dr 
Sanford, FL J2773 
Ph: 407-JH-3466 
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AG Chapter 21: Riders of the Apocalypse 
Chaptermaater Lord Jaaon Nathaniel Mack 
116 Chutnut St 
Branford, CT 0640S 
Ph: 20J-48S-079S 
Comm: Run large Swordug aamu 

AG Chapter 22: The Spread Eagle Lich Lords 
Chaptermuter Brrce Harrington 
1730S Timothy War 
Gladstone, OR 97027 
Ph: S03-6SS-9671 

AG Chapter H: Dragon Knighu 
Chaptermaater Nathanael Johndrew 
Rt 2 Cham. Rd Box 294B 
Hamilton, NY HH6 
Ph: HS-824-J260 

AG Chapter ZS: The lconball Cult '90 
Chaptecmaster Hank Gorbsky 
10 Hickory Lane 
Garnerville, NY 10923-1906 
Ph: 914-JH-2986 

AG Chapter 26: ABMG 
Chaptermuter Ian Dower 
S9 Congreve St 
Boston, MA 021H 
Ph: 617-J27-1S97 

AG Chapter 27: Freon Funzy Fcllowahip 
Chaptermastcr John Bunensld 
16 Hazel Ave, Apt l 
Farmingdale, NY 117JS 
Ph: Sl6-29J-49H 

AG Chapter 28: The Knigbu of Xavier 
Chapter mauer David Brock 
612 1/2 Brock 
Denison, TX 7'020 

AG Chapter 29: Brotherhood of True Mettle 
Chaptermaater Chcia Goetzke 
4296 Sandstone Dr 
Eagan, MN SS122 
Ph: 612-4H-S846 

AG Chapter JO: Qucatmerc Keep 
Chaptccmastcr Zane McGladc 
Rt J Box H 
Council Bluffs, IA SlSOJ 
Ph: J2S-022S 

AG Chapter Jl: Equalizers 
Chaptcrmaatcc Steven W Davis 
HHB S6th FA CMD 
Attn MED SBC 
APO, NY 09281 

AG Chapter JZ: Red Branch 
Chaptermaster Jeremy Oncail 
160 Ocean Dr 
Seabrook, NH OJ8H 
Ph: 60J-4H-HS4 
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AG Chapter H: The Gamesmaiths 
Chaptercnastcc Eddie Buena 
PO Box HH 
Petersburg, VA 2J80S 
Ph: 804-7H-J872 

AG Chapter H: The Dragon Warriors 
Chaptcrmaster Robert Tomanewsltl Jr 
23086 Melrose 
East Detroit, Ml 48021 
Ph: JlJ-77S-n72 

AG Chapter JS: Wetland Warriors 
Chaptecmastcc Frank Hack 
197-09 46 Ave 
Flushing, NY 1 B S8 
Ph: 718-HJ-2S87 
Comm: Swordtag this aummer 

AG Chapter 36 
Chaptermaster Brian Olmstead 
217 W Elm St 
Manchester, IA S20S7 
Ph: H9-427-2H9 

AG Realm J7: Defenders of the Sacred 
Eight Corncu 

Rcalmsmistcess Rebecca Andcewa 
H Lovers Lane 
Bristol, VT OS44J 
Ph: 802-4H-S011 

AG Chapter )8: Order of the Black Guard 
Chaptermauer Jason Sclwitz 
42 Saratoga Blvd 
Gloversville, NY 12078 
Ph: Sl8-72S-1721 

AG 0.apter 39: Circle of Neutrality 
0.aptermuter Billy Rawls 
J266 Fairhaven Rd 
Rock Hill, SC 29732 
Ph: 803-329-26S6 
Comm: lmprcuivc Swordua magu 

AG Chapter 40: Seekers of the Sought After 
Chaptumaster Gabriel J Morales 
8620 SW 4 St 
Miami, FL Hl44 

AG Realm 41: Ultimate Chaos Warlord Dudes 
Rcalmsmaster Tony 0 Ttr01inator0 Rowe 
28820 Loretta Ln 
Canyon Country, CA 91'51 
Ph: 80S-2Sl-47J6 
Comm: Large group, innovative Swordug, 

Plan inside building adventure 

AG Chapter 42 
Chaptermaster James B Wilson 
7402 MUNSS Box 7 
APO, NY 092J2 

AG Chapter 4J: The Oungconecrs 
Chaptermaster Scan Mobrhoff 
726 West Mountain Rd 
Sparta, NJ 07871 

AG Chapter 44: The Middle Kingdom 
Chaptermastcu David It Yvonne McGrew 
2270 S Hooker Way 
Denver, CO 80219 
Ph: JOJ-9J4-2107 
Comm: New Sworduggers, lFGS veterans 

AG O.aptcc 4S: Knights of Codra 
Chaptermaster Jim Jarvis 
6402 Del Monte Way 161 
Houston, TX 770S7 
Ph: 71J-78S-0946 
Comm: Will ragmastcr Swocdtag events 

AG Chapter 46: The New Rcavcrs 
Chaprcrmastcr Asa( Kashi 
170 Park Ave 
lconia, NJ 0784S 
Ph: 201-927-9149 

AG Chapter 47: Orcslayers 
Chaptermaster Stuart Lin 
9 37 Coronado Dt 
Costa Meaa, CA 92626 
Ph: 714-7S l-J877 

GRIFFON 

AG Chapter 48: The Misfit Adventuring Co. 
Chaptermastu Addam Friu 
2661 Anchor St 
Port Hucne me, CA 93041 
Ph: SOS-985-2816 

AG Chapter 49: Souchwestern Warriors' Guild 
Chaptcrma1tcr Kevin Horner 
Hl6S N6 21st 
Choctaw, OK 73020 
Ph: 60S-J90-874J 

~ew ~pells for ~morbtag 
SPBLLSI 

by Gwldmaster Brett 

Not all of these spells ahould be made 
generally available to player magu. They 
may be discovered through adventuring and 
capturing villians' spellbooks. One, Time 
Travel, is a special spell thar may be used 
only br the TM or with prior consultation 
and approval by the TM. By its verr 
natwc it cannot be used spontancowly. 

Ladt 

LY 2 
DU Special 
SV Ballthrow 

MC Lodestone 
EF One Creature 

Recipient will automatically make hi1 next 
Save or get the fiut strike in the nest 
mclcc. The material component ia not 
expended by this spell. 

Portend 

LV 2 
DU Special 
SY Touch 

MC Tarot oc Cardi 
El' One Creature 
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'lh.is spell takes two minutes to perform. 
The recipient bccomu aware of both: 1. 
·~u. future in regard to bis next two 
opponents in combat, and, 2. His future in 
regard to his next two Saves. The 
recipient muat then act out his fottunc1 a1 
they were apellcd out to him. The mage 
should make a ahow out of reading the 
various cards and portents before 
announcing the results. Equal chances arc 
aivcn ea<h results. 

.IJ.ul: 9.Jn ~: Bright Future ~: 
Will first strike next two opponents Sl.l'.u.: 
Will automatically make next two saves 

.c.a.ul: Moon ~: Promising, but 
Ultimately Diuappointing ~: first 
strike next opponent, but be first struck 
by accond opponent SU,u: Make next uvc, 
but automatically miu accond 

.IJ.ul: Flames &An.io1: Take Hurt, Future 
Will Improve .Qun.bll: Be first auuck by 
next opponent, but first strike second 
opponent Sllu.: Automatically miss next 
uve, but make second 

.IJ.ul: Void ~: Doom Bcfalla You 
~· Be !irst struck by next two 
opponents Sl.x.u,: Automatically miss next 
two llYCI 
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Whispered SD11e•tioa 

LV J MC Magic Buenccs 
DU Special El' One Creature 
SV Ballthtow or Touch 

Victim receivu an implanted auaacuion 
that will trigger in a ai•cn amount of 
time, u determined by cuter. Cuter 
must fiut clear the auggution wirb the 
tagmuter before uu. 

Good Ladt 

LV 4 
DU Special 
SV Ballthrow 

MC "Diamond Oust" 
Bl' One Creature 

Recipient will automatically make his nest 
two uvu OR get the fiut strike on his 
nczt two opponents. 

PacudoY&mpirc 

LV 4 

DU l Hour 
SV Touch 

MC Vampire Blood 
(fake, of couuc I) 

Bl' One CrcatUt< 

Thia spell causu recipient to gain 
vampire-like powcu, while rctein.ing his 
own mind and body. It is 10 m c what 
dangerous, thouah, u there is a 20J. 
chance per use that the recipient will die 
and become a real vampire, forever lost 
to the realm of the living. 

The pacudovampire will poucu the 
following abllitica: 

-Will do 2 pu of da masc per blow 

The sparkling above the fire: A pcuon in 
a tree above the fire throws Diamond 
Oust onto the fire. It glitters in the 
light. 

Loud clap and 
J.'irebuuts is 
phenomenon. 
impreuivc, yet 

flub: 1hc AG Wand of 
the cause of this 

The effect is really 
harmlcu. 

Smoke fills the scene: Condensed Smoke 
docs the job perfectly. This smoke is 
safe. Two individuau light the powder in 
amall trays on either side of the clearing. 

lmmcn.1c monatcra: Construct small stilta 
and have monatcu practice walking with 
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-Will be able to uac two spell-like 
similar to the spells Oarkncu 
Hypoorism. Thuc powcu may be 
total of thtec timu in the bout. 

Spell of Doom 

LV 4 
DU Special 
SV Ballthtow 

MC Onyx Ring 
Bl' One Creatute 

powc.u 
I and 

uacd a 

Victim will automatically miu his nut J 
uves and will be hit by the next } 
physical attack&. The material component 
will not be expended in this spell. 

Latimar.. Time Tra•cl 

LV 6 
OU J Houu 
SV Touch 

MC Fine Hourglau 
Bl' up to 6 creatwu 

All who wiah to travel with the caatu 
must link hands in an unbroken circle for 
the full dutation of the chant. Thia a pell 
allowa only the travel of non-evil beings 
to the time period selected by the magc. 

NOT TO LBAVB nlB PRIBSTS OUT ••• 

Bcocdictioo 

LV I 
OU Special 
SV Touch 

MC Holy Water 
Bl' One Creature 

Recipient will automatically make his next 
uvc or get the fiut strike in the nut 
mclcc. 11>.it work .. only rutriction is that 
the rcc&ptcot be of the aa me alignment 11 

the priest. 

them. Even a foot of extra height causu 
a dreadful feeling among thoac who mull 
battle these monsters. 

Hey, have fun and use you< imagination! 
Remember that this is an advanced 
Swo<dtag cnounter. If you're just starting 
out, keep it simple at first. Play in the 
daytime. Keep the effects manageable. 
But when you work up to io mcthing like 
this, just think what it will be like to be 
the advcntu<er encountering it I 

Until nest time, Happy Sworduggingl 

Guildmaster Brett 

A Swordtag Castle to Defend 

·-- _. 

MAl:B nm NBXT ADVBNTURB ONB TO 
RBMBMBBRll 

by Mike Bjornson 

The adventurers arc trekking through the 
woods. They ARB expecting an encounter, 
but not an encounter like they will have 
this timcl Lo and behold, there! In the 
clearing! It is a cutlet (Well, that's 
what it's supposed to be anyway!) 

The cutlc looks well defended, and it will 
be a battle to rcmcmbcct 

You can build a Swordta g Castle, too. 
You can make it as simple or as elaborate 
u you like. It u portable and made of 
cheap plywood. You'll need some buic 
knowledge of caqxnuy and some basic 
tools. 

nm OUTSD>B WALL 

Each wall section is a 41 z 8' section of 
plywood. In out example here, there arc 
14 sections, The gate is also made of a 
piece of plywood. There arc two 2' x 8' 
sections of plywood on either side of the 
gate. 

Support for the plywood is 4 414 corner 
posts, 11 2x4 wall nuds, and 2 4x4 gate 
posts. These boards arc all 8' tall. 

For the gate, you'll need 2 16' tall 2x4's 
and 2 J'S" 2x4's. Assc mble the gate (Fig 
2.), then drill wall studs and corner posts 
(Figs. J « 4). Now drill the gate posts and 
the gate itself. Drill boles through all the 
plywood walls where they line up with the 
studs and posts. You should number the 
walls, studs, and posu so that you can 
mat ch them up right. 
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TiiB ICBBP 

Construct walls as above, and make ceiling 
out of two }' x 6' pieces of plywood. 
Hang a doth in the doorway. (J.'igs. 6 a 
7). 

nm llATTLBMBNTS 

You11 need two 2' :r 6' pieces of plywood, 
16 6' long 2x4's, 4 1'8" 2x4's and 4 2' 
2x4'1. Construct as in Figs. 8, 9 « 10. 

Sl!TllNG UP YOUR CASTLE 

Make sure you have a fairly flat area to 
set up your castle. First construct walls 
and gate using carriage bolts. Attach a 
rope to the top of the gate to open it 
with. Next, put together the keep inside 
the walls, 

Depending on the quality and the thickness 
of the wood you use, you may need to 
build nvcral corner braces and/or 
brackets. 

Lutly, put some pcnnanta and tapestries 
to give your castle flavor . Also available 
i1 a roll paper with a stone pattern on 
it. 1his should be attached to the outside 
walls with shingling nails or staples. Get 
J.'lag11onc Patterned paper roll from: 
Andcuon's, 487' White Bear Parkway, 
White Bear Lake, MN n110 
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complete Full scale Fantasy 
Game System for Outdoors 
comprehensive, yet BaSy·T<>­
Leam Magic and Combat 

: Thrilling, Inexpensive. safe 
You won·1 need your d1ce bag. •• but you 
Will want your •ionaswor<:1i 

Gamebook Is only $4.50 from: 

THE ADVENTURERS' GUILD 
Dept. N 401 New castle Road 

Marshalltownl Iowa so 158 

send for ourfreeca181ogof:FRPandSWordtag 

aids. costumes and portraits. 
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AOllA8B'SllOB&a.J.eatln.. 
hooded mage'a robe. Awe­
illlplrlng bl white. red or bladd 

/ lrJdk:ate lntleam Ouaranteedl %$44.95pp 
/. # -
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