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Being A Compendium of Miscellanea for Use with Old School Role Playing Games
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The Strong Survive: Training Regimen.for Fighting-Men. Follow the instructions therein,s
training 12 hours a day*for 30 days and get a permanent +1 to Strength, or 13 if your score was
12 or less. 2. Intelligent Magic: Avneccjak’s Recipe to Inscribing Spell Scrolls. Study for d12
hours and memorize the wizard’s spell secretly stored in its pages. Storing a new spell requires

the ability to cast it and 100 GP per spell level worth of inks. 3. Wisdom of the Ancients, As
Gathered by Goergh the Godless. The prayers contained in this codex give the reader 5%
chance per level of divine intervention. It doesn’t guarantee which deity will respond though.
Dexterous Dissidents & Devious Demagogues. After learning the techniques in this tome,
which takes a total of 100 hours, the reader can attempt to convince someone of anything
once a day (save allowed). 5. The Fifth Constitution of the Dwarven Empire, Revised and
Amended. Studying all seven of these scrolls (2d6 hours each) dulls the mind. The reader gets
a permanent +2 to saves against charms and illusions. 6. The Neo-Skaldic School of Charis-
matic Miracles, A Manifesto. A character devoting their life to the principles revealed in this
book becomes one of the legendary musical spellcasters known as bards.
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Art by Sidney Sime.

by Eric Nieudan

Sorevword

KNOCK! IS BACK!

It feels like we were putting together our first issue just a few weeks ago, yet
as 'm typing this we are about to send number two to the printer’s. | suppose
that, next to the two years we spent assembling the first one, these past six
months felt like the blink of an eye. Maybe this is because | am just a
three-dimensional meatsack stuck in a linear time continuum?

Or maybe | just need sleep.

Let me first thank you, our backers and readers. Once again, we are humbled
by the amount of interest and support you give us. It feels like our little niche
of the hobby is growing every day. Merci beaucoup ! We are proud to be part
of the great takeover of adventure games with you.

So we come to you with another thick brick of a bric-a-brac. Among other
things, we have some hexcrawls and exploration related pieces. You could
almost call this our Expert Set... But don’t fear, we don’t plan to stop at
Immortals! We’ve only just scratched the surface. There are metric tons of
great content out there — some that has stuck with us over the years, some
we may have read but failed to put to use, and a lot we’ve never even seen.
And of course, we will keep asking our favourite designers to come up
with new stuff.

So find a comfortable seat aboard, this cruise is just starting.

Care to react to something?
Write to us, or better yet, submit an article!
We like to keep our bazaar bizarre.
knockmag@pm.me
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The classes and monsters in thls 1ssue use formattmg borrowed from Necrotic Gnome’s excellent
. retroclone of the B/X rules, Old-School Essentials. We cannot recommend this game enough.
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by Arnold K. Art: Tim Molloy

When writing his (excellent) adventure Lair of the Lamb* Arnold compiled this (also
excellent) advice for game masters and players in OSR games. We thought it needed to live
in printed form within our pages. - Olivier

Advice
for DMs
Meaningful Choices

Give the players as many
meaningful choices as you can.
This means a choice where:
¢ The negative outcome is
known (at least approximately).
¢ The positive outcome is
known (at least approximately).
¢ The odds are known (at least
approximately).
e The outcomes affect the
game (they are not trivial).
* The playeris also free to
choose not to choose (they can
walk away).
Shoot for at least four of the five.
Similarly, try to avoid giving
players meaningless choices.
“Do you go down identical
tunnel A or identical tunnel B?”
And respect their decisions. If
the players choose to avoid the
ogre encounter, don’t reskin
the ogres as half-giants and put
the encounter in front of them
again. Conversely, if they find
away to easily kill the ogres in
the first round, respect their
ingenuity and allow the ogres
to die (don’t give the ogres
more HP on the fly, or re-insert
the encounter later).
We want players to feel
ownership of the results
of their choices. “/did this.”
For the same reason, players
roll as many of the dice as
possible. (The DM rolls as few
as possible.)

* http://goblinpunch.blogspot.com/2020/04/lair-of-lamb-final.html, it's free. Go read it now.

- bottle contains poison, and sometimes it kills you

Part of giving the players meaningful choices is
giving them the information they need to make
their decisions. They need to know what the risks
and the rewards are for any decision (at least
approximately). ;
Don’t hide information behind rolls-just give *
it to your players. When in doubt, give them more
information. Itis more important to inform your
players than it is to find justifications for how the
characters would know things.

You must allow your players’ actions to change,
build, and destroy your world.

You are not a tour guide nor a train conductor.
You are the manager of a very dangerous wildlife
reserve. If your players choose to organize the
leopards into a militia, tell them where they can :
find boots. If your players choose to burn down the 7
forest, let your setting burn. Let their decisions
matter. (There is nothing wrong with scripted
events or fluff encounters; just be cognizant of
what they are.)

Lethality

Players in breezy games will sometimes drink
random potions just to see the result, because they
know that nothing truly terrible will happen. This
isn’t that kind of game. Sometimes the strange

without a saving throw. Don’t drink poison.
The sooner that players learn this expectation, the
sooner they will thrive. Playing multiple characters
helps players learn this lesson without a tutorial

section. Do not go easy on them--if your kindness
teaches them that their characters will not die even
when they probably should, your kindness has
become a cruelty, since it creates expectations that



http://goblinpunch.blogspot.com/2020/04/lair-of-lamb-final.html

will be shattered much later (and more painfully).

The dungeon is not an unthinking meat grinder. The
dungeon is a test, where wrong answers are
penalized. Skilled players will be able to navigate the

. dungeon without any deaths, while fools will TPK in the

first few rooms.

Combat is a little different, since the chaos of d20 rolls
means that the weaker party sometimes triumphs —
which is why risk-averse players should also be combat-
averse players.

Players should die, but they should die as the result of
bad choices.

A player that dies shouldn’t feel angry at the injustice of it
all. Ideally, they should sigh, shrug, smile, and say, “Yeah,
I kinda figured that might happen.”

Bad: “You walk into the room. Rocks fall. Everyoneroll a
Dex save or take damage.”

H " Good: “The sagging ceiling seems to be held up by a

spear.”

A player that dies in the first room would have good
reason to feel bitter. A player who dies in the second will
only have themselves to blame. Fair deaths result from
meaningful choices.

Every action in the dungeon has a cost. Searching the
bone pile takes precious time. Torches will burn down.
There is the chance that a random encounter might occur.
Searching the bone pile is a bit like a shop where items
are purchased with torchlight and blood.

You cannot have a meaningful campaign unless
strict time measures are kept. The same applies to
torches and rations.

Hit Points (or the number of peasants) is another resource.
HP can be thought of as the character’s risk budget. You

- spend HP onrisky actions. Characters with more HP
- cando more things because they can afford to take more

risks. A low-HP group is a miserable thing, crawling past
the wonders of the underworld, unable to afford a taste.

Allow Failure

Your players will die: sometimes heroically, sometimes
embarrassingly. Resist the temptation to save them. This
is one of the hardest things for groups to adjust to (which

: iswhy it’s so important to set

expectations early).

Allow PCs to flee combat, but
never fudge the dice. Afterall,
they chose to stay and fight.
Your players will not find all
the secret areas. Resist the
temptation to drop hints.
Finding secret areas is one of
the things that separates good
players from novices. Not that
there’s anything wrong with
participation trophies, but
there needs to be a trophy for
excellence, too.

After the session, resist the
temptation to tell players
about all of the things that
they missed. Those secrets
must be purchased through
cleverness and bravery, or not
atall.

Allow Success

There must be rewards
commensurate with the
dangers. Allow players
opportunities to feel powerful.
They will sidestep your traps
and one-shot your bosses;
celebrate these moments with
them.

They will want to make their
characters cool. Let them go
buy the swordcane that they
want. The dungeon made the
survivors rich—let them throw
aparty.

Allow Players to

Pick their Genre
You cannot enforce morality
on your players if they want
to play as murderhobos.
Similarly, a horror game is

impossible if the players keep




making Monty Python jokes.
You can nudge in a direction
(after all, the DM is a player,
too) but you cannot require.
If you write up courtly intrigues
but your players only want to kick
down doors and kill things, either
(@) have an open conversation
about your goals for this game,

or (b) give them the kind of game
that they want.

Never Fudge the Dice

Better yet, roll them out in

the open. :

If you are adjusting the difficulty
on the fly, then it’s nodifferent
than wrestling with your dad.
A mock struggle, followed by a
fictional triumph. You might as
wellnot roll dice at all.

It might still tell a good story, but
how shallow must that victory
feel, knowing that was never any
other outcome.

If a combat is too easy for the
players, the monsters will flee or
surrender (use the Morale rules).
If the combat is too difficult, the
players can always run away (use
the Pursuit rules). Learning to
flee alosing battle is something
that many groups struggle with,
" whichis why that s the first
lesson taught in the Lair of the
Lamb.

Advice _
for Players -

Adungeon is a single, interlocking
mechanism. Opening paths creates loops
that you can retreat down. Monsters roam
from room to room. Noticing a blank spot on
the map allows you to infer the location of a
secretroom. Answers to a puzzle are found in
adifferent room. Think globally, rather than
locally.

Keep an eye on that map.

Learn Everything You Can

In the beginning, the dungeon is unknown,
and peasants will die because they didn’t
recognize its perils. But eventually the
dungeon will be maps and the mechanisms
tamed. You will turn the traps against your
enemies. At this point, the dungeonis no
longer the wolf beyond the firelight, it is the
tame dog at your side, another tool in your
backpack. Yet, the only thing that you have
gained is knowledge.

Information is a precious resource that
can be leveraged to gain an advantage
in nearly every situation. Your DM

has been instructed to give you plenty of
information in every situation, but you can
always ask for more. Try to ask a questionin

: everyroom. The more you know about the
i dungeon, the better you can use it to be clever.

i Fuckyour Int'score. Always be as clever as

. youcan. You are not wrestling with

¢ your dad; the dungeon will kill you if

. youletit.

© The solutions are not on your character

i sheet. Youdo not have class abilities that you
. canrely onineverysituation. Look at your

inventory, look at the map, look at the other
players.

“Can Ifill the pit with enough bones so that
Akina can climb out?”

"




“Can I use my Butchery skill to help stabilize Goren?”

“Can I use the brightness juice to blind her?”

None of these three questions are covered by the rules, yet
they are all indisputably good ideas. A good DM will find a
way to reward good ideas.

Similarly, many of the puzzles in the dungeon-are open-
ended. They have multiple solutionsthat the DM has
imagined, and many other solutions that they haven’t. Keep
throwing ideas at them—eventually something will stick.

Treat the NPCs Like People

Think about what the monsters want. Every sentient thing
has a set of wants and fears, even if it’s as simple as “food” and
“light”.

Lil§ewise, no NPC has an entirely rigid response.
Enemies can become friends. Friends can turn against you.
Not because it’s scripted or because it makes dramatic sense,
but because of how you tréated them, and how well you fit into
their wants and fears.

" - There are no social skills. You'll have to figure out what they

want by asking them the old-fashioned way.

Avoid Combat

Unless you know you are going to win, of course. The best
combats are the ones that you have already won before they
start, whether through trap, trick, poison, or fire. Never rely
on the dice—they will always betray you in the end.

You may spend more time choosing and planning
battles than actually fighting. Thisis good. And
remember that running away is always an option. And if
combat is unavoidable, at least try to fall back to a more
defensible position.

Focus on the Dungeon

Right now, the real focus is the byzantine machine at the heart
of the world: the dungeon itself. Quickly learnits moodsand
anatomies. Keep amind on your goals: water first, escape last. :

' Look for Secrets

There are many secret areas and items to discoverin a
dungeon. Finding them will give you useful tools (and level-
ups). All of them will improve your chance of survival.

You must balance your hunt for the exit with your search for
resources. [t is not easy to find a balance between
these two things, and yet the best players will find a
way.




~  that your world feels

£ things start to stall.

by Chris McDowall

~There’s alot of good GM
- advice out there at the
" high end. How to ensure
* the players are engaged,
that they have agency;,

FEELGOOD TRICKS

Sometimes you just want to revel in the
good times. Maybe you need a touch
of relief after a tough situation orjust
want to reward the players for doing
something really well.
« Amplify their competence:
When they do
something well
inan area the
character should be
competent in, make
sure you really show
how well they doit.
»Show how their planning
paid off: If they put a careful
planin place and don’t
leave any loose threads,
you don’t always have to

dbreaki throw a spanner in the
ARy works. Let themrevelin

© - RPGtheory, but their master-plan going
Iind it useful to keeP some of them off without a hitch. Of course there will be
i on-hand when running a game. challenges that follow, but reward them

~ Cheap is not used here to mean for their planning and put them in a strong
. unfair. Rather quick and easy things  position to move forward.

- youcanuse without any forward » Shine a spotlight on a past good deed:
! planning. If they did something good a while back,

3

alive. Really lofty stuff.
These are the cheap
little tricks downin
the lower decks,
the little
things that
cangrease
the wheels
- of your game if

The salt of the
RPG earth. They
aren’t going to win
any awards as



show how it’s paying off for them now.
Think of strong relationships they’ve built
and let them reap the benefits; or show
how somebody they’ve previously helped
is now flourishing.

+ Have the NPCs remember them:
Everybody wants to be remembered.
Have NPCs ask about something from
their last conversation. You might know
the answer, but the NPC doesn’t, and it
gives the players an opportunity to relive
a positive moment in brief.

CHEAP FAILURE TRICKS

On the other hand, sometimes the players
willingly put themselves in a situation ripe
for consequences. These aren’t things
you should throw in without warning, but
negative outcomes that should feel like
the natural consequence of the players
taking arisk and failing.

« Show the collateral damage: Maybe
they do what they wanted to do, but at

the cost of hurting somebody else or
damaging a valuable resource.

« Start a ticking time-bomb: Immediate
consequences are fine, but I like to set

up for worse consequences and start a
ticking clock... literally.

« Exploit the flaws in people and gear:
Put the blame for the failure squarely on

a piece of gear oran allied NPC, pinning

it down on a weakness that the players
knew about.

« Put somebody inconvenient in their
way: Think of the person that
the players would least like to
see in the present situation
and put them right there. This
could be an old adversary,

an inconvenient witness, or a

14

friend that’s now in the line of fire.

+ Cut a connection: You might avoid
consequences yourself, but one of your
allies or resources is now completely cut

. off. It won’t be permanent, but you're

. going to have to operate without them for
+- awhile.

, *Leavealoose thread hanging: One of

my favourites. Have things stay fine for
now, but maybe you owe somebody bad a
favour, or you left behind a trail that leads
an enemy back to you. Do you risk leaving
it, or waste valuable time going back to
clean up after yourself?

CHEAP HUMOUR TRICKS

Not every game benefits from humour.
For more traditional D&D Ilike the

. idea that the game acts as the straight-

man to the players, who will inevitably
find certain situations funny. But for
Bastionland I have some dark and
absurd humour baked into the setting,
so sometimes it’s fun to lean into that.
Humour is one of the hardest areas to
apply universal cheap tricks to, but these
have worked for me in the past.
« Establish a genre trope before
subverting it: Set up an expectation and
then subvert it. This is a building-block
of comedy. Maybe you’re waiting to meet
with a private detective in a smoky bar,
soft jazz music s playing, the lights are
dim and then... think of the least likely
person to stroll to the table and announce
themselves as a detective. Or
A\ maybe they’ve got the classic

look, but their behaviour is

utterly against type. Rather

than hard-boiled they’re
W\ more soft-poached.




« Have somebody treat a
situation with a totally
inappropriate tone:
Somebody treating a trivial
matter with the utmost
gravitas, or somebody being
jovially unconcerned about
their house burning to the
ground.

+ Indulge in a silly amount of
detail: In Bastion this is often
done through bureaucracy. [ don’t

want to sit my players down and actually
make them complete paperwork, but 1

like to show a window into that side of the
city. This s a tricky balance, and if you

mess it up you might bore your players,

but sincerely describing every detail of

the meticulously prepared afternoon tea
spread can also double as the perfect

setup to having the ceiling collapse in and
smash it to pieces.

» Have the world drag the players down
toits level: Put themina positionwhere
they need to impress somebody that they ..
wouldn’t normally give the time of day
to. Your only hope of chasing a new lead
on the lost treasure of the narrow-boat-
graveyard is to attend a meeting of the
Fellows for the Discussion of Tug, Barge,
and Other Civic Waterway Vessels and put §
up with the personalities within. ¢

£

i
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CHEAP HORROR TRICKS

Humour and horror are a often more
similar than they might seem. These are &
tricks are mainly focused on building ;
tension and creeping players out rather
than causing sudden shocks.

+ Keep things in shadow: Use vague
descriptions of your horrific elements and

S1

2\ let their fear fill in the blanks.
%3\ The bucket is filled with wet
meat. The face beneath the

many questions...
« Cut off mid-sentence:
The wardrobe is covered in

open and you feel the air get
cold around you. You smell
rotten wood and see...
« Don’t give them time to look properly:
Somebody is approaching from the
other direction. Are you going to stick
around to examine this wardrobe or find
somewhere to hide? Maybe you’ll just
throw the doors open?
« Have an NPC massively overreact
orunderreact: A widow that seems
somewhat chirpy about the recent death
of her husband in a mine collapse. The
shopkeeper yelling till they’re hoarse at
the pigeon that won’t stop perching on
his sign, tears streaking down their face.

» Place something unusual next
.~ to something very mundane: The
- classicsevered hand in the toy-box or

untouched flute of sparkling wine in the

; middle of a pub levelled by an artillery

barrage.

~ « Equipment glitching out: More of a

& sci-fi thing, but we have electric devices
i * in Bastion now. From the basic flickering
.- lamps to record-players stuck ona

» looped phrase or radio static that sounds

like screaming.
+ Give them the opportunity to escape
at a cost: Put the doorway right there,

. the light beckoning them back to safety,

but they can only take it if they leave
something behind.

robe looks like gnarled wood.
Then before they can ask too

cobwebs. You slowly crack it




* Charge: symbol
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" As much as some of the source materlal toour dungeonverses is
ripe with those chainmail clad hoboes, they don't seem to show
up aloti inour games. Let’s remedy that O

RKoll one die of each d4-di2-and three'd20s ta ger\erate a kmght_ The.
knight’s HP.is equal to alithe even numbers you roll added together'and the
attack bonusis the first even rlumber youroll. Assume ACis eqtuvalent to plate +
shield. Have oneor two kme’-hts pre g‘enerated as random en’counter rolls ‘

Hervaldry,

A -d4 Metal

1. Argent (silver)
field, coloured
charge*

2. Coloured field,
argent charge*

" (rollonD,E,F,G,H,I). = 5: Horse 6.Bull 7 Hart 8 'Hou_md
1.Ordinary(D) S HInd A EOR &

3.Beast (E)
% Two beasts (E)

by Matt Strom Art: Goran Gligovic

: G 'E dio Beasts '
C-d8Charge* . - - 1-Lion’ > Wolf 3. Bearlg Boar”

2. Two ordinaries o
' F-d10Birds™ > d

1.Eagle 2. Martlet 3! Peacock s X
- 4 Pelican 5.Swan 6. Cock 7 Crane

3. Or(gold) field, . 5:Bird(F) : ;
coloured charge* G Seacreature 8. Dove 9. Duck 0. Goosg A
4.Cg10ur9;d field; . &(G) . - ¢ ° G- d10 SeaCreatures R 3 2
priciatay p ; E(’)lipt (58) - w1 Pike- 2. Pérch’ 3. Salmen- 4 SC{UId

B - d6 Colour L i 5.0ctopus’ 6.Dolphin 7 Cod 8.Eel:~

1. Azure (blue) ?&iiingrdmarles 9.Whale 10:Séashell -~

2. Ermi hite M€ ;

Hithblsck spotsy  ZeBend H.-dio Plans

3. Gules (red)- 3.Fess ;1.Fleur-de-lys -2. Rose 3 Trefoﬂ

T Darpure S lGmenEale . 4. Thistle 5.Grapevine 6.0ak 7.Pine
(;.)urpl%) 5:Chevron e 8.Pme-cone___‘9..Aspcn 10. Willow

- _6.Saltire ° . >

5. Sable (black) i s d100b]ects : %

6. Vert (green)

.1.Sun 2.Crescent: o Moon 4. St_ar

8. Cross botoy :
SS botonny 5. Key 6. Constellation 7. Ship

9.Cross crosslet

10. Cross flory 8. Tower 9. Crown ‘10 Clarlcp

** Look up what these meai_i-_(')r j_ust anneunte th'em'.tb the players whose chafacter_é probably know what they are
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I- d12 Elghtmé Style :
1. Uses shleld to steamroll

opponents e AN o

7.Only fights from.

3.Stoicand defensive

with greatsword 5"
% Graceful duelist with'. -

sword:and dagger =

5 Useslong flalltotoy ;
withopponents ' .0 ..
.6: Berserkerw1thtwd

: handaxes

7. Jumps around.
~with crossbow

T3 B‘rulserWIthhuge :
"<+ warhammeror battleaxe a

* .. 9.Hiddenweapons all';.

el overbody. . >

10. Claimssword hasa

 mindofitSown - A

. 11, Onlyfights m_by'—thq— ;
book jousts orduels
12.Invents ever more

. .elaborate reasons not to

ES.‘L_ Sttt --_,a’lf‘".‘, ;
L.2d20 Name: Sir....<%- < Pyt

3.Kay " ;

% Tristram

5. Gareth

6:Bedivere _ -
7.Bleoberis (womanin dis-
- guise, true name Elaine).

1 V- Chavacteristics <

'3-d20Quirk
"1.Dour, joyless

- 2:Pompous, thinks-
- everyoneisafan

'3 Droll, always amused

Z Monomaniacal

--aboutquest

5. Jaded, disillusioned

% * 67Adheres to chivalry

7.Generous and
rare c'hamplon of.’

<% -"the oppressed

‘S Insufferable -

“warrior-poet. .
. 11:Ambitious schemer

" 8.Lucan’ -
9. Palomedes

. Ti.Pelleas _
i2.Ector
13.Dagonet
7Z. Degore (woman in
disguise, true name
Laudine) .
15.Brunor
16. Alymere
17.0waine

2. Tight lipped and

susplcloUs always
on51derms_f worst-case

“» stenarios

13° Sarcastlc to hlde

~dnsecurity. '
14 . Mirthful;

spontaneously bursts
intosong

15. Constantly. corhplams '
espemally ofill-fitting ar-
m@r/or/umdergamt_s

16. Believes questis

* beneath him

17. Easily bribed or

otherwise dlstracted by

mead

rnead ;T TavTRReg A
18.Isaghast at people
less educated and well of f

thanhe

T et R e
19. Plays trombone-(which.
heinvented)to ease the

stress of battle

K-d20Quest

1.Save maiden from
controlling father

2. Test self discipline and
resistance to temptation -
3.Seek holyrelic
%4.Slayagiant or other
eater of Christians /good
honest folk

5.Track abeast
entangled with family
history

6.Savelost,

enchanted love

7.Win the heart of a cold
fairy princess

" 8.Deliver dying wishes of

king or queen torelative

" 9_Searchforlostheirtoa

throne ]
10. Rescue noble baby
stolen by fairies

-11.Protectlast child of a

... murderedyroyal family

- _12.Dueloldrival

o

13.Capture and return
villain to face trial

~* 14.Seek advicefrom
-old hermit

.15. Hide the child of a
lady’s affair from her
wrathful husband

16.Recover the
Mourning Veil (an arti-
factthat charmsallfairy
species) for anoble.

17.Forge asword withthe .. -

iron hearts of trollsin the
magdic forde Belcherdeep .
in Brechewold’s dungeons’

20.Hears whispersthat -

othersdonot

18.Kidnap a student from
Brechewold to serve as
vizier of afairy court

18. Aglovale (woman in disguise, true name Viviane)

19.Ferdus
20. Morganore
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19. Gainentry tothe

Smoking Mountain, the

. possible resting place of

King Arthur

. 20.Find curefora dymg’

maiden




by Phillip Loe

While the old-school gamer does not
seek out Death, they will inevitably make
her acquaintance. Death is what gives

the game spice and meaning. Without

the possibility of death, there are no
stakes—and without stakes, there is no
game. After the players have dealt with
death and its messy consequences, the
referee must decide: at what level does
the player’s next character start? Why not
live dangerously and make a little wager
with the player? Here is a little mini-game
you can offer players after their charac-
ters have died for a chance of starting at a
higher level.

The rules

After you have finished rolling stats and
chosen your character class, roll 2d6 and
mark the total. Keep rolling and marking
totals until you either choose to stop

or you roll the same total twice. If you
choose to stop, add up all your totals and
you start the game with the sum of all the
-" L

o 9

. *

: « ##
~ f

totals x200 experience points. (In practice,
this produces characters of level 4-ish in B/X.
Increase or decrease the modifier if you want
higher- or lower-level starting characters). If
you rolled the same total twice, you start at
level 1, but you gain a boon as compensation.
Check the table for your class under the last
total you rolled (the one that you rolled twice).
Elves can choose the fighter table or the
magic-user table.

Let’s use this system to make a new charac-
ter. P'm going toreenter the game with a new
fighter. My first roll is-a 4. I can do better so

| keep rolling and get an 8. Not daunted, |
keep rolling and get an 11 and then a 10. If |
stopped here, my gross total is 33, so [ would
start the game with 6,600 points. A level 3
fighter—not bad at all. My hubris gets the
better of me though, and I roll again hoping to
push myself to level 4. Blue skies be cursed, |
roll a 4! Since I've already rolled a 4, I lose all
my points and I start at level 1.1do get a boon,
though. Since my last roll was a 4, I look up
the fourth entry on the Fighter table below.

I gain +1 to my Strength and Constitution, a
decent compensation.
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fighter or Dwarf

2 - Your eyes are like an owl’s. You can see the
smallest movement, even in the dark.

3 - When you were a child, a fairy taught you
how to cast a random 1st level magic-user spell
once per day.

4 - Gain +1 Strength and Constitution.

5 - Through sheer force of will, you can bear
extraordinary amounts of pain. At any time, you
can choose to permanently reduce your Consti-
tution by 1 to gain 1d12 HP.

6 - You have a poet’s heart. In town, you can
spend 150 sp on writing supplies (mostly alco-
hol) and spend a week writing a poem to gain
300 xp or a retainer at +1 morale (a fan of your
work).

7 - Choose one of the following vows:

* Never to eat of the flesh of animals

* Never to cut your hair

* Spend one hour each day immediately after
dawn in quiet meditation

* Chastity, poverty, and abstinence from alcohol
As long as you maintain your vow, gain +1 to
attack and damage against any evil creature. You
also gain Y2 attack per round (attack an extra
time every other round). You permanently lose
these boons if your vows are broken for any
reason.

8 - You simply don’t believe in ghosts, magic, or
other such childish nonsense. You gain a +2 to
save against any magical effect and deal damage
as normal to any creature that is normally only
damaged by magic items. You cannot use magi-
cal items.

9 - You sometimes fly into an uncontrollable
rage. The first time you are damaged in combat,
make a Wisdom check. If you fail, gain +2 to your
to-hit rolls and your AC increases by one, but
you must make an attack roll for the next d10
rounds—even attacking allies if they are the only
targets available!

10- While others spent their youths carousing,
you studied the blade. If you spend an hour care-
fully examining a weapon you can identify when
it was made, any historically significant owners
the sword had, and any magical effects of the
weapon as per the Identify spell.

11 - One of your ancestors was a demon. When
your character inevitably dies, you instead
become a terrible flame demon for 2d10 rounds
before being dragged to hell [HD 8, HP 40, AC 5,
THACO 15, Att#3, Terrible flaming sword d12]

12 - You never sleep.

} 1148
hglﬁgpx

2 - You were once a great thief until you
lost your shadow in a game of dice. If you
can locate and regain your shadow, gain
10,000 xp.

3 - You have befriended a cat that visits
you from time to time. Feed them, and
they will utter one sentence worth of
information relevant to your quest.

L After years without shoes, your feet
are calloused and strong. The first 50
pounds you carry don’t count towards
encumbrance. You don’t need to wear
shoes.

5 - You've learned to cook a great
mushroom stew. If you are in a forest,
youmay spend two hours in the search
for mushrooms and wild ramps. Make a
Wisdom check. On a success, you locate
the mushrooms. The stew is so good that
it restores 1d8 HP, but only when eaten
hot.

6 - Gain +1 Charisma and Dexterity

7 - Your middle toe is exceptionally long.
Those in the know recognize this as
«thief’s toe.” Gain a +3 to reaction rolls
with criminal types of folk.

8~ You have the option of taking a
magpie as a retainer using the normal
follower rules. The magpie requires pay-
ment in shiny things. The shiny things
must be stolen. The magpie understands
you and obeys orders.

9 - Gain a trusty green cloak with many
pockets. There’sa 2in 6 chance of fin-
ding any small, mundane object within
one of its pockets. It takes one round to
search your pockets.

10- Gain a very loyal dog.

11 - Gain a lucky pawn chess piece. You
will never lose a game of chess aslongd as
you use this chess piece as one of your
pawns. The pawn is not actually magical
and does not have this effect if used by
any other person.

12 - Walls just make sense to you. If you
stare at awood, plaster, or stone wall up
t0 10 feet thick for 1d6 uninterrupted
hours, you can pass throughiit.




2 - Gain a familiar cat (gain an extra 1st-
level spell slot) or raven (the raven can fly
to any known location and deliver a mes-
sade one sentence long in an eerie croaking
voice. You can see through the raven’s
eyes). If your familiar dies, you die.

Cleric, pnladin
T

2 - Your god smiles on you. If you pass a
saving throw, all other characters who had
to make the same saving throw automati-
cally succeed. If you roll a1 when attemp-
ting a saving throw, you canre-roll it.

3 - Roll asecond character. Every night, roll
asave vs. magic. On a failure, you wake up
as this second character. Your two charac-
ters have no memory of each other. The
two characters share experience points
and equipment.

4 - You keep all your memories in marbles
that you store in a small pouch on your
waist. If anyone swallows any of these
marbles, they remember that memory as
if it was their own.

5 - You can speak to goats. You have cloven
feet and horns. (You can headbutt with
your horns for 1d6 damage.)

6 - Your blood is thick and black. If anyone
drinks it they gain 1d8 HF, but you lose
1d4 HP.

7 - Gain a third eye on your forehead. Once
per day, you can open the eye to automa-
tically save against an illusion, see in the
dark for one turn, or determine if an NPC is
lying or telling the truth.

8 - You always float about a half inch above
the ground..

9 - You have an uncanny ability to find
rare books. You can always tell in which
direction to find the most expensive book
in a 6-mile radius.

10 - You can’t die... or perhaps you have just
forgotten how. You are so old that you've
forgotten most of your once-great magic.
You cannot die unless you reach -20 HP
(you still fall unconscious at 0 HP). Your
Strengthis reduced to 3.

3 - You always glow with holy light as long
asyou have at least one spell slot remai-
ning,

%4- If you witness anyone being wounded,
you can choose to take the damage yourself
instead, aslong as the person being woun-
ded worships the same god as yourself

5 - You can speak to birds.

6 -You are a dissident whose beliefs are
deemed heretical by the majority of your
religion. You know one random 2nd-level
magic-user spell that you can cast once
per day.

7 - Gain +1 to Wisdom and Constitution.

8 - You believe that piousness comes from
poverty. +1 to your Wisdom score if you
are not carrying any money or treasure.
Gain a further +2 to your Wisdom score if
you have fasted for over a week (possibly
incurring penalties).

9 - Every now and then, Death comes to
you and asks to play a game of chess. Death
will only come to you at night when you
are alone in a room with a mirror. Make an
Intelligence check. On a success, you can
ask Death three questions, restore a per-
son to life, or cure any disease. On a failure,
your character dies. If you have the time
and inclination, you could choose to play
an actual game of chess against the referee
instead of rolling.

10 - You can turn evil humans as you
would undead if you have witnessed them
performing an evil act.

11 - Instead of a spellbook, you write your
spells on your skin in elaborate tattoos.
Gain an extra spell at level one and every
time you level up.

12 - You are three inches tall and were born
from a flower. Your AC is improved by two,
but you only gain 1 HP per level and cannot
use weapons.

11 - You find falsehood abhorrent. You can
never lie. Anyone within 10 of you must
make a save vs. magic to lie.

12 - Although you are only a child, your
god seems to have chosen you for some
special purpose. You can cast an extra first
level cleric spell per day. Your Strength and
Constitution are reduced to a maximum of
8.1f you can determine and fulfil the desti-
ny set for you by your god, gain 10,000 xp.

This article was inspired by: https://boxfullofboxes.blogspot.com/2020/07/things-to-do-in-d-after-youre-dead-part.html

——
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by Anne Hunter Art: Erik Svetoft

There are three ways I think about information in RPGs.
It can be landmark, or hidden, or it can be secret.

Landmark information is automatic and
free. Players hear landmark information
the first time without asking. If they ask,
they can be reminded of it freely. Learning
landmark information doesn’t take up any
fictional time and doesn’t pose any risks.

In a hexcrawl, the keyed encounter is a
landmark, but so is the type of terrain. In
a dungeon, the main content of the room
is free information, but also the shape of
the room and its dimensions. Players don’t
have to ask to be told these things. Being

told these things creates a context where
players can ask meaningful questions. It

starts the new turn, sets the stage where
the next act will take place. If your game
includes read-aloud text, that’s landmark

information.
An ordinary exit door is an example of a

landmark. The judge tells the players the
door is there during the initial description

of the room. Later, if a player asks, the
judge can describe the door in detail again ;
as though the character is glancing across ;

the room or recalling it from memory.

harme

idlen,

Hidden information isn’t automatic,
players have to ask to learn it. It isn't
free, there’s some fictional cost to be
paid to learn it. However, unlike secret
information there’s no chance of failure.
If a player asks the question and pays
the cost they will learn the hidden

information. o
Landmark information is free because the

characters can learn it from a distance by
looking at the surface of a thing. Hidden
information is more expensive because
it’s more intimate. To learn it, a PC must be
close enough to touch the thing, interact
with it directly. Landmark information is
received passively. Hidden information is

obtained actively.
There are two costs to learn hidden

information. The first cost is time. A turn
passes, a clock moves one tick, wandering

i monsters are checked for, the encounter

diceisrolled.

The second cost is risk. What’s hidden
might not be beneficial. It might be a
hazard, an ambush, a trap. Discovering
what’s hidden doesn’t always mean being
d, but it does always mean making yourself

vulnerable to harm. There’s no way to learn
what’s hidden without taking risks..
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/1 think the existence of a secret should be

The contents of every treasure chest,
every cabinet, every closet and every safe
is hidden information. Everything under
or behind or inside is hidden. Seeking out
hidden information is one of the goals of :
this game. Our characters don’t simply :
glance at the most obvious features of :
each room before moving on to the next. |

They explore. o
A door concealed behind a curtain is :

an example of something hidden. The
curtains themselves are a landmark, but
the judge only announces their presence
and not what’s behind. To find the door,
a player must ask what's behind the
curtains, must spend the time and place
their character at risk to push them aside.

| hidden information. 1 think players should
! be able to prove there is a secret by asking a
© question and taking a risk. Actually learning
! the secret should require rolling the dice, but
. discovering that there is a secret there to be
¢ learned should not be a secret unto itself.

| One thing that’s useful about this hierarchy

is that it helps me think about how players
should learn information. You discover
hidden information by examining landmarks.
You learn secrets by examining hidden
information.

There is one comfort for players whose judges
make the existence of a secret also a secret.
A player can always suspect the existence
of secret information, even if their character
can’t prove it. This is what some judges mean
when they talk about «player skill».

€..One thing that’s useful about this
hierarchy is that it helps me think

about how players should learn information.

You

discover hidden information by eramiping
landmarks. You learn secrets by eyamining

hidden infor

Secret information has no guarantees:
at all. Players have to ask for secret :
information, and there’s a chance the :
judge will continue to withhold it anyway.
To learn secret information, players must :
roll the dice and win. That extra risk, not !
just of injury but of failure, makes secret :
information more costly than hidden.

Judges disagree about whether players
can even learn the existence of secret
information. Some think proving the
existence of a secret and revealing the
information should be accomplished
as a single step - if you can’t reveal the
information, then you can’t know if there
even is a secret there to be revealed.
Others think proving there’s a secret
and learning what the secret is are two
Separate steps, requiring two different
skills.

A

mation..»

An example of a secret is a bookshelf that
rotates to reveal a doorway when a particular
combination of books are tilted at specific
angles. The bookshelf is a landmark. The
existence of the device is hidden, but any
character who inspects it closely will notice
there’s no gap between the bookshelf and the
wall, that the floor is scratched and scuffed in a

half-circle in front of it. How to open the door,
: however, is a secret. It’s not enough to spend
i time trying to activate it. There’s a chance the
. characters will try but still fail.

. There are two benefits to thinking about
- information this way. Thinking about
i the
‘and hidden information helps write
: better descriptions. Thinking about the
: difference between hidden information

difference  between

landmarks

: and secrets helps decide how to resolve
; player actions.

The difference between landmark
and hidden information isn't just the
difference between what you say when




players first enter a room and what they '

have to ask you to find out. It’s also the
difference between information that’s
free and information that comes at a cost.

You don't have to give a detailed
description of everything the characters
can see when they first enter a room. In
fact, you probably shouldn’t. It’s better
if your initial description is short and
evocative, if it sets the mood and lists the
items available to investigate, and then
gets out of the way. That doesn’t mean
all the other information is hidden. For
many items on that list, your additional
description should be free and as detailed
as your players would like. But some
things might be hidden, and you should
know which information is free and which
takes time and risk to learn.

There are times when information shouldn’t
be free. When it’s shadowy and dark, perhaps
all that characters see are the shape and size
of objects. Perhaps then more information
should be hidden and risky. Think of those
moments in children’s books when you realize
the «intruder» is just a hat atop a coat-rack, or
the «monster» is just a pile of clothes in a chair.
Those moments hardly ever happen in games,
but they might add a certain feeling of wonder

in the dark. Having some information require

extra effort makes that information stand out.
KIS \{er difficulty highlights it, makes it dear.
(0)

discovery.

The difference between hidden and secret
information is that hidden information

only requires getting close and spending

extra. Ideally, it requires applying a skill
that can’t - or can’t easily - be modelled
by player description. In my example of
a secret door earlier, if it only took one
tilted book to rotate the bookshelf instead

of a combination the door would only be

. hidden, not secret. All that takes is time,
. and there’s no chance of failure. But to
| guess a combination takes too much time,
i and there’s plenty of opportunity to guess
- wrong, Soroll the dice instead.
If all a search requires is time, and the
: characters have enough time, then what
they’re searching for is simply hidden,

and they can find it without needing to
roll the dice. Checking all the burial niches
in a funerary crypt, digging up a grave,
breaking down a bricked-over doorway -
these all take time, and sometimes make
noise, but they require no special skill,
pose norisk of making a mistake.

Some information becomes secret because
there’s not enough time to look for it. A
methodical all-day search might be certain
to uncover your prize - but to find it in a
single exploration turn requires luck or
insight or skill. It requires rolling the dice.
For there to be not enough time, there has
to be some kind of time pressure, some
reason the characters can’t spend all day.
Remember, for the players, the search
takes the same amount of real world time

der & whether the characters spend 10 minutes
and mystery to the experience of exploring : .

i There can also be not enough time
i because of the skill required to make

L | the search. Not all problems have easy
verything that ismt a landmark :

should be a secret. Some things can:
simply be hidden. Having to explicitlyf
ask to look closer is already a barrier to%

or 10 hours of game time.

solutions. Trying to solve them by trial-
and-error might require, not hours, but
years, centuries. Knowing how to solve
a problem like that quickly is a skill. It's
special knowledge that not everyone
possesses. And even if a character has the
right skill, there’s still a chance that they’ll

fail. So roll the dice. Roll the dice, because

time on the task. Secret information © the alternative is to make the players try to

requires something more, something : act out their characters’ searches. Roll the
© dice, because while the characters might
have all day, the players don’t, and their
| time, your time, is worth more than trying
 to imagine and explain the correct search

. procedure.
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Cxvonsiing for

This article presents some alternative carousing rules in
the vein of Jeff Rients’ famed “Party like it's 999” rules for characters who prefer
libraries and laboratories to taverns and gambling dens.

Here are the rules:
When in their home base, an arcane spell caster may choose to spend
a night burning the midnight oil — poring over their collection of for-
bidden tomes, trym%(out that experimental magic circle they invented
a while back, tinkering with alchemical admixtures, and so on.
The character may spend as many gold pieces as they like; they gain
an equal number of experience points.
There is also a chance that something unexpected occurs.
The default chance is 50%, but the DM may adjust this as desired or as
circumstances suggest. If the chance comes up, the DM should roll 1d30
and consult the JR¥NEIeY ABenicaredh Aeasnlits talble. —
The player should not be dlrectly informed of the results — they should only
discover what’s happened through play.

Basic / Advanced spell learning: A number of table results indicate that the
character learns the formula for a new spell. If using Advanced-style spell
learning rules, this spell may be added to the character’s spell book imme-
diately (subject to the normal chance for learning a new spell).

If using Basic-style spell learning rules, the character may choose to add
this spell to their spell book next time they gain an expenence level and are
able to learn a new spell of this level.







Magical Research Results - d30

1 You discover the formula for a new spell of the highest level you can cast. To finish the research
you must sacrifice just one thing (1d4): 1. a human, 2. a finger, 3. an eye, 4. a magic item.

A magical being starts following you around (1d6): 1. an imp, 2. a faerie, 3. a tiny elemental, 4.
something invisible, 5. an automaton, 6. a shadow. You have no idea what it wants.
3 Disaster! You manage to spill acid / wine / herbal brew on one of your spell books. A randomly
chosen spell is rendered unreadable. (It may be pieced back together at a cost of 500gp and 1

week per level of the spell.)

is actually defective and when cast manifests a completely different result (random each time).
5 All spells you cast in the next session have a 10% chance of backfiring.
You gain the ability to see magical energies for the duration of the next session.

7 You accidentally cast a randomly chosen spell you know on yourself.

You come across some pages in a musty tome which describe (1d6): 1. the location of a magical
treasure, 2. the location of a magical portal, 3. the secret command words for a magic item,
4. the formula for a bizarre and rare spell, 5. a method of gaining power over a certain type of
supernatural being, 6. a journey to another world.

9 A magical experiment backfires and you lose part of your sensory abilities for the next session
(1d6): 1. sight, 2. hearing, 3. taste and smell, 4. pain, 5. touch, 6. temperature.

You gain a strange magical empathy for the next session (1d6): 1. detect undead, 2. detect
lies, 3. know direction, 4. read emotions, 5. detect danger, 6. overwhelming sensitivity to negative
emotions.

11 You make contact with (1d6): 1. a skilled alchemist, 2. a sage, 3. a secret magical organisation,
4. someone who wants to be your apprentice, 5. a thief who claims to know the location of a
valuable magical tome or item, 6. a spy within a magical guild or society.

Your dreams are particularly vivid (1d6): 1. you begin to question whether they are more real
than your waking life, 2. you are haunted by a figment which emerges from your dreams, 3. you
experience a prophetic dream, 4. your dreams are projected to others around you, 5. you dream
that you die, 6. you dream of a great treasure.

13 While experimenting with summoning magic you accidentally call forth (1d6): 1. adevil, 2. a
demon, 3. a hag, 4. a xorn, 5. an elemental, 6. a shadow.

An astrological alignment allows you to (1d6): 1. create a temporary magic weapon (+1, lasts
one session), 2. create a permanent minor magical household item, 3. scry on someone powerful,
4. increase your INT, WIS or CHA by 1d4 for the next session, 5. memorize one extra spell of
the highest level you can cast next session, 6. memorize a random spell of one level above the
maximum level you can cast.

- 15 You enter into a dialogue with an extra-dimensional entity of unknown origin (1d6): 1. make
WIS check or lose 1 WIS, 2. you learn a secret, 3. you learn a secret which turns out to be a lie,
you are haunted by the whisperings of the entity (save vs spells at the end of every session
end), 5. you become obsessed with contacting the entity again, 6. your sanity is somewhat
hinged (save vs spells or gain a random mental disorder).

|6 Your research is being spied on! (1d4) 1. you catch the spy, 2. you notice the spy, who flees, 3.
ou have a sinister feeling of being watched, 4. you are told that someone suspicious was lurking.

17 Yo ome unusually attractive to (1d6): 1. metal (-2 penalty to AC against most weapons),

irds, 4. spirits, 5. members of the opposite sex, 6. bad weather.




18 For the next 2d6 days, people (1d6): 1. start to ignore you, 2. whisper about you, 3. are

always staring at you, 4. want to be your friend, 5. avoid you, 6. are overcome with melancholy
in your presence.

Unbeknownst to you, a magical curse is accidentally imbued on one of your possessions (ran-
domly chosen) (1d6): 1. the item attracts missile attacks (-1 penalty to AC), 2. the item cannot
leave your person, 3. the item becomes invisible, 4. the item attracts thieves, 5. the item hides
itself, especially when you need it, 6. the item keeps appearing in your companions’ backpacks.

20 You develop a single dose of a potion. The only trouble is you have no idea what it does! (Its

effect is determined randomly.)

Your research has stepped unknowingly on someone else’s toes. You receive a warning or
veiled threat from (1d6): 1. a rival magic-user, 2. a noble, 3. a priest, 4. a sinister cabal, 5. a trade
guild, 6. a supernatural being (fey, demon, devil, dragon, etc.).

22 A magical experiment affects your appearance for 1d4 sessions (1d6): 1. your eyes turn

black, 2. your skin changes colour, 3. your hair turns white or silver, 4. your hair floats, 5. you
become semi-transparent, 6. your shadow disappears.

An intruder enters your home / laboratory (1d6): 1. everything is disturbed — someone was
looking for something (nothing stolen), 2. a valuable item is stolen, 3. a page from one of your
spell books is gone (lose a random spell), 4. a cryptic note is left behind, 5. nothing is missing,
but you notice a subtle rearrangement of items which alerts your suspicion, 6. a map or sigil is
drawn somewhere conspicuous.
24 You manage to memorize a randomly selected spell of the level above your normal maxi-
mum. Unfortunately you can’t remember how you did it.

A magical entity grants you protection, apparently without expectations. Next session you
(1d6): 1. gain 1d8 hit points, 2. gain a +1d6 AC bonus, 3. gain a +2 bonus to saving throws, 4.
automatically make one save, 5. automatically avoid one successful attack, 6. avoid detection

once.

26 During the next session, every spell you cast has a 25% chance of remaining in your memory,
able to be cast again.

While you are memorizing spells, something weird happens. A randomly chosen spell is
altered (1d4): 1. the spell takes on a strange sentience and can cast itself when it sees fit, 2. the
spell doubles in potency (duration, damage, range, etc. as appropriate), 3. the spell is entangled
with another — casting either will trigger both, 4. the spell is stuck — make an INT check when
casting or it remains in your mind, uncast.

28 You gain the ability, for the next 1d4 sessions, to sense the magical patterns in other ma-

gic-users’ minds — you can tell what spells they have memorized.
A dimensional morphic effect envelops you (1d8): 1. your appearance changes permanently,
2. you become 1d10 years older or younger, 3. two of your ability scores are swapped perma-
nently, 4. viewed from the right angle you take on a disturbing aspect, 5. you can go ethereal for
the next session, 6. you are temporarily polymorphed into a randomly chosen creature (lasts

one session), 7. you change sex for 1d100 days, 8. you become slightly larger or smaller.

30 You are struck with a greed for magic. During the next session (1d4): 1. you can detect magic
items within 30, 2. you cannot bear to see others using magic items and will try to take them for

yourself, 3. you try to steal spells off any magic-user you come across, 4. you suspect everyone
around you of trying to steal your magical items or your spell book.
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by Stefan Mijucic

Mandaloos
magic
long

The great enchanter
Mandaloo travels from far
away lands, bringing many
peculiar items with him.
Some are for sale and some are
obtained upon successful quest
completion. His collection of goods
is astonishingly diverse, ranging
from fire serum (aliquid that :
ignites anything it touches) to witty
roses, the never-dying flower that
changes its scent depending on 1t_s
owner. Among the most peculiar is
an item known as Mandaloo’s Magic
Longstix. 3

When found, the Magic Longstix
is1d4 feet long. Though it is_shaped
like a typical wooden stick, it is
weightless sinceitis fashlongd
from a unique magical material.
The Magic Longstix deals 1q4
damage in melee and each tlmg a
humanoid creatureis slain.by it,
the artifact grows 1d4 feet.m
length. It glows brightly with a
color of its owner’s choice and
as such can be seen fromlong
distances. It can only harrp flesh,
and passes through any kind of
walls and materials without tea-
ring and damaging them. Howe-
ver the artifact itself is hungry
for death: for each day that !
passes without the Lo;llgs'c]ix kﬁl—
ling any humanoid it shrinks by
1di feet, After shri
tolessthan1feet,it
disappears forever.

The origin of the Magic ;
Longstix is unknown, and it
may have some side-effects.

: 4
bt | b

Roll 2d6:

2-3: Afterserving a
half-century sentence
in the Philosopher’s Jail,

Mandaloo found the
Magdic Longstix among
the possessions he was
given back uponrelease.
Starved forsolonginasta-

[ Ml sisbox,the Magic Longstix

U < 4 needs tokill two humanoids a

J dayin order to sustain its size.

4-5: After slaying a couple

of zombies, Mandaloo found a
glowing item behind one of the
gravestones, which turned out to
be Magic Longstix. The wielder can sense un-
dead creatures within 30 feet. When the Madic
Longstix senses an undead creature, it shivers
and shakes in fear.

6-7: Mandaloo found the artifact stuck in the
rotting body of a druid who had been killed in her
grove. The Magic Longstix grows an additional 2
feet eachtimeitslaysa humanoid, but does 1d3
damagde instead of 1d4.

8-9: After spending the night fishing for arti-
facts on the coast of the Enchanted Sea, Manda-
loo woke up late in the morning to find the Magic
Longstix washed on the beach. It is said that an
infamous pirate lost the weapon and wants it back
before it disappears.

10-11: After agreat battlein thelava desert,
Mandaloo stumbled upon a dead body holding
theMagic Longstix. This cost Mandaloo his hand.
Because of this, the bearer of the Magic Longstix
takes 1d4 - 1 burning damage each day no humanoid

is slain, but adds an additional 1d4 to the weapon’s
damage.

12: After an epic adventuresin the sky-mines
of Kalucia, one of the sky-miners gave Mandaloo
the Magic Longstix as a display of gratitude. Its

owner can levitate at will up to a height equal to the
weapon’s current length.



by James Holloway

ding the discover
the inierwar pu
tombs were a Fu
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youg game tombs. |
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. 1. Secondary burials
A lot of prehistoric burial mounds have later
burials around or even in them. People seem
to have understood these sites as places of
power or holiness. Thé ancient tomb of a
|“ long-lost. C|V|I|sat|on could have much later
@ graves around it or inserted into it. In some
~ cases, being buried in such a place could be
“anhonour, but other cultures saw these as
“sinister, liminal spots suitable for the burial
. ofiexecuted criminals or other undesirables.
'+ The malefic influence of whatever is
' buried in the tomb is awakening the
_secondary burials as undead.
.+ The burials are a cover for offerings to the
thing buried in the tomb - or have inad-
vertently functioned in this way.

A lot of.duageons were originafly tom

c:oumerparts bt there's stilia ‘0: .

Mansions of the Dead: historical inspiration for fantasy...

James was kmd enough to give us a polyhedral friendly number of examples. | had to number them in case
you want to add some randomness to your tomb building. -Eric

* Generations of grave digging have weake-
ned the tomb’s upper structures, creating
additional entrances.

2. Exotic imports

The tomb of the dwarven king should be
full of dwarven artefacts, sure, but not
only. Whether acquired by trade or given
as diplomatic gifts, foreign items could be
signs of high status. The Sutton Hoo burial
from eastern England contains artefacts
from Frankia and the Mediterranean;
Tutankhamun’s meteoric iron dagger was
probably an import. Want to put a space elf
dimensional blade in the tomb of a gnomish
high priest? Go for it.
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3. Tomb police
Cultures that bury treasure
with their dead have to deal with
treasure-hunters. Egypt in the 16th
century BC had a police force dedicated
to protecting necropolises (and other
royal property, too, but that’s boring).
They were originally a nomadic tribe who
provided these services as part of their deal
with Egypt, but as they grew in power and
prestige more and more Egyptians served
as officers and leaders.
» As crooked as the robbers they hunt, the
tomb police enrich themselves with the
spoils of the tombs and blame it on thieves.
* The last paladins of a dwindling order live
as hermits among the tombs with only the
dead and their ancient blades for company.
» Commoners sacrificed during the funeral
serve their lord in death as tomb police -
with official approval.

4. Tomb robbers

If you bury your dead with gold, silver, or
magic weapons, you can’t be surprised
when you get tomb robbers. In some places,
tomb robbers may simply be locals reclai-
ming the rich gifts that etiquette demands
they leave with their dead but which they
can’treally afford to part with. In more
“civilised” societies, tomb robbers can form
organised gangs. Such organisations might
not be thrilled with the idea of a party of
newcomers deciding to jump their claim.

* Tomb robbing is a religious duty, enjoined
on those devotees of the thief god who

. have mastered stealing from the living.
- «Tomb robbing in this necropolis is a new
- ‘phenomenon. Although the locals hold the

‘.tombs in superstitious awe, natural disaster

or economic stress has forced them to this
extremity.

~«Though they may be thieves and cut-

throats, the tomb robbers are not a bad lot;

" they are very worried about a party of their
. comrades who have not returned from its

My

=
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 expedition.

5. The inexplicable

| spent years studying a group of

burials from early medieval England

(and Scotland, France and Denmark)

in which bodies were laid on a layer of
charcoal. Do | have some ideas about what
it all meant? Absolutely. Could I prove any
of them conclusively? Probably not. Adding
a seemingly incongruous or meaningless
element is a great way to remind players
that they're dealing with the product of a
culture very removed from their own, one
that they can never fully understand.

» Most of the sarcophagi contain actual
skeletons, but every now and again one
contains an artificial stone skeleton, each
individual bone carefully carved and poli-
shed.

» At the centre of the complexis what was
once evidently a residential space, with
luxurious quarters surrounding a courtyard
garden. Who lived here among the dead,
and what happened to them in the end?

» Beautiful effigies adorn the lids of the
caskets. On one, though, the effigy is in
the form of a demon with glaring eyes

and wicked tusks. There does not seem to
be anything unusual about the skeleton
within.

0. Partial burial

In cultures that practice excarnation (the
removal of flesh by decomposition, sca-
venging or human action), bodies are often
reburied as bundles of bones rather than
articulated skeletons. In the middle ages it
wasn’t uncommon for the wealthy to have
their hearts or intestines buried in separate
churches from the rest of their bodies.

» Reanimation goes disastrously wrong;
undead hearts and guts flop and slither
across the floor.

* A curse cannot be broken unless a heart
buried in one tomb is reunited with the
body in another.

» Avow to undertake a pilgrimage in life can
be satisfied in death by taking their heart
to the pilgrimage destination, thus averting
the gods’ anger.



by Cacklecharm Art: Gustave Doré
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[2’Sorcerer- Corpse

Hazards
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You've killed the sorcerer. The evil witch lies dead at your feet. Now you’re
going to loot the corpse, except something still manages to kill you. It could
be a trap or a final posthumous curse laid by the wizard in spite, or it could .
just be a natural result of the sorcerer’s vile meddling with their own body.
Roll on the table for what hazard awaits within the wizard’s body,
which usually only activates if they are looted or if one attempts
to burn them (cremating wizards is common practice so
they can’t come back from the dead). Apprentice ;
wizards only have a 1~in-6 chance of having a
booby-trapped body, regular wizards always
have one, archmages and sorcerer lords
may have two or more.
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[1* The sorcerer’s mouth suddenly
spews a cloud of black-green smoke.
The smoke deals 2d6 damage per
round you breathe it in, with no
save if you were the one to touch
the corpse. Every 1 on the dice
deals 1 damage and also permanently
reduces your maximum hit points by
1. The smoke clears in one round if
outside and one exploration turn in
an enclosed space.

The mouth and throat of the
sorcerer is stained bright green all
the way down to the lungs. Both
lungs are bloated and leathery, with
extra gas sacs growing like pustules
on the sides. This sorcerer was pro-
bably trying to acclimate themselves
to an arcane atmosphere.

(2" A tinny screeching is coming
from the sorcerer’s ears. Years worth
of conversations come billowing
out on top of each other, building
the volume to a crescendo. Every
round, roll a wandering encounter
check. Those with sensitive ears,
like elves, must cover their ears with
their hands and can’t do anything
else. Every round, magic items in
the party’s possession have a 1-in-6
chance to fire off as a magic word
or phrase is replayed.

The noise ends after one explo-
ration turn for a normally aged (old)
wizard, but may last for an hour or

more for a truly ancient spellcaster.
A character can muffle the noise by
stuffing the earholes shut or cove-
ring the dead corpse’s head with
pillows and blankets.

[3" One of the sorcerer’s hands shoots
up and tries to grab and claw at the
looter. It’s not a zombie, the limb if
just trashing wildly. If it manages to
scratch the target (attack roll at +2),
the hand becomes inanimate again.
The character’s hand however will try
to scratch arcane symbols into nearby
objects when they sleep. When they
are awake the hand compulsively
touches, opens, and clutches spell
books or arcane artifacts (saving
throw to resist). The hand is trying to
spread knowledge of magic through
esoteric diagrams you don’t want to
understand.

If the sorcerer’s hand is cut off
while it is flailing, it turns into a
1 HD monster: a mass of extradi-
mensional tentacles puppeteering
the wizard’s hand. If the sorcerer’s
hand is severed after it has already
scratched somebody, the tentacles
are dead and they slide out like a
snail boiled in its shell.

[4" The sorcerer’s body lies still,
until the moment something burning
or red hot touches it. It poofs into
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white powder which ignites and
explodes after one round as a 4d6
damage fireball. Those who have
survived this booby trap attest to the
fact that the wizard’s body smells
like bread, as the white powder is in
fact very fine flour.

It is possible to grind the wizard
into flour and bake it into bread.
Eating this bread makes any nor-
mal human sick, but gives wizards
an easy feeling of nostalgia and
comfort. One can make 30 wizard
rations from a bread-wizard corpse.

[5" The wizard’s wide-open eyes
retain a shimmering quality after
death, as though staring right at
their murderers. Touch one of the
eyeballs, cover the face with a cloth,
or try to close the eyelids, and the
eyeballs explode and squirt me-
tal-burning acid causing 4d4 acid
damage on a failed save. The acid
burns through anything except stone
and has a 1-in-6 chance to ruin
armor .

Acid in the eyes is a very com-
mon enhancement sorcerers make
to themselves. Injection of the acid
causes early blindness, cataracts,
and hallucinations, as well as the
“sunken in” look that the eyes of
many magic users share. The acid
has the beneficial property of “mel-
ting” any malignant text or trapped

runes: the image is burned away
within the wizard’s eye before it
reaches their brain. This is required
surgery for any sorcerer who wi-
shes to read books by paranoid and

possessive magicians.

[6" As you examine the corpse, you
see several lumps under the skin
around the wizard’s body, hinting
at internal tumors. The lungs start
to change color, shift, and smell
quite strangely as they mutate post-
mortem. The tumors are changing
into metals, which the sorcerer was
harvesting every night before bed.
After one turn, the sorcerer’s
body doubles in weight as some of
the lumps turn to iron and lead.
After two turns, humidity causes
a burning, stinging cloud to form
from the sorcerer’s body, as the
lithium in their body reacts and ex-
plodes violently. After three turns,
one can fish through the wizard’s
corpse to find 1d3 gold nuggets
worth 300 GP each.

[7" As the final blow hits the sor-
cerer, their body releases a cloud
of spores. These spores only infect
dead things; any meat carried or
corpses nearby are infected. The
sorcerer’s corpse and all affected
flesh sprouts mushroom heads —
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they grow from tiny buds to four
inch long fruiting bodies in a matter
of minutes. After one turn these
spore heads release spores, once
again infecting all nearby dead
things and continuing the chain of
infection.

After one hour any flesh hosting
the mushroom spores turns into
putrid slime, pooling together and
flowing like water. This attracts all
manner of filthy creatures. Slimes
generate from the pool of liquid:
1d6 HD worth of slimes per hu-
man sized corpse (or one slime for
a small amount of meat). If this
mushrooming phenomena happe-
ned on the site of a great battle or
within a large coven of sorcerers,
the surrounding countryside would
be enveloped by slimes. Sorcerers
tend to know the arcane words that
can control these mindless creatures,
hence infecting oneself with these
mushroom spores is a useful method
to take back territory even after

they die.

[8" The corpse has holes along the
arms: small nooks which are tiny
nestboxes for even tinier Sparrows.
The bright-blue birds chirp and fly
away the moment they are unco~
vered (by stripping the body or
rolling up their sleeves looking for
tattoomantic spells). For the next

three days the weather in the sur-
rounding area becomes stormy and
unpredictable, local wildlife acts
strangely, and cats wander far away
from the farms they are supposed
to be ratting. It’s as if nature itself
is trying to kill these birds as fast
as possible to ensure they do not
establish a foothold or create nests
outside of the sorcerer’s body.
These birds have flammable
feathers. If they are incinerated alive
under the darkness of a new moon,
they produce ashes containing ma-
gical energy useful for several arcane
practices. The sorcerer’s coven (or
the sorcerer themselves if their
death was planned) will want to be
the one to capture the birds.

[9" The moment the sorcerer dies,
all light sources grow dimmer.
Light spells and lanterns become
like torches, torches become can-
dles, candles glow like fireflies.
The ability to reduce light is
commonly associated with attempts
to preserve the physical body
after death — light speeds up the
decomposition by attracting flies
and insects. Lesser magicians have
this adaptation to serve as better
undead servants, while powerful
sorcerers retain it so they may raise
themselves from the dead in a
better looking state.
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[10" The weapon used to kill the
magician is now magnetically at-
tracted to it. Only someone with a
Strength of 18 or higher can pull it
out of the body. Every round the
blade is kept away from the body,
the magnetic force gets stronger and
stronger, eventually becoming strong
enough to pull the sword out of its
scabbard or even bend the blade if
it is held strongly enough. If the
weapon is in contact with the corpse
for at least one exploration turn, the
magnetic effect wears off.

The purpose of this enchant-
ment is to catch returning arrows
or boomerang-style weapons so the
user can be disarmed or the weapon
identified. Mostly given to sorcerers
who work as low ranking guards for
higher powered ones, this enchant-
ment is hard to remove so most of
those who ascend through the ranks
end up keeping it.

(1" After the sorcerer dies, the party
feels a faint rumbling in the ground.
After 1d3 rounds, they explode with
iron swords, daggers, arrows, and
magic weapons. Anyone nearby
takes three attacks from three
random weapons. The to-hit
roll is made like a fighter of
the deceased sorcerer’s level.
Naturally, many wizards are
packrats that steal whatever magical

-

gear they can, even if they can’t
make good use of it with their weak
arms. After death the spells keeping
these weapons in an extradimensio-
nal cache cease to function, and the
tools of destruction return to the
mortal plane with explosive results.

[12" The body disintegrates. Anyone
touching it at the moment of death
(such as with a melee attack), must
save or take 3d6 damage from the
disintegration field.

Some sorcerers don’t want to be

brought back.




by EricNieudan - Art: Letty Wilson

r Will You Seek
Erynies Mirror?

he comes often, swooping down on ashen wings, at
any time of the day or mght She drinks. Sometimes she dives and
disappears in the Mirror’s depths for days on end. When observed,
she minds the bearing of her head while stalking on the mossy rocks.
Lonesome Erynie resents company but enjoys an audience.

- d10 reasons to seek Erynie’s Mirror -
1. Arope braided from Erynie’s hair will raise someone from the dead when fastened
around their neck. But if it is removed or if Erynie dies, the magic fades in a day.

2. Erynie is looking for heroes to steal the d= vil's mask (see p. 146) and find its rightful
bearer. - 3. The Mirror is said to foretell the greatest achievement of one who shows
themselves naked toiit. - 4. Erynie is a weaver of strange, powerful spells. She will
teach each one to a worthy student. - 5. The Mirror’s waters prolong life and cure
diseases. They lose their powers if carried in a container for but an instant.

6. Erynie knows the past and future, although she doesn’t know which is which.
7.The Mirror is a doorway into Einyré, an underwater realm of wicked pleasures and
untold riches. - 8. Erynie is the last of her divine bloodline. A drop of her blood could
solve many an arcane mystery. - 9. Erynie ignores the veils between worlds. For a
price, she will fly you where you need to go. -10. The Queen Mother of Harpiesis a
stubborn old hag, but she listens to Erynie’s counsel.

- d8 places to find the Mirror -

1. At the bottom of a tomb under a lake inside a cave.- 2. In a field, guarded by a
hundred onyx knights. - 3. Deep in the Watching Woods. - 4. In a garden within the
walls of the Dread Necropolis. - 5. On an island that was once a living city. - 6. At
the End of the Worlds. - 7. In your dreams, after you smoke Deathmist Lotus.
8.In a secret valley, far inside Icefire Tribe territory.

- d6 things Erynie wants -

1. Her wayward cubs. They are easy to recognise but scattered among lion prides and
vulture nests. One is the Golden Tyrant’s pet. - 2. All of her sisters’ eyes, fashioned
into an electrum necklace. - 3. The formula to Zaratazarat’s endless conjurations
(which the bumbling mage doesn’t understand himself). - 4. The dungeon’s master’s
(see p. 146) promise to find her a suitable mate. -5. A statuette of great power, holding
the secret of universal creation. - 6. A meeting with Irai the Divine Sculptor, who alone
could immortalise Erynie’s beauty.

- d4 powers Erynie commands -
1. Control all tears within her sight (even the ones you haven’t shed yet). - 2. Reverse the
passage of seasons for 1d12 months. - 3. Grow metallic flowers from steel weapons and
armour. - 4. Curse you with the murdering hatred of all cats everywhere.
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‘CLOSE TO DEATH... om OF SPELLS... OUT m:‘ PY-
TIONS: THREE LEVELS DOWM AMD 10 HOURS FROM
THE FROMT. THERE'S MO WAY OUT TOMIGHT. THIS
PLACE IS ALIVE WITH THE DEAD. GOING INTO THAT"
CRYPT WAS A BAD IDEA. SHOULD HAVE-KMOWMN..."
THOSE THAT REMAIN CAN REST HERE. SEEMS
SAFE ENOUGH.. THE DOOR BARS FROM THE IM-
~“SIDE. IT'S COLD AND-DAMP; A MIXTURE OF MUD,

BLOOD, AMD STOME. WE-TRY TO SLEEP IM THE DAR- ™ -
KEST OF DARKS, HAUNTED BY SQUMDS THAT WOULD.

FRIGHTEM EVEM, BHE GODS, BLIMNKING IN ANDOUT OF

NIGHTMARES, REGRETTING, OUR DECISION TO-DES: -~ .
CEND. WHEN MORHING COMES IT IS STILL MGHT: .~~~

. SLEEPING I DUMGEQMNS WOULD SUCK.

) LETS MA!\E EL SUCEx HN P‘ HP‘JTERES"‘ENG WA ’&Y" A Y




This is about quality of sleep. You need to
determine every character’s sleep save
value, which depends of the hit points they.
have remaining when falling asleep.

¢ less than 1/4 of maximum HP: sleep
save 15 .

+between 1/4 and 1/2 of maximum HP:
sleepsave 10 -

«more than 1/2 of maximum HP: sleep
save 5

Every player rolls a d20 against their

RESTLESS SLEEP &

i SLEE?_-WALKER: Whether you've ever sleepwalked

before or not doesn’t matter, you did last night. You
_ wake up the next morning 1d4+1 rooms away to the

(1d4) 1--North, 2--South, 3--East, 4--West. Good luck.

2. INFECTION: Some cut.or wound you received
earlier has become infected. You were”
tossing and turning and sweating allnight.

In the morning you feel like crap and suffer
disadvantage on all saving throws forthe next
4d6 hours.

3. BUG IN YOUR EAR: You awaken to the

" thunderous sound of an insect buzzinginside
your ear canal. Your loudly scream in-pain and
madness. Until the bug is removed, check for
wandering monsters every 1d4 rounds. You will
have to'get creative to solve this one...

4. SEDUCED BY A SUCCUBUS: During the night you
were visited by a succubus and will continue to
be haunted by her every night until you make -
two consecutive savings throws vs. paralysis (1
save per night). Failing a saye means you lose
1d4 hit points instead of récovering anything
overnight. If you manage to make the first two
saves in arow, the succubus is exorcised and
you gain 2 points of Charisma. There’s just...
something about you.

5. GREMLINS: You dreamt of weird little goblins
crawling all over you, giggling and snorting,
poking and prodding. Soon after waking up,
you realize your favorite weapon (or spell-
book) is gone. Unbeknownst to the PC, the
item is hidden in a secret alcove somewhere in
the dungeon. Thereis a 1-in-6 chance that it is
located in any room the character enters.
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sleep save value. If they succeed (rolling
the sleep save value or more) they rest
well and gain the normal healing benefits.
If they fail their save, they are haunted

by restlessness, or something strange
happens, but they still get their healing.

If they roll 1 or 2, something strange
happens and they DO NOT recover any hit
points. :

Roll 1d20 below for Restless Sleep &
Strange Events:

STRANGE EVENTS

< 6. THIEF: You wake to discover a prized item

: of yours is now in the possession of one of

: your companions who insists it is theirs. They
i must save vs. spells to willingly give it back,

i otherwise they protectitasifit’s their prized

i possession...
i were trying to'steal it fromthem. If you're a
¢ Thief the situation is reversed: whether you

. remember it or. not you're the one who took
§ the item. £ -

in fact, they dreamed that you

- i 7: VISIONS OF THE REAPER: During the night you
i wake up to the bone-chilling vision of the Grim
i Reaper standing over one of your companions
i (randomly chosen). That PC now has disadvantage
on their next 2d4 death saves (or they die if they
reach 1 HPif the game doesn’t use death saves)

: 8. YOUR FUTURE CORPSE: Your rotting corpse

§ visits you in'your dreams and warns you never

; toleave this room. You-are convinced this

was real (and maybe'it- was). In the morning,” . -
i youare shaking with fear and have to save vs.

i petrification to leave the room. If forced to

§ leave; you will resist and scream maniacally,

forcmg a check for Wanderlng monsters every. :

time.

9 ENDOF“‘HEROAD In the mornlng your

i companions awaken to discover your corpse

with an expression of indescribable terror

: locked on your face. (The referee should allow
": you to roll twice instead of just killing your

i ‘character off.)

:+10. REVELATIOM: You dream of the exact location
i of amarvellous treasure located somewhere

i in this dungeon. The referee must let you

i read the entire contents listed under that

room. And you thought you were leaving the

i dungeon... } :




il. FALSE REVELATIONM: Your dreams reveal
that your heart’s desire is in danger 2dé
rooms from here (a room you haven’t been in
yet.) Your friends may have other plans; but -
_that’s where you’re going... and nothing will
stop you. Unfortunately, the room already
contalns something elsg:..

i2. MBOMUE. You don’t remember doing it, but

you gatheredup all the party’s rations (including . :
the water) and smeared them all over the walls
in a nihilistic fit of utter frustration. They know
it was you because your clothes are full of bread
crumbs and sausage grease.

i3. PRETERMATURALLY TIRED: You will sleep

for 1d4+1°'more days after which you will rise -
completely cured of all wounds and ailments,
Until then, you sleep no matter what.

i4..MURDERER: I1f'you have henchmen or NPCs
with you, one the most experienced of them
is found dead in the morning from stab :
wounds. You killed him. You know this. You
vaguely remember the act and the cryptic - :
voices that commandad you. The room has.
become haunted and this will h:appen again
every night'the party sleeps here.'If there are
no henchmen.or NPCs, another PC (randomly
determined) wakes up to you hordlnga dagger
to their throat. You have to save vs. spélls to ;
resist the urge tokill. If you fall roll initiative.:

i5. CARELESS MISTAKE: You get up and unlock
the door or tear down whatever barricades
the party set up. Roll for Wanderlng mons.ters.‘
If something shows up, it gets the benefit of :
-surprlse If there is no encounter the party
will surely ponder why the dooris wide open.

i6. TOMNGUES: Everyone is roused by the 2
sound of yourspeaking in"tongues. It lasts

1d3 exploration turns, Magic-users can

make a language roll (or save vs. spells with-
advantage) to-recognize the language. It turns.
out that you are revealing something.usefuls.
about the dungeon (réferee’s choice, but it *
should be actually helpful). However, everyone
is so unnerved by this experience that they all
have to save vs: paralysis or fail to recover any
hit'points from their night’s rest.

Have the players do the rolling, but as a referee you must keep the contents of thls list

t-water! Your companions doh'twake .
_upand: lfyou\get close enough to shake v
‘them you notice they're skeletonsI P

i7. IMSOMMIA: You didri't sleep a

wink. You're exhausted and have
disadvantage on all attack rolls for the
next 4dé hours if you're a spellcaster,

. your targets have advantage on their

saving throws. i
i8. RODENTS: You wake up to rodents

E nibbling on your fingers, toes, or ears.

¢ Youkill them eaS|Iy enough, but now

: i you have to save-s. poison (dlsea_se) If
: infected, you're beyond useless, unable
i to move, and need to save every day

Two fallures in a row equals death two

SUCCQSSQS means recovery

9. OUT OF BODY EXPERIENCE: Your soul
i Ieft_ your body and went on a little
. astral journey through the dungeon.
i Thereferee must hand you the
. complete‘map of the dungeon and let
i 'you view it for a number of seconds
_i-equalto 3d6 + your level. You're
§‘exh'austed and recover no hit points,

i but,you can makea sleep save' to
i know the'contents and secrets of

§ any room before yot enter it for the, ., =
“fentire'hext.day; beyond Wtu.ch this
knowledge fades. Theé referee.s gonna - *

i love you.!

20, DOUBLE NIGHTMARE: ' (The referee
rofls some dice as.if checking. for.
wanderlng monsters.) A huge splder
(8 HD JAC:as plate, 2d,6-b|te/ savevs.”
p0|son dl"dle) .stalks lnto theroom.

“i Playthe fight.out as normal. Thesp|der.“.
: kee'pstargetmgyou andjustasyou rall -~
i apoison save, you wake up! Everyone'.

is sIeepmg peaqefully and all iswell...
until the room beglns f|l||ng with black

.

" You'ré the first person to wake up
from thisg gr6up h1ghtmare You heal as;

{ many hit. points as there were people
sleepmg that: mght Everyon_e else gets
i nothing,

secret, because spoijlers. You probably don’t want to'overuse th|s idea. *

" . Maybe once per dungeon. "

- :Watches NSO

Players usually set watches at nlght For the purposes of th\s Watches don t matter

These events are mysterious and can happen in the blink of aneye. People on watchare

notorious for nodding off, if even for amoment, and they never: admlt‘it (-serlously')

«Itdldnthappenonmywatch"» e b A
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by Josh McCrowell - Art: Nobboc

Running out of Light in a Dungeon Crawl

“l have also literally never heard of a game session where the characters actually

ended up trapped in the dark, truly unable to see-anything for the rest of their delve...

I would rather end the session right there, send my friends home, and never run-a

game of D&D again rather than risk having that happen more than once.”
Anne, DIY & Dragons

s SO el UL LY

Waving a torch through the inky blackness  you do? It would be tedious to narrate an
of the subterranean cave is one of the experience without light ad nauseam.
quintessential dungeon crawling expe- If a party runs out of all light sourcesin a
riences. Moreover, resource management  dark dungeon—not a torch oralamp to

is one of the fun parts of OSR-type games.  their name—each player mustroll to see if
Whether ornot to presson orhead backto  they become lostin the dark. Play is resu-
the surface because you'relow on torches:  med on the surface, with surviving charac-
should be a meaningful, fun choice. ters allowed to continue adventuring.
However, if your players run out of torches - It’s pitch dark. Can you find your way back
and are left in the darkness, what would to the surface? Roll 1d12

1-5

Nouware eaten by agrus_

6

ouare lostin the underworld. The referes places youw on the Fandom encounter
table. Youmay re-enter plag it youw are encountered (foundl_

Moumake it back to the surface. but only after making solemn oaths to forsake
the adventuringlife. You retire and become an HPC_

»Youare captured. The referes chooses anappropriate monster in the area
based on their random encounter table. Escaping party members know gour
general location and the type of monster that took gou_

»Youare held for ransom by the rogal family of the cannibal troglodytes. |t takes
1888 gold times your character level to buy gour freedom_

10

» You scramble back to the sur-face all but naked. shivering. Youlose all of your
equipment. but are otherwisze unscathed_

1

»Youlimp back to the surface nursing a grigwvouws wound. Roll ongour Death and
Dizmemberment table (or let the referes decidel. You carry this new wound from
your lost time in the underworld_

12

»Youmake it back to the surface. mostly unscathed but Faving about the twelve
dif ferent flavors of darkness_

b
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https://diyanddragons.blogspot.com/2019/04/mechanics-for-resource-management-part.html

by Cacklecharm Art: Didier Balicevic

I don’t think that goblins should cast the same spell as people.
That’s dumb. What kind of goblin knows sleep or magic missile?
They don’t. They’re fucking goblins. If your PCs run into a shitty low-level
goblin spellcaster, roll 1d8 on this table to determine the spell they know.
No, goblins don’t know more than one spell. You may be

thinking of powerful wizards,
55 like kobolds or something.

blin

£ RAepulse YR ly the ends of
"1st level o % torches or wads
This spell is the of cloth goblins
opposite of charm use as projectiles
person. It works on occasion. Also,
much the same 8 goblin fire arrows.
way: the caster be- If youre grappling a

comes instantly offensive to the eyes,
ears, and noses of everyone around.
Their voice is shrill and annoying, their
face becomes ugly and their warts
highlighted, and their bodily odour

is amplified to noxious levels. Goblin
witches often wear masks or hoods

to hide their face before they cast
their spell, revealing its effects with a
dramatic flair.

Hirelings must make a morale check to
attack (in melee) or loot the warlock.

a Inflamed Alutus - 1stlevel
The goblin version of a weak offen-
sive spell. Uniquely, it can be used

in a grapple. There’s no incantation

or somatic components — the caster
sneezes and a large amount of burning
snot is forced out of their nose. It can
light flammable things on fire, usual-

shaman and they cast this, you must
save or drop them from the surprise of
getting snotted on and set on fire. The
snot on its own deals 1d2 damage.

'Qﬁluing Shabow - 1stlevel

This is a curse cast by goblins, and
one of the only reasons their magic

is feared. This spell creates a shadow
that flies towards the target’s face. If
the target succeeds on a save, their vi-
sion is darkened as though everything
around them is dark and shadowy, but
they can still see dimly. They geta -2
penalty to hit with melee attacks, and
-4 to hit with ranged attacks. If the tar-
get fails on their save, they are blinded
for 1d2 exploration turns.







G Waggotmail - 1stlevel
This defensive spell has a range of
about a stone’s throw. A swarm of
maggots appears either out of a nearby
pile of trash or from underr!eath the
target’s clothing and they blte' each
other into some form of interlinked,
squishy armour rings. _
T(llle talyget of this spell gains +4 to their
armor class until they have been hit
three times (maggots are all squished)
or they are hit with a torch or other
source of fire damage (the fire scares
away the maggots). It takes one rounq
for the armor to form when this spell is
cast, so the target may well die before
the maggots create their barrier. In
which case, the maggots just start
eating the corpse instead.

'-a-ltz Touch - 1stlevel
The most powerful offensive spell
known to the average warlock. The
goblin touches the target with a hand
as cold as ice (requiring a successful
melee attack). The victim takes 1d6+1
damage. Killing with this spell creates
corpses particularly suitable for raising
as undead. Ice touch was probably
stolen from a necromancer.

‘a Acid Piss - 1stlevel

This spell grants the shaman a full
bladder of acid to pee out. The “acid”
isn’t dangerous to living things and
can’t be used as an attack. It’s a slow-
acting thing more effective against the
inanimate. The goblin can use this spell
like a wizard’s mark, peeing a frowning
face on the floor of a dungeon room to
mark their territory. It can also be used
to escape from ropes or cages.
Obviously, this spell is a little more
useful for boy goblins than girl goblins.

a Count - 1stlevel

Goblins aren’t good with math. This
spell counts a large number of similarly
sized objects, or does basic arithmetic
on something they can see. The result
is returned inside the goblin’s mind.
For example, a goblin could cast this on
a camp of sleeping adventurers to see
how many there are, since they’re not
smart enough to count the boots and
divide by two (but it still won’t count
the rogue that sneaked up behind him
on his watch). Also commonly used by
goblins to see how much treasure is
going to be stolen from them by bigger,
meaner monsters.

Q Bravado - 1stlevel

Goblins are cowardly creatures. This
spell helps with that, and it is a staple in
any large-scale goblin attack. The sha-
man must use a drum to cast this spell,
whichis traditionally made of human
skin. As they bang the drum, they howl
a shrill war song, and the goblins are
inspired to put aside their cowardice
for amoment. All goblins who hear the
song gain +1 to their morale checks.
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I SEARCH THE
BOOKSHELL!

GOOD ADVENTURERS KMNOW THAT BODIES ARENM'T THE OMNLY SOURCE OF
LOOT. FURMITURE IS A GOOD ONE TOO. BOOKSHELVES ARE MO EXCEPTION.
ALL MAMMER OF BOOKS AND DOCUMENTS CAIM BE FOUND HIDDEN IMN ANY
PERSONAL LIBRARY. AND EVEN AMOUNG THE PAGES OF PENMNY DREADFULS
AMND SENSATIONAL MAGAZINMES, SECRETS AND VALUABLE INFORMATION CAN
BE OBTAINED.

D26 RANDOM BOOKS & MAGAZINES

i. CRIMINALS & PUNISHERS. Legal advice and combat tactics. While you possess
this, all your attacks with a hand weapon deal one extra point of damage.

2. THE TREASURE ISLAMD. Folded map with instructions to find a desert island and
the pirate treasure hidden there. Problem: the island has been inhabited for over a
century by now.

3. ANCIENT SORCERIES. Sorcery treaty. WIL save (or 1-in-6 chance modified by INT)
and you can learn one, and only one, 1st level spell from another game (or class). You
can use that spell once per day.

4. JEKYLL'S APOTHECARY FORMULAE. How to create a potion that permanently
adds 1 point to STR. A second dose kills you. One potion can be made in a week at
the cost of 5,000g.

5. FIGARO I[N BASTION. Social magazine containing information about the rich (i.e.
hook for adventures to loot mansions or abduct young heirs.)

Note: This table was made with Into the Odd in mind, but I have added some suggestions when necessary for classic D&D.
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6. THE MYSTERIES OF BASTIOIN. Sensational stories: roll on the general rumours
table of your campaign world, or come up with something dramatic.

7. SWINEY TOAD. The picaresque adventures of a cute pig/frog hybrid. Whatever
the situation, you can always attempt a fancy move or action inspired by Swiney’s
adventures (enhanced attack, two attacks in a single round, or even automatic
success in a risky action.)

8. VARMEY THE WEREBAT. An essay about vampires. When fighting vampires and
similar weirdos, roll the damage dice twice and use the best result.

9. THE BASTIOMN CONSTITUTIOMN. Never been read, full of spores. Suffer d6 STR
damage (or lose 3d6 hit points).

10. FORTUNME HUNTERS OF THE DEEP COUNTRY. Travelogue describing life in the
Deep Country.

ii. DYING SPEECHES AND BLOODY MURDERS. Stories of criminals and their last
words on the gallows. A dedicated reader can find clues to their hidden booties.

i2. BASTION MEDICAL JOURMAL. News on medical science. It contains a section of
ads you can order remedies and other elixirs from, as well as discount coupons.

13. THE MYSTERIES OF VERBEMA HOUSE. After reading it, the owner can pick locks
with the best result of two rolls. It also contains the address of a flagellation brothel
called «The Manp.

4. REVOLTING CRIME. Yellow press. In contains detailed instruction to make bombs
to throw at coppers and town hall windows. You can make d4 bombs in a single day,
granted you don’t do anything else that day. One bomb costs 15s.

i5. NEW ENGLAND CAMNAAIN. An Arcanum (or magic item). The owner can convert
Puritans (i.e. those she sees as Puritans) into crustaceans. Then crush them (or eat
them to heal d10 hp or d4 STR). The target can resist with a WIL save (or save vs.
magic.)

i6. MATERIA MEDICA. When you possess this book, and read it, your party heals
completely in only 4 days.

i7. HERMETICA. Time to read: 20 weeks minus half your WIL (or INT). One month
after you finish reading the book, you can create alchemy rings (see below). One ring
costs 5,000g in chemical compounds.

i8. MOMSIEUR DE PHOCAS. Doesn’t have any effect but it’s a goddamn good book.

19. ALWAYS RUMNMING. Read it and you'll increase DEX and WIL (or INT) by one point
permanently. Only works once.

20. THE ALCHEMIST. You canread this book in only d4 days. After it, your WIL (or
INT)is permanently decreased by 1.

* ALCHEMY RINMGS - You canuse aring to transmute something into something else, but not living
beings (if you try, it becomes arandom monster). Both the material and the result must be equivalent
inmass and density. You can transmute alarge stone into a knife, a tree into a table or adaggerinto a
pencil. When in doubt, ask your Referee. With their approval, you can use the ring in unusual ways, but
youmust make a WIL save (or save vs. magic); if you fail, the ringloses its power, becoming worthless.
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ver several years, in posts and
forum comments, Yours Truly
has ranted and raved about
the general decline in map-
ping quality in tabletop role-
playing games; later switchin
to first person shooters, and then bac
again to RPGs. Wading thrqugh disap-
pointing map after disappointing map,
1t is easSy to get the impression making a

ood dungeon map — the sort that leaps off
the page and encourages exploration, environ-
mental puzzle-solving, and creative tactics — is a bit
of alost art. Many dungeons are in fact not dungeons at all; rather,
they are illustrations depicting something like a dungeon map but of-
¢ fering none of the dungeoneering experience due to their limitations. It
becomes all the more important, then, to highlight the good stuff: maps
=7* with the right scope, complexity, and structure.

. The Anatomy of a
z2Dungeon Map &

Good structure! is especially tricky since many promising maps conceal a rather
banal layout under visual frills as well as twists and turns which do not, in fact, do
anything — they are visual noise masking linear corridors and the occasional, ves-
tigial side branch you can visit before returning to the main one-way rollercoaster
ride. Good structure is still more of an art than an exact science, but it is generally
agreed that some structural features are better suited to “map flow” than others by
encouraging meaningful decisions?, environmental inte- ... ... 1
« raction, and emergent gameplay:
* nonlinearity, aided by branching and looping
elements; ; ”
o three-dimensional environments with verticality, | K
interesting interconnections between dungeon levels,
and a variety of terrain (c.f. ‘jacquaysing”)3;
* relative openness, counterbalanced by occasional '
bottlenecks usually referred to as “pinch points” or #°
“choke points”, and maintaining significant barriers to 7
make navigation a challenge.
Not every dungeon has to have these features to be a
good dungeon (and keying is the second half of the
puzzle), but generally they help. Furthermore, the prin-
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ciples apply to tabletop games and FPS
games in different ways. Thus, Ultima Un-
derworld, classic Quake levels, or Thief’s
Down in the Bonehoard embody these
principles differently than Caverns of
Thracia, Tegel Manor, or Tomb of Abys-
thor.

is the selection of ways in: right
from the start, the explorers can choose
among four tomb entrances and two cave
mouths. One of the tombs is a dead-end:
a simple but pleasing trick. Others are
connected to the dungeon in ways that in-
tegrate cavern and tomb elements, with
signs of environmental degradation and
blockage to complicate navigation. The

. ) way the characters
The Winter Long Corridor > chogse to enter and
Tombs | > LVL2 exit through will
This article looks at I have a meaningful
good design through LL] | effect on how ex-
the example of The LVL2 = | peditions develop.
Winter Tombs, a free Complex| &5 ... Nevertheless, there
dungeon level by Octdgons % is no initial difficulty
Dyson Logos*. This selection, at least no
will also be released ] | Pools LAKE outwards sign that
as adungeon by Jim makes one or more
Pinto, but for now we ] ! entrances harder to
will restrict ourselves River discover or access.
to themap. Thisisa (As a counter-
particularly good test Cayerns [ Choke pt. example, consider
case since itis amap J _I_ the lower level back
that has a pleasing Catacombs Large  doortoIn Search
complexity without | Hall of the Unknown!)
obfuscating analysis Notably, there are
and its structural | not many outright
elements are easy to Cave Tombs Hall Cave Tombs exits. They are in
identify and discuss. the distant reaches
of the

I produced a line graph to showcase the
map’s structure. So, what lies beyond the
cross-hatching?

The Winter Tombs is a single-level dun-
geon map with a tomb/caverns theme. The
closest analogy is Judges Guild’s classic
Sunstone Caverns®, a semi-keyed dungeon
from their second campaign instalment.
Like Sunstone Caverns, this one is densely
(although a bit less densely) mapped to
provide a large playing area in one map.
The first element that leaps before the eyes

map near the octagons and in the upper
right corner. If this dungeon has lower le-
vels, it will take a lot of initial effort to reach
them — the overall permeability is quite low
until secure routes are identified and firmly
established!

Choke points

and tricky bridges

Of course, many elements which appear
complicated on a first look are essentially
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straight lines — a labyrinthine set of cata-
combs in the lower middle is a simple loop,
impressive halls are essentially fancy cor-
ridors (bottom right), and many of the twist-
ing cavern passages are simple “bridging”
connections. However, the map uses these
bridging pieces in a shrewd and diso-
rienting manner, via over- and underpasses,
slopes, and loops which reverse the direc-
tion of progression, diverting expeditions
towards unplanned dungeon rooms. This
is an underutilised navigation trick, and one
which can be used well to draw the company
into a danger zone. We can identify one of
the dungeon’s main choke points in the
bottom middle: a cave with four exits (one
adead end) is one of the main points linking
multiple sub-sections. It is easy to reach
from what looks like the “main” entrance,
and it allows access to many further points
of importance. He who rules the choke point
rules the dungeon!

Two main structuring elements are also
easy to see. These are the level’s waterways
and a very large set of caverns. These play a
different role. Water blocks or impedes mo-
vement, and conceals invisible monsters in
the deeps. Hence, the rivers and the lake are
barriers. The east and south-west river
branches separate the map into its southern
and northern sections, while the north-west

branch further subdivides the northern
part into two sections, almost as if they
were separate sub-levels (I would certain-
ly be tempted to design the key this way).
There are multiple places where the rivers
are crossed by bridges, and more where it
would be fordable to an ambitious group.
We can call these environmental challen-
ges limited barriers. The lake is something
that would probably be impassable at first,
but become a potentially good way to ac-
cess the rest of the level once the charac-
ters return with a canoe, build a raft, and
neutralise whatever threat might inhabit
the lake. Ironically, the easiest access to
the lake (right from the “main entrance”)
is bound to be completely useless on the
first visit, aside from offering a tantalising
glimpse of things to come!

A case of two octagons

The caverns are not barriers: they repre-
sent a nexus point. Although similar
to choke points, nexus points are rela-
tively open structural elements which
usually offer multiple ways of traversal
and collect multiple routes departing in
various directions. You can see another
one on the opposite side: the larger oc-
tagonal room with its five main exits (the
north-east one does not really count as
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a full one). This is also a piece of drama-
tic architecture which stands out from
the lower-level dungeon texture: it is YUGE,
regular, and perfect for a complex set-
piece encounter. Of course, sometimes, ap-
pearances are misleading: the other octagon
just off to the north-west does not actually
do anything in the context of the map — it
is a linear route to a lower level. Also, nexus
points may start off as choke points, ruled
by a nastier monster or puzzle before being
cleared and used to the explorers’ benefit.

Dungeon Highways

This map has one more interesting feature
that may not be noticeable first, but which
has a strong bearing on its flow. This is the
presence of long corridors linking distant
corners of the dungeon-- and once you

look for them, you will find a bunch. We
might call them accelerators, since
clearing them allows fast travel through
the dungeon. The clearest accelerators
are found in the distant reaches of the
level, including one which just “caps” the
whole thing with a sequence connecting
everything to everything. Once you get
there, you can choose a way back just as
freely as you could at the beginning, a dark
“mirror image” of the dungeon’s multiple
entrances! Others include the corridors
bisecting the octagons, and the corridor
to the right going from the entrance areas
all the way to the cavern. As the company
finds the accelerators, they will prove very
valuable in subsequent expeditions, get-
ting them past the entrance areas and into

% the depths of it!
' So, this is what a good dungeon

level looks like. It walks the right

- balance between openness and

? ) navigation challenges, it has a

good sense of progression, it is
structured in fun ways that sug-

J gest both exploration puzzles
. and exploration solutions, and
- overall it has a pleasing com-
_ plexity that takes effort to figure
© out, but does not descend into
! unpleasant pixel-bitching and

the exploration of dull, feature-

' less mazes.

1- https://www.knights-n-knaves.com/phpbb3

k. viewtopic.php?p=116644
" 2 - https://ravencrowking.blogspot.com/2011/06/c-

is-for-choices-context-and_06.html

. 3-https://thealexandrian.net/wordpress/13085

roleplaying-games/jaquaying-the-dungeon
4 - https://dysonlogos.blog/2020/05/19/the-winter-
tombs-combined/

4 5- https://thealexandrian.net/wordpress/13085
" roleplaying-games/jaquaying-the-dungeon
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by Dyson Logos Art Vladimir Chebakov

In a recent discussion
about level draining undead
in Labyrinth Lord, several
DMs and players indi-
cated that they would
rather kill a character
than have them level
drained. And in SOME
cases lunderstand
(although personally [ have
no real problem with level
draining undead). But you
see, I love wights. |
like vampires and
wraiths and spectres
also. So what do you do to
replace the venerable wight
if you don’t use level-drai-
ning?

Give it some other

scary power to even out the
odds (especially since they
are already cleric turning
fodder). Roll (or choose) on
the following table once for
every two hit dice of the un-
dead (rounding up). You can
also just create new undead
by upping the hit dice of the
wight (and decreasing its
AC by 1 point for every 3 hit
dice you give it). The other
upside? Since it’s not relying
on its level draining touch
attack, you can kit your un-
dead menace out with a cool
weapon or two.







D30:1d6 (1-2=0, 2-4 =10, 5-6 = 20) + 1d10

TracK LIFE once it has met you, it can track you
without fail. Even across the planes if need be. The only
way to break the trail is to die and be brought back to life.

DIMENSION D00 mmryraL ABILITY

as per the spell, 3/day. casts spells as a magic user,
Coznlll el b caster level of half the undead’s

Detects magic, life and W,

invisibility at will hit dice.

WEaKENING BLOW the undead’s blows drain 1 point of

Strength or Constitution (choose or roll which) like a Shadow’s.

CLEMCAL ABILITY castsspellsas - ANINMIATE D2aD
a cleric, caster level of half the undead’s hit as per the spell, 2/day.

dice.

WITHEMNNE TOUCH 35 DHFKNESS
touch causes plants to wither and other living  as the r everse of light
things to rot. Deals 2d4 damage to creatures. q¢ will. 3

IKING BUTd
the El?[lgk‘)le aura of fear freezes all those
when encountering the undead or be

ParaL¥YZING STTIKE IINNATUMFL
the undead’s blows paralyze as a ghoul IYIBHT
(although elves are not immune). +2 to hit and damage.

mazzive CLaAWSR unarmed attacks deal an extra die
of damage or 1d8 damage if it doesn’t have such an attack.
DISE3sEeD PUTIBFYINEG RUr'a

attacks transmit mummy rot 2 e ;
) e all food and drink within 20’ is rotted and
el muminy s (sE ) destroyed — magical food and drink get

Uamp“'t“: DI'H!N their owner’s save versus poison.
damage dealt by the undead SOLIL EFTEI creatures slain by

. . . the undead cannot be raised or resurrec-
in melee heals it an equivalent ted. The undead gains 1 HD for 24 hours,

amount. and permanently gains 1 hit point.
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CUrsSE OF THE FALLEN

undead casts curse 3/day (typically opening a battle with such a curse).

SouL WreNCH
the undead’s blows are deadly. The target gets HLL BHT
a save versus death. INUISIBLE

WalL oF THE HALUNTEDonceper .., 1not be detected

turn the undead can howl or wail. Living crea-
tures within 60 feet must save versus paralysis except by touch and

or run in fear. feel. Cannot be detected

W3IL OF MOLTNINE by magic, psionics, sound,
once per hour the undead can howl or wail. scent, etc.
Living creatures within 30 feet must save LINMITED FLIBHT
Versas death or die. 60’ (20’) movement rate. Seems
l"tEHT}];I OF Dercay to walk through the air.
once per turn t ¢ :
p rn the undead can make a breath weapon attack (typically a magical

blast” of decay, but sometimes shards of bone, or regurgitated black evil, or even

fire or gas, or somethin i ;
' g thematicall : ) 3 }
deals 1d6 damage per 2 hit dice of theyuilélél;%?rlate) in a 15’ cloud in front of it that

who see the undead. Save versus paralysis

paralyzed for 1d6+1 rounds.
ImMorTal EHAr'M

unless destroyed by a cleric’s turn gn%ead it- EHZB

tempt, disintegrated, or purned and the ashes "

mixed with holy water, this undead will reform 4 ":ZQ attack actsas a

in 2d12 hours after being slain. charm monster spell.
REEENEIATION the undead regenerates 3 hit points per round

evcept from holy damage. It ceases regenerating if destroyed.

FAITHLESS ArcaNe DEvolrer

turned by clerics as if the undead attackstn o ST 2
b8 hit dice moe thar et i spellcaster’s prepared spells (star-
H . ting with highest level spells, spe-
v undl::.al;!]]? when struck down, cific spell chosen randomly). If the
e plague[; xs f };)pen producing an undead successfully saves against
O R espellaswellasa  a spell cast upon it, the caster of
0l polsonous gas (to  the spell also loses another spell as

which the undead i i
o £L Isectzare inig if struck by the undead.
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by Cacklecharm Art: Gustave Doré

onsier

lieve

If you want to spruce umrour random monster encounters,
rolla d20 on this table. Make sure to mention how these
monsters look different or unique to those of their ilk. So if

yourolla[6] for Trolls, they are now “Jewelled Trolls”.
Unless otherwise stated, the bonus is for every member of the pack of monsters encountered.

Bemwitched. Commanded by a powerful sorcerer or witch. They may carry symbols
of the witch’s power, like wicker men, or have sticks or bones wrapped in their hair or fur.
Scorched symbols around the lips or eyes to bind them to the sorcerer is also common.
The first time these monsters fail their morale check they are stunned for one round as the
witch’s dark magic takes over their minds and behavior: Then, they continue fighting.

Infested. These monsters are physical hosts for horrible little creatures. Flesh eating
maggots, swarms of killer wasps, spider eggs bursting from every wound. The creatures show
signs of infestation and may even be suicidal. If these monsters are intelligent, they probably
are willing hosts belonging to an evil cult.

Upon death each monster releases 1d4 swarmers. These are 1 HD bugs with weak attacks and
minor, if any, abilities like weak poisons or buzzing flight that temporarily deafens.

€mpomwered. The monsters are magically charged, exemplars of their kind, blessed by
the dark gods, or maybe they drank from the spring of life. They may have a glowing aura, or
seem especially large and beautiful for whatever kind of thing they are.

Allmonsters in this group have +1 HD, +1 chance to hit, and their spells are cast as though
they are one level higher. They're no joke.

Z opic. These creatures are half digested or fused with horrible corrosive acids which seep
from their clammy skin. They may be unfinished alchemical creations, unless they were sum-
moned from one of the lowerrealms. :

Immune to acid damage. Corrode armor when they roll a 20 to hit and corrode weaponsona 1
when attacked.

€ornered. They've been backed into a corner. Not necessarily literally. They may be

starving, hiding from the law, or infected with rabies; anything that makes a human or beast N
desperate. 3”
Add +1 to their morale score. They deal +2 damage on a hit. Roll hit dice one size smaller for

their hit points. ‘
[ o A AP ki i I R R O ey e R
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Jewwelled.These creatures are studded with all sorts of jewels and gems. Sentient
creatures are heavily pierced and covered in gold or silver body paint. Unintelligent
monsters have jewels embedded or growing in their skin naturally.

These monsters get +2 to all saves and AC. Triple the result when they are looted.

Draining. These monsters are in alesser state of undead-hood or are energy
sinkholes. Perhaps they’ve been contaminated or sucked dry by beings from beyond. If
these creatures are undead, consider increasing their hit dice by one.

Immune to negative energy and death spells. Save or have a level drained if they roll max
damage. You can turn them as undead of their HD.

Hollyy. Someone or something has blessed these creatures. Perhaps they are the
servants of an arrogant godling, or sanctified by a high priest. Evil creatures may be
rewarded if they perform many sins, and good or neutral creatures for their role in per-
petuating the cycle of rebirth.

Increase maximum hit points by 3. One monster may heal another for 2d6 hit points once
perday. Which monster? The holiest one, of course.

JMNusionary. These monsters are either totally illusionary or living qualia. They
give no outward signs of being illusions, other than how suddenly they appear when
encountered.

They are fictional and can only be hurt by magic weapons. If a character suspects the
monsters aren’t real, they can save to disbelieve and realize all damage and spells from
theillusionary creatures were imaginary.

Prehistoric. Animals have larger fangs and tusks, shaggier coats, and amore
aggressive demeanor: Intelligent creatures fight with primitive weapons and look like
forgotten, thawed ancestors to their kind.

They shrug off the first mind-affecting spell that hits them. Also, they are physically
stronger and can run and jump 50% higher and faster:

€mblagoned. The monsters glow with an orange internal fire which feels warm but
does not burn. However odd it may look for creatures of their type, they are glowing with
afiery emanation of their regal inner passion.

Monsters get +1 morale and resistance to fire. You cannot surprise them, but they can’t

surprise you either.

Avxcane. These creatures are tied to aetheric energies, showing runic green, purple, or
blue sigils on their skin or clothes.

The group can cast a spell (with a spell level equal to half their HD or less). It can be cast
by the group’s leader (i.e. the strongest monster), or exist as a passive effect.

Bneahs. These monsters are concealed somehow, or part of an order dedicated to
stealth and assassination. Unintelligent monsters may be shadowy, made of mist, or
partially transparent.

These monsters have a 3-in-6 chance to surprise, plus any surprise bonus they already
have. Also +2 AC against ranged attacks.

(=13
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Brutal. Covered in blood, claw marks and scars, and armed with jagged weapon$ or
claws, these monsters look exceptionally violent. They always desecrate the bodies of their
victims, however odd it may look.

Monsters have a critical strike. On an attack roll of 20, they deal double damage. If cha-
racters manage to escape from them, they tear into themselves (1d4 damage) or kill one of
their own in a fit of rage.

Mists). These creatures are made of gray mist. They have a clear outline: the fur on the
bears, the armor of the orcs is clearly visible but the form inside is vague and undefined.
Once per encounter, they can act out of character for their level of intelligence or expected
tactics (wild animals attacking the wizards in the back first). Alternatively, one monster’s
location or state is changed at the end of a round. e.g.: grappled monster is inexplicably
free at the end of the round and up and fighting with no rolls made.

C€hilling. Theice-cold bodies of these monsters give off a chilly mist. Their eyes are
bright blue . Animals have pure white fur whether they are arctic in origin or not.
Chilling. Monsters have +1 AC and are resistant to cold and ice. When fleeing, a magical
wind deals 1d4 damage to characters who give chase.

Borgonic. These monsters have glowing snake eyes and a petrifying power. They may
be partially reptilian or have snakes for hair or tails. If the creatures have normal skin, it is at
least partially scaly. If the creature is already a reptile, their power might not be as obvious
but they need the glowing eyes, and maybe a toga.

Once per encounter; the creatures can use a petrifying gaze instead of their reqular attacks
(save to avoid). A target is turned into stone for 1d3 rounds per saving throw failed. The
monsters are resistant to poison.

Mockeryy. These monsters don’t look real, as if they are made of plush fabric or perhaps
the product of some eldritch taxidermy process. They are mockeries of the real monster (as
seen in Bastionland). They may still have marks on their feet or behind the ear that show
ownership. They are less aggressive and more childish than the monsters they replicate.
Intelligent monster mockeries are more terrifying: they'll tell a silly joke as they gut you.
Monsters are immune to blunt, bashing, or fall damage. They take double damage from
fire. Reaction is rolled at +1, and attempts to escape their cuddly grapple is at -2.

€reystalline. The monsters are made of crystal. They mime the shape of a creature
but have smooth crystal skin and shimmer with the slightest bit of light. They don’t breathe,
and appear as motionless statues until provoked.

Halve the hit points. Only harmed by bludgeoning weapons. Elemental attacks deal mini-
mum damage.

Aberrant. These creatures reek of The Other. They don’t act as they should, as though
their bodies are inhabited by an alien intelligence. Four-legged animals may roll around

on their backs at the same speed they would run, humanoids may do a handstand while
holding weapons with their feet, and so on.

On a successtul hit targets lose one point of Wisdom as if their sanity is being harmed.
Hirelings must make a morale check or flee.
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by Sarah Grove

DGO POINTLESS ITEMS

A LIST OF GO ITEMS TO
SIMULTANEQUSLY AMUSE AND DISAPPOINT YOUR
PLAYTERS WiTH. NO REFUNDS GIVEN.
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2 3
1 half a coconut shell A pair of fingerless
Asmallglassbottle  EWMIERLINAVERHRENE  sloves that grant cold S
engraved "Twish you canimagine and heat resistance Apenthatwritesa
for this” containing painted inside it. It tothe wearer. They random curse word
INGILEOIERCDIBAN  changeseachtime QIR AT ILr -ttheendofevery
seeds. Instructions  EIIIIEBIM S bie)s deep shade of purple, sentence.
say blowing eachseed EWIAVIENIWSROM dotted with starsand
one by one fromthe words. galaxies.
end of your finger
will grant one wish (it 7 8
doesn't). Apen th6t rit A painted tiefling skull Ceramic teeth
pde 250 1! S Ml with tiny carnivorous veneers. When
5 rz}rjlo ogc%rg;());mﬁn plants growingin the worn over your
Apencil i OL‘IN atp e en()il 01; eye sockets. Attracts own teethmake
that only writ stray flies. Good for you pronounce Rs
a izslﬂts es every sentence. housekeeping and with aroll.
’ looks edgy.
Two pain?c brushes IN ]1°t that n
that when held Jocketthat Aninvisible ball
5 : magically contains 12
will paint a perfect pictures of someone gown that makes A piece of clay
picture of anything you love (even if swishy noisesas you that magically
VO A 01 theyaredeadora walk (butit doesn't transformsinto
The picture only lasts completesecret) make you invisible). alikeness of your
for 2 minutes once P : face when you
completed. hold and look at
it,can be fired to
make a permanent
13 1a decoration or
Abroochthat A silver dOgWhlStle 15 passed around at
makes (small) cats that attractsany Analabaster
like you and give you dogs within a 5-mile
snuggles. radius.

framed painting of
awizard who says

16
A conchshell.
When put to the ear
you hear a beautiful
voice singing a
songd that means
somethingto you.

17
A wooden
carved statue of
afox that growls

whenever someone
approachesit.

“Youre doing it
wrong” whenever
you perform magic
infront of it. If
someone casts
detect magic they
shout “OF COURSE
I'MMAGIC!T'MA
WIZARD!IDIOT!”

parties toimpress
and entertain.

18
Anunremarkable
looking hand bell
that shouts "DING
DONG!” instead of

ringing.



19 20
A fancy leather- A candle thatlights
boundjournal that and extinguishes
converts your words itself when you clap.
to pictures.

24
23 Atophatwithatiny
A dust cover for minibarinit. Roll
books. Magically 1d12 for the number
changes size and of miniature bottles
appearance to fit it contains and 1d8
thebookitis placed for their contents.
on. Also changes Once each bottleis
thelast 10 pages of finished they can
the book toanew be refilled with
ending/conclusion. any liquid. 1-Rum;
If used onaspell 2 - Whiskey; 3 -

book, thelast spell
initisreplaced by a
random spell.

Fireball; 4 - Mead; 5 -
Cider; 6 - Goodberry
wine; 7 - Gin; 8 -
Stout.

27 28
Yakyarn.Itchy and Macaronsin pastel
uncomfortable when colours, dusted with
knittedinto garments. EEEBEEIREIR M N Y
Nobody likes it, but taste delicious, and
they areimmune to they make you speak

normal cold while iniambic pentameter
wearing them. for one hour.

3 32
s Chocolate cake. The

HLELE V\Lhen drm]ﬁmdg, sticky fudge coatingis
tgag\(/)ef?g d tehcgggéi t%a t impossible to wipe off
made the honey used your fingers 2N mopth

tomake it and pyrotect it an hour. Clnsics
therm with your life! and llftmg made much

(Lasts 1d6 days.) : easier due to extra
§ purchase.

34

21
Abirdcage that
refuses to keep birds
captive. Opensits
doors and tells them
to flee when you
aren’t looking.

25
Abottle of perfume
which gives one
pump of any scent
youimagine while

holdingit.

26
Speckled blue eggs.
If eaten you grow a

blue beak on your
face which lasts for1
hour - you can talk as
usual, and also sing
like a bird.

29
Sugar butterflies
made and sold by
the confectioners of
Cadence Parva. When
eaten you levitate for
one minute

33
Tube of pigment
which animates the
image you paint for

an hour. Enough
paint for one 3ft x
3ft painting.

22
Box of paranoia. A
locked box which
makes sounds the
recipient is familiar
with. It makes them
worry it containsa
magdicitem, curse
or creature they
fear. Once opened
itisdiscovered to
be empty. Spells to
identify or detect
magic do not work.
Itis seemingly
indestructible. If the
owner tries to get rid
of it without having
opened it, the box
magically reappears
the next day.

30
Purple lemons.
Turns your lips
purple and double
their size for one
day, but also makes
youimmune to acid.

36
Cupid’s Arrow.Bears
your name. When
shot into the sky it
travels until it finds

A hand mirror that tells you are the fairest
of them all - itisnt lying. And somehow the

former fairest-of-them-all is aware you took
their place and looking up competitively
priced assassins guilds.

your soul- mate. If
35 they survive being
Tiny instrument. hit by the arrow
A matchbox-sized circumstances
version of an around them change
instrument. If you and lead themto
are nimble enough to you. Eventually.
playit, the volume is Be patient.
twice asloud asthe
regular sized version
of theinstrument.

65



37
Atoasting fork that
pulls away from the

fire and immediately
cools when your food
is cooked. Perfect
every time.

a1
Edible flowers
with a gum-like
consistency. When
eaten a twinkling

flower crown
appears on your
head and lights
you fromabove. It
disappears when
you take it off.

38
Aringthatlookslike
asmall crown. When
placed on the head of

acreature, it turns
them into a tiny frog
with a crown.

a2
Thread produced
by fire silkworm.
Looks clear with a
fire burninginsideit.
Canbeused to sew,
embroider or weave
into a fabric which
looks like moving
fire. Looks cool,
but has no magic
properties.

ao
39 A small tin painted
Ahood which with the words “Flea
magically fixesyour Y@hgebtEMitSlERuioY

hair. Just pullit up,
then down -BAM!

a3
Atallhat made
from glass with
colourful fish
swimminginside
it. Weighs almost
nothing when placed

onyour head. Fish

big top complete
with tightrope, tiny
tinlions, aunicycle,
and a wheel of death
with minuscule
dagdgers. Fleasare
not included, but if
you provide some and
train them daily for
1d6 months, 3-in-6
chance of distracting
anyone who you
show the box to.

need regular water
changes and feeding. aa
Itwon'tlook as A flute carved out
good with dead fish ahuman humerus.
floating init. Unless When played, a
MUY EIE gl ghostly singing voice
Ll accompanies the tune
you play.

as
Containment jar. When opened, sucksinand
miniaturises the creature who openedit ora
creatureitisaimed at (save allowed). When the
lid is screwed on the prisoner inside can survive
indefinitely without air or sustenance. The
lid needs to be unscrewed and the jar tipped
upside down to free the creature.

az
A mouth guardto a9
protect teeth from Heels of hulk. C
direct blows during eg t? AL im
combat. Also whitens = K grov'\éﬁp ?
and straightens asit’s Bfi:nc t_es "i’)l i o
worn, so your victory harse dmgt d a1r]1ce
yellat the end of the 1 otr lfr t?hma t(ﬁ
Tl AR Ny  Yyoutalertnanthe
person standing

nexttoyou.Doesn’t

aé
Waxed parchment with the words "CHEESE
ISIMPORTANT!” printed over it. Will keep
your cheese in perfect condition forever.
Whenever you want to take the cheese out,
the parchment asks what you want to do
withit. If it is satisfied, it lets you unwrap the
cheese. Otherwise, the message changes to
“NOT TODAY, MORON.”

50
A steelrazor blade 51

as work in combat, only
Apot of lip salve that in social situations
grantsresistance where size matters
to cold and hot and only lasts for
temperatures, but the duration you are
also makes your lips close to someone.
lilac, prismatic, plump
and fabulous for eight
hours (5 uses).
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that makes an A chalice
“0Ooooh!” noise as which separates
it glides over the the flavours of a
contours of the liquidinto layers.
skin. It will also say Asyoudrinkyou
“Carefulnow!” if it are able toidentify
hits adry patch or each flavour and
thinks youre about perhaps each
tonick yourself. component of the
liquid.




52
A pot of
lightly scented
moisturising cream
with awhipped
consistency. When
applied to the face
the pot calls out
“Darling! You don't
need me! You're
fabulous already! Oh
goonthen, doityou
minx!”.

56

53
A smallbottle of a
very potent smelling
potion. When sniffed,
it momentarily burns
theinsides of your

nostrils and makes
your eyes water
slightly. For the rest
of the day you are
guaranteed to be
booger-free.

Prestidigitation wipes - for those missing
the cantrip. An oilskin pouch containing
pieces of muslin fabric soaked in an oil-
based solution. Give your armour, clothing,
skinarub down and have allimpurities and
dirt removed. No wet or sticky residue left
behind. Also leaves you with a light scent of
sandalwood. If the wipe isn't placed back in
the oilskin immediately after the rub down
it explodes with illusory confettiand glitter.
Useful for making a grand entrance.

Weapon oil with the words "My sword is
bigger than yours”onitslabel. Rub it onto
anything to make it appear larger. Spend
five minutes rubbing for a10% enlargement
or 20 minutes for a 25% enlargement. The
effectisillusory but magnificent.
Lasts1d6 hours.

59
Facial massage stones.
Three small, round
polished stones.
Place them on the
forehead and say
either “Soothe”,
“Relax”, “Invigorate”
or “Circulate” (this
oneis for an all over
glow to your skin). The
stones move around
your head and face and
massage you according
to your need.

60
Self cleaning
underwear. Must
be removed and
hung to air with
plenty of space.
Doesnot work
ifleft onthe
ground. After
aminimum of
one hour airing,
they feel freshly
laundered and
silky, evenif they
are not silk.

sS4
A hairbrush which
changes your hair
colour to anything
you want as long
asyouare able
toaccurately
describe it out
loud. The colour
is applied stroke
by stroke and you
have to speak the
colour description
on each stroke.
(Great for
highlights.)
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55
A hair-tie made from
twisted leather. Tie
up your hair quickly,
it will adjust itself
and neaten up even
the worst bird’s nest

of hairin 5 seconds.
Great touse during
combat when you
just don’t have the
time to deal with fly-
aways. Man-buns are
aspeciality.

Inspirational face paint. Have an artist
paint a design of your choice onto your face
before giving a performance. The face paint
animates on your face, complete with a mini
light show. The quality of your performance
determines the duration of the effect,
from an hour (You don't really need it, art is
your bag baby!) to a month (Oh honey, you
really need to work on your technique and
confidence, I'm going to stick around and
help you).
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RIVAL ADVENTURING PARTIES USUALLY HAVE
A LEADER PLUS 1DG ADDITIONAL MEMBERS.

1. Hanfjsome but romantically oblivious young man, followed by an entourage of
exceptlgnally ftalented young women in a variety of military and school uniforms. They
are obviously in love with him. The women consider any female PCs or retainers to be

dangerous rivals for the young man’s affection. Some might develop competing crushes
ona high-Charisma male PC or retainer. Despite his general cluelessness, the young man
is an unbelievably effective monster hunter, capable of hitting seemingly invulnerable
opponents for massive amounts of damage.

Genius inventor leads his extended family of plucky assistants. Cumulative 1-in-12
chance per encounter that they’ve all been transformed into anthropomorphic ducks by an
experiment gone wrong. Each time they’re encountered, they’re out testing a new invention
and insist on demonstrating it to/on the PCs. The invention might be beneficial to the test
subject or a piece of ultra-technology that the inventor will offer to sell to the PCs because
he inexplicably considers it to be a failure, completely ineffectual, or overly dangerous. The
inventor and his family are always friendly and affable - the only variation is what kind of

device they are friendly and affably trying to test.

3. Family of master criminals wearing black-and-white striped jumpsuits and black domino
masks. They might ask the PCs to hold some treasure for them «until the heat dies down», or
open some locked doors and disarm some traps for the PCs as a demonstration of their skill,
or ask the PCs to join them on a «heist» before inevitably betraying them, or target the PCs
for a stick-up. When unloading goods from the PCs during a betrayal or stick-up robbery, the
criminals are far more interested in one type of mundane object than in coins or treasure.

e suit leads a team of technicolor plant and fungus

creatures. Any PC or retainer who recently died to a slime, mold, plant, or the like will
be present in their transformed state. The figure may be willing to trade unique mater.ial
components for a proprietary medicine that cures the effects of such transformative
threats, or may attempt to «recruit> PCs by transforming them.

Mysterious figure in a spac

5. Fantastically wealthy and idiotically foppish Oth-level dilettante escorted through
the underworld by the hyper-competent team of seasoned adventurers he’s hired as

«porters» and «torch-bearers» to show him around.




6. Self-aggrandizing and belligerent «captain» wearing a yellow jumpsuit is accompanied
by 1d3-1 intelligent and reasonable scientist advisors in blue jumpsuits and 1d12+1
security personnel in red jumpsuits. Make a reaction roll only if advisors are present,

otherwise the captain is unerringly hostile. The security personnel have only 1 HP each
and are incompetent combatants. When security is defeated, the captain will teleport

to safety. He always possesses a piece of ultra-technology that he drops on any roll of a
natural 1.

Team of adorable woodland creatures with whimsical names bearing miniature
adventuring gear made from twigs, leaves, and acorns. Each time they’re encountered,
they’re on a «mission» to rescue the victim of a kidnapping. They might ask the PCs
for help with the rescue, or attempt to detain them for questioning, or believe that the
PCs are trying to thwart their rescue, or believe that one random PC is the «victim»
and attempt to return them to the nearest city the next time the party is asleep. The
creatures prefer to lay traps and ambush the PCs in their sleep rather than initiating
direct combat. They have few hit points, but are hard to hit due to their small size and use
of cover.

8. Hyper-intelligent talking dog leads a team of under-qualified amateur detectives. Each
time they’re encountered, they’re searching for «clues» to solve amystery. They might
ask the PCs for help, or attempt to detain them for questioning, or demand random items

of mundane equipment as «clues, or be certain that the PCs are guilty of the crime at the
center of their mystery.

Team of outcast mutant superheroes. Each has a garish spandex costume, assilly
code-name, and a single magic power they can use at will. Each time they’re encountered,
they’re on a new «mission» to defeat a different «villain». They might see the PCs as
potential victims in need of protecting, or as potential allies in their fight, oras an
unnecessary distraction from their mission, or as their villain of the week.

10. Bright yellow giant accompanied by technicolqr spectral undead. Any P% ort Ietlamer
who has recently died will be present. The giant is insane, always hungry, ?n uther P}/Cs e
paranoid about the «ghosts» he claims follow him everywhere. He may be 1ev<zi the sar
ghosts and be afraid of them, or warn the PCs about the nearest actgal.undea brlea , °
demand to eat all the PCs’ rations, or believe himself to be temporarily invulnerable an

attempt to swallow the PCs whole.

Angsty human barbarian with a magic sword leads a group of half-animal, half-
mineral monsters. Each creature has a natural attack that mimics the effect of a spell,
and makes a single weird alien sound that is nonetheless intelligible as conversation to
the barbarian. He is determined to slay any «evil wizards» and destroy any «unholy magic
items» he encounters, with predictable results for the PCs

12. Undead anti-cleric with the power to «turn» living humans leads a party of undead
cn'rusaders to recover unholy relics for the glory of Hell. Any PC or retainer who recently
died will be present. The crusaders demand the destruction of any holy symbols or divine
Y attempt to «convert» living characters and «recruits
appily, they’re also eager to trade to acquire any cursed

magicitems the PCs possess. The
dead ones to their anti-religion. H
items in the PCs’ possession.
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The traditional alignment chart
is usually among the first things
one considers when rolling a
new character. The problem

is: it sucks. The 3x3 grid really
tracks two things: your cha-
racter’s belief in legality and
morality.

The grey shaded hex is a new
way to approach morality and
motivation for PCs and NPCs.
The hexis based on the light
triad and dark triad of per-
sonality traits, a recent system
developed to consider morality
in people featuring concepts
like Machiavellianism and faith
in humanity. There are three
traits examined in each triad.
Each trait has a Bright side and
aDark side.

The problem here is that the
model of triads is too complex
for fast character creation.

To adapt it for RPGs, it should
be simplified a little bit. The
Bright traits of a character are
Empathy, Selflessness, and
Protection, and the Dark traits
are Callousness, Self-Entitle-
ment, and Manipulation.

by Lord Simon Black, scribe of the Pile of Bones

dLTETMNATIVE TO

Whenrolling a new character, consider: is this person
Empathetic, connecting to other people emotionally?
Or are they Callous, unfeeling and unemotional, giving
little consideration to anyone else? Are they Selfless,
caring more for the well-being of others than for them-
selves? Or are they Self-Entitled, looking out for num-
ber one, caring only for their own comfort and safety?
Finally, is this person Protective, a defender of the
weak, guarding against those who would use and abuse
them? Or are they Manipulative, willing to strategically
exploit other people for their own gain? Are you...

Having selected the three traits that best fit your
character, you end up with either three Bright traits,
three Dark traits, or a combination of two and one.
Characters with three matching traits are the epitome
of goodness or evil. While many strictly good folk
populate the world and they should exist somewhat
commonly, all-dark characters should be reserved as
villains, thugs, and monsters. The majority of people
fit somewhere into the grey area.

Just looking at the hex, it may be hard to rationalize
what some of these archetypes would look like as a
character, so let’s flesh some out.

The Saint. An everyday hero, someone who is
loved by all and who in turn spends their life in pursuit
of making the world better for everyone else, no mat-
ter the stakes or the personal reward.

The Mercenary. A fairly good hearted person
who will fight to protect the weak, as long as they

or Sor ‘or



 Callous
~ Manipulative
Selfless -

get something in return.

The Parent. Someone who
genuinely cares about and feels deeply
for others, but is okay with deceiving
and manipulating them, as long asiit’s for
their own well being.

The Reluctant Hero. A gritty,
down-to-earth type who may appear
gruff and cold, even rude on the outside,
but who deep down, truly cares for their
friends.

The Politician. Someone who
cares for their people, but has little
regard for outsiders and is willing to do
anything to make their country great, no
matter the cost.

The Prison Guard. A cold pro-
tector of the status quo, who cares only
for the pay they receive, but who won’t
tolerate fighting or exploitation amongst
those under their charge.

Empathetic Protective Selfless

Empathetic Empathetic Callous
Protective Manipulative Protective
Self-entitled Selfless Selfless

Callous
- Protective
~ Self-entitled

[ "
-DBD
Callous Manipulative Self-entitled

Empathetic
- Manipulative
Self-entitled

The Spymaster. An expert mani-
pulator who can find and exploit people’s
strengths and weaknesses, connecting
with them emotionally only to use and
abuse them.

The Gutter Thief. An antisocial,
cruel, and greedy person who only cares
for their own personal gain and will
betray, deceive, and steal to get what
they want.

Of course, these are only guidelines and
examples. Any character can be fleshed
out using this system, and as they
develop and grow their willingness to do
certain things may also change. So this
shouldn’t be looked at as the be-all-end-
all of your character’s personality.

Itis simply a new way to approach
motivation and alignment, and most
importantly: it’s meant to be fun!

n
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SOMEONE POSED THE
QUESTION “HOW FAR DO
YOU GO WITH GEAR WHEN
CREATING OSR SHIT?”

I started from scratch. Pris-
matic Wasteland s a science
fantasy game, so I couldn’t
simply crib the equipment list
from a fantasy game and call it
a day. At the same time, most

- sci-figear lists left me cold:
< . theyweren’t strange enough.

I began writing up gear, drugs,

- and mechanics for each, but a

small handful of items just took
up so much space. [ am very
deliberate with space in my
game and aim for the much-
vaunted “control panel” layout
(hereis a great Questing Beast
article! on that subject if you're
interested). Instead of using
two pages to list maybe 20
specific items and drugs, I now
have 1,600 possible random
items (Gear) and 1,600 possible

. random drugs/potions (Chems)

all on one page.

with an
element of choice to generate
Gear and Chems. Spark tables
were developed by Chris Mc-
Dowall, and you can read about
them on his blog?. Where these
spark tables differ is that for
each result, the personrolling
has two words to choose from.

(1)Ben Milton, “Control Panel” Page Layout in the OSR, (Nov. 24, 2018) http://questingblog.com/control-panel-book-layout-osr/

by W.F. Smith

GEAR

FIRST WORD
Anti-Gravity OR Aquatic
Automatic OR Biomechanical
Bright OR Cybernetic
Diamond OR Electric
Extendable OR Floating
Folding OR Glowing
Grappling OR Holographic
Implanted OR Laser
Leather OR Living
Memory OR Monitoring
Musical OR Night-Vision
Orbital OR Pocket

Portal OR Prosthetic
Recording OR
Remote-Controlled
Rubber OR Self-Replicating
Shoulder-Mounted OR Silk
Smart OR Solar-Powered
Space OR Spray-On
Stealth OR Symbiotic

SECOND WORD
Backpack OR Bandages
Bandana OR Belt
Boots OR Briefcase
Candles OR Chalk
Cloak OR Flashlight
Gloves OR Goggles
Helmet OR Hook
Jewelry OR Lamp
Lantern OR Lockpicks
Lapel Pin OR Lighter
Map OR Marbles
Mask OR Mirror
Monocle OR Net

Paint OR Pole

Poncho OR Rope

Rug OR Sand
Scabbard OR Sneakers
Socks OR Spectacles
Tent OR Thimble

Telescopic OR Wrist-Mounted Torch OR Umbrella

CHEMS

FIRST WORD

Bulking OR Cosmetic
Cosmic OR Curative

Death OR Demon

Dream OR Extradimensional
Fairy OR First Aid

Fortified OR Hair-Growth
Hallucinogenic OR Healing
Hypnotic OR Love

Mind OR Neon

Nutritious OR Old Fashioned
Protective OR Radiation
Rapid Response OR Rational
Regenerative OR Resilient
Revival OR Sleep

Slippery OR Smart

Smelling OR Snake

Soul OR Soy

Space OR Spectral

Strength OR Truth
Vanishing OR Wizard

SECOND WORD
Acid OR Antidote
Biscuits OR Candy
Coffee OR Cola
Cream OR Crystals
Dust OR Floss
Foam OR Glue
Grits OR Gum
Jelly OR Juice
Lotion OR Lubricant
Milk OR Oil
Parasites OR Paste

Perfume OR Pheromones

Pills OR Pipeweed
Poison OR Potion
Powder OR Salts
Salve OR Serum
Shampoo OR Spice
Spray OR Syringe
Tonic OR Vaccine
Water OR Wax



http://questingblog.com/control-panel-book-layout-osr/

With 3,200 possible results
on these five columns, there
are many results that might

be silly or nonsensical, but the
limited ability to choose the
combination of words should
cut down on this. However, it
doesn’t totally foreclose it; if
you want Night-Vision Gloves,
by all means pick that over the
Night-Vision Goggles. (As an
aside, I would say for Night-Vi-
sion Gloves to function, you
have to cup your hands around
your eyes like a child preten-
ding to use binoculars).

collaborate to determine

what the Gear or Chem does
based on its name. By default,
Gear takes up one inventory
slot and performs one simple
function. A Chem has Usage
d8 and either (a) restores 1d4
to one particular stat and
deals 1d6 damage to Grit or
(b) grants advantage at tests
with two particular stats and
disadvantage to another stat
for one Duration. More useful
Gear may take up two slots or
have a usage die, and more
useful Chems may take up one
slot, have a lesser usage die, or
damage a stat. These are the

roughest of guidelines and they use terminology from
Prismatic Wasteland, so simply ignore it if your game
doesn’t use inventory slots, usage die, Duration, stats,
or Grit.

[lista small
handful of example combinations and the mechanics
Iwould use for them, but it is more fun to be surprised
by a combination and try to determine for yourself
what it does. The characters of the Prismatic
Wasteland are surrounded by gizmos and gadgets
from long-bygone advanced societies, so the stuff
they find in the chrome dungeons should feel a bit
weird and hard to explain. Here are some example
Gear and Chems for inspiration:

* Floating Rug. Can fly and carry up to two people for
2 Duration. Two Slots, Usage d12.

* Night-Vision Goggles. Allows the wearer to see in
darkness. One Slot.

* Pocket Sand. Throw at a target’s eyes to blind them
for 1 Duration. One Slot, Usage d8.

* Space Helmet. Can breathe underwater or in space.
Ignore toxic fumes. One Slot.

 Smart Torch. Emits light (in a color of your choice)
in a small area. Voice controlled. Dimmable. One Slot.
Usage d12.

» Healing Crystals. Attuning heals 1d6 Grit.

Usage d8.

¢ Love Potion. Fills the imbiber with non-romantic,
familial affection for the first person they see for 1
Duration. Usage d6.

* Old Fashioned Cola. Advantage at all Dexterity
and Wisdom tests for 2 Duration. When the Duration
ends, deals 1d4 Constitution damage. Usage d8.

* Smelling Salts. Awakens creatures, restores one
level of Stress, and deals 1d6 Intelligence damage.
Usage d8.

* Snake Oil. Advantage at tests to sell it and disad-
vantage at tests to buy it. One Slot.

(2) Chris McDowall, Electric Modernity (and Spark Tables), (Nov. 7, 2017)
https://www.bastionland.com/2017/11/electric-modernity-and-spark-tables.html



https://www.bastionland.com/2017/11/electric-modernity-and-spark-tables.html
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_® A village witch once told me that ‘
a thief was in truth a very, very |
specialized sorcerer.

v

A missionary from O said to me that |
thieves tapped into their psi powers. The
Beggars’ Guild believes that the Thieves’
Guild is actually a cult, and whispers of
forbidden rites of ancestor worship and the

- terrifying graves of deified guild masters
deep in the vaults of Thief House.

Whatever the truth, all thieves have
seven supernatural abilities. Some can use
them more frequently than others.
Anybody can sneak. The thief makes the
Sign of Silence and stills the air around
.. them. Anybody can climb a wall. The
" thief uses the Invocation of the Spi-
der and runs to the top of the Tower
of the White Elephant.
These rules are intended to make thief
characters pack a little more oomph.
They're written to hypercharge the
percentile-based skill system in games like
Advanced Dungeons & Dragons or Old-
School Essentials without actually fiddling
with the numbers. :
Whenever a thief tries to do something by
mundane means, use your rule set’s resolu-
tion mechanics. A d6 roll, an attribute test,
whatever.

!'
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. Pick Locks - You make a secret knock—like the Fonz on a jukebox. A locked or
| magically sealed door/chest/shackles instantly pops open. Even barred or stuck

I ——

.. miles away, you can hear them as clearly as if you were standing next to them.

“or spells able to target ethereal creatures. However, you can’t move or interact

Move Silentl);-You can utterly still the area around you as long as you hold your ,i

The thief can choose to use one of their knacks instead by simply rolling

' on the thief’s percentile skill table. On a success, the knack is refreshed and

may be used again. On a failure, the knack is gone until the next time the sun
crosses the horizon.

' (Yes, that means that thieves can use their knacks once during the day, and

then again during the night.)

"Here are the knacks. They have boring names. Thieves who use

them understand that naming things with flair is one of their primary
duties.

SN U
Climb Sheer Surfaces - You can climb a sheer surface like a spider. This knack

lasts as long as you're continuously ascending; one can climb the Tower of Babel

using this knack. However, you cannot stop moving or the knack ends.

Find and Disarm Trap - When you use this knack, you can ask the Referee if one
particular thing is trapped. If it is, the-Referee must tell you what the trap is, what
its triggers are, and what you need to do to disarm it. Disarming traps in this way
almost never requires a roll. )

Hear Noise - When you use this knack, point your finger towards something.

You can hear perfectly what you're pointing towards. If your fingers are pressed
against a door, you can hear what's being discussed in the next room. If you point
towards an area with hiding enemies, you can tell how many lie in ambush by
hearing their hearts beating. If you point at someone you can see, even if they're

Hide in Shadow - You can step into your own shadow. While in your shadow,
you're practically invisible. The only things that can hurt you are magic weapons

with your environment while in your shadow.

breath. Nothing within 10’ of you makes any noise. You can smash throygh a o
window:. You can gank a husband and not worry about his screams waking up h,IS ; (
wife lying in bed beside him. You can pat the wildly barking dog on the head. It's

doors open for their friend. .
Pick Pockets - The referee tells you everything that the person is carrying. You'v_er':
opened their inventory: Select one thing. It's now in your inventory. Nobody no- ¢~
tices untjl it makes‘_sehs_e;fdr them.to do so. _ ’ : : é -

1}
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By Arnold K. - Art : Michael Sheppard .;

SHOULD ASK YOURSELF iS: WHAY AM i TESTING FOR?

Math tests challenge your
maths skills. Drinking contests
challenge your liver and your
brain. But what does your dun-
geon test? How is the wheat
separated from the chaff?

If you write a test that every-
one succeeds at, you are
merely writing a dungeon
tour. The party walks through,
witnesses all this cool shit, and
has the same experience no
matter how skilled or unskilled
the players are. (Digression: |
know at least one group that
enjoys dungeons like this. No-
thing wrong with that; they’re
having fun.)

If you write a test that every-
one fails at, you are merely
writing adoom cave. Rocks
fall. Everyone dies. If no one,
no matter how skilled or lucky,
can progress through your
dungeon, you've writtena
dead end. So a good dungeon
must lie somewhere in the
middle. But what is the
mechanism that sorts
skilled %roups from
unskilled groups?

Does it test aggregate weight? Does the first
room weigh the entire party, and if they weigh
less than 1000 Ibs, they may walk across to the
treasure vault, while heavier parties fall down
the pit straight to hell?

Does it test the character’s combat skills? There
are different kinds of combat tests. Does it

test their character builds? i.e. did they build

a strong enough character, numerically and
mechanically, with enough synergy and clever
combos that they can wear down difficult

foes? Does it test their levels? Does it test their
tactics, with lots of fights that can be deadly
unless the party retreats to a choke point? Or
the party’s insight, where they must realize that
the shrine guardian can only be killed whenitis
outside of the shrine?

Does it test their resourcefulness when trying
to solve OSR-style problems? Must they solve
riddles? Or find hidden doors? Do they use
inductive logic to solve things, such as realizing
that the cure for the fire snake’s venom is the ice
snake’s venom?

Does it test their role-playing abilities? Does it,
god forbid, test a player’s acting ability?
Does it test the parties ability to discern the
motives of NPCs? Does it test their discretion in
choosing which NPCs to trust? Does it test their
ability for subterfuge and lies? Does it test their
scheming ability?

Does it test system mastery, where players
have an advantage if they know protection from
evil also protects against possession? Does it
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test setting knowledge, where a
player has an advantage if they
realize that the guy in a mantis
mask is a high-level assassin?
Does it test luck? If you use dice,
you are testing luck, but to what
degree?

You probably read through
this list and shook your
hez(ijc(ij al(tj some entriles, and
nodded approvingly at
others. TPE)GB[ is go%&l. You
are thinking about it.

I have seen dungeons test all

of these things, to large and to
small degrees. Suffice to say they
are all adjustable. An organic
chemistry exam can have 60% of
its questions test redox reaction,
orit can have 0%.

For example, if you write a
dreamlands dungeon where a
character’s ability scores are

all mirrors of their Charisma
score and all of their abilities are
replaced with randomized dream
abilities, you have negated any
influence character build has on
that player’s success or failure.
And there is no right answer.
Some groups will love one thing,
others will loathe the same.

Narrow and
Broad Tests

When you have an obstacle, how
many ways are there to over-
come it? Combat, the quintes-
sential obstacle, usually has

a bunch of ways: diplomacy,
fighting, bribery, running away,
treachery, etc. There are
many paths to successina
broad obstacle.

Some tests are narrow. A door
that can only be opened with the

crystal scepter. A hidden room that can only be
found with magic, not ingenuity. There are few
paths to success in a narrow obstacle.
Generally, I like things to have at least
three solutions. Alocked door is a good
example. It has three or four solutions. It tests a
character’s build by allowing a thief to pickiit or
the wizard to cast knock onit. It tests a party’s wil-
lingness to risk a random encounter by allowing
anyone to kick it down noisily. It tests a party’s
thoroughness by allowing them to find the key in
room 22 and openit.

Personal philosophy: if you are going to trap the
party in a dungeon, give them at least three ways
out. Don’t make any of them easy.

Rule of Thumb: Don’t use narrow tests.
At their worst, they’re just pixel-bitching. Nar-
row tests are cool only when they are optional.

A clue that can only be found if all of the spider
webs are burned away. A small treasure vault
that can only be opened if the party answers a
riddle correctly.

Riddles

There is a wrong way to use riddles, and it in-
volves putting the riddle in the middle of the-
main path through the dungeon. If the party
can’t answer the riddle, they can’t progress in
the dungeon. Shitty. If you are going to have a
riddle block a main path of the dungeon there
should be other ways around it. It should be
a broad test. If a sphinx blocks a path, you
should be able to kill it, bribe it, or go around it.
Alternatively, you can use ariddle to block off a
small side-branch of the dungeon, as mentioned
above. Maybe just an alcove.
Pro-tip: What to do when the smartest player is
playing the dumbest character? You obviously
can’t have the Intelligence 5 guy answer all the
riddles. Just transmigrate the answer over to
the INT 18 wizard, and let it come out of his
mouth. Fiction is preserved, the smart player
ets to have fun being smart at the table, and
onestlY it probably takes a table full
of people to simulate Intelligence 18.



Two Rabbit
Tattoos Talk
About Hidden

Rooms

Right Rabbit Tattoo: It sounds like
you're advocating putting treasure
inrooms that most parties won’t
ever find.

Left Rabbit Tattoo: Yes.

Right Rabbit Tattoo: Why waste
time creating content that most
players will never get to enjoy?
Surely, it is better to spend your
time creating treasure and rooms
that everyone will get to enjoy. Take
those impossible-to-find treasure
vaults and stick them somewhere
obvious, like on the main dungeon
path.

Left Rabbit Tattoo: I think one
thing about old-school play that a
lot of newcomers don’t grok is that
there is a lot more emphasis on
exploration, and less emphasis on
straight-up combat.

When you do well in combat, you
survive with less damage, or none
atall. There’s a variable degree of
successinit.

When you do well in exploration,
you should find more treasure.
There should be a variable degree
of success in that, as well.

Right Rabbit Tattoo: Do what you
want, but be aware that the DMs
who follow your advice will write up
10 rooms and their players will only
find 8 of them, on average. That can
be frustrating for a DM.

Left Rabbit Tattoo: You know
what? 'm okay with that. It’s more
important to me that my dungeon

is amore discriminatory test of
exploration ability.

*» Discriminatory Ability
: and Secret Areas
Remember when I said a test that fails everyone
or passes everyone can’t discriminate between
skilled parties and incompetent ones?

. That’s still true.

If you want to have a test that discriminates
—between skilled and incompetent, you need to
-:have challenges with a variable difficulty.

- Rule of thumb: Some treasure should be
easy to find. Some treasure should be
~'moderately difficult to find. And some
. treasure should be damn near impossible
-w tofind.
The reason for this is to test (and therefore
reward) players who search.

If the group just runs through the dungeon,
they’ll get the obvious treasure that is just sitting
out in the open. Maybe they’re low on health, or
maybe they’re just careless.

If the group is clever or thorough they’ll find
more stuff. Chests hidden under beds, keys in the
pockets of dead guards, secret passages hidden
behind easily-moved bookshelves, etc.

If the group is clever, thorough, and tenacious
they’ll find everything, including the really hard
to find stuff. The treasure at the bottom of the

* outhouse. The secret alcove that can only be
* discovered if you topple the statue of Nyar-
lathotep, which takes time and makes noise.
- Some parties won’t be able to do this because
they’re low on HP, running out of time, or too

ow-level to risk more wandering encounters.

The reason [ write my dungeons like this is be-
" cause | want to reward cleverness and tenacity.
» Withtreasure.

.. If finding all of the treasure in your dungeon

“  requires a moderate effort (not automatic,

- not extremely difficult), then you might not be

" offering enough rewards to players who run
- quickly through your dungeon (perhaps they’re
“dumb, perhaps they’re too low-level) and
- you might not be offering enough rewards to
. -players who are both clever and tenacious.
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By Jack Shear - Art : Sam Mameli
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n some circles, “vanilla fantasy” gets a bad rap.y

It gets labeled as boring, generic, and lazy. T've

even been told that the problem with mainstream

D&D is that it’s “not weird enough.” Now, 'ma

fan of specific, stylized flavors in fantasy RPGs.

It’s safe to say that I favor the high concept, bes-
poke, and special snowflake over the expected fantasy
conventions and the well-trod ground of the high fan-
tasy/sword & sorcery nexus. Even so, I want to tell you

why vanilla fantasy is actually a good thing to have at
the forefront of the hobby.

VANILLA FANTASY IS THE
LINGUA FRANCA OF FANTASY RPGS

If you want to explain what D&D is like to someone

who has never had the pleasure of playing before, it

helps to have some established tropes and recognizable

cultural references to fall back on. “It’s like Lord of the
Rings” goes a lot further than “Well, it’s like ancient Tibet
ut everyone is a crab person and magic comes from
stitching” patches of demon skin tg Jour body.” The

ed pa tyth

latter may be more evocative to the jaded palate, but’the
former is far more legible to a larger audience.

VANILLA IS TRANSLATABLE
Even if you aren’t running a vanilla game, vanilla
products still possess utility. Here’s why: it’s easier to
add weird elements to a vanilla product than it is to
strip away weirdness that doesn’t fit the kind of game
you want to play. “Weird” game products are often
so heavily slanted toward an auteur’s conception of
strangeness that they aren’t often cross-compatible with
other “weird” products. Vanilla products, on the other
hand, can be more easily bent toward a variety of pur-
poses and intents because they are made to inhabit the

middle-ground.

(1)
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WHEN EVERYTHING IS WEIRD,
NOTHING IS WEIRD
Rejecting everything that smacks of vanilla probably
makes your game feel fresh and vital... for about three
sessions, tops. Once the novelty wears off, all those
weird elements will feel as rote and expected as elements
derived from traditional fantasy. It’s worth keeping in
mind how vanilla works in the world of cooking: even
when added in small amounts, it is an ingredient that
helps bring out the punch of your other flavors. In most
settings, the presence of vanilla setting elements makes
the truly weird stuff stand out. Vanilla doesn’t compete;
it enhances the stronger flavors.

VANILLA MIGHT JUST BE
WHAT PEOPLE ACTUALLY WANT
Although you, in your rarefied DIY circles, may deride
vanilla fantasy, the larger RPG-buying public might not
share your views. In fact, sales figures seem to bear out
the notion that vanilla sells better than more specialized
kinds of fantasy. The reason the Forgotten Realms and
Golarion are more popular than your favorite esoteric
setting isn’t because they have been foisted on rubes—
it’s because people find those settings comfortable and
desirable when they’re thinking about how they want to
spend their hobby time. Not everyone wants to fight

shit polems. Think of it this way: the more people who come

ifito the hobby because they want to make a Drizzt clone
means more people who will stick around long enough to
delve into the wilder niches.

THEY MAKE VANILLA SO

THAT WE DON’T HAVE TO

I consider it a god-damn service that WotC and Paizo

make vanilla fantasy because it means that 1 don’t have
to. They've got that arena covered, so I can make m

own, odder forms of fantasy. Vanilla and weird aren't

in binary opposition: they’re an aesthetic dialectic. One

doesn’t exist without the other. And since they have va-

nilla fantasy covered, you have the freedom to go hard
at the more idiosyncratic, personal end of the spectrum.
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I never have humanoids in my fan- of cave-dwelling troglodytes, and in
tasy RPGs. Humans run the gamut of amore meaningful sense of odd, off,
all possible moralities and roles, and weird, and a chunk more than “a bit
deliberate homicide feels quite diffe- wonky”. Petty, greedy, prone to defor-
rent to hetericide. If you want murder mity, displaying undecipherable gender
and betrayal and evil, don’t be shy: kill,  dysmorphism and not caring about it,
backstab, and hurt fellow men. goblins have the class-less, level-less,
Goblins, tho. Goblins are different. hyper-violent society you'd expect after
Goblins are dirty, feral kids. Goblins an unsupervised mid-morning prima-
are grotesque, both in a literal sense ry school recess lasting three weeks.
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Htterly Jnexplicable Boblin Situation

1. Goblins petting white rabbits, nervously stopping and putting the rabbits down as soon as the PCs notice them. If
inquired, they vigorously deny petting rabbits. - 2. Goblins strutting on giant wargeese (stats as ogres). - 3. Goblins
wearing shiny armour and being honourable knights. And failing at it in the goblinest way possible. - 4. Alonely
goblin standing guard, accompanied by their bear plushie Patchington, roleplaying to be the World Emperor.

5. Goblins are playing football. Er, footgoblin: the ballis a tiny Live shrieking goblin, tied and bound in a lumpy,
angry, bitey ball. - 6. Goblins are carrying a mutant goblin on a palanguin and nobody knows where they are going.
7. Goblin diplomats, throwing a barrage of carefully weaponized insults to a delegation of another faction.

8. Goblins are tunnelling around the dungeon or doing construction work in ways so risky the mind boggles. - 9. Goblin
Surgery: a goblin feels poorly, but thankfully a crew of goblin surgeons is about to cut them up and probably replace
what ails them with something completely inappropriate. - 10. The Goblin Game, where all participants slap each other
and swap possessions following incredibly complex rules (No! can't counter a double slap on Saturday while stealing a
broken tool, unless straddling rules are in effect). Obviously it would be inappropriate for the PCs to not join in.

Jnsane Secret Boblin Warfare Techniques

1. Goblin Pot Ajrmail: trebuchet shooting goblins in clay pots. The pots smash at landing, dealing 1d6 damage
Somehow gobll'ns survive the landing unscathed. Every time. - 2. Goblin Monster Train: a goblin diplomat chaéed by
a rar}dom moh it harassed, trying to run toward the enemy to unleash the mob on them. - 3. Operation FIREWOLF:
goblins riding wolves, close in melee with the enemy, and as they are about to die immolate with firebombs. .

4. Slime Squad: gob_lins with buckets filled with oozes and slimes run close to the enemy, throw the buckets at them
and run away. - 5. Giant Goblin Robot: treat as a mountain giant, but every round of operation there's a 10% chance '
of a shutdown for 1[_12 rounds, and a 20% chance of it catching fire. - 6. Goblin Morale: this gaggle is positively the
most cpwar_dly goh_lm group ever. [t always fails morale rolls, and has learnt to embrace propensity for self-preser-
vation into its tactics. The goblins start pelting the opposition with arrows and stones until melee starts, when they
rout and ﬂlee. They rally a few minutes later and return to shooting at the enemy... again and again and again, in a
never-ending cycle. - 7. Civilised Warfare. The goblins deal only non lethal attacks (including pretend spells fhey
only shout the names of) and are righteously offended if the opposition doesn’t do the same.




Hrexpected Boblin Laocation

1. A butcher, with odd cuts of strange meat hanging from hooks and entrails from any and a}l D&D monstte(slscattnered
all around. - 2. A salon, with really dirty plush furniture anq cheap hoqch aplenty - 3 A dgvme roo_rR, con an;nt? at m
engine or a pump or a printing press or something similar, in overlaEpmg states qf dlsrep§|r but sti tt])lperahe yUt 2
goblin crew. - 4. A goblin créche, with 6420 extra goblins. - 5. The G[aﬁ|t| & Ch.|ll Room”, where go msth_ang Uorks
watch graffiti and then... chill. - 6. The Great Poo Room. - 7. The goblin mechanical workshop, where rll'o ing w L
reliably. Yes, even things that work fine elsewnere, wabble into catastroph_e here. Artefacts and holy re |csl can'tev_th -
apart when used in this room. - 8. A pottery workshop and kiln, w_here_gobllns make .really Won_ky pottery, gtz'a]ze |f V\g

mast eager colours and patters a kindergarten could collectively imagine, and then fill them with whatever they find.

Mutations and Other Goblin Weirdness

1. Very furry. Better defence and protected from cold. - 2. Horribly fat, the goblin is fed by its tribe to be slain and
eaten during periods when food is scarce. Double HP, can't run. - 3. The goblin has a skin membrane between arms
and legs, allowing her to glide. It makes it impossible to wear armour though. - 4. Can make any noise through
vocalization and they will make any noise through vcalisation. Repeatedly. - 5. Horribly strong. Ridiculously buff. His
biceps have biceps. Deals double damage in melee and throws objects at three times the normal distance. The goblin
body can't quite cope with so much awesome, though, taking damage when such huge strength is abused.

6. Pea green, photosynthetic goblin can survive on water and sunlight. Shame that goblins hate sunlight. - 7. Uncan-
nily warty. If still and crouching is easily mistaken for a pile of rotting garbage. - 8. Very sticky and strong. Grapples
like an ogre and can easily climb walls and steal stuff. - 9. Big-jawed, sharp-toothed, ever-hungry. Bite deals 2d6
damage. - 10. Mostly glabrous, pink and swollen, the goblin looks exactly like a perfectly healthy human blond kid.
11. Really big, strong and burly. In combat, treat as an ogre, except for morale purposes. - 12. Immortal and unable
to reproduce. This goblin might have died hundred of times, often in embarrassing ways, but is very far from realizing
it. Regenerates 1 HP per turn. - 13. Flexible bones. Can squeeze through a hole the size of a tennis ball and takes no
damage from falls and blunt trauma. Wobbles. - 14. Feels no pain. Doesn't understand it either. When it should be
collapsing or dying, it can save to stave off the condition for another day. - 15. 1d6 arms. 16 legs, 1d6 heads, eyes,
ears, noses. Still a single goblin brain to run it all - 16. Can shadow-step once a day, reappearing from a shadow in

a range of one mile. However, this happens only when frightened and can't be activated deliberately. - 17. The goblin
has a big swollen skull, looks a bit stupid, and can't talk. Unbeknown to any of the goblins, it is able to plant ideas
and beliefs in other goblin minds (three times a day, save to resist). - 18. Smells like freshly baked bread instead of
reeking like a normal goblin. Tastes like freshly baked bread too. Until the day this goblin is eaten they benefit from
advantage on reaction rolls. - 19. This comically hairy goblin with a roguish smile is, in fact, a were-worg. - 20. Very
sexy. For Anything. Of any gender and sexual preference. Can get laid without much effort. Probably due to goblin
pheromones or something. - 21. Three eyes. Can see radioactivity, magic, and other emissions and auras, and also
particularly elusive phenomena like the flight of invisible herons and other people’s problems. For some reason, other
goblins find this mutation particularly funny. - 22. Freakishly long and slender hands. Imagine a human child with
hands five feet long. - 23. No head. A mouth is where the neck should be. Has 10 little eyes on its fingertips.

24. Metal bones. Double HP, +6 AC, fists like hammers, sinks like a stone, points north if held up by a rope . -

25. Can breathe in, inflate, and become a goblin balloon. If warmed up with a fire or by sunlight, rises to the sky.
Often chased downhill for sport. - 26. Silicon-compatible body chemistry. Can survive on water, rocks and soil.
Resistant to electricity, additional damage from fire. Shiny as hell. - 27. Self-fecundating. Had 5030 identical but
sterile daughters, in addition to 2d30 offspring due to more traditional mating practices. (If you are willing to entertain
the idea of “goblin traditional mating practices”. Ugh.) - 28. Really, really, really loud voice. Can be heard from far,
far away. Can't speak at less than full volume though, and also does not understand the concept of inside voice. Only
coping strategy: breaking into song. - 29. This goblin does not need a potty, but oozes an oily substance (about a
pint a day if properly fed), that can be collected and used for lubricant, burning oil, and even food. If one can get over
the complex bouguet of lemon flower, camphor, goblin armpit, and waste engine oil. - 30. This goblin is, in fact, a
changeling left there by a very, very intoxicated faerie queen on a three-years-long bender. Nabody ever realized this.



by Nobboc - Art: Gustave Doré

INYOURBYLLAIES

This combat sequence variant is inspired by
Into The Bastards, a little wargame published
in Battles Magazine #6 which depicts the first
tank battle of the First World War. In this game,
he rigid sequence of play gives way to drawing

random chits as soon as the battle reaches
peak intensity.* Not only are units activated
‘| randomly, but some random events are thrown
in for extra uncertainty. I am using Old School
Essentials (or B/X) here as a basis but it should
work with most adventure games. This initiative
system brings back the chaos in your battles,
keeps players focused, and makes fights
shorter to run (and possibly deadlier too).

* The excellent Troika! uses a similar system with different results. You should check it out.



* Use a pack of 52 regular cards (or
cardboard chits, coloured dice, home
made cards... but I find a poker deck
quite handy). Put the numerals on
one side, the jacks on the other, and
remove the other face cards, including
the jokers.

* Assign the party a suit (spades,
hearts, diamonds, or clubs) and each
character a numeral card of that suit
(including fighting followers, who can
be a single unit). These card are called
the activation cards. Get someone
torecord everyone’s cards to avoid
confusion.

* An enemy unit represents an enemy
or a group of enemies. For example, if
the party encounters 9 goblins and 1
ogre, you can decide to make 3 units of
3 goblins each, the ogre being its own
unit. If the party encounters arival
gang of 5 adventurers, you can group
them as you see fit, or decide to have
five units.

* Assign each enemy unit a numeral

of adifferent suit than the characters’.
These are the activation cards for
these units. Write it down!

* Whenever possible, and except in
special cases, trytohavea o
balanced number of activation Zga*
cards on each side. P

» When combat occurs, after resolving any
surprise rounds collect all friendly and enemy
activation cards. This is your activation deck for
the battle.

Note: Another way to make sure you remember
which card is whose is to have another deck han-
dy:just give the players their activation cards and
make a little panel of monster activation cards in
front of you.

Repeat each round like so:
a) Shuffle the activation deck.
b) Everyone who wants to cast a spell or retreat
must declare it.
c¢) Check morale if needed.
d) Draw a card from the activation pack:
- Ifit’s an activation card, the character or unit
takes their turn.
-Ifitis a chaos card (see below), roll a die on the
chaos events table #1 and resolve it.
e) Draw a new card, discarding the one just
played.
f) When there are no more activation cards in the
activation deck, the round ends.
g) Roll 1d6. If the result is less than or equal to the
number of combat rounds completed, add a Jack
to the deck. This is a chaos card.
There can’t be more than 1 chaos card for every
3 activation cards. Don’t add any more after you
reach this limit.
_h)Gobacktoa)
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¥ An activated character or unit
can perform one action. Members
of the same unit may take different
actions, but do so at the same time (the
referee decides how to manage it). The list
of possible actions includes:
« Movement and/or melee attack
Slow weapon attacks are resolved 1d6
activation cards later or at the end of the
round. For example, Albard the Fool is
activated and decides to move and then
attack in a melee. His move is resolved
immediately but as he wields a two-
handed sword (slow weapon), he rolls 1d6,
and gets a 3. He then has to wait until 3
activation cards are played (or until there
are none left in the deck) before he can
resolve his attack.
« Movement and/or ranged attack.
You must not have moved to shoot a
crossbow or throw a heavy object (such as
abarrel, large rock, or dwarf.)
« Spellcasting. A character or monster
wishing to cast a spell must not have done
anything else during that round, not have
been hit, nor failed a saving throw.

e Retreat. From Old-School Essentials:
The character turns and flees from melee,
moving up to their full encounter move-
ment rate. This round: the character may
not attack; the opponent gains a +2 bonus
to all attacks against the character and
ignores any AC bonus due to the charac-
ter’s shield.

* Miscellaneous actions like looting a
dead body, drinking a potion, binding a
wound, rummaging through a bag... may
or may not allow movement in the same
activation. The referee estimates the time
the action would take.

OPTIONAL INITIATIVE

You canrollinitiative at the beginning of
each round before building the activation
deck. Roll 1d6 for characters, and another
1d6 for the enemy. The winning side puts
one activation card of its choice on top of the
deck. If the winnerrolls 6 and the loser gets
1, the winner also chooses which card goes
at the bottom of the activation deck.



IEIIIIHE EVEHIE 'llIIII.E 1 (le)
1-2 Endof round Shuffle the activation deck

5 Vulnerablllty. Attacks deal maximum damage
until the end of the round.

6  Blood thirst. Combatants get +2 to hit until the

end of the round.
7  Battlerage! Attacks automatically hit until the
......... end of the round.
8 Magic surge. No savmg throws are allowed until
the end of the round.

9-10 Roll on chaos events table 2

IEIIIIUE EVENTS TRBLE 2 4s)

The last weapon used breaks (magic weapons lose
their properties until the end of the fight).
2 Thelastactivated character/monster slips and falls
oris otherwise helpless for 1d3 rounds.
3 Thelast wounded combatant is b]eedmg,
losing 1d3 HP for the next 1d3 rounds.

4 Thelast activated character/monster can
take another action.

il

Bl

7 Thelast spellcaster activated loses focus and

__________ cannot cast for thenext 1d3rounds.

8 Anunexpected event (alightning bolt, an avalanche
or earthquake, a dungeon-wide alarm bell... make

something up).
23
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Often D&D combat can devolve into a sluggish exchange of blows between RQ‘L . __"_;'//“;I
sides with the only objective being to kill one side. This is often unrealistics - © ~ ARG
most people don’t want to die and really only the most zealous will fight To the death.
B/X provides tools to help a DM guard against this outcome by employing three ~  ~ “~__
checks: Surprise (2-in-6), Encounter Reaction (2d6), and the Morale Check (2d6). ,
Another tool to add is eliminating “kill everyone” as the default objective to 7
combat once it is determined the encounter is hostile and ready to attack. .f 0
Roll d8 on one of the tables below, according to Y-\
the encounter’s intelligence. P

(humanoids and people)
1: Grab the gold or valuables. - 2: Capture the caster or
spellbook. - 3: Sacrifice the cleric in the name of foul gods.
4: Hit & run! Reduce one or more PCs to half their HP, then
withdraw. - 5: Loot the party for supplies and equipment.
6: Push the PCs out of the room/area/bridge, then guard
it. - 7: Capture the animals/NPCs/hirelings.

8: Hold position until more -
dangerous reinforcements arrive. ﬁj@iy‘{‘

(beasts and monsters) r-’//f:" ‘L., 1
1: Attack the nearest NPC or pack ani- F S

mal — drag them into the underbrush. /—/////% \V
2: Attack the weakest/smallest PC — 7, ‘

drag them into the underbrush.

3: Hold a specific territory. Y

4: Bloody the largest PC in a

territorial display. - 5: Fight A,J./
until hit with magic. N

6: Ravage backpacks for (fff_
food. - 7: Hit & run! Next three
encounters will be with this crea-
ture. - 8: Territorial display, but

will yield ground quickly.

f‘ (oozes, constructs, some undead, and plants)
. 1: Attack nearest party member. - 2: Consume one target then go dormant or leave. -

| 3: Probe each party member looking for gold, nectar, metal, stolen jewels... - 4: Attack until

~ someone issues a command or says “stop” in a specific language. - 5: Move to inconvenient- —

~ ly block the characters’ way. - 6: Cover or grow around an object of significance for reasons -
. unknown. - 7: Attracted to person with a specific color/sound/smell/taste/astral aura. e

- 8: Attack those who stole something.
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HERE IS A LITTLE RULE
TO HANDLE CHASES,
RESEARCH, CRAFTING,
TRIALS, ACTION
SCENES THAT DON'T
INVOLVE FIGHTING,
EVEN MASS COMBAT,
AND PROBABLY MANY,
MANY MORE THINGS WE
HAVEN'T THOUGHT OF
YET. ALL YOU NEED ARE
ATTRIBUTE SCORES
AND A D6.

HIT

POINTS,

HIT POINTS
EVERY WHERE
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by Kobayashi

HOW DOES IT WORK?

Your task has a set number of
hit points (HP), and you deal
d6 damage to it each round.
When you bring it to zero, the
task is completed. Also, your
task inflicts “damage” to one
of your character’s attributes:
any important endeavour will
be taxing.

Maybe we should start with
an example: Joshua the
halfling wants to pick a lock
in the middle of a fight. The
GM decides that the door has
12 HR, Each round, Joshua’s
player makes a Dexterity
check. On a success, he
inflicts dé6 damage to the
door; if he fails, the lock
causes d6 damage to Joshua’s
DEX. If the door’s HP reach
zero, the door opens. If
Joshua’s DEX gets to zero
first, he’s done. No do-overs.
As you can see, it’s pretty
easy: the main task of the GM
is deciding the opposition’s
HP. A range of 10 to 20 is
enough, around 5 means

the scene can be resolved
with a simple attribute

check, more than 20 and it
becomes tedious. As a rule

of thumb: use the character’s
attribute minus 3 for an easy
challenge, or the attribute
plus 3 for a difficult one.



Another factor is deciding how
much time an attribute check
takes. In the example above,
the character Joshua could
make an attribute check each
round. Some tasks can take
longer:

Malekar the Magnificent
wants to study an obscure
tome of occult magic. The GM
decides that each Intelligence
test will take a day. Being as
cryptic as it is massive, the
tome gets 20 HP, Proceed

as in the above example. If
Malekar’s INT reaches 0
before the tome’s HP does, it
proves impossible for Malekar
to decode.

A nasty GM could even rule
that the failure triggers a
nasty curse. It is also possible
to make the attribute check
harder for the character
(disadvantage SE style, roll
4d6 under, whatever way

you do these things). If your
attribute modifiers are in the
-1/+1 range, you can add
them to the damage rolled.

(If your game uses higher
modifiers, downsize the
damage die to a d4.) Critical
hits may result in double
damage if you wish (but in
that case critical misses mean
the character’s attribute takes
double damage as well).

I couldn’t have done this without Runehammer’s ICRPG and its effort
rule, and M-Space’s extended conflicts rules by Clarence Redd.

{ TIME TO PLAY

i With a simple set of numbers you can now
i model... perhaps not everything but a lot
i of things, surely. Let’s try:

i « A character stands trial. The judge

i doesn’t like adventurers (15 HP). The

i group’s most articulated member

i (Charisma 16) is the defence attorney

i and the others managed to blackmail

i some witnesses (+1 to damage rolls).

i Each roll represents a day of trial. If the

i judge’s “trial HP” reach 0, the character is
i acquitted. If the attorney’s CHA reaches 0,
i the character is found guilty.

i « A small group of peasants (Strength

i 10) is facing an attack by orc raiders (15
i HP). The orcs are vicious, so the peasants
i roll with disadvantage, but the village’s

i fortifications are pretty good (they get

i +1 to their damage rolls). You roll for

i each day of battle. If the peasants’ STR

i is reduced to 0, they flee/die/whatever (if
i you need casualty numbers, just roll a die
! representing a quarter of the peasants’

i forces).

i « The characters’ ship faces a dangerous

i storm (15 HP), the captain makes

i a Dexterity roll per hour, with their

i experienced crew granting +1 to damage
i rolls. If the captain’s DEX reaches 0

i before the storm does, bad things happen
i (the characters are lost at sea, the storm

i claims the lives of the crew, the ship

i sinks...).

i Of course, even if a character succeeds

! at the tasks, failed rolls may have

i consequences along the way (usually

i wasted time or resources).
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Playmg Chess

Deéath

When you would die, Death comes to claim you. Time freezes, everything but
Death and yourself become somehow less than real. You die automatically and are
led away, unless you can do one of the following:

You can offer to play against Death in

a game of skill or chance. You and the
other PCs actually play a game against
the GM (who represents Death), per-
haps liar’s dice, a hand of poker; or a
riddle contest. Death gets to choose the
game (GMs: pick one youre confident
you can win). If you lose, Death gets to
take one of your companions as well as
you. You only get one shot at this each

time Death comes for you.

You offer Death a substitute soul in your
possession to take instead of yourself.
Spells to claim people’s souls such as
Magic Jar are useful here. Alternatively,
if somebody has signed a contract saying
you own their soul, you can sell that
contract to Death in exchange for your
own life. The soul should be at least as
valuable as your own, but Death might

be willing to haggle. Might.

You promise Death something he wants. You
might finally kill somebody who's frustrat-
ingly evaded him (such as a lich). You might
allow him to possess your body for a time.
You might be set on a quest of cosmic impor-
tance. It’s up to Death to decide if he accepts,
and if he feels you're trying to renege he can
snap his bony fingers and have you die when-
ever he wants. If you do this, even though
you get to live, your life just got a lot more
complicated, and if you die while completing
Death’s task things will only get worse.

If you insist. Death has 20 HD, passes all
saves on a 2+, kills you on a successful hit
rather than dealing damage, and is immune
to fire, drowning, poison, mind-control, etc.
He is a divine being and can basically create
whichever supernatural effects he wants.
You won't win this unless you have an espe-
cially clever plan, and even then it will only
work once.

If you successfully wriggle out of dying, Death leaves,
and you snap back to reality on 1 HP.

WHERE DOES DEATH LEAD YOU?

The GM makes a judgement call as to where your soul goes after death based on the
virtue of your deeds, any pacts made with supernatural beings, and so on. This will
affect your next PC.

« If you go somewhere good, treat all 1s when rolling for attributes as 6s.

« If you go somewhere bad, treat all 6s when rolling for attributes as 1s.

« If your soul was claimed by a supernatural being, as well as this then your new PC
is also tainted by that being and may have an appropriate weakness (such as double
damage from Holy things) and a tell such as an extra finger or birthmark.

« If your soul is totally destroyed, you roll up your stats normally. However, your next
PC is soulless and dies automatically when they hit OHP: no saves, no injury tables, no
bargaining with death. Find a way to gain a soul before this happens.
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The PCs are finally geared up (or angry enough) to take on the dragon! It’s gonna
be a big event in your campaign (because: DRAGON!) and you want the treasure
hoard to be worthy of it. How do you make it something truly special without
making it stupidly huge? How can you make quality compensate for the fact that
you're not actually giving your players literal hillocks and ravines of coinage?

What,th
Arkenstone
Can Do For You

Here are some suggestions for things that have served me well over the years:

The dragon hoard par excellence is
probably still Smaug’s, and it’s heaped
with the story of the dwarvish kingdoms
and their alliances and rivalries with
their neighbors. Describing the trea-
sure is one of the few times you have

the undivided attention of everyone at
the table, so it’s a great time to sprinkle
(not dump) some exposition onto your
players. Coins bearing the face and name
of the second Warlock-emperor of the
Melechan dynasty (worth ten times their
mere weight value to collectors), arrows
crafted by elven fletchers to slay the
Arch-lich Kazshet, or the gilded toe-bone
of the poet-scholar Saint Gweniach will
draw a lot more attention to the history
of your setting than any dry dissertation
by long-bearded scholars or sleepy ents.
Focus on bits of history that are or will
be important to your campaign’s current
events, and especially the active interests
of your players and their characters.

Smaug’s hoard contains the Arkenstone,
a wondrous gemstone that bears more
than a passing resemblance to the doom-
fraught Silmarils. Perhaps the Temple of
the Risen Sun doesn’t think a reliquary
of Saint Gweniach belongs in the hands
of murderhobos. Perhaps Kazshet's

agents infiltrated the circle of elven
fletchers to add a curse to the enchanted
arrows. Perhaps, as with the Arkenstone,
there are cultural, personal, or political
ramifications to the ownership of some
of that treasure. One of the things that
makes The Hobbit stand out from gene-
ric fantasy fare is that there are exciting
and fascinating consequences to the
slaying of Smaug. So can it be with the
dragons in your campaign.

This is a great time to make callbacks to
the backgrounds of the PCs or events
that happened earlier in the campaign.
The paladin’s great-grandfather’s sword
doesn’t need to be in the hoard, but there
might be a sword that’s marked with the
rune of a company of knights he once
rode with, or the champion’s prize from a
tourney the great-grandfather competed
in. There might be a treatise on abjuration
magic written by the mage who was a
mentor to the wizard PC’s teacher. There
might be some piece of jewellery or other
objet dart that a villain vanquished by the
PCs early in their careers sent as tribute
or a bribe to the dragon.

Callbacks like this are a great way to make
the players feel like their characters fit
into the setting.
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TENSIONvs
B TACTICS

Game ses8ions that are creepy, tense, or evenl C
L7 of the m@St memorable for both players and GMs
horror-themed game or just want t
to an encounter, you'll need to rely on
,dice rolls, and combat tactics to creat€
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Descrlptlon
vs Dice

It’s the little things that create a creepy atmos-
pher‘e in a game. Try and make sure you're giving
your players enough descriptive language to pro-
perly imagine the scene in their mind’s eye. You
don’t need to give them long-winded descriptions
oanead from the pre-written boxed text, but you
should do more than give them bare-bones ac-
:’{)unts of thirty-foot-long hallways leading to the
next standard door. Try to include all five senses if
you can. Cold breezes, damp odours, and echoing
ounds can make an otherwise basic description

¥ feel a bit more real.

{Avoid rolling the dice for checks to find traps and
’ v secret doors. Ask the players what they’re doing
1 |/ and answer their questions about the scenery
/| they’re examining. This is a great opportunity to
4 gointo more detail with your descriptions since

the players have asked for more info anyway.
The more you are describing the scene and the
players are telling you what they’re domg there
the better.

Lots of dice rolling, including combat, can take
away from this a bit. Combat is the action part
of amovie, as opposed to the scenes where you
build tension.

N TR ense
vs Surprise

Roll for initiative! Make a saving throw! You take
13 points of damage! These don’t make your
game as scary as when players are nervous about
the potential for those things to happen. The sud-
den appearance of a slavering monster doesn’t
leave your players much time to be afraid before
they switch gears to thinking about the combat
system and how to defeat it. Monsters that you
can hear approaching or see climbing out of their
coffins are much better — the players have time
to think about what might happen if they face the
monster. Having to decide whether to edge care-
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fully around a pit when you know
there’s a chance of falling inis

much scarier than a covered pit -

trap that you suddenly fall into-
A sudden explosion of yellow
mold sporesisn’t scary. A sickly
yellow mist that fills the hallway
aheadis. .

If you are explormg adun-
geon and you find aroom with
aclosed door, openit,and a
gorilla jumps out, you’re going
to feel like it’s arbitrary and the
tension will be gone. If instead
you receive clues before opening
the door that gets you ready to
accept what you find, it'll work
much better. The room has a
strange musky smell. You hear

. some scratching sounds from

behind the door. If you listen at it
you might hear breathing.

‘Mystery

vs Mundane

When players know too much
about the mechanics behind
them, the monsters stop being

. scary. Once they’ve memorized

all the stats, read the ecology,
and know all of the game fiction
about a bugbear or a gremlin, it’s
not scary anymore. It’s an exotic
animal at best, and just a pile

of game rules to be predictably
dealt with at worst. If the players
think you will only give them
encounters (monsters, traps, or
hazards) that are «level-appro-
priate» and manageable, they’re
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not goitﬁ to think twice about charging headlong
___-into the'fray. : :
. Alittle'extra mystery to what the players encoun-
ter willadd’a lot of tension to your game.

~ Clues
- vs Chaos
f The flip side of mystery is that it can’t just be ran-
domor arbitrary. If it is, youw’ll break your players’
suspehsion of disbelief and they’ll stop buying
} intothe reality of the fictional world: This is exac-
tly the same thing that happens in a movie when
l " youghink <What? come on, that doesn’t make any
sengel» When that happens you’re ‘out of the mo-
| viesland it’s the same thing in a tabletop RPG. The
.~ mgfe your world feels internally consistent the
| more players will buy into it. Don’t confuse this
mwith realism — you can still have the suspension
" _/“of disbelief in a fantastic world.
/" How did the zombies get in this room, and why
Xl :,ilr'en’t they attacking the dwarves playing cards
] /4n the last room? Sure, you can make up some ex-
| Yplanation for that, but if your players are thinking
' ﬁf '.’,f about it at the table, they aren’t thinking about the
I -, 4% zombies being scary. On the other hand, passing.
1"/ bysomerecently unearthed graves before you
! 7 runinto the zombies gets you ready to accept
'+ their appearance. '

Fleein

|, vs Fighting

' As soon as players commit to fighting with a
monster, it becomes a little less scary. It might be
a tough opponent but that’s just arelative level
of challenge. Combat typically runs much slower
than the other parts of the game, so the pacing
will also change and that will also affect your level
of tension. It’s almost an inverse of what you'd
see in a movie — where fight scenes are often
the fastest-paced on the screen, they can be the
slowest paced in an RPG.

\_,\ If your players get an opportunity to decide to run

| away, on the other hand, the tension increases.

\ The players (not just the characters) have a fear

\
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of what wouldhap : e;,l it the:

éorr_ibat e_n'c_olqnter. So whénever i _
possible, try and make sure the - "~

PCs have a choice about combat,
and that running is aviable
option.

Again, this won’t work if your
players think you’ll only give

them ‘appropriate’ challenges, or .

that you’ll fudge the dice to keep
their character alive if things go
bad for them. That’s when you
get players attacking every-
thing without a second thought.
Having some player-controlled
retainers along with the party
can be a good way of letting the
players see the results of bad
choices without taking their
main character (and thus the
player) out of the game.

Ifind this works best when
there’s a time limit under which
the players need to decide
whether to flee or not, and not

_simply break off from com-

bat whenever they feel like it.
Perhaps the monster is breaking
down the bars of its cage to
attack the players. Skeletons are
pulling the heavy stone slab off
their crypt. Or animated statues
are heading down the hall
towards the room, leaving the
players a few moments to decide
between fight or flight.
Characters in scary movies
spend more time running from
monsters than fighting them... It
should be the same in games.
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by David McGrogan

= JA
. |

:I'he overwhelming narrative characteristic of D&D,

insofar as it has any such characteristics, is, in my

experience, bathos: the sudden and unexpected shift in
mood from the grandiose to the mundane, the tragic to
the comedic, the heroic to the inept. Wandering monster
tables, reaction dice, rolling in the open, taking results
as they come, and resolute avoidance of illusionism or
palette-shifting of any kind - all of these elements of ‘old
school’ D&D play contribute to the development of the
ba.thetic. People who like ‘narrative’ games and prefer
things to make ‘dramatic sense’ usually miss that this is a
feature of D&D in its purest form, not a bug.

An example of bathos from one of my games: |S<RSIENREL!
just survived the most difficult and bloody encounter the
party had yet had, in which eight bandits and two hireling
retainers had died and one of the PCs taken to the brink of
dying. Eki had been through, in many ways, his toughest
moment. He had faced down the bandit leader and bluf-
fed him into retreat, then survived a nerve-wracking chase
through a pitch black forest, with no weapons or magic and
only flasks of oil to aid him. He had led the opposition away
from his wounded friends, buying them time to escape.
If I was interested in trying to develop the ‘plot’ of the
campaign, as if it was a story, this would have been a de-
fining episode for this character — the making of h4|m. He
would have gone on to greater things, and grown in stature
because of what happened to him at the bandit lair. Or
perhaps he would have died bravely in one final showdown
with the bandit leader, going out in a blaze of glory, remem-
bered for ever more for his feat of bravery and self—sa;nﬂce.
But the dice said otherwise: having survived the band|t‘en—
counter through his skill and courage, the next day, trying to
find his way back to town, he got an unlucky result and had
a wilderness encounter; he then got an unluckier result when it
turned out to be giant bees; and he then got an even unluckier
result when he failed his surprise roll. He died a meaningless
and ignoble death alone in the forest, stung to death by min-
dless insects. And after all that heroism the day before. Bathos.
Bathos and absurdity are
proud and important traditions in drama and comedy. They may
not be ‘emotionally satisfying’, but they have their own value
because they remind us that life is unpredictable and tragic,

that pride comes before a fall, and that plans fail. They also Sire Bo\drégg\ff:
make the moments of heroism and greatness all the more Bluecastle celebrating
poignant. The next time somebody makes out that you should his victory against
fiddle or ignore dice rolls in the name of maintaining some the Ogre Prince of

sort of narrative consistency, remind them of this: ‘I prefer it the Caves of Darkne
bathetic, darling’
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by Trollsmyth (J. Brian Murphy)

If Failure,

e’ve all seen fifth edition DMs doit: a player Il

asksa question and the DM reflexively asks P t ®, '
nteresting,

for a skill roll. Professor Dungeon Master

over at the Dungeon Craft vlog says, “Don’t do it!"*

and wisely brings up the Garden of Eden problem. '
This happens when a plot or adventure can’t progress

unless the characters successfully take a particular ®

action. (It’s called the Garden of Eden problem because until Adamand Eve eat the
forbidden fruit, nothing can progress. There’s no tension, no drama, no conflict; the happy
couple remains in paradise and nothing dramatically significant happens, which isawesome
for them but sucks if you're trying to tell an entertaining story orruna fun game.) I believe
it’s Dyson Logos I've seenrepeatedly on Facebook saying something along thelines of, “If
you don’t want to accept what the dice tell you, why are yourolling the dice?” This is the flip
side of what Prof. DM is saying; if youre not willing to accept failure, why invite it by
invoking random ¢hance? :

I'm going to take thisa step further: if failureisn’t potentially
z, fun, dont bother rolling. if the players are attempting

g to pick alockin a dungeon and there’s noreason for them to

rush, nochance for a wandering monster to interrupt their

, efforts, or the dungeon’s inhabitants aren’t taking the time

to lay ambushes or sneak up on them, Ijust say they succeed.

This.goes doubly so if the PCs are back in their safe base, and
have uninterrupted hours to inspect and work on the lock without fear
of nm]a ambush or the like.

Conversely, if I can make And yes, this goes doubly so in combat, MOst

failure interesting and the rolls are interesting in comb 4
1 3 s at, suc- 3
rollis otherwise unmomen- . €eed or fail. But there are fights that ;reuc
tOUS, I'll ask the players to Jjust foregone conclusions, and there’s no chance ]
roll. No, I'm not rolling to see if the of anyone else intervening no matter howlong

bard can successfully sing Scarbo- the matter drags out. There’s no point in suffe-
7%, rough Faire, but Imight roll ringthrough the string of misses that are just
’ to seeif someoneinthe goingdto eat up valuable gaming time. If there’s
# audience knows it's used no chance of failure being interesting, Ijust let
by asecret rebel group that - the characters succeed. 4
they believe isresponsible Inthe best fights and the best dungeon delves
5 for the kidnapping of their | €Very second (or, at least, every six-second :
sister and so decides the | round) counts. But not every encounter or ad-
¥  PCsneedtobeambushed,or | Venturepushessuchexacting
possibly pointed out totheIron standards. If the most in-
Baron’s secret police. Or maybe . terestingthing that happens
extreme success is interesting:you from failure is that someone
might shave a few gold pieces off the else triesinstead or the PCs
price, but if you demonstrate superior restand try again, just let
hagsling skills the merchant willde- them succeed. If the fight
cide you're the perfect spouse for her hasgone on long enough and
ne’er-do-well son.  theoutcome s absolutely going
tO_ be PC success, just let them
{ winand move on.

. Your game will be better for it.

1 n n * https:/ vvvvvv.voutube.com/watch?vzq43pE‘E_NaSh6c
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by Leander Elwischger - Bad art: Nobboc

11 TABLES OF
Gg&% O ROLY HORK

-2 HEAD

E 1. One half of your brain melts. You lose either all creativity or your ability to think ra-
tionally. 2. A little tumor brother grows on the back of your head. Talks without pause,
loves attention. 3. One of your eyes turns into a slug who happens to love you. You can
still see through this little friend as if it were a portable eye. 4. Your head explodes!
You can still talk and everything but your head just isn’t there anymore. 5.hY€u1;1rslose
changes to that of the last animal you encountered. 6. Each of your teeth tur

into a little toe. You can move them, it feels weird. Eating is an experience.

3-4 TORSO

1. Torso turns transparent. Gross and cool. You can see your breakfast being
digested. 2. Sweat turns into sticky slime. Smells worse. Can be used as glue. 3. Your
body grows abnormally. You’ll need to eat twice as much to be sated. 4. Grass grows
on your belly. 5. Your heart grows in size. Cortisol levels increase dramatically.

6. Ventriloquy. A mouth appears in place of your belly button and you can use it to
talk. The voice differs from your own.

5-6 BACK

1. Fur starts to grow on your back. Keeps you warm in the cold. 2. 1d4 arms
burst from your back. Receive damage for each. Can hold weapons.

3. New orifices that give off spores. Mushrooms might like you more now
even though you smell musty. 4. Each day a new eye pops up on your back.
You can’t control them. 5. As time passes your back stretches turning long,
and snakelike. 6. Hundreds of tiny bug legs emerge from your flesh. You can
lie on your back and be carried by them.

7-8 ARMS

1. Your arm turns into a tentacle! You lose your hand and fingers

but gain in reach. 2. Your main hand melts and out of its stump

grows a sharp bone that can be used as a weapon. 3. Your fingers turn thick and
clumsy like sausages. 4. Arm bones turn to rubber. You lose all feeling but you can
still grip objects. 5. You can shoot your fingernails out. They regrow in a minute.
6. Your arms are detachable. Do something dumb with your new ability.

9-10 LEGS

1. _Legs grow in length. Feels like a torture rack. 2. Legs grow a cowardl
mind of thelr_own. Will attempt to run away when encountering dang()elr
3. Your toenails harden and won’t stop growing. 4. Chicken legs .
hahahahahahaha. 5. Leds break more easily but heal faster.
ﬁ)l}ﬁ;ﬂnlgr;g;r}g ghat;:ers them, but you're back on your feet ;amd ready

in in a few mi i
Sl o 2 minutes. 6. You lose one leg. A cobra is
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by Diogo Nogueira

or: How to never describe a dungeon

4

I've heard it a thousand times. You probably heard it
‘ |too.Some reople, Idon’t know why, say that dungeons,

especially large ones, are boring. The endless repeti-
|\| tions of rooms and corridors and having to choose to
./=go left or right, north or south depresses them. I don't
" know why. Actually, I do know why.

Because they don’t really know how to run a dungeon. It seems easy, effortless. Just say
what’s in the room where the PCs are and where the exit passages go. But it’s not. They get
bored with the likes of: «you get to an intersection and there is a door to the north and two
passages, one going east and one going west» because that’s a terrible way of describing a
dungeon environment. It gives nothing really useful for the players to choose from.

You should never describe a dungeon like that. There’s a lot more going on that what we can
initially see. A good referee will take all the context (what the dungeon was, what it is now, who lived
there, who lives in there now, who or what passed through this passage...) and use it to describe
the dungeon, to make it alive and real. If the east corridor leads to a natural cavern covered with
mushrooms and myconids, maybe when the PCs look down that passage they see a dim fluores-
cent light that emanates from the weird moss that lives there, and feel a light cool breeze flowing
from that direction. Some moss may be growing in that corridor also. If to the west there is anest
of giant spiders, that corridor has more cobwebs covering it than the other passages and some
threads are still vibrating, as if something is probing the web. The thing people who think dungeons
are boring and repetitive don’t get is dungeons can be as surprising and exciting as anything else (if
not more, since under the earth, distant from the laws of nature and hidden from the blinding light
of the sun, anything can exist). Andit’s the referee’s job to pass that feeling to the players.
Exploring a dungeon is basically an exercise of choice. Everyroom, every
corridor, every passage offers a choice. Do'we go in? Do we go north, south, east, west? And
like all other choices, a dungeon choice only makes sense if it’s not made at random. Players
need information to make that choice, otherwise they can simply roll a die, or the referee can
choose for them. Thus, the referee must provide clues and signs. They need to present each
choice within a context that the players can use to extrapolate what their decision might lead
to. They don’t have to outright say that this passage leads to mushroom men and that one to
giant spiders, but the information they present must have a connection to the truth. Guessing
the truth is totally up to the players. That’s where player skill comes in.

So there you have it. Never describe a dungeon in a boring and simplistic way

like «<a room with hallways to the north, east, and west». Think about what’s at

the end of those hallways. What went through those rooms. Think about what

signs would have been left behind as clues for the players to make a better in-

formed choice. If you can, give them three clues for each option. Think about

their senses. What can they smell? What can they feel? Do they see anything?

Do they hear any noise? Does a bad taste suddenly appear in their mouth?

Make your dungeons alive and no one will ever find them boring.
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by Andrea “Vyrelion” Bach

WHAT THE HELL R
JUST HAPPENEDP .£5550

No room for awkward silences waiting for stuff to hai)pen and for the
game to §et going. At the start of a new adventure roll on this table to
give the beginning of your game a vitamin shot!

1.BARELY ESCAPED AN AMBUSH

The PCs ran with their lives after being ambushed: they eventually managed to
defeat and chase away the attackers, but they paid a price. The brave ones fought
and got hurt pretty badly (lost 1d6 HP — can’t drop below 1 HP); the smart ones
threw their valuables and ran (lost one item, DM’s choice).

2. STOLE SOMETHING VALUABLE

The party are back from a simple job that has earned them some money
(a total of 2d6 x 10 gp), but also the attention of law enforcement... who is

hot on their trail.
3. AWAKENED AN ANCIENT EVIL

The PCs unwittingly disturbed a forgotten tomb to pilfer its contents, took a ruby
and freed a demon, or stole the sacred pendant of a mummy. Whatever they did,
arelentless evil has been unleashed in the area. The characters have one minor
magic item that can solve the problem, but the evil knows it.

4. GOT CURSED

The group stumbled on an unholy place, stole a cursed item, or angered
the wrong hermit: they are suffering from a minor curse that is not
dangerous but very annoying.

9. WALKED WITHOUT FOOD OR WATER FOR DAYS

The characters ran out of food or water several days before reaching civilization and
were unable to forage anything. Perhaps their supplies were stolen or destroyed.
They are hungry and thirsty: they suffer a penalty to any attack roll, ability check,

or saving throw. This penalty starts at -2 and is reduced by 1 each day where they

manage to eat their fill.
6. GOT ROBBED ON THE WAY

The PCs got robbed while they were camping along the way to civilization without
realizing it until it was too late: each PC can choose two items from their equip-
ment. They lost all their other equipment and all their gold.

However the robbers have inadvertedly left some clues to their identity like: an ar-
row with very peculiar fletching, a medallion with a name, a map to their hideout,
or aletter signed by someone living in town.
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The Faceless God sates its hunger by feasting on pain and despair. |
Every tear shed, every bleeding wound, every life taken strer}gth— =
ensits empty soul like a fearful and passionate prayer. Althoqgh ) p
it rarely ventures into the physical realm, a few statues of it are scat- . ‘

tered around the world. They re :
. : hidden in the marshes of thé Lost '
Bay, in underground labyrmt : :

g ' | W\ orondistant moons: pale ma _b,l(e
in the shape of an elongated, 1: q

: genderless figure with a dark void where a face would be. ~ ~ 1f -
The deity likes to manifest its presence in stagnant waters, thek
moonless dark, moments of quiet solitude, and sweat-drenche
dreams. Strong yet broken souls are its favourite prey; restlessy,
and ambitious folk in search of glory and wealth. - l
The god grabs its prey by the ankle, the wrist, or the neck (dlfﬁ ) "\ .
cult save allowed) and drags them into its otherworldly kmgdom, 3\ .

adark ocean of nothingness, lost amidst colourful stars. The | "
Faceless God demands fromiits victims that they give themselves over tot N
it. It pushes them to launch into a ravenous quest for money and power. ".__ii.‘:' N
Whoever surrenders to the Faceless God is devoured by its empty face ¢’ h\l {
and spat back onto the material plane. M l

Followers of the deity are given a fragment of its power: once per \ \ !
day, they have advantage to any roll made directly against another R
sentient being (fighting, lying, manipulating, stealing). They must, ' \‘ ks

__ however, show loyalty: every day they must act at least el
-once against an ally’s or friend’s interests. If they
don’t, they are plagued by nightmares so mad- L
dening they don’t get any benefits fromrest (no |

healing, no spells).

Those who are able to fight off the god’s - { |
influence, or manage to escape its grip during

= == the first encounter, see their soul permanently 1
Wﬁ marked. (Roll 3d6. If the total is lower than the ]

"%%T;M ,@iﬁi character’s Wisdom/Will/Heart, that’s their
o m\ new score.)

~/ Deep in the underground belly of the Lost

- = Baylies the former face of the god; a mask

fashioned out of the purest gold, broken into
countless splinters. If repaired, the mask
protects its bearer from the Faceless God’s
powers. j
- ltissaid that whoever tricks the god into 5

: % wearing the mask will mend its inky black heart / ;
?@__: and reveal its true form: a lost, wounded child. ~ / |




by Kobayashi

WHAT IS [§l My SWORD?

Let’s suppose that Grun Atlantean army. When he takes out
the dwarf finds a sword | “; 15 }l:ls Sv%fﬁnti thiy b%w ldown lirelfc;rhe

: : : #g 1§ him. That's when he learns that he’s
thel?e?ggztilslgw.tz?sui’sa: ’ | wielding the sword of the King of

b

lf« Al Atlantis. The third and last charac-
+3 sword. Grun doesn’t. :#" 4\ teristic of the weapon is discovered,
This modifier comes from the k "; whichincreasesits bonus to +3:
sword’s characteristics, and as long Orichalcum Sword of the
as the user does not know them they [{l%4 &

3 King of Atlantis +3
cannot benefit fromit. At firstitisa [ Generally speaking, the first cha-
nice sword that does not grant any ||

racteristic should be relatively easy
particular bonus. But as adwarf, K to find but the following ones should
Grun finds out that the sword ismade |{f

require a minimum of research. The
of arare orichalcum alloy. This first

characteristic gives him a +1 bonus.
He can therefore write on his sheet: |
Orichalcum sword +1

Later, Grun learns that only the At-
lanteans were able to create this kind
of alloy, which gives him the sword’s {{}
second characteristic and increases
its bonus to +2:

Atlantean orichalcum

sword +2

fll the third one will be found during
dagame.
his is a simple way to

“f give these items a story,
weaving them into your
campaign world. Wearing
the armor of Aofel the
Kingslayer will alwa ¥l
@& sound better than «I have
bAll +2 chain mail».

#{  Obviously, this can be used for any
,‘“' & maglc item be31de swords. For 1tems

Inspiration for this rule comes from the awesome Earthdawn RPG.




by Javier Prado & Nobboc - Art: Javier Prado

BNY Pdpatxe

fflare than all the sourcebooks that clutter our bookshelues or all the titles in
appendix N, the folk tales are an inexhaustible source of inspiration, stories,
monsters, encounters.. Countless stories fram all countries and cultures, a fraction
of which we were told as kids, and that we will pass on to our own children
Tet’s read a rural tale from the Basque region (that beautiful country across the
French-Bpanish border) and see what we can do with it.

tis said that many years ago

there lived in the Basque country,

not far from Knock's offices

and a few hills over from Bilbao,

a blacksmith named Pt xe
CErvementaria. He was known to lead a
life full of vice and sin but as Patxi was the
best blacksmith in the region, the king's
men were ordered to leave him alone. His
dreadful reputation had even reached
Hell, where demons had been fighting to
see who would get his soul. The winner
showed up one day at Patxi’s house, intent
on taking the blacksmith with him to Hell.
Patxi politely invited the demon to his table
so they could have lunch before their long
journey. The demon gladly obliged, since
Patxi was known as a good cook. But when
he finished eating and tried to get up, he
discovered that Patxi had smeared his seat
with sticky resin. The demon spent the
next seven years at the table, tortured and
humiliated in a new way every single day. A
second demon eventually came to Patxi’s

home. The blacksmith first invited it to
rest from his journey before setting off
again, offering it a comfortable bed with
a luxurious feather quilt. After the demon
woke up from his nap, he discovered that
the mattress had also been covered with
resin-and that he could not move either.
Seven years later, a third demon

walked up to Patxi’s door. The blacksmith
pretended to follow him, but just before
they left he suggested that the demon
climb the fig tree in his garden to get
some juicy fruit to eat on the way. The figs
looked magnificent and the demon was
happy to help. But this magical fig tree
was the very tree from which Patxi got
his demon'binding resin... As soon as the
demon had grabbed the first branch, he
too found himself stuck and trapped.

And in the years that followed, children
passing by never missed an occasion to
throw stones at him as they left for school
in the morning;And again on their way
back in the afternoon.
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I Note: Demons can be toyed with. They will
succumb to the same temptations they like to use
against humankind, perhaps even more often.
Gluttony, sloth, envy. We could easily add the other
deadly sins. Demons are not necessarily very clever.
Their greed for souls can play tricks on them.

3 Let'sstat Bad Patxi!

Human, master blacksmith.

AC 7 [12] (leather), HD 4+1%#* (22hp), Att 1 x magic ham-
mer (1d6+3) or 2 x fist (1d2+2), THACO 15 [+4], MV 120’
(40"), SV D6 W7 P8 B10 510, ML 12, AL Chaotic, XP 350.
-Bear Hug: If a victim is hit by both fists in the same
round, Patxi hugs for an extra 2d8+2 automatic damage.
- II-Will Aura: each time you see Patxi, roll vs Spells or
suffer the effects of cause fear. Once you succeed, you
don’t need to roll anymore.

- Malevolent Charm: like charm person once a day.

- Regeneration: Aslong as-Patxi is within 100 yards of his
forge he regenerates 1hp perround

- Mailua, magic hammer, +1. Gift of the wicked dwarves.
The handle is made of the bone of a finger of the first
dragon Erensuge, the headiis a moonstone. Knock,
detect invisible and mirror image once a day.

Patxi hates everyone and everything except his forge, his
hammer, and his fig tree. His work is his passion and only
reason to live, which forces him to behave with people so
he isn’t cast out of civilisation.

2 Amagictree-Patxi has afig
tree in his garden which bears
mouth watering, magnificent
fruit all year round. The tree also
produces a magical resin.

* Universal glue: sticks anything
to anything forever. Patxi sells
itin tiny jars (3 uses) for a small
fortune. When you say a com-
mand word (unique to each jar),
the glue loses its properties and
glued items become unstuck:
*The tree itself isa trap. One
must save vs Spells to resist the
urge of tasting a fig, and save vs
Paralysis to avoid getting stuck
to the tree when picking fruit.
Stuck pilferers must wait until
Patxi comes to release them (and
most of themare never seen
again).

*The first time you eat a fig, roll
1d6.

-1-2: Yummy! Gain 1d6 x 100 XP.
-3:4: Yummy! It's the best fruit
ever.

-5-6: Yummy!Lose 1d6 CON, and
save vs Death or diein agony.

4 Hooks

1-Aftera TPK, the Devil hires the dead characters to investigate the disappearance of three of his de-
mons. If they bring them back safely, their mortal form will be restored... until they die again.

2-The fig tree is dying and Patxi can’t stop crying. He has given up on his work. The town council of
Bilbao asks the adventurers to find a solution as the area will not be able to do without Bad Patxi’s pro-
duction for much longer.

3- Two characters are unfortunately glued together and Patxi alone knows the word of power that
would unstick them. He will give it to them if they first complete three tasks...

The end of Patxi’s Tale:

Patxi finally died of old age. Death came for-him and took him straight to Hell. But the
demons there wanted nothing to do with him. They closed the gates of Hell just before he
arrived. Patxi was finally brought to the gates of Heaven, but Saint Peter refused to let him
in. Out of shear weariness, Death brought Patxi back to his house and decided to forget
about him. If one day while walking in the hills you hear a hammer striking an anvil, beware
of the blacksmith! And never, ever accept any invitation from Bad Patxi!
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by Charles Wells

PYermis Saturnalis

THhe CHavwel
Saaturnalin 5

Known colloguially as the Bone Dance or Dance of the Dead the Charnel 2

Baturnalia is a phenomenon set in motion by the death of a musician whao

has sold their soul in exchange for supernatural virtuesity in Life. ¥When the
musitian is interred, one of the worms that devour their corpse is corrupted

by the connection established by their infernal pact and becomes the Vermis
Baturnalis or Ear Worm, a mindless horror imbued with necromantic power and

an insatiable hunger for human flesh.

very night of the full moon,

and each night for six nights
thereafter, the Ear Worm raises
as skeletons any corpse who died
under its dancing curse (see below) and
whose bones remain within its home gra-
veyard. These skeletons, clawing their way
up out of their graves, then begin a dance
led by one of their number — in the first
instance the bones of the accursed musi-
cian. This dance then becomes a procession,
leaving the graveyard and performing a
circuit of the local environs.

Any human who sees the Bone Dance and
hears its music experiences a strong magical
compulsion to join in the revelry z. Once
set dancing, the ensorcelled victim can do
nothing but dance among the skeletons until
the spell is broken.

The Bone Dance is vigorous and continues
without pause for hours. Any living person
under its spell quickly becomes physical-

ly exhausted, sometimes to the point of
unconsciousness. In the case of victims

in poor health, the dance may even result
in death 2. Unconscious and dead victims

111

are propelled along by the skeletal revel-
lers, their limp bodies twirled and dipped
and passed from hand to bony hand as the
Saturnalia completes its grisly circuit.

An houror so before dawn the procession
returns to the graveyard — perhaps with
fresh victims in tow — and the skeletons
return to their graves, reverting to their
inanimate state until the following nightfall
or, on the seventh night, the next full moon.
Victims in good health frequently awaken in
the graveyard once the Saturnalia is com-
plete and, though exhausted and terrified,
make their way to safety. However, anyone
who has once succumbed to the pull of the
dance is likely to do so again, needing only
to hear its music to feel its powerful call. In
this way, the same victim may be lured into
the dance night after night, until their body
is too weak to rise at its conclusion 3. These,
along with any that have died along the way,
are devoured by the Vermis Saturnalis, their
bones rising to join the undead revelry on
the following full moon.

So long as the lead skeleton keeps playing,
victims and skeletons alike are unaware of



their surroundings and do not defend them-
selves if attacked. Those who are physically
removed from the dance are non-conver-
sant and try with all their might to return
to it until they can nolonger hear its music.
In cases where a participant can no longer
hear the Saturnalia, either because of
\ distance or through the destruction
of the lead skeleton or its instrument,
'\ conscious victims regain awareness
. of their surroundings and are free
to act, while skeletons revert to
their natural behaviour, rending
the nearest intelligent living creature
with their bony claws.
In order to begin, the Charnel Saturnalia
requires an instrument of the type played by
the damned musician. If such is unavailable,
the Ear Worm waits patiently, employing
magical powers of suggestion to compel
any person who visits its home graveyard to
bring such an instrument in secretand leave
it as an offering.
The only way to end the curse of the Char-
nel Saturnalia is to destroy the Vermis Sa-
turnalis itself, which may prove difficult, as
it not only burrows underground, but grows
as it feeds, potentially reaching terrifying
proportions 4. The Vermis Saturnalis is
nonetheless of worm-like intelligence. It can
it be lured to the surface with proper bait
— flesh, living or dead, placed on the earth
of its home graveyard — and, like many
earthworms, it emerges from the earth in

response to vibrations like those caused by
heavy rain.

While not undead, the Vermis Saturnalis

is vulnerable to divine magic and can be
turned as though it were undead. It also
suffers damage from holy water and cannot
consume magically sanctified corpses

or exist on magically hallowed ground. If
the graveyard housing the Ear Worm'is
sanctified by a cleric of sufficient level s, the
worm is destroyed and the curse lifted.

The Vermis Saturnalis has a finely tuned
tactile system capable of detecting vibra-
tions in the earth. Its body is also.covered

in light and chemical receptors which allow
it to avoid sunlight and taste potential food.
When it detects movement in its home
graveyard, the Ear Worm waits for any
disturbance to subside and then investigates
from below. If it finds flesh, it begins to feed,
burrowing into its victim or, in the case of a
larger worm, consumingit whole and excre-
ting any bones in its wake.

The Vermis Saturnalis does not intentio-
nally engage in combat and flees from
physical pain, but it also reacts to distress
by thrashing violently, potentially lashing

or crushing any assailants with its long,
wriggling body.

The seven tube-like “hearts” of the Vermis
Saturnalis-are potent magical ingredients in
the casting of spells and crafting of magical
items related to undeath, suggestion, and
music 6.

2 Lose 1d3
of dancing.

1 Save vs spells to resist
dancing

4 The Ear Worm gains
one hit die after killing
each new victim, starting
at1 HD.

the worm'’s

§ The cleric must be of
a level twice as high as

HP per night 3 After each night of
dancing, save with a cu-

mulative penalty of -2.

6 The seven hearts can
be sold for 100 gp per hit

hit dice to die of the Ear Worm.

sanctify the cemetery.

Pinkish slimy worm giving off a foul smell of rotten flesh, covered with colorless and urticant sensitive bristles.
The Vermis Saturnalis. AC 7 [12], HD 1-12, Att 1 x bite (1d6 + 1 per 2 HD) or 1 x lash, THACO 17 -1 per 2 HD [+2, +1 per
2 HD], MV 60’ (20) burrowing or on land, SV as monster of same HD , ML 5, AL Chaotic, XP 350.

- Lash: Anyone within 15 feet takes 1d4 damage per 2 HD
half damage and to avoid being stunned.

and is stunned for 1 round. Save vs Breath Attacks for
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by Gus L - Art: Michael Sheppard

MISE EN PLACE OF DUNGEON DESIGN

-, L £

WANTTOBUILD A

ADVENTUREFORACLASSIC
STYLEROLEPLAYINGGAME,

ANDYOU WANTITTOBE GOOD
HOW DOES THAT WORK?
WHERE SHOULD YOU START?

tart with a clear idea of what
exactly a “dungeon” implies
and what it is as a game tool.
A dungeon is a specific form
of “location based adventure”—an
adventure that will involve the ex-
ploration of a fictional space room
by room. It’s the primary kind for a
particular exploration, navigation,
and problem-solving style of play
that is the oldest and still a compel-
ling one.

What is necessary for a dungeon
adventure is to create a bounded
fantastical space, “rooms”, linked to-
gether in some order that the players
can freely navigate: backtracking,
turning, and determining routes.
Traditionally this means a series of
stone corridors and chambers filled
with monsters, treasures, traps, and
other obstacles. However, neither
the aesthetic of the space nor the
nature of the inhabitants, valuables,

and challenges within
are fixed elements of
design, and reinterpre-
ting the dungeon space
can make for a novel
and exciting adventure.
A dungeon need not be
anunderground maze
or cave system: buil-
dings, shipwrecks, space
stations, castles, formal
gardens, or the corpses of
enormous beasts can all
make a fine dungeon.
Likely when you decided
to write an adventure you
already had a story in mind, and that’s good, but
since location-based adventure is about the players’
decisions, that story will need to recede into the
background. Dungeon crawls emphasize explo-
ration, unpuzzling obstacles, and player choices
to create their tension and excitement. A good
adventure location is a sort of toybox where players
will discover a variety of obstacles and scheme to
overcome them. This type of play becomes very
difficult when the adventure canalizes player deci-
sions to fit a predetermined path to a specific climax.
A designer will get better results from focusing on
the nature of the location and the challenges within,
rather than what they want the players to do there.

Don’t abandon your story, because it does have an
important part to play in dungeon design, but set it
aside to focus on the aspects of your adventure that
will affect play more directly.

* Layout: the arrangement of space in

the dungeon.

* Theme: the aesthetics and appearance

of the dungeon.

* Ecology: the nature of and relationships

between the denizens of the dungeon.
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THE FIRST QUESTION
IS SPACE

The first question of dungeon
design is space. Before a designer
can address the themes and story
of a fantastic location they should
consider the game mechanics
of the location itself, to think of
itas aboard or arena for play.
Space takes time to traverse,
and in a classic roleplaying game
time embodies risk: random
encounters, torches running
down, exhaustion, and increased
distance from the safety of the
entrance. Some contemporary
systems lack mechanics and
procedures for exploration,
and for them it makes sense to
abbreviate exploration, designing
locations that are a series of
encounters or challenges with
little space connecting them.
However, making exploration a
coequal part of play requires a
location with enough space for
risk to manifest, and because
of that dungeons need a more
complex structure of rooms that
gives players choices about how
they will navigate them, but is of
a scope and complexity where
those choices are meaningful.
This layout is traditionally, and
still most effectively, organized
on a map. Drawing or finding a
map is simple, but its layout isn’t
and creating a useful dungeon
map is itself a process that must
consider the placement of obsta-
cles, encounters, treasures and
paths through the dungeon, but
to do so in a way that accounts for
the risks and resources that the
characters will exhaust to reach
their goals within the dungeon.
Designing adventure maps is
thinking about space and time,

and not just fictional time. Begin by considering

the time you and your players have to devote to the
game. A party of adventurers using a lighter rule set
moves through roughly three to five rooms per hour
of play, assuming 1-2 encounters or other obstacles

in those rooms and a reasonable level of detail to

poke at. For a one session, two to four-hour game, a
dungeon of 8 to 12 rooms should be sufficient. While
multi-session games can utilize larger dungeons, these
time constraints are still important because they help
determine the limits of one session’s worth of explora-
tion and so the placement of entrances and exits.

This basic scope is important because it gives the
designer expectations and guidelines for size and
complexity. Too much complexity or too many rooms
and the players will never be able to make meaningful
progress in the adventure or understand the layout.
Too few rooms and too little complexity and the
adventure risks not offering many choices, reducing
play to a predictable set of scenes and encounters.
After establishing the basic scope of the layout there’s
plenty of specifics to contemplate and RPG cartogra-
phy has its own complex set of arguments, maxims,
and strong opinions (basic tips in the sidebar).

NO STORY—ONLY THEME!...
REALLY NOSTORY?

There’s no story to a dungeon crawl. Narrative beats
make assumptions about how the characters within

a story will act, and become very difficult to maintain
when those characters’ decisions are being made

by someone other than the author. Player decision
making is unlikely to bind itself to even as simple a
narrative structure as: incident, rising action, climax,
falling action and resolution. The players may decide
that they wish to avoid the climax’s confrontation

by siding with the antagonist, or they may turn away
from the rising action as they become distracted or
the risk seems too high and the rewards uninteresting.
Instead the dungeon designer is best building only the
space for a story to unfold, and relying on the players
to determine the narrative within that story.

Still, every location has a story, a history that
informs the situation the players find when they ex-
plore, there’s just no story for how the adventure
within the location will unfold. Some events or
endings are more likely than others, but the game
master and especially the designer can’t depend on



those likely conclusions to the adventure becauseit’s | crawling: the setting can vary

the players’ adventure, and players are unpredictable. | widely, and the story has to evolve
Even having set a story aside and rejected forcing from player decisions.

a specific narrative, a designer still needs to set the

situation, define the goals and personalities of the SITUATIONS AND HISTORY

other actors (NPCs or monsters within the adven- Building a compelling initial
ture—a distinction isn’t helpful here) and describe situation is as much a part of
the backdrop, and this is how story findsits way into | adventure writing as designing a
successful dungeon adventures. good map, but without underpin-
Rather than a traditional story, consider your ideas ning knowledge ready to be unco-
about the location’s history, backstory, and appea- vered by the players, without
rance. Set a “theme”, one that will work with the some poised narrative energy—
“layout” and “ecology” together to define the dungeon | pent up and ready to be released
adventure. Putting a plot to it is likely to fail because by player interaction — it will be

players don’t know it or if they do they may rejectit, but | hard to visualize and incorporate
theme will still appear in the basic design materials of that situation. A good location-
the location’s clues, appearance and obstacles. Thisis | based adventure should start in
the joy and burden of location-based classic dungeon | equipoise, with a situation more
or less static but ready to tip into
disaster and action with player
interference. Other formats,
developing situations, clocks, and
chaos indexes offer alternatives,
but depend on the campaign as a
whole.

The history of the location and
the stories of its denizens will set

MAP & LAYOUT TIPS:

« Avoid linear maps. Branches, loops, verticality, secret doors, rooms with multiple en-
trances and exits all make the map of your dungeon a puzzle that the players can solve.

» Consider the size and scope. Add empty rooms to create space when needed and rather
than a single sprawling location consider sub-levels or ‘nodes’ of 10-30 rooms each.

« Place multiple entrances and exits, especially if the dungeonis larger. Use locked gates,
trapdoors, chutes, and secret doors to make discovering these exits and their relationship
to the dungeon layout itself a reward.

» Avoid “blockades” such as locked doors that prevent access to important dungeon loca-
tions. There should always be alternate paths and puzzles that allow players options and
tough choices.

 Verticality is a traditional way to break up regions or levels, but it’s harder to use

within individual rooms as it can be difficult for the GM to describe complex spaces:
multi-level rooms and oddly shaped rooms are best used sparingly.

« Symmetry is risky, while it can be a useful tool for hinting at secret spaces and encoura-
ging player comprehension of a map, it also can easily lead to dull and linear maps. Before
relying on it, consider the fictional reasons for the symmetry, how it will affect play, and
that in real architecture most symmetry is only partial.

e Most importantly, the map of your dungeon should have an internal logic: the placement
of rooms should make sense both fictionally and spatially. Athrone room should be large
and accessible, not hidden behind the kitchen or waste dump.
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your initial situation, define the
spatial layout, and influence the
outcome of the adventure. Fora
designer, backstory is inevitable:
it helps build the location in their
mind. However, the designer
doesn’t need to pass that on to
the reader unless it’s something
that the players can discover

by interacting with the location.
In most adventures backstory
detracts from usability by taking
up space better spent on more
accessible details, complicating
the product layout, and by adding
information that may make it har-
der for a game master to incorpo-

rate the adventure into their game. However, minima-
lism and the elimination of all history or backstory is
as much a poor design decision as too much.
Backstory helps the designer build the layout of the
location: defining what spaces are, how they are used
in the present and why they were built. It informs the
attitude, relationships and nature of the location’s
inhabitants (the “ecology”) and can give the players
clues about puzzles and obstacles within the loca-
tion. Most importantly it defines the description and
aesthetics of the location, its theme. Theme evolves
naturally from the designer’s efforts to conceptualize
alocation, its history and the present situation, and fill
out its details, but you shouldn’t waste it on an intro-
duction that the players won’t read and that the game
master is likely to skim over or forget during play.
Maps, monster statistics, and other mechanical as-

BUILDING THEME WITH STORY

« Rumors and hooks almost always incorporate history and backstory, they represent clues
to the location of treasures, the nature of obstacles, or the goals of the opposition within
alocation.

« Build evidence and background stories into the location descriptions rather than relaying
it to the game master, they're useful only in as far as the players can discover them.

« History defines the appearance of alocation: layout, building material, state of repair,
existence or type of secret doors and traps—moreover it gives the players clues to them.
« Murals, carvings, graffiti and detritus are all defined by history and backstory, and they
encourage player investigation while creating a sense of a living space.

« History and background stories help make the goals and attitudes of a location’s inhabi-
tants more plausible and transparent.




BUILDING ECOLOGY AND FACTIONS

« Consider the locations of faction food and water sources as well as waste disposal, not
only because these create coherence but they also define faction territories and offer
ways to threaten or destroy the faction.

* Not everything needs to make ecological sense in a literal way of having food sources
and a lair, but everything should have a place within the larger ecology of the location,
meaning relationships with other inhabitants.

» Define the leadership, goals and concerns of each faction, even if they are simply to find
prey. Knowing the fears and price of a creature makes it much easier to determine how
characters can enrage, befriend, trick, or distract it.

o Afaction leader or other NPC doesn’t need a lot of detail to come alive, a memorable
physical characteristic, a few adjectives, and a sentence describing what they need to
cooperate with the party and their fears is usually enough.

» For larger, more important factions create an “order of battle” that lists its numbers,
resources, and a few tactics it will use in response to likely threats or strategies.

*Don’t feel bound by existing monster/spell/item descriptions because the internal
coherence of your adventure is more valuable than fidelity to a manual. Existing statistics
provide guidelines and models, but even in complex systems they can be reskinned and
used differently quite easily.

*Random encounters and random encounter tables are a key to dungeon design, not only
do they create time pressure, but they also introduce your factions and offer opportuni-
ties to encounter their representatives outside their lair.

pects of location design won’t vary too much between
similar adventures, but the theme can. Saturating a
location with a consistent aesthetics and repeated
theme improves an adventure by making it easier to
visualize, stick in the mind, and fill out details.

For the game master, theme makes expanding the
necessarily limited descriptions of the rooms easier.
It fixes the overall aesthetic as well as the past and
present situation in their mind which helps with
improvisation and answering unexpected questions.
More responsive refereeing alone will give the players
more knowledge and tools to act inside the fiction, but
theme also offers players consistency, allowing them
to better visualize the space, recognize clues, investi-
gate, and think up unexpected solutions.

ECOLOGY

With layout and theme, all that’s left is a greater focus
on the inhabitants of your dungeon and the ways
they will interact with the party, each other, and the
space itself. This dungeon ecology is, as mentioned
in the 1979 Dungeon Masters Guide, a fantastical one
which needs to be comprehensible, not scientifically
functional. The goal is to create a web of plausible and
recognizable connections between the creatures and
the space of your dungeon that players can observe,

understand and exploit. Un-
derstanding the logistics of the
inhabitants can be useful but they
aren’t the core of the dungeon
ecology. The most necessary

and impactful aspect of ecology
is the relationships among the
inhabitants of the location: its
“factions”.

FACTIONS

Beyond continuing the aesthetic
coherence brought by a good
theme, ecology includes the rela-
tionships of predator and prey or
tyrant and underclass among the
inhabitants. For these stories and
relationships to matter they must
be something the players can

see and exploit. Within factional
relationships there’s room, and
even a need, for story, but again,
the details of the past are less
important than a present that the
adventurers can interact with.
Details such as the reasons for
factional animosity are useful at
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times especially as they offer infor-
mation that players can capitalize
on when they inevitably become
enmeshed in faction politics and
struggle, but most important are
the power relations and attitudes
between the location factions, the
personalities of their leaders, and
what they will demand to work with
the adventurers.

While it’s common to think of
factions as groups of intelligent
and organized creatures withina
location this need not be the case.
Afaction can be an individual crea-
ture such as a powerful predator.
Eeven a weaker creature whose
very lack of power makes thema
natural asset for the adventurers
can work. Likewise, factions need
not be intelligent: packs of animals
or a single dangerous beast can
define the relationships between
the inhabitants of a location, and
their goals and reactions to adven-
turers are useful to consider. Nor
do factions have to be native to the
location. Rival adventuring parties
or other intruders may also contest
the players goals within a location
and offer enemies, allies, or simply
complications.

important because the space is fictional and fantas-
tical, meaning that visualizing it and understanding it
require more imagination than visualizing a fictional
real world space. Design and description need to
work together to build some sense of plausible order,
one with fantastical elements that depart from the
real, but which still contains internal logic. Coherence
is hard to quantify as it accretes from other elements
of design, but the goal is to create an adventure that’s
identifiable as a “dragon’s cave” rather than “a cave
with adragoninit.”

For the GM, coherence and consistency allows for
greater ease in adding detail and provides an unders-
tandable whole, a narrative of the location itself that’s
easier to remember than disparate elements. For the
players, coherence allows greater interactivity with
the setting because there’s an internal order to the
location that they can unpuzzle.

Finally, the necessary preparations are
complete, the mise en place of the adven-
ture is ready—a map is drawn, factions
prepared, rumors written, theme and initial
situation readied. The only step left before
you can run the adventure is to write the
keys for its individual locations. Keying is
often the most time consuming aspect of
adventure design, especially for published
adventures which have their own com-
plex set of hotly-debated styles and rules.
Layout, theme and ecology provide a firm
foundation from which connected and

RS R A RAN

1

COHERENCE

Creating a coherent adventure is
a test of how well the aspects of
layout, theme, and ecology blend
at their edges and support each
other, because despite the way
this advice is structured they
overlap and mix rather natu-
rally. Coherence
is especially

coherent location keys easily grow from.
They also provide tools for the designer to
fill in any gaps with. 4
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by David McGrogan

Nt Comts as a

Hiomend?

ere is one principle upon which I submit almost all RPG players would
,itis that ‘fuck you’ moments are weak DMing. They belong in the realm
rad fantasy game books, in which you are regularly faced with binary

s with one option leading to death without any fair warning whatsoever.

The devil, as always, is in the details. What
exactly is a ‘fuck you’ moment? It is one in
which a player character blamelessly dies or
suffers serious harm. But that definition
needs teasing out. We all know that if
the PCs simply enter aroom and the
ceiling falls on their heads, and there
was absolutely no way of them disco-
vering this in advance or avoiding the
result, then the DM is fucking them over.
It’s the edge cases that are much more
common and need careful thought.

The crucial word in the above definition is
‘blamelessly’. If a player’s character suffers
because of something that he or she had a
hand in, then that is generally fair. If, on the
other hand, no blame could be attributed
whatsoever to the decision-making of the
player, then the DM is probably fucking them
over. Here are some more specific guidelines
that I think stem from that basic distinction:

Itis not a ‘fuck you’ moment if the PCs fail

to make adequate preparation in advance
and suffer harm as aresult. If they fail to bring
adequate light sources into the dungeon and
get trapped in the dark, that is just a natural
consequence of their own actions.

Itis not a ‘fuck you’ moment if the cha-

racters simply get out of their depthina
dangerous environment as the result of a roll
of the dice. The wilderness is dangerous and
the players know it. If they randomly encoun-

ter ared dragon in the mountains, and it
kills them, it is not a ‘fuck you’ moment. (The
analysis would be different if the DM simply
inflicted a red dragon on them delibera-
tely, on a whim.)

Itis not a ‘fuck you’ moment if the
PCs fail to perform proper recon-
naissance and suffer as a result. This could
be as simple as having a scout tapping the
ground with a 10’ pole in a dungeon, or as
complex as sending an invisible servant into
an orc den to establish its contents. If the
ceiling falls on the PCs but they could have
discovered it was unstable by just stopping
and looking or listening, or tapping it with a
spear, then the results are fair.

Itis not a ‘fuck you’ moment if a player

character is poisoned or paralysed by
amonster or dungeon ‘scenery’ or similar.
These are expected risks and if the player
doesn’t want such things to happen, they
shouldn’t be playing old school D&D.

Itis not a ‘fuck you’ moment if a PCis

made a target for revenge. If a character
makes enemies, then those enemies might
attempt to assassinate, steal from, injure, or
inconvenience them — and the results of this
may be a complete surprise to the PC/player
concerned. As long as the DM makes the
appropriate rolls for those enemies fairly, the
results are also fair

An additional recommendation is that the DM should generally roll dice in the open and tell the
PCs in advance what the DM s rolling for, and what dice result is required for the Bad Thing in
question to happen. This instantly removes any suspicion of bias, favouritism, or malice — and
hence that the DM is trying to fuck anybody over.
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by Jack Shear

e )

MAKING A POWDER KEG

) THE DUME WAY

] DO YOU WANT TO MAKE A SETTING THAT IS A POWDER
KEG OF COMPETING INTERESTS, INTRIGUES, AND GOALS? A
POTENTIAL CONFLAGRATION INTO WHICH YOUR PLAYER'S
CHARACTERS ARE THRUST IN THE MIDDLE OF?

The set-up of Frank Herbert’s Dune is what you should be stealing from. Although
it’s got a ton of worldbuilding and detail, the basic premise of Dune is pretty simple
and easy to reskin to suit just about any campaign setting. The conflict in Dune
revolves around six competing factions, each of which is easy to scrub of specificity
and refashion. Here’s what Dune has and here’s where you get to play with the ideas

therein: Dune has...

» ...House Atreides & House Harkonnen
» ..The Bene Gesserit

e ..The Fremen

¢ ..The Padishah Emperor

» ...The Spacing Guild
Soyouneed...

» ...Two noble houses with a long-
standing hatred of each other that will
inevitably erupt into violence

o ...Areligion that masks its political
power in the guise of spiritual guidance
e ...Anunaligned tribal military force
that exists outside the structure defining
the other factions

» ...Adistant ruler with a powerful
military force that defends traditional

e

power structures

» ...Amercantile force that masks its
political power in the guise of pure
economics

Notice that each of these groupings
represents an approach to political
power: the power of an aristocratic title,
of religion, of the nomad, of the military,
and of the economy. Create factions that
represent these groupings of political
power, make them compete for a limited
resource, and let the sparks fly.

NOW YOU'VE GOT A POWDER KEG.
HAMND YOUR PLAYERS THE MATCH AMND
SEE WHAT HAPPENS.




That’s where these tables co

ere’s the more involved way and the le
More Involved: 1d3+1 for the number of prompts to ¢
es, then 1d10 on each table. | RI3J [\ Zel\{=Ie K
1d then roll on whatever tables you lik
1d smash them together, that works j
to be taken as literally or metaphoricall
related-ly as you like!

shadow 01. finding

. night 02. vision
. moon 03. curse

4. earth 04. blessing

)5. storm 05. wither
06. talon 06. mend
07.ice 07. travel

08. glass 08. strength :
- 09. steel 09. decipher 09. preserve £ &
10. light 10. conceal 10. fear

are some example spells promp
bos of some of the above sha
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THREEFOLD WARDING. (curse + protect):
Inking three dots of kohl or ochre on the inside
of each wrist (or equivalent) prevents hexes,
curses, or other eldritch blights from taking
hold: each time a curse is thwarted, a dot burns
from each wrist and leaves a wound.
GRANDVOYAGE. (carth + sea + travel + light):
For the next six hours, a subject and all that
they travel with, up to a small cart, cross
distance as follows — four times their speed
on land, unhindered by terrain; twice their land
speed on water, even withouta vessel;and
should sunbeams, lighthouses, rainbows, or
stranger things permit, traveling on beams of
light as if solid ground.
ELEPMANT EXEISTENCE. (shape + conceal): One
object or individual cannot be described or
even comprehended as a whole for 1d6 hours.
Individual attributes may be relayed, but a
coherent whole description simply won’t come
together.
ACTINICBRAMBLES. (storm + light + thorn):
An area up to 10 metres in diameter erupts
in crackling, clinging briars of semi-tangible
stormcloud for the next ten minutes. Anything
and anyone already in the area, even if invisible
orintangible, is lined with a pale glow; anything
or anyone that moves is jolted with lightning.
BLIND PILLAR'S TRAVEL. (talon + cocoon):
Chart your course in your mind and be en-
veloped in rough silk that cushions you — which
is good, because you are not staying upright
any longer — and lulls you into a drowsy sense
of comfort. While you rest, the silky cocoon
sprouts many pairs of strong spurred claws and
sets off on the path, walking, climbing, scaling
stone, and contending with all obstacles (in-
cluding fighting with those claws if necessa-
ry). Unfortunately you are aware of nothing
outside until you reach your destination or the
cocoon is destroyed; but you're bright-eyed and
refreshed when you get there.
THESLEEPER S QUEST. (mend + dream +
decipher): Aslumber descends from which
the subject will not awaken for twelve hours.
During that sleep, the dreaming self must un-
tangle a code, thread a labyrinth, or deal with
a similar puzzle, when the twelve hours are
over, they wake with a dreamstone in hand
that can restore the lost, from shattered
vases to broken promises. It is possible to die
in the dream, alas.
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BURNINGHERRT. (fear + flame + vision +
finding): Sacrifice a portion of one’s own
lifeblood and a beloved trinket to a brazier
burning with bright coals, and stare into the
flames: an adversary’s greatest terror and
the path to best make use of sucha thing,
whatever it might be, will be seen within the
fires.
GREY SANCTURARY. (blessing + confine): A
single chamber marked with glyphs on the
ceiling, floor, and walls doubles the chances
for success in a specific task (including hea-
ling) for 24 hours. However, if the chamberis
breached in any way, or any enter or leave, the £
enchantment shatters. -
GREENBLIGHMT. (touch + sunder + plant): With
hands (or other extremities) gnarling black and
tainted, for the next five minutes any plant
matter touched shrivels instantly. Flowers
brown and wilt, greenery dries brittle, even
wood can be rendered punky and in splinters.
Plant creatures take double damage from
unarmed attacks and spells alike.
WINTER SLONGREACH. (vision + thorn +
earth +ice): Gaze about as far asyou can, even
to the horizon (or equivalent). At any point
along the vista, at your will, the ground may
split apart — or simply be raised high —as
uncountable sharp spars of ice suddenly grow
skyward up to a height of 10 metres. Theice
lasts until it melts.
THEDAY TURNSITSFACE. (curse + wither + &
sun): Until this curse is lifted, broken, orruns =
out its time (up to a year), the afflicted soul "
finds their strength, vitality, and physical
skill halved during daytime hours, their flesh
growing feeble and wasted.
Being struck by the rays of the sun intensi-
fies the blight, leaving the subject a quarter
of what they once were until fleeing the
sun’s touch.
MANTLE OF MIDNIGHT. (mend + sunder +
protect + night): Draws a portion of the night
sky down to wrap around a subject’s shoulders
like an all-enveloping cloak. For the next eight
hours, the mantle keeps away the night chill
and offers all the benefits of chainmail.
Additionally, once, at the subject’s wish, an
attack against their person may either be magi-
cally converted to healing energy, or mirrored
back at the assailant as a bolt of inky force that
shatters weapons or maims claws.



by Nicolas Dessaux

30 TOMES OF

Magic

The Exhaustive Library of Classical Magic has a doorway to every world. Every plane,
demi-plane, and pocket dimension where arcane magic is a possibility. Oftentimes,

it is a two-foot-high door hidden behind the bookshelves of a powerful archmage’s
lab. Or a side gate in the glass house at the top of a wilderness wizard’s tower. In the
Goblinburg Academy of Wizardry, it is an invisible whirlpool at the bottom of the
Great Memorial Fountain. Access to all magically active dimensions is paramount to
the Exalted Professors of the Library. These respectable gnomes often venture out
in their top hats and tailcoats, taking measurements with weave-metres and arcanic
fluxographs. When encountering a spellcaster, they insist on following them so they
can examine their magic in the field. While the Professors are all powerful mages, they
are bound to follow the Multiversal Non-Intervention Accords of 1033 and therefore
cannot directly intervene. This doesn’t prevent them from offering pointed technical
advice and useful critique.

The Exhaustive Library of Classical Magic prints the following grimoires,
classifying all known spells under the Thirty Great Topics. When in the field,
some Professors helpfully leave them in places where magic-users are bound
to find them.

TOME OF TOME OF TOME OF

DIVINATION ILLUSION FORCE
Clairvoyance i Hallucinatory Terrain Fly
Clairaudience Invisibility Levitate
Detect Evil i Invisibility, 10" radius Magic Missile
Detect Invisible Magic Mouth i Protection vs Normal
Detect Magic Mass Invisibility Missiles
ESP Mirror Image Reverse Gravity
Locate Object Phantasmal Forces Shield
Read Magic Prismatic Wall Telekinesis
Read Languages Projected Image {
Wizard Eye Ventriloquism

TOME OF TOME OF TOME OF

MIND CONTROL CHARMS SUMMONING
Confusion Charm Monster Monster Summoning I
Fear Charm Person Monster Summoning II
Feeblemind Charm Plants Monster Summoning III
Geas Hold Monster Monster Summoning IV
Mass Charm Hold Person Monster Summoning V
Mind Blank Monster Summoning VI
Repulsion Monster Summoning
Sleep VII
Suggestion :



TOME OF
TRANSFORMATION
Growth of Animal

TOME OF
ICE & FIRE

Delayed Blast Fire Ball

TOME OF
THE MAGE
Anti-Magic Shell

Growth of Plants Disintegrate Detect Magic
Polymorph Any Object Fire Ball Dispel Magic
Polymorph Others Ice Storm Extension I
Polymorph Self Meteor Swarm Extension II
Massmorph Pyrotechnics Extension III
Shape Change Wall Of Fire Permanent Spell
Simulacrum Wall Of Ice Read Magic
Strength
TOME OF TOME OF TOME OF
THE DOORS NECROMANCY THE PLANES
Dimension Door Animate Dead Astral Spell
Gate Clone Conjure Elemental
Hold Portal Death Spell Contact Higher Plane
Knock Infravision Invisible Stalker
Pass-Wall Magic Jar Legend Lore
Phase Door Reincarnation Limited Wish
Teleport Maze
Wizard Lock Rope Trick
Wish
TOME OF TOME OF TOME OF
EARTH & WATER LIGHT & DARKNESS WORDS & SYMBOLS
Control Weather Continual Light Read Magic

Lightning Bolt Darkness, 5" radius Read Languages
Lower Water Infravision Explosive Runes
Move Earth Light Power Word-Blind
Part Water Power Word-Stun
Stone-Flesh Power Word-Kill

Transmute Rock-Mud Symbol
Wall of Stone
Water Breathing
TOME OF TOME OF TOME OF
TIME THE SPIDER CURSES

Extension I Cloudkill Feeblemind
Extension II Hold Monster Geas

Extension III
Haste Spell
Slow Spell
Time Stop

Hold Person
Web
Wizard Eye

Remove Curse
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67 - 69 70-71 72-75
TOME OF TOME OF TOME OF
PROTECTION PLANTS WONDERS
Anti-Magic Shell Charm Plants Levitate
Invisibility Growth of Plants : Mirror Image
Protection vs Normal Speak with Plants i Polymorph Any Object
Missiles Transport via Plants Reincarnation
Protection vs Evil Reverse Gravity
Protection vs Evil,10” Rope Trick
radius Wizard Eye
Shield
76-78 79-82 83-84
TOME OF TOME OF TOME OF
THE MASSES THE WALLS SELF CHANGES
Mass Charm Pass-Wall Invisibility

Mass Invisibility
Massmorph

Prismatic Wall
Wall of Iron

Polymorph Self
Shape Change

Mass Suggestion Wall of Stone Strength
Water Breathing
Wizard Eye
85-86 87-90 91-92
TOME OF TOME OF TOME OF
GOODNESS THE ELVES SOUND
Control Weather Charm Person Magic Mouth
Detect Evil Charm Plants Ventriloquism
Protection vs Evil Clairvoyance Deafness
Protection vs Evil,10” Growth of Plants Silence
radius Invisibility
Sleep
93-96 97- 98 99-00
TOME OF TOME OF TOME OF
THE WITCH GROWTH RENAISSANCE
Charm Person Extension I Clone
Charm Monster Extension II Simulacrum

Feeblemind
Phantasmal Forces
Polymorph Others

Wizard Eye

Extension III
Growth of Animal
Growth of Plants
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by Brent Edwards - Art Evlyn Moreau

ISTUS
TAKE THE
WHEEL

Istus is the goddess of fate and destiny in good old
Gary’s Greyhawk campaign setting. She spins the

5 tapestry of the universe from strands of poten- ~ *
FrE: GMln tiality. She bears the weight of penning the future;
A down to the most minute detail. She is all-seeing = -

e ! and the and all-knowing. And [ used to think | was her._ﬂ s

. From the beginning of my RPG obsession, my ex- .
J perience GMing (as a preteen roping my too—young -

"
.

brothers and my tolerant mominto a stumbling, * 5
fumbling dungeon delve with my brand new 3rd . |
ttln edition Player’s Handbook) was one of hesntance >
confusion, and panic. I'd been poring over sup- -
plements from the 2nd edition since elementary ~,* %3
O school, marvelling at the realities hidden in the "
i words on the page, fantasizing about making a world come to life for others -
- bk as vividly and dynamically as it manifested in my head. [ wanted to, needed '.v
X to, more than anything, but it didn’t seem possible. It seemed overwhelming. -
I felt anxiety burrow into my brain when limagined the attempt. What
about when | didn’t know what to say? What about when I made
amistake? The illusion would be shattered. The world would be
gone. I hesitated for years, but when I got my hands on that PHB I decided it
was time. If [ tried hard enough, if I held on tight enough to my vision, I could
doit. (I couldn’).
Aslgrew up, | came back to GMing again and again. |
would feel that deep yearning in my gut to bring a world
to life, to let others step into a living universe outside of
their own. There was a path to that place.  could see it,
ephemeral and fleeting maybe, but the path was there,
just as the other world was.  would work myself up, |
would manically and directionlessly assemble people
and places and events and gods, I would hold on tighter




and tighter to my crea-

: tions when they met

the cold reality of player
contact. Then Iwould

collapse under the morass

# pectations, and would eventually

» foldthe campaigns altogether.

.+ - 'd abandon RPGs for a year or two,

«and then the urge would reawaken

and I'd find my way back for another

< * «doomed attempt.

.’ . . This process continued into my

R gd-ulthood. It continued until last

% year, in fact, when | came to the end

: "+ of the longest campaign I'd ever

- _-Tun, thefirst one I'd ever brought

to a graceful(ish) conclusion. This

was The Campaign. The one that I'd

put thousands of hours of prep into,

carefully crafting a narrative the

way the prevailing wisdom

of a post-Critical Role and

Adventure Zone world told me I was

supposed to. The one that had won

me incredible joy and wonderful

friends and, if you can believe it, my

future husband. The one that had

sent me into countless panic attacks

and spiralling depression and

i +of stress and disappointed ex

LUMJ.EIWMM?
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anxiety. We came to

the end and [ decided

| I couldn’t doit like this
anymore. There had to
be another way. So I fi-

nally looked into this
weird, wacky, won-
derful OSR thing I'd
been hearing about
for years.

The thing thatimme-
diately struck me about
old school play was that
it seemed so freeing to
the GM. A referee, not

astoryteller. Or maybe

astoryteller, but not an
author. You'rerelating the
sublime and bizarre tales
you’ve heard of a place far
away, asreal as ours. You're
not penning a beginning,
middle, and end. You are
the honest, neutral mecha-
nism through which the
players view something
glorious. You're the

conduit.
It feltlike I could

‘v i] breathe again when

H




* Find this primer here: https:
to convert your RPG friends to adventure gaming. -Eric

I thought about running a game this way. |
felt such relief. [ felt like I could finally see
the ephemeral path to the other world I'd
glimpsed over and over again as akid. The
one | thought I was building for my players
and I for the last few years, but that had ul-
timately eluded me. It took me along time
to articulate what about the OSR opened
that path up to me again, but [ knew it had
to do with losing control. With letting go.

There’s a discussion to be had about the
greater control old school play confers on
the GM in the “Rulings, not Rules” sense.
There’s GM fiat aplenty in this corner of
the RPG world, but that’s not the kind of
control 'm talking about.

I'm talking about letting go of narrative
control. Of having to decide ahead of time
what’s going to happen. What they’re
going to see. What the world will offer up
to them. Relying on random encounters,
and random tables, and reaction rolls, and
and and... it frees you of the responsibility
to craft what should happen, and instead
lets you dedicate all of your mental cycles
to fill in the gaps of what is happening.

Because, like in the real world, nothing
should happen. Stuff just happens. This is
what I missed when [ was a kid, all the way
through to a stressed, lost 30-year old
trying to make my dearest friends happy
with the game we cared so much about.
The way to create that feeling, that elusive,
transcendent sensation of touching areal
world beyond ours, is to make it like ours.
Make it real. Make it random. Make it just a
little bit senseless and unpredictable and
miraculous and, yes, cruel, because there
is magic to be found in that.

Powered by the Apocalypse games have
some variant of “hold on lightly” in their

stated principles. Apocalypse World says
to “Sometimes, disclaim decision making.”
There’s a whole realm of debate on how
much PbtA and OSR relate to one another,
and whether they have anything to learn
from each other, but I think this is one
place where they definitely overlap. Hold
on lightly. Play to find out what hap-

pens. 'm not going to argue about which
framing is better - | have deep love for
both schools. But I do know how it finally
clicked for me. When I read thousands of
words on the PbtA style of gamerunning

I glimpsed the light but I never compre-
hended it, not completely. When [ found
my way to the OSR, first read the Principia
Apocrypha’s* advice to “Divest yourself of
their fate,” I fucking got it.

Thereisjoy in letting go. Thereis dizzy
ecstasy in watching things you and your
friends have created and care deeply for
going careening in strange and unexpec-
ted directions. There is an unbeliev-
able pleasure in being both creator
and audience all at once. And without
letting yourself be surprised you will
never get to experience that pleasure. You
will close off the path.

GMing is a huge responsibility. You are
the facilitator of everyone’s fun. You are
responsible for creating a verisimilar wor-
Id, and engaging challenges, and the range
of things that could potentially happen.
What you're not responsible for, what
you can’t be responsible for, is
deciding what does happen. Because
you're just the conduit. The lens through
which the other world reveals itself to you
and everyone else at the table. Deciding
the fate of worlds isn’t your job.
That’s onIstus.

lithyscaphe.blogspot.com/p/principia-apocrypha.html. Highly recommended
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by Brent Edwards Art Michael Sheppard

-v*?ﬂ'ﬁ'ﬁmﬁm

Roll d44 when a character reads a cursed text.
The first die determines the petty god the text concerns.
; The second determines the nature of the text.
3 Saves vs the curses themselves or their secondary effects
i may be permitted at the GM’s discretion.
Don't be mean, but let things spiral.
Curse removal should be feasible enough that it doesn’t
make the player want to reroll, but the solution should be
weird and specific. No simple visits to the local temple.
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1. Heretical (Desiccation)

The reader becomes repulsed by all forms
of moisture, convinced that all possible
sources of hydration (even if alcoholic, sa-
nitized, or magically purified) are tainted
with larval parasites that will infest them.
After aweek of eschewing liquids the
reader becomes desiccated and brittle.
They no longer need to consume water to
survive, but have their armor class pena-
lized by 2. Whenever the reader receives
acritical hit, the part of their body that
was struck crumbles into dust. Every time
they are forced to consume liquid, they are
cured of their brittleness for one week and
lose alevel. If their level is ever reduced to
zero, the larval parasites reach maturity,
and dozens of large axolotls burst violently
and fatally from all quarters of their body.

3.Blessed (EggSac)

The next time the reader sleeps, they awake
engulfed in a gelatinous mass within a slimy
membrane reminiscent of an amphibian egg

sac. Piercing/slashing attacks cannot be made

from within the egg sac without breaching
the membrane, but blunt weapons are usable.
Air, liquid, force, and sound pass through the

membrane without issue but solids cannot.
Aslongasthereader remains in the eggsac

they heal at double the normal rate and do not
need to consume food or water, Everytimethe
membrane is pierced, the contents spill out and

thereaderis freed. The next time the reader
sleeps they awake to find themselves once
again encased in the membrane and that
they have become two smaller versions of
themselves. If there are ever a number of rea-
der entities in excess of the reader’s HD,

2.Penitentiary (Budding)

2d4 pores on thereader’s face
gradually expand over the next 12
hours. Attempts to extrude the
contents resultinaviscous, slightly
greenslime. After the incubation
period, half-develop vestigial faces
identical to the reader’s push them-
selvesinto the openings of the pores
and ceaselessly babble senseless
strings of seemingly random words.
Anyone other than the host that
listens to the babbling for more
than1houris overcome by a driving
urge to try totear aface out of one
of the pores and take its place. The
destruction of any face halves the
host’s Charisma (round down).
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the next time they go to sleep the rest of the
party awakes to find the sac completely full of
thousands of mundane frogs which promptly
burst the membrane and scatter.

4. Apotheotic (Pollywog Hex)

Immediately and once per day thereafter the
reader sprouts anew leg somewhere on their body
(roll1d4:1 = Head, neck or shoulders. 2 = Torso or
arms. 3 = Hips or rear. 4 = Existing legs, including
ones growing out of other parts of the body.)
Every hour spentimmersed in water at least to
the neck causes aleg to be absorbed back into the
reader’s body at random, with any original legs
disappearinglast.If the final legis absorbed, the
reader develops a tadpole-like tail that remains
even when new legs grow. It allows them to swim
at twice their normal movement speed, but is
difficult to hide and unpleasantly slimy. While
the reader has no legs they also gain the ability to
breathe underwater.
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1. Heretical (Decalcification) All of
the bones in the reader’s body instantly
dissolve, leaving them a distorted blob
in human skin. The character’s Stren-
gthand Dexterity scores are halved.
The transformation does not seem to
harm the reader, however, and their
new form seems remarkably resilient
and adaptable. They may maintaina
passably human shape for an hour

or so, though the effect is slightly
uncanny and exhausting to maintain.
They may deform their body to the

Q

ssed (Acuteness)
Thereader’s touch becomes supernaturally sharp.
Though the appearance and texture of the reader’s
flesh does not change touching anything that
could reasonably be cut by a good knife (paper,
cloth, flesh, etc) with their bare skin resultsin
avery cleanslice. Things that cannot be cut are
scraped or etched, up to and including diamond.
Though this presents interesting problems in their
day to day existence, the curse is not without its
benefits - any unarmed attack the reader makes
with bare flesh is automatically a critical hit,
though their base unarmed damage is unchanged.

point that given enough time they
may slip through very tight tunnels

or under the cracks of poorly-fitting
doors. They are also fairly stretchy and
may be used by their companionsasa
slingshot, trampoline, etc.

2.Penitentiary (Duplication)

The reader is unable to walk forward or backward
without doubling or diminishing respectively in
afractal-like pattern. Every step forward causes
them to unfold from a vertical line through their
midpoint, doubling their width and leaving them
with a half-self attached to their extremities

on either side. Every step backward reverses

this effect. Further duplications from the first
create increasing angular deviations eventually
resulting in a spiraling, shambling, multi-faceted
being. If the reader consecutively doubles a
number of times equal to their total HD they
fracture and break into individual reader
instances, who also fracture and break, repeating
down to a microscopiclevel. Should the reader
ever take a step backward when they're
undoubled, they fold in on themselves and
collapseirretrievably into nothingness. The
reader may walk sideways without penalty.

4. Apotheotic (Geodic Exemplar)
The reader’s flesh transforms into
perfectly pristine radiant crystal.
They gain natural armor equivalent
to plate. All of their physical attribute
scores are immediately maxed. Their
body projects a beautiful pink-hued
luminescence as alight spell. Any mi-
neral matter that makes contact with
their crystalline flesh serves as aseed
for further crystal growth: imperfect
nodes and deformities that rapidly
spread across the body unless quickly
chipped off (a difficult task due to their
hardness). Given the amount of
ambient dust in most environments,
this process usually results in anear-
immediate formation of rampant
crystalline tumors around the reader’s
body, encasing them in animpossibly
dense shell unless amethod is quickly
found to filter the air around them.
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1. Heretical (Oxygenation)

The reader’s body becomes supernaturally
adept at retaining oxygen. This immedi-
ately manifests as a drastic reduction in
their rate of breathing, grants them advan-
tage on tests involving athletic endurance,
and allows them to hold their breath for up
to an hour. Standing too close to the reader
while theyre actively breathing may cause
others to become faint. If exposed directly
to open flame or very high temperatures,
the reader has a 1-in-4 chance per round to
explode violently.

2.Penitentiary (Asphyxiation)

A cloud of carbon dioxide gradually begins
to coalesce around the reader’s head. The
cloudis not affected by wind or air pres-
sure. Those putting their faces directly
next tothereader’s head will be similarly
affected until they move. The day that
the textisread, the reader finds they have
increasing difficulty detecting smells. The
second day the reader becomes short of
breath after one round of intense physical
activity and takes disadvantage on all
physical checks until they’ve had a short
rest. On the third day the reader will be
constantly gasping for air, unable to act or
function beyond moving slowly and occa-
sionally lapsing into unconsciousness. The
reader will suffocate in their sleep before
the morning of the fourth day unless a
method of getting oxygden directly into
their lungsis devised before that time.
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essed (Smothering)

A whorl of ash and dampening
gasses are expelled every time the
reader exhales. This s likely to have
anill effect on the manner in which
they arereceived by NPCs with a
superstitious nature - puffing out
apparent smoke with each breath
has certain connotations. Open
flames near the reader are extin-
guishedimmediately. With a
concentrated stream of air, the rea-
der may temporarily blind someone
in close quarters with pumice ash.
Thereaderis also able to breathe in
thick smoke without penalty.

4. Apotheotic (Sylph Ascendancy)
The reader suddenly and instantly
sheds their mortal formin a blast of
shredding wind, leaving themas a
sylph: a spirit made of deoxygenated
air. In this form the reader is invisible,
capable of flight, may pass through any
aperture thatisn’t airtight, and may
knock physical objects and beings
back or even prone with bursts of
pressurized air. The sylph’s formis
tenuous and easily disrupted. When
exposed to wind or airflow stronger
than strenuous breathing, the reader’s
gaseous makeup will be irretrievably
scattered in 1d4 rounds at which point
they cease to exist.



“f % J*‘!uw }

1. Heretical (Humility) The reader
finds that their day-to-day needs

are always provided for comfortably
through happenstance and coincid-
ence. They will always be able to find
ample tasty and filling food, thatis
either dropped, donated, or foraged
with little effort. Humble clothing and
essential gear are easily discovered
whenever the reader isinalocation
where these items could reasonably
be found. In addition, the reader will
be received with general positivity

by those around them - give them
advantage onreaction rolls whenit
makes sense, especially with animals
and good-hearted people. However, the
reader will find themselves unable to

hold onto wealth of any kind or amount.

Loose change constantly goes missing.
Caches of hoarded wealth are found
and ransacked by rival adventurers.
Bank tallies are erased. Trade goods are

spoiled or damaged. Property and titles

are lost through legalloopholes or rival
claimants. If treasure for XP is being
used, the reader is unable to advance
while this curseis in effect.

2.Penitentiary (Numismatics)

All coinage that the reader touches has
the pattern onits obverse changedtoa
depiction of the reader’s head in profile.
This change is very apparent to anyone
that has experience with the type of

coin being used and will generally result
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3.Blessed (Petty Riches)

Thereader finds that any coinagde they take posses-
sion of, no matter how briefly, is replaced by double
the quantity (not value!) in copper pieces the next
timeit’s perceived. This occurs whenever the
coinage s left unobserved and applies to any new
copper pieces created this way as well as mundane
currency. Any copper pieces spent, given away,
cached, abandoned, or otherwise disposed of by
the reader find their way back into their possession
within one day, often to be discovered somewhere
unexpected and unavoidable, doubling once more
inthe process.

4. Apotheotic (Glitter Golme)

Alljewelry currently worn by the reader becomes
permanently grafted to their flesh. Thereafter,
upon seeing a piece of jewelry of good quality for
the first time the reader will be compelled to take
it by any means necessary and put it on, at which
point it too will be permanently affixed to their
flesh. Once anumber of jewelry pieces equal to the
reader’s HD becomes joined to them, the jewelry
will begin to spread over their flesh in recursive
patterns of fractal filigree mimicking the original
pieces. The reader is completely covered in 1d4
days. Removal of any section of this shell is ago-
nizingly painful, resulting in the loss of one level
and amundane piece of jewelry worth 100 GP *
the reader’s new level. If the reader is harvested in
their entirety, they are worth the total treasure
requirement to advance to their current level, or
if treasure for XPisn't used 1000 GP *the reader’s
totallevel. This harvesting kills the reader.

inthe assumption that the coinis fraudulent. This trans-
formation may occasionally be useful when attempting to
demonstrate one’s importance to someone unfamiliar with

the currency in question.
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by Ktrey Parker Art Huargo Illustrador

You rolled another giant spider on the encounter table
but you'd rather die than cheat on an encounter roll.
Well, grab your trusty d30 and get ready to add some
more denizens to your dungeon!

Black Widow

Amputating the hind leg of a cave locust

Brooding an egg sac, rolling it around and around
Cannibalizing a contorted Casanova post-coitus

4 Castingsilk strandsinto corners to rebuild their web

5 Clinging menacingly from a cobwebbed ceiling

6 Cocooning an ashen-faced acolyte

7 Constructing a sturdier guideline across a chasm

8 Discardingthe husk of an utterly drained giant bat

9 Eating damaged webs to regain essential nutrients

10 Ensnaring several sprites with strategically placed toil

1

.
i
¥

1
2
3

11 Entangling a goblin bodyguard, on their way to betray the King
12 Flinging bits of armor and a helm from her home with a clatter
13 Glistening black in the damp, her telltale red hourglass blazing
14 Guarding her skittering spiderlings tenderly

15 Hanging, stock-still, in the center of her gossamer abode
16 Hoisting astill twitching tiger beetle into a corner for later
17 Immobilizing several struggling stirgdes B
18 Liquefying the organs of an orc, stiff and pale

19 Mending her damaged meshwork meticulously

20 Completely obscuring an exit/entrance with webbing

21 Preening monstrous mouthparts repeatedly

22 Rappelling rapidly to fetch arobber fly that wriggled free

23 Retiring to a convenient alcove as hobgoblin boots stomp by
24 Slowly descending via her spinnerets

25 Steppinglightly over a treacherously trapped floor

26 Strumming strandsto draw a curious carcass crawler closer
27 Suspending an enveloped driver ant

28 Swivelingto confront a halfling who is trying to rescue a friend

'
-

%l | 29 Tuggingon asilken skein to test its resiliency
At 30 Weaving a magnificent labyrinth of interlacing webs
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Ay Loy . : 29 Swaddling afoolhardy harpy,
W ; Crab Splder : ensnared by their we%s Y
- 1 Ambushing a squad of kobolds, armed 30 Wavingiridescent palpsinan
i only with torches : intriguing courtship display
'\ | 2 Carryinghorripilating spiderlingson
1 their broad backs : Tarente]la
3  Climbing down from their ceiling © 1  Attacking a pair of tangoing traders
L corner perches © 2 Bitingagroup of
'+ 4  Clutching adead giant rat in their : jitterbuggding bugbears
| hairy pedipalps {3 Catchingaclericmid-conga
5 Coatingthefloors, walls, and ceilings : 4 Clambering over a passed-out paladin
with fine, glistening cobwebs : 5 Coveredinitching hairs, prized by
6 Consumingan elf, thieves aslockpicks
dead by their toxic bite : 6 Creepingrhythmically,
7 Dashing to perceived safety : as if to unheard music
< underneath a defaced altar H 7 Crouching suddenly, about to spring
. 8 Defending pulsating egg sacs, : on an unsuspecting skeleton
hatching any minute now - 8 Dismemberingadruid that
9 Diningonaveteran : danced herself to death
they caught sleeping on watch : 9 Dwelling among piles of
10 Dismantling a fire beetle : moldering books
o as they fight over its remains 10 Feeding their young a friar,
. 11 Fishing: they skate onthe : frazzled from the foxtrot
<o 3 surface of a pool H 11 Glaringatatuningbard,
12 Gnashingteeth of a gnoll soon deceased : almost expectantly
as their venom takes effect © 12 Grabbing at gamboling goblins
13 Grooming bristly faces, eight shiny ‘13 Hauling ahorse that died
unblinking black eyes staring : from excessive dressage

' 14 Hiding among huge mushrooms, : 14 Hunting hurtling hobgoblins
blending in well with the caps 15 Jumping on an oblivious
15 Injecting their venom into a : bombardier beetle

struggling killer bee © 16 Layingtambourine-shaped eggds

16 Lurking above door frames, perched along the base of an ornate dais
and ready to pounce : 17 Leapingonto line-dancinglizard men
! 17 Mimicking bleached bone amidalarge @ 18 Liningtheirlairs with fusty
pile of skeletal remains : sheet music
18 Nesting cozily among gothic H 19 Menacing a moshing medium

ceiling arches © 20 Molting, it’s said the skins make for

19 Secreting pheromones, allowing : marvelous banjos
them to move among driver ants : 21 Patrolling their territory with
20 Presentingasilk wrapped synchronized cadence
robber fly to a potential lover © 22 Scurrying after asashaying smuggler
21 Repairing asection of web, # 23 Snatching asquirming giant
mistakenly placedin front ofadoor centipede in their fangs
22 Scaling ornately carved columns © 24 Springing suddenly from a trapdoor

that support the ceiling onto a passing giant shrew

PR A R e et diEr o 25 Tailing some tap-dancing troglodytes

24  Slinging innovative web «bolas» : 26 Tensing their lond piliferous leds,

- o at their prey oneatatime
- 25 Slurping the liquefied insides 27 Thrumming on hollow skulls/webbed
i of a dwarf : rib-harps with their pedipalps
26 Spinning fine filaments that serveas @ 28 Twitchingwithrevulsionatthe cry of

tripwires to alert them of lunch : an atonal shrieker
5 29 Whistling aninfectious tune through
cast by medusa statues : theslits in their abdomen
28 Stalking anabandoned, heavilyladen : 30 Wrappingup anunconscious
mule, misplaced by his owners apprentice as their wizard waltzes :
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It’s such an iconic monster that it has its own Funko Pop toy, yet
d you always encounter it in the same way: in the middle of a corridor,
poised to ambush you, yet noticeable because of some indigestible
remnants of its last meal... So roll d100.

1 Absorbing a swarm of rats, with sickening slurping sounds
2 Accruing a complete dining set: four chairs and part of a table

3  Accumulating contents of an alchemy lab: alembics/vials/etc.
4  Being goaded into amaze by a very tidy minotaur

5 Billowingtofill a cylindrical corridor

6 Blendingin well with adamp, slick wall

7 Bloatingslightly asit flows over alarge stone

8 Blocking a hallway with its shimmering mass

9 Breaking down an unlucky nuisance of kobolds

11 Catchinga goblin bodyguard completely unaware

12 Choking aninviting hallway completely

13 Clangingloudly asit drags a discarded shield along the floor L

15 Clouded with metal shavings after wandering into an old forge

16 Coatingthe wallsin stinking ectoplasm

17 Collecting several unusually large shells and carapaces

19 Conforming to the circular sides of a shallow pit

20 Congesting analready high trafficarea

21 Crammingitself into a concave niche

23 Damming a drainage pipe and skimming scum from the liquid

24 Decomposing a dwarf, which appears to levitate in the middle of a hall

25 Destroying astout wooden door, a splinter at atime

27 Disintegrating several barrels slowly

28 Drawntoward adying dervish

29 Driftingacrossanopen area, a trail of slime in its wake

31 Extrudingitself through a portcullis, creating tiny cubes

32 Faltering as a giant cave snail rasps it with its radula

33 Filling afountain as frightened fishes flee

35 Foundering across aniron grate in the floor

36 Gathering amorbid collection of humanoid skulls

37 Gradually dissolving a struggling zombie
38 Gurg’lme’ as a suit of tarnished plate mail is e1ected




39 Having subsumed a grey ooze, it is I

: very acidic and immune to fire slime on the ceiling e
A8 40 Hindering a hobgoblin patrol i 71 Scouringwallscleanof mossandmoisture £

4 hdl 41 Huggingthebase of alarge stalactite, 72 Seamlessly camouflaged in an arched

e ready to drop doorway T
R 73 Seepmg its way down from a dais
- 43 Inadvertently catching several launchinto its bulk
: hundred rusty nails 75 Shovingitsway past a gang of gargoyles
44  Intercepting a swarm of beetles i 76 Sinkingintoapool of water, dining onalgae
feeding on a dead mule : 77 Skeletonsinside are animate,
45 Leisurely enveloping a couple of crates : just along for the ride i
47 Lurkinginanalcove, completely : descending ladder
surrounding a statue of a saint {79 Slidingintoacryptniche to feast on
48 Meandering away fromabright beam : tasty bones
of light : 80 Slinking away fromanangry
49 Melding with another cube to : carcass crawler

exchange memory maps : 81 Slowly crumblmg a shrleker i
51 Messily agglomerating stubborn bits sickening sound
of bone and broken coffin 83 Sneakingup ona giant spider,
52 Mopping up detritus from very busy wrapping a robber fly
smooth flagstones i 84 Sputtering over a paralyzed paladin
f 53 Occludingarotatingwallthatit 85 Squeezmgltself throughanarrowslit [
keeping it at bay with torches
| 55 Osmosinganogre: frozenin place : 87 Surgingrapidly down a hallway
56 Overflowing fromasmall cellar door afteringesting a potion of haste
itinadvertently entered i 88 Surprisingatroop of troglodytes
57 Overwhelming an orc, completely 89 Surrounding abenumbed berserker

benumbed 90 Swelling upwards toreach
58 Painstakingly gliding up a steep 1nclme roosting bats

59 Patientlydismantlingadeaddriverant : 91 Teetering onanarrow walkway
60 Pluggingadraininthe center of the traversing a chasm

floor amid ankle deep water {92 Throbbingasitsurroundsa
61 Politely sweeping up a colony of helpless halfling

ellow mould : 93 Thwartinga thoul who can’t tear
filigreed gate

63 Pressingagainst abarricade of
furniture, placed against a door 95 Trembling slightly as pots and pans
64 Prowlingsilently, in search of prey it’s picked up shift around
65 Pulsatingasglands fromadigesting : 96 Turning the tablesonsome stealthy
fire beetle glow bugbears

97 Undergoing mitosis: splitting into
lizard man meal smaller, identical cubes .
67 Quivering after a curious cave locust § i
takes a bite from it its massive bulk

68 Rambling over caltrop strewn floor, : 99 Waitingpatiently atthe bottom
conveniently clearing a path of a pit trap

69 Recoiling after brushing pasta {100 Wobbling after a mighty blow froma
sconce containing alit torch : troll’s club

| ____,’ —
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by Eric Nieudan - Art: Sam Mameli

Gomplete ¥he
ENQOUNITER

The Dungeon’s Master

The Master is 2 who has ¢laimed ¥he dungeon pre-
sened on ¥he next spread. They nsed to ke
kit didn’t like » S0 ¥hey are now on the right vrack o

. Their followers only convrol areas 18 o
2, by are now pushing againsty the hostile holding

rooms nwmker __ to __ (where the deeovil’s mask is hidden),

The d = vil’s mask protects its bearer from .
¥ also has the power of whenever ivs kearer sacrifices
. Thrice daily, vhe mask ¢an ¢asy

of ifs own volivion. For the d-@ vil’s mask has a mind of its own! It wanfs fo achieve
y

The Ghimney Throne (room 20) was created by
bt iv is mostly known in myvh kecanse of ivs role in

. The ¥hrone has no magical powers, kit ivs intricate
meehanisms are nsed ¥o control and with the right key
i¥ ¢an also . The moon and shar symbol a¥ its vop was

a later addivion when i was bronght Yo vhe dungeon. They are extremely valnable vo

» who wonld pay a handsome price for it.

Additional notes:
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by Eric Nieudan - Art & map: Sam Mameli

Gocgmme’ve he DUNGEON

nEntrance. The stairs rise from the waters of . The door
is trapped by

@ Oghidian Atrinm. Four monohydras statues animate if

The goo in ¥he pnddle is actnally . [ ¢an he nentralised vvi’vﬁ
QThe Great Archway of . Deciphering the glyphs on the floor helps
with |

@Landing of the dmn and Moons, The gate only opens for
or the kearer of the d-@ vil’s mask.

@ Landing of ¥he Oracle. The monohydra from room 10 speaks Fhrongh he lion’s month.
[V vruthfully answers questions akony
kb spits poison for __ d6 damage if angered.

@ First Landing. 15 is guarded by , who alone
are allowed in the armonred room (9).

6@ Ancient Stone Garden. The dungeon was kuily aronnd these
monoliths. Touching them one affer ¥he other has a chance of
. The stream leads o

© Dump. Among e fossilised debris and more recent dejections,
¢an he found for every vurn of icky search. Each vrn, vhere is 2
cumumlative 1-in-6 chance that a character gefs

@Armoured Koom. Empty. All spells ¢ast here have 2 1-in- __ ¢change of being bonnced
onto another arget.

@ Lair of the Monohydra, Most of ifs heads were lost in a battle against
. Whoever ventures info the passageway is
considered an offering. The floor of the lair lies f¥ below. Among kroken bones, is 2

leamin ical
, gleaming magiea
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@ Purification Pi, The ancient wsed Fhis room ¥o cleanse
themselves mnder the waterfall. Doing so in ¥he name of res-
Yores ___ hib points and ___ spells. Anything falling down the piv is spab on in 12,

€0 Eniirance o Floating Rooms. The bottomless pit communicates wibh 1. Water from
the waterfall here rns into vhe mndergronnd [ake on which the room is afloat. The lake
is inhahited by alkino .

@Refugees. Empty room. In the corner, 1d3 arg hiding from

@Treamre ¢hest. Gan only ke accessed by walking the tight rope from 13. The chest
¢onfains half a dozen |

@Life Ghoices. Goming from everywhere av once, ¥he voices of
warn ¥hat «greed and peace are frenemies> and vhat «the delver must keep delving o
find >,

@The Nook of Greed. Locked kb empty chest. The intricate lock releases
£as: save or lose wntil

@The Garden of Peace. Grossing the bridge requires leaving
kehind. Onge in the empy garden, one ¢an shay indefinively

withont the need fo

@ Firsy Antechamber, A blind lives hiere, afraid of
going further. They have a lov Yo say akont by
hate keing asked ahont

Final Step. Formerly the lair of 2 fierce ) Now
eserved afver

@ The Koom of Thrones. Each throne is ab vhe Yop of its own moated pyramid, with the
Ghimney Throne (see p. 146) in ¥he centre. Sl’mng on any of vhe empty ¥hrones, one mist
save or

D Exif o

Large amomnts of klood have keen spilled here. Whoever or whatever that was, they
managed 1o drag Fhemselves ontside.
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This is a concise procedure developed for a ruleset | ended up abandoning.
It has served me well over the years, and it might be of use to you, too.
I’d like to thank Gavin Norman, whose blog posts really inspired me.

The party has 3 actions altogether;
2 for the day and 1 for the night. Note
that things that take only a very short
amount of time might not qualify as an
“action” in this sense, such as dealing
with a Hazard or Encounter (see Event
Table). The following actions are cove-
red by the rules:

- Move (move to a new hex)

- Search (look for hidden location)

- Hunt and Forage (replenish supplies)

- Camp (rest and recover in the wilds)

- Explore (interact with a location)
*MOVE - The party leaves the current hex
and moves into an adjacent one. A party
on horseback may move an extra hex,
except through swamps, mountains, and
particularly dense forests. All obvious
features and the terrain type of all
neighbouring hexes are immediately
revealed to them. After resolving the
action, roll on the Event Table.

* SEARCH : The party sets out and looks for
hidden features within the current hex.
Immediately roll on the Event Table with a
+2bonus.

*HUNT AND FORAGE - The party collec-
tively replenish their supplies from the
wilderness. 1d6-2 rations are gained per
character (increase die size for particu-
larly skilled characters and decrease it for
harsh terrain and weather). After resol-
ving the action, roll on the Event Table.

+ CAMP - The party stops to set up camp.
Every member regains 1 HD’s worth of
lost hit points and removes 1 point of
Fatigue (see below). Roll on the Event Table
with a -2 penalty.

+EXPLORE : The party interacts with a
location in a meaningful way. This includes
the exploration of adventure sites (i.e.
dungeons and lairs), dealing with people
and their problems in a settlement, using a
facility, etc. After resolving the action, roll
on the Event Table.
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Every night the par_fy'é_kibs’
~ camp, theyreceive 2 points
of Fatigue, penalising all their

checks by -1 each; this penalty is

cumulatlve

dé........ Result

2ot Uneventful
B Weather Change
4 Encounter
et Hazard

- *UNEVENTFUL : No unexpected

event unfolds.
« WEATHER CHANGE : Roll on

~ your weather table or decide

how the weather conditions
improve or worsen. Assume they
don’t change again until another
Weather Changeresult.
+ENCOUNTER - Based on the time
of day and the party’s activity,

generate an appropriate encoun- -

* ter using your method of choice.

*HAZARD - The party comes
across an environmental hazard
that tests their skills and possibly
diminishes their resources.

+ LOCATION - The party stumbles
upon a hidden location with-

in the hex, or a known one if

they set out toreach a spec1ﬁc
locatlon o

& Optiqn_ally, if you crave more

- chaosin your games, you canset
anarbitrary chance for double
events (Irecommend 1-in-6). In

- sucha case, you would roll twice
- on the Event Table and adjudi-
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cate the situation accordingly.

FIXING

“Fuck every detection spell,” Scrap Princess writes

. on her blog*. She’s not fond of spells like dispel

magic, either**. | agree. These spells are boring.
They are boring mainly because they have no mate-
riality. Here’s what happens when you cast a detect
X spell: “Yeah that stuff you wanted to detect. You
see them glowing in your detect-o-vision.” Beyond

_ that they don’t do anything in the world. Nothing is

touched or moved or changed.

Dispel is worse! RPGs are about the interesting
things we experience together in imagined space.
Dispel does the exact opposite: it actively removes
interesting things from imagined space.

. Solet’s try fixing these spells. In order; here’s:

* A detection spell that’s a glorified get-a-dog-to-
sniff-this-out-for-you deal

* A detection spell that physically affects stuff you
want to detect

* A debulff spell that’s actually a summon spell

. * A cancel spell that’s actually a summon spell

(these two should be one spell, probably, but
whatever), and...

* A dispel spell that causes miscasts instead of
outright cancelling magic.




SPELLS

REVEAL MAGIC

- son: 1 turn per level - Range: 30ft per level
e o ly sketch the invisible flows

netic fields, rats track pestilenti_al
ure. Any present are now unerrin

Animal swarms unconscious
dels, birds flock to mag]
type of swarming creat
they swamp charme
Intelligent swarming creatures get a save.

COMMAND ILLUSION

Level 2 - Duration: 2 rounds per level - Range: Hearing
To cast an illusion is to tell the world a fiction about
itself. You shout over this story, telling a version that
better suits your purpose.

Speak a single-word command. All illusions within
hearing distance obey this command, even if their
form would otherwise prevent them from doing so -
trees dance, walls flee, dragons wank, and so on.

SUMMON CURSE
Level 3 - Duration: Permanent - Range: Touch
You call bad intent from the upper airs. It streams
out your fingers, coagulating into a bird made of
yellow phlegm (3 HD, flies). ;
Target a single creature. The phlegm bird tries to
stuff itself down your target’s throat. If successful,
your target suffers (d6):
1: Thin blood. Hurt, bleeds 1 HP a round. Heals at
twice normal rate.
2: Hazard blindness. Unable to see beings that
mean them harm.
3: Insomnia. Every day, saves or suffers -1 to all
rolls. Cumulative.
4: Piquant soul. Supernatural predators always
know their location.
5: Innocence. Inability to use or understand lan-
guage in any form. !
6: Itching. Ttch itch itch! Disadvantage on physical
and social actions.
Cast as a ritual, this spell may be used to curse an
inanimate object. The bird soaks into the target

object. It curses the object’s owner.

EXTRACT CURSE

Level 3 - Duration: Permanent - Range: Touch
Like venom from a bite, you drain a curse from
an affected creature or item. This curdles

into an animal of your choice made of yellow
phlegm.

It has 3 HD and abilities as per its form. If
drawn from an item it wields or wears said item
and must be in a shape suitable to do so.

The curse creature is intelligent and belligerent.
It prefers to stuff itself down the throat of its
creator (the person who cast the initial curse).

| * http://monstermanualsewnfrompants.blogspot.com/2018/05/what-exactly-is-problem-here-re-1st.html
. * http://monstermanualsewnfrompants.blogspot.com/2018/05/part2-of-what-exactly-is-problem-here.html

of the world. Fish school in math mo-
urges. You tweak the mind§ of a single
gly drawn to all magic within range -

d persons, enchanted gems, a jinn’s passage, and so on.

UNRAVEL MAGIC

Level 3 - Duration: Instantaneous

Range: 120ft

If reality is fabric, spellcraft is a weaving
art. Target a single instance of magic with-
in range. With a mystic needle, you pick its
weft. It is undone.

Spells fizzle. Summoned creatures and
permanent effects are disrupted for d6
hours. Magical objects or creatures lose
their supernatural abilities for d6 hours.
Sentient ones get a save.

Unravelled is not destroyed. Centred
around the target, magdical energy is war-
ped into (d6):

1: An explosion of iron nails. The damage is
equivalent of a shrapnel bomb or fireball.
Carpets all ground within 10ft per level of
the target spell, like caltrops.

2: Blood. Blood! Spewing from the target

- soaking clothes, spraying faces, slicking
surfaces up to 5 ft per target level. Save or
retch.

3: Ego transference. The minds of crea-
tures in sight of the target round-robin
bodies in alphabetical order. Lasts 1 turn
per spell level.

4: A temporal pocket. Creatures in sight of
the target are frozen in time; 1 round per
spell level. What if bystanders nick your
stuff?

5: Vital force. It washes over all beings in
sight of the targdet. It is invigorating and
heals d4 HP per target level, and may ex-
ceed HP maximum.

6: A zombie. The closest dead body of HD
equal to the target spell level rises and
attempts whatever task the target magic
was originally cast for.

Cast as aritual, in a place of power this
spell may be used to permanently dispel a
magical effect, object, or creature. No side
effects; takes a week per target level; the
ritual fails if interrupted.

Probably a better way to do that Unravel
Magic side effects table is to crib WFRP’s

Chaos Manifestations list, but I was lazy. |

by Zedeck Siew
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by Vagabundork - Art: Letty Wilson

When a character dies, it is more important to get the player
areplacement adventurer quickly than doing itin an entirely
believable way. However, a referee worth their salt will find ways
to justify their arrival.

Allfools below are level 0 fighters (as in, classless nobodies); if they survive, they
become a first level character of a class appropriate to their stats and description.
They retain their stats, but the player can roll the class’ hit die and keep the result if
it’s greater than the fool’s HP. They also retain their weird abilities.

Roll 1d30* to discover your new adventurer
*Simply roll 1d10 and then 1d6: add +0 on 1 or 4; +10 on 2 or 5, +20 on 3 or 6.
So aresultof 8 and 3 is read as (8+20) 28.
Or just close your eyes and stab at the list with a pen.
Meet the Fools!




Estrella Ionia (5)
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1. PIXIE.STR 10, DEX 12, CON 12, INT 14,
WIS 11, CHA 13, 3hp. 8 smoke bombs, dag-
ger (d4). Pixie is an adventurer apprentice
who has been following the PCs for along
time. She’s learned a bit by watching them
and now she thinks she can join them.
She’s 15 years old and somehow still
believes that she’s the daughter of a poor
potter (this s true) and an elvish king (this
is false, or is it?  don’t know).

2. UQBAR.STR 16, DEX 16, CON 10,
INT 10, WIS 10, CHA 9, 4hp, Club (d6).
Ugbar is a relic from antiquity. He’s
trapped in a block of transparent ice
and his orange-coloured eyes are open
He’s able to see and has gone comple-
tely crazy in a prehistoric kind of way.
He wears silver armor, but once he’s
freed it turns out it was neither silver
nor armor but only a layer of minerals
that sprouted on his leather rags and
skin.

3. OLIVER SAX.STR 10, DEX 10, CON
10, INT 15, WIS 12, CHA 9, 2hp, Axe (d6),
tent, tinder, flint, bowler hat. A lost ex-
plorer, Oliver set up his camp in the next
area that the player characters visit. He
travels in search of a way to cure his wife
Bette, whose main symptom is having
acquired the shape of a bowler hat. In
truth, Oliver’s hat is just a hat, and Bette
did not change shape, nor is she his wife.
She rejected him when he proposed.
Whether Oliver Sax is aware of this or
not, I can’t say.

4. TOM TILDRUM. STR 12, DEX

10, CON 12, INT 10, WIS 10, CHA 8, 4hp,
equipment varies. In the middle of the
next encounter one of the monsters has
an epiphany and changes sides. Mecha-
nically, Tom Tildrum s like any player
character but his appearance is that of
the monster.

6. LITTLE BILLY. Little Billy was
the party’s link boy (or any other
hireling). When a player character
dies, Little Billy consumes their soul
and takes over their body, leaving
behind a desiccated envelope. Little
Billy doesn’t inherit knowledge or
memories, and he is also ignorant of
the fact he has this power. Each time
aPCdies in the presence of Little Bil-
ly, the player gets to take over their
body, along with their stats and gear,
but none of their class abilities.

7. JULIE D'AUBIGNY (aka Mademoi-
selle de Maupin). STR 13, DEX 13, CON

10, INT 10, WIS 8, CHA 13, Shp, Rapier
(d10), men’s clothing (as leather armour).
Bisexual badass with a sword. When she
first meets the party, she treats them
with suspicion: «Who are you? Where
am [?» Julie D’Aubigny is an actress and
singer from the Paris Opera, alover of
men and women alike. When using a
fencing weapon (rapier, foil, sabre, or
épée) she deals d10 damage instead of the
usual d8. Her many duels often ended in
blood so she constantly had to flee. During
one of those flights, she ended up here.

8. MAZTER MOUZTIQUE.sTr

10, DEX 15, CON 10, INT 11, WIS 10, CHA
9, 5hp, Rapier (d8), buff coat (as leather
armour). Describe to the party how they
hear a buzz, followed by a buzzing voice:
“Take that. And take that!” Round the
corner or behind some trees, they find
Mazter Mouztique fighting his own sha-
dow. The shadow seems to be winning,
and it really looks like he could use some
help. This poseur really thinks he is a
hero and a great swordsman. Also, he’s
amosquito.

5. ESTRELLA IONIA.STR 13, DEX10, CON 12, INT 14, WIS 8, CHA 13, 3hp, PickaX.e

(d8), hand axe (dé), leather armour, headlamp, half a map, bag of befr/'es: Ahole opensin
the ground or a wall and Estrella lonia comes out. She’s a humanoid with the head ofa
star-nosed mole. Her goal in life is to find a treasure like no other, alegendary artefact
(she has a piece of the map with an X that marks the spot).



9. ORSOLYA.STR 14, DEX 12, CON 14,
INT 9, WIS 10, CHA 0, 8hp, Dagger (d4),
bow (dé6), bearskin coat (as leather armour),
animal trap, fishing pole, trained coyote
called Piroska (bite d8). A black bear walks
towards the adventurers. The bear stands
up and removes its skin. It was just Orsolya
the hunter in a bearskin coat. The coat
allows her to morph

Il. MR. MOONLIGHT. sTR 10, DEX

12, CON 10, INT 13, WIS 13, CHA 13, 4hp,
Cane with brass knuckles for a handle (de),
dé smoke bombs, sunglasses, books. Blond
man, late twenties, black suit, sitting rea-
ding a chaos poetry paperback, he’s so goth
he wears sunglasses in bed! He’s from Nor-
thampton, England, which nobody has ever

e

into a black bear, but
only in appearance; her
stats remain the same.
Piroska the coyote can
attackif Orsolya gives
up her own action.

10. MR. CHEESE S.
STR10, DEX 12, CON 10,
INT 9, WIS 13, CHA 10,
4hp, Punch (d3), bread,
fish, wine. He’s a pacifist
hippie who loses his
temper when provoked
(save vs. spells or
attack with bare hands,
angry fists causing d6
damage). He wears a
shirt with the caption:
«l am my own father».
Once aday, he can turn
any liquid into wine

of medium quality. At
referee’s option, he can
perform a miracle once
adayif he pases asave
vs. spell — but

if he fails, he

heard of; «I play bass
in a band there».
Chaos magick:
sacrificinga
point of INT,
WIS, or CHA
and making
asuccessful
save vs. spells
allows a chaos
magick-user to
bend reality in
anon-cataclys-
mic manner. A
sunny day turns
rainy, and arainy
day becomes a
thunderstorm;
Moonlight can
cast alightning
bolt (d10) against
an enemy during a
thunderstorm; he
can cause a torch
to burnits bearer
for d10 damage, or
throw alamp and
make it explode (d6,
6-meter radius); he

falls un-

conscious

forafew

hours. Some possible miracles: making

a blind person recover their sight, multiplying
food items, resurrecting a dead person (in

a failure, in addition to Mr. Cheese S. falling
unconscious, the dead person becomes a
zombie), walking on the surface of the water,
talking to birds, making someone feel like shit
from overwhelming guilt...

Oqbar (2) canreverse gravityina
room for a few moments; or
any other effect that would never
happen unless the natural order was broken.
If he fails his saving throw, the effect can be
harmful to him, causing damage to his own
HP, or even his stats. If his three stats reach
1, he can’t use chaos magick again, even if he
restores all his points.
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12. SWEET JANE. sTR 10, DEX 10, CON 10,
INT 10, WIS 10, CHA 10, 4hp, Kitchen knife (d4),
nonexistence as full plate armour. A semi-trans-
parent, semi-solid woman who looks at you

as though you were the apparition. She’s a
clerk from Lexington and doesn’t really exist
(you know it’s hard to hit that which doesn’t
exist, right?), and she needs to make a save vs.
spells (to summon enough existence) whene-
e~ ver she wants to attack or make any complex
action under stress. «/ had a date with Jack but
1 got lost and came here instead ». She wants

to go back to Lexington and marry Jack.

13. ESTHER & JANET. Esther: STR 8,
DEX 12, CON 10, INT 10, WIS 11, CHA 16,
4hp. Janet: STR 16, DEX 12, CON 13, INT

9, WIS 9, CHA 8, 4hp. Falchion (d8), dagger
(d4), fire oil (d6), chainmail. Two women
occupying the same body, they share

the same hit points. (Play her like Andy
Sirkis would.) Roll a die: an odd number
means Esther is in control; otherwise it’s
Janet. Esther wants to get rid of Janet;
Janet wants to get rid of Esther. Whoever
is in control sees an opportunity in the
party, and asks to join them: «'m a good
fighting-woman, my blade will be useful.»
When the player wants to switch between
Janet and Esther, they must make a save
vs. spells; on a failure, the Janet-Esther en-
tity suffers a -2 penalty to all her rolls until
she has a short rest, and won’t be able to
try switching again until she has a full rest.

14. BIKIN| BOTTOM JOE.STR 13,
DEX 12, CON 12, INT 10, WIS 9, CHA 10,
6hp, Warhammer (d8), chainmail mankini (as
chainmail +1). In the next encounter, the
monsters or NPCs are engaged in combat
with Bikini Bottom Joe who asks the PCs
for help. His most characteristic feature is
his men’s magical chainmail bikini. It only
grants protection if no other clothing is
worn. It doesn’t protect from cold. When
BB Joe is the first to attack in an encoun-
ter, he can make an additional attack at
the end of the first round.

15. XIME URUTAU. STR 11, DEX 13, CON
10, INT 10, WIS 10, CHA 16, 4hp, Dagger

(d4), hooded leather armour, strange book,
20ft rope. This new player characteris an
explorer, and the sole survivor of an attack
or other calamity. She’s been hiding inside a
hole, protecting a book. (The book speaks in
aweird language. Xime can understand and
reply in the same tongue.) She loves birds
and has a zanate (a South American grackle)
companion called Galandra. Galandra will
defend Xime when she’s attacked; her beak
deals d4 damage.

16. TAMAYAQ. STR 14, DEX 10, CON 12,
INT 11, WIS 10, CHA 9, 4hp, Traditional K’iche’
costume (tzut sash, huipil, skirt, leather san-
dals) as leather armour, box of cigars. Tamayac
comes to the rescue, wielding her trustworthy
tijax (double edged obsidian knife). She’s
tougher than the great Mayan hero Kayb’il
B’alam himself (when outnumbered, she rolls
2 dice to attack and uses the best result),
smokes noxious cigars, and has all her lives
and death tattooed on her skin. She’s a poet,
anarchist, guerrilla, and feminist who doesn’t
fear deaths and hates all forms of authority.
Her tijax is the one her grandfather used for
guerilla dungeon delving, so it might have
hidden properties.

17. BRHADARANYAKOPANISHAD-
VIVEKACHUDAMANI, BRHADA.
STR11, DEX 14, CON 11, INT 11, WIS 10, CHA

9, 3hp, Dagger (d6). Aman is giving a lesson

to a group of working-class goblins (or other
lowly creatures more appropriate to your
game — maybe even as lowly as human
beings) about how their suffering isn’t real
because they aren’t real. On the ground next
to the goblins there are several cardboard
signs with legends like: «Will work for food »,
«Need job», «<Hungry!». When the PCs appear,
he concludes the lesson and offers the party
assistance (and his pupils, treat them as
linkboys). Brhada is a follower of Inexisten-
tialism, a philosophy professing the futility of
life. Or maybe he’s just a murdering psycho-
path. He has an Einstiirzende Neubauten
tattoo on his left arm that glows in the dark.



18. MASTER LUCIFER LOWBROW.sSTR 12, DEX 15, CON 10, INT 12, WIS 13, CHA 12,
Shp, Rapier (d10), penny-farthing, bewitched crackowes, magic top hat. This gaudy nobleman
has made it his personal mission to roam the streets, wearing long pointy shoes (crackowes)
that never wear out and allow him to flee rapidly (+2 bonus to run away from almost any situa-
tion walking or running), and sometimes riding a very expensive bicycle he stole from another
nobleman. He wears a top hat that is impossible to lose (it returns to his head the next morning
at the latest). Having somehow lost his memory, he only remembers that he’s an aristocrat, and
hopes to claim the wealth he no doubt must be entitled to. But he could be lying, of course.

20. EVELYN SHARP.sTR 10,
DEX 15, CON 10, INT 11, WIS 12,
CHA 10, 3hp, Knife (d6), taxi-
dermy tools, copy of Practical
Taxidermy by Montague Browne.
She’s a taxidermist and a trickster
who smells of formaldehyde.
She made a fake mermaid

19. LADY MADELINE
VANEFLOWER.sTR 10, DEX
9, CON 14, INT 11, WIS 10, CHA
14, 5hp, Dagger (dé), bottle
containing The Authentic City,
mask, layers upon layers of puf-
fy clothes under

a meringue which she sold for big money
like dress (as and now she’s on the run
leather ar- because the buyer (a
mour). Lady y criminal lord) found out
Vanflower 4

Y he’d been conned.

21. ASHE.sTRr 10,
DEX 10, CON 10, INT

dently 10, WIS 10, CHA 10,
and says 2hp, Improvised hand
with a voice of great au- weapon (d6). He

¢ isaprisoner who
joins the PCs when

thority, yet musical and
crystalline as a flake of 5 hei d
snow: «You must escort me /) ifhe esca;éss)rel:sgf fhe(?(:st
to my mansion, gentlemen... - 1 )® i i
. ,gen D g B of this exploration, rand
ladies... andyou will be well (90) encounterfare less fre 1_1((3)121:[1
rev'var'a'ed». She’s an aristocrazy from due to the fact Ashe partiall i
acityinabottle, which she carries knows the area. Referee gnd plazer
‘(/jvlth her but can only access from must know there is a good reason he
oors found in important locations. was locked up. Now that he is free
Ll.ke all aristocrazies, she hides her again nothir{g good will come of it. |
hideous appearance behind a fine can't tell you more at the moment.
china blue mask which she calls «my Send me US$10 for a full write up.
face».
ace» and get a free refill of Ashe’s special
22. JOREAN VANPORTELEET. dungeon crawling abiliy.

STR15, DEX12, CON 12, INT 10, WIS 13, CHA 10, 6hp, Flaming claymore (d8, ignores 2 AC
from ?rmour), holy armor (as chainmail), holy symbol. The replacement adventurer
materializes in front of everyone, wielding a terrifying sword of blue fire and wearing blue-

white armour. «I came to wreck everything. God sent me». He doesn’t know which god.
Also, as everyone knows, God doesn’t exist. Unless he’s dead.
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23.IRONY ELLIS. sTR 12, DEX 14,
CON 12, INT 10, WIS 9, CHA 9, 5hp, Bite
(d6), Scythe (d10), cobweb silk clothes (as
leather armour). In a dark corner hangs a
huge cobweb. Inside is Irony Ellis. Almost
human, almost spider, totally androgy-
nous. Black eyes without pupil clustered in
the face (only two of them are functional).
Looking at Irony Ellis’s face can cause
trypophobia: the observer must make a
save vs. spells or suffer a -2 penalty to all
rolls for a turn. Saving successfully makes
a character immune to this effect.

24. KATAL.STR16, DEX 10, CON 11,
INT 10, WIS 14, CHA 11, 5hp, Axe (d6),
blowpipe (dé), sacred tattoos (as leather
armour), small yet magnificent stallion.
She’s anomad warrior from the Great
Desert on a mission to retrieve some an-
tique artifact that, she believes, will help
defeat the enemies of her people. Her
power tattoos, made with the blood of the
ancients mixed with oils and pigments,
protect her.

25. STEELO.sTR 17, DEX 8, CON 10, INT
11, WIS 13, CHA 11, 12hp, Two fists (roll 2d6
and keep the best), sci-fi gun (d10), robot
body as full plate. He’s a human brain inside
a clumsy robot built by amad scientist. He
has been buried for some years, his brain
shut down to protect his mind. Recent ex-
peditions loosened the soil and Steelo es-
caped his accidental prison. He tries to be
agood person but his bad temper doesn’t
help. Steelo can’t restore or improve STR,
DEX, CON or hit points normally, he needs
to be repaired by amechnic or engineer.
The time required can be a just few minutes
or an entire week, at the Referee’s conve-
nience (or you can play Steelo like a regular
character and assume that when he heals
or advances in level someone has been
working on him. He can also be accompa-
nied by Maggie the Mechanic; treat her like
a hireling who repairs him).

26. PADDY STU.STR 10, DEX 12, CON 10, INT 13, WIS 12, CHA 13, 3hp, Knife (d6), bomb
(d8), acid, writing set, flashbang grenade (save vs Paralysis or be stunned for 1d3 rounds).
Punk artist, gambler, he will write whatever you want for free.* When youread it, you learn
something valuable but you must save vs. spells or lose one INT or WIS or CHA point, so
bleak and dark are his words. When he tries to sell you his books, make another save or you
purchase all you can buy with the money you have at the moment (the player must make a
save to sell his books to a NPC). The customer will never feel cheated, though.

I Don’t Like This Fool!

Not what you had in mind? Well, there’s nothing to worry about since you can drop
the poor bastard once you finish this adventure, or before that if you manage to get
them killed. But why don’t you give it a try? The worst that can happen is that you
have fun watching shit go wrong for the poor sod.

I Really Don'’t Like This Fool!!!

Then perhaps the referee will let yourolla d

6: a result of 4+ means you canroll the

d30 again. On a 3 or less though, you, the player, are sent into the game world.
Allyour stats are average (10), no matter whether you are an athlete, a circus juggler,
or Einstein himself (hi ! I thought you were dead). Roll d6 for your hp, and your only
equipment is what you are carrying right now, plus everything you can grab and hold
onto in real life in the next 60 seconds — the referee will time you. Most mundane

objects would deal d6 of damage.

* Look, he did write something for me once: http;//falsemachine.blogspot.com/2019/01/something-about-

railroading-for-jorge.html



http://falsemachine.blogspot.com/2019/01/something-about-railroading-for-jorge.html
http://falsemachine.blogspot.com/2019/01/something-about-railroading-for-jorge.html

27. EDWARFE.STR 12, DEX 10, CON 12,
INT 11, WIS 12, CHA 10, 3hp, Pick-axe (d6),
manacles, onyx rod. The remaining party
members can hear the clanging symphony
of the battlefield. Some monsters (perhaps
encountered previously) have defeated
a group or warriors, and only one remains.
Edwarf stands next to the bodies of
six other short men and a raven-haired
woman with skin white as snow.
«She was my Queen and they were my
brothers. Now I'm alone and free
to wander.». Onyx rod: the victim
must save vs. spells or be blinded
for aday.

28. SIBLING SNAIL.
STR 14, DEX8, CON 10, INT
12, WIS 12, CHA 10, 4hp,
Flail (d8), shell (as chain-
mail). A humanoid
snail, looking

at the party

with strange
eyestalks.

They come from
the Invisible City
Beneath and are a monk
whose mollusk god (or
maybe it’s just nature?)
grants them a slime skill:
once a day, Sibling Snail
can vomit a stream of
mucus up to 10 meters
away. This mucus causes
a-1 penalty to DEX related
rolls and d4 damage each
round until it’s washed off.
At zero hit points, the victim
becomes a statue of calcium
carbonate.

29. UTHYR PENDRAEG. sTR 14,
DEX 10, CON 11, INT 11, WIS 13, CHA

15, 5hp, Sword (d8), noble clothes. He
comes through the nearest entrance but
doesn’t know how this happened: he was
in a castle just now. He claims to be the
King of Logres.

30. STATE OF D'ARTHR.sTR 16,

.. DEX10, CON10, INT 10, WIS 10, CHA

7.0 @\

10, 30hp, Cold Ray (d8+freeze), ex-
plosive shell (d10), body as full plate
armour. A half-buried
metallic capsule contains
State of D’Arthr, an android
from the future senttoa
distant past to annihilate
humanity, but its memory
was erased when its time
pod crashed. Ithas a
cannon integrated into its
left arm; it can fire Cold
Ray (d8 and save vs. Pa-
ralyzation or suffer a -2
penalty to all rolls
until you take
'\ ashortrest
% and get warm),
or an explosive
shell that causes
an explosion cente-
red on an enemy (d10
within 6 meters).
It can’t restore or
improve stats or hit
points and stops working
permanently at zero hp.
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Tomk of Horrors

by caulkhead
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1- By Sean Stone.

This map was an effort by me to try to fit every-
thing about the dungeon on the map other than
the encounters. The Ss in room VI were skele-
tons coming from the floor, the G's in IX were
guardians of the master undead in there, and the
pools in room X were magical with random effects
charts (good & bad). The dungeon is three levels
deep with more teleporters and gates as you go
deeper. A lot of the idols and traps paid homage
to original dungeons, modules, and artwork by
the masters.

2 The Tomb of Horrors - By Adam Bloomfield

The Tomb of Horrors is one of those classic loca-
tions | could easily walk through in my mind, but
one | would never wish to visit. It’s a donation
scheme where players contribute their helpless
characters’ treasure and soul to Acererak.

It’s a sandbox challenge to be approached from
each and every angle; find safe ways to test
challenges and hopefully everything «should»
go your way... It's way harder than it has any
right to be but it wasn’t designed for your
average players: it was designed for Gary’s
players and they really knew how to fuck with
the game.

3 - Desiccated Temple of Locha - by Andrew Duvall
The Great Old One Baldeemor demands the Bell of
Locha, his long forgotten rival’s Icon, as a person-
al trophy. Sealed deep under a cracked and dry
ancient lakebed, the adventurers must brave this
former Aquatic Temple and retrieve the sacred
Singing Bell of Locha. Grabbing the bell causes
the temple to flood, reanimating the clergy for
the frantic escape!

Drawn digitally in Krita with a $50 Huion drawing
tablet based on randomly rolled adventure seeds
from a few old books (Judge’s Guild’s “Ready Ref
Sheets” *chef’s kiss*). Started with 2e but quit
~3.5e. Got the 5e starter box ~2015, finally got a
game going during the 2020 quarantine. Youtube
and reddit led to OSR led to Knock#1. Now I'min
it!? WTF, life is a wild random encounter table.
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4 - By Caleb Burks

Left: The Cosmos is wide and full of wonder,
beckoning travelers from systems far and wide.
Surrounded by the Far Realm, Realm of Dreams,
and the Elemental Planes, the Astral Sea provides
the nexus for all mortal life to exist. Who will chart
its many waters?

Right: This map was a custom piece done for a close
friend of mine whose character was awarded the
lands shown as a reward for killing a tyrant who
had ravaged the land. Eastfall is usually a gentle
place, home to only a handful of villages, though
mysterious noises can be heard echoing from the
mountains at night!

5-By Gus L.
Left: A map of the interior of a Crystal Tomb from
Tombrobbers of the Crystal Frontier, published in
2021 and introducing the setting of my current
home campaign to a larger audience. As an Isomet-
ric map for a very traditional one-level

dungeon it’s more a way to help referees visualize
the space than a map for careful exploration-
based play.

Right: a regional map of the Livid Fens for Anoma-
lous Subsurface Environment. If you look closely
you will find two adventure locations detailed on
Dungeon of Signs: the Red Demon and the Wreck
of the Anubis. It expands the default overland
map for Pat Wetmore’s famous megadungeon
southward and was used during my last G+ ASE
campaign in 2014.

6 - By Gustav Sokol This is an ancient and for-
gotten entrance to the cold underground fortress
of Bhaligund, the son of an evil deity called
Skandir. This place is guarded by other Sons of
Skandir and the offsprings of that treacherous
god, creatures that vaguely resemble humans.
The Gryms are small and vicious, the Vordaks are
slim and vengeful, and the Varogs are brutish and
tall as the giantfolk of Voskur. Of course, shadows
and demons are lurking over there too. Terrible
aberrations and undead can be encountered in its
dark passages and winding tunnels.






by Danilo Moretti (art & design)
Flatterer

A flatterer looks like a small bird of prey, similar
to a scops owl. In reality, it is a petulant fairy
attracted to Lawful and Neutral characters,
attempting to bewitch them (saving throw vs
spells to avoid). The flatterer follows its now
charmed protégé and incenses everything they
do. It never stops chatting, highlighting virtues
(real or imaginary) and sarcastically commen-
ting on actions of fellow adventures.
« Coward: if attacked, the flatterer lets the proté-
gé act as defender (while keeping its distance).
* Ego stroking: the protégé gains +4 morale
(or +4 to saving throws), they are also immune
to charm, hold person or monsters effects, as
long as they can hear the sweet words of the
flatterer.
« Exhaustion: anyone who listens to its
chatter for more than one turn feels
dazed (-2 to saving throws) and is au-
tomatically surprised (the protégé
is immune). The effect persists
as long as the flatterer speaks.
¢ Influence: over time the
protégé becomes selfish,
vain, and self-centred.
Their alignment
steers progressively
towards Chaotic. After a
month of “relationship”, a Law-
ful character becomes Neutral,
after another month they become
= "'! Chaotic, at which point the flatterer
[ leaves the protégé. When this happens,
the protégé falls into a depression for 1d6
S, days and must succeed on a saving throw

vs spells or lose one experience level.
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by Adrian Hammer

A lone farmer
on arid land buries their

sole goat, dead in the drought.
Out of fear of catching the disease
that killed it, or new ones attracted
by the carcass, a quick hole on the
ground suffices. Foolery, as the py-
wawas grow and thrive in hot and dry
climates, and fresh meat underground is
the ideal breeding pot. The next morning,
the farmer will find their field brimming
with half-planted pineapple weeds...

Our poor farmer is in for a treat, and
should run away, pronto.

Rather quickly, this field will witnness the
birth of full-grown pywawas. They’ll come
out of the earth, flying with their bat-like
wings, shouting WAWA WAWA WAWA in
perfect unison. A pywawa’s upper body re-
sembles a pineapple above their lone eye.
Yet that shell is much sturdier. Their hard
teeth can tear through leather, flesh, and
tendons, and they stop at bone, iron, or
stone. These flying fuckers seek hot flesh.
Eat, eat, and eat some more, and never
know when to stop.

are ferocious,
carnivorous, with the
cunning and intellect of a dog.
They remember individual faces
and locations, have keen vision , and
are able to open door handles with

=" their teeth (although more complex

mechanisms will fly by them).

Pywawas are attracted to light and heat.
They will go after bonfires, torches, and
candles first.

¢ Infravision: 90’

¢ Heat attraction: pywawas attack torch-
bearers first, moving towards victims
carrying heat sources.

° WAWA WAWA WAWA: anyone bitten
has to shout WAWA WAWA WAWA on
their next turn. This prevents them from
casting spells or command hirelings, al-
though they can still gesture. In addition,
failing to save vs poison forces the victim
to attack the nearest creature with their
teeth (ignoring weapons or other abili-
ties), as the hunger for flesh consumes
the victim’s will.
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Bladewarden

Bladewardens are magical and crytal
constructs wielding two swords. One of
these has magical properties depending
of its color. This chromatic blade makes
it a formidable foe. because of this they
are often created to protect an objetc

or place (like a treasure vault), or even

a living being - in which case it acts as a
bodyguard. The subject of its protection
can be changed using a keyphrase esta-
blished during its creation.

« Chromatic blade. Of the two blades
carried by a bladewarden, one
has acolorful sheen to it, hinting
at its special properties. This

by Emiel Boven (art & design)

blade has a magical effect on those struck ¢
by its edge. To determine the color and
properties of the second blade, roll on the |
table below. >
* Immunity. unaffected by sleep spells.

1. Violet
Blinds the victim for 2d4 turns.

2. Magenta
The gravity become reversed for the
victim for 1d4 turns.

3. Green
The victim is turned to stone (save vs.
petrification).

4. Orange
The victim bursts into flames as if
doused in burning oil.

The victim is phased out from this
reality for 1d6 turns.

6. Yellow
The victim becomes paralysed for
2d4 turns (save vs. paralysis).

« Chromatic Blade Dust When bladewarden is destroyed their magical blade turns to a
colored dust. This dust can be used for all kinds of interesting application. In its unpro-
cessed state a handful can be blown at monsters to replicate the effects of the original

blade. Alchemists and artificers are still discovering their uses in, but not limited to,
potions, special ammunitions and magical item creation. Players and referees are encou-
raged to come up with new flavorful uses for these colorful powders.
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by Eric Nieudan

Cafetiére Assassin

} Since coffee first appeared in the known realms, wars have been

; fought over the miraculous beans. Dwarven golemancers found a way
{ to tap into the power of the precious nectar to animate mechanical

\ golems, provided a steady amount of coffee runs through the ma-

! chine to charge their inner workings with mystical energy. The cafe-

| tiére assassin is their most common creation, given as a present to

; foreign dignitaries and personages of power, and remotely activated

i from a distance should the need arise to make a diplomatic statement.
;A cafetiére assassin is a precious item, worth at least 2000 GP to

| anoble or magic-user.

! » Mundane damage immunity: Can only be harmed by magical

| attacks.

;  Immunity: Unharmed by gas; unaffected by charm, hold,
| or sleep spells.

e

e Mystical accumulator: \ T— £/

{ L qr— /
| The cafetiére assassin must spend a T /
! charge from its mystical accumula-
! tor each round it is active. It

! gains one charge per week of

; daily use, to a maximum of 13

| charges.

; * Charged attack: The golem can
¢ spend up to five mystical charges to
| receive a +1 modifier to hit and damage g R

| per charge spent. This modifier lasts for 1d3 &) “# [T 7]
} round.

; + Steam Cloud: Using three mystical charges,

| the cafetiére assassin produces a cloud of scalding

{ steamin a 10’ radius around it, causing 3d6 damage
! (save vs breath for half).

! * Black nectar: Once defeated or neutralised, it is

! possible to drain the cafetiére from its coffee (one

; dose per remaining mystical charge). It functions

! as a potion of speed lasting only one turn. The
;drinker is also impervious to sleep spells nor can

! they sleep naturally either) for a day.

1r1_—m. y

| J|

o .
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by Nobboc - Art: Ivan Caceres

Dreamcrawler

| If a group of adventurers spends the

! night in the ruins of an ancient battle-

; field or under the burial mound of a
famed fighter, there is a good chance

| they attract the attention of a dream-

! crawler.

! Dreamcrawlers are warriors whose
 spirit could not find its way to Valhalla.
; They haunt their resting places, des-

| perately trying to call on the gods who
; have forgotten them by challenging

! mortals to fight them honourably. They
! can only do so by entering their chosen
| opponent’s dreams.

| The dreamcrawler haunts the warrior

; with the highest Charisma. When the

; character falls asleep, they must roll

{ three saves vs. death.

| - If all three are passed the dream-

! crawler gives up and returns to obli-

| vion.

; - If all three saves are failed the charac-
; ter is drawn into a duel (see below).

{ - Otherwise the dreamcrawler is now

! haunting the character. They will have

| to repeat the process every time they

| go to sleep.

' The duel

; Shortly after falling asleep, the charac-

{ ter dreams of a gloomy luminescent

{ warrior rushing at them with weapons

! drawn. The character is wearing armour
! and carrying their usual weapons. Roll

! initiative and run a round of combat.

; - if the dreamcrawler is hit first the

» dream ends.
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- if the character is hit first they
lose1d100 x level XP, and the dream
ends.

In any case, the duel happens again the
next time the character goes to sleep.
There are only two ways to break free:
beat the dreamcrawler three nights in

a row or have a remove curse spell per-
formed at the location where the first
haunting occurred.

There is a significant benefit to being
haunted by a dreamcrawler, as the spirit
passes on some of its knowledge to its
host. Each time the haunted character
fights in the real world they gain a +1
bonus to hit and damage. This advan-
tage disappears as soon as the haunting
is lifted.

1-in-6 chance that the haunting occurs

during a bad dream. Roll 1dé:

1. The character is only wearing their
shoes. An audience in the shadows laughs:
AC 9 [10], to hit -2.

2. The dreamcrawler wears the crying face
of the character’s mother. They must pass
a WIS check to be able to attack.

3. The character is exhausted, arms devoid
of strength: they lose initiative, -4 to hit.

4. The character runs away to find them-
selves in a maze. Turning a corner, they
run into the dead warrior: there are two
dreamcrawlers.

5. The character falls into a bottomless pit
along with the dreamcrawler: they must
pass a DEX check before being able to
attack.

6. The character is paralysed by fear: can-
not fight, save vs Death or die of a heart
attack.
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«Demony is a term used to describe a wide
variety of intelligent Chaotic beings native
to the otherworldly dimension called the
Great Void or the Abyss.
Unlike most other beings, who are believed
by humans to have been created by one or
more gods, demons have no such divine
origin although their exact relationship to
the gods and to Creation itself is a matter
of debate among sages and priests. One
popular theory holds that demons are
spontaneously generated by Chaos itself,
while another suggests that demons are
the inadvertent consequence of the gods’
attempts to bring order out of Chaos.
For their part, demons explicitly deny
both such theories for they also deny the
existence of the gods themselves, claiming
them to be merely the fancies of mortals.
Regardless of the truth, demons
are potent a ents of Chaos
ossessmgda wide range o
owers and abilities from the
llest imp to the mightiest

Desplte this, no demon can set foot upon
Telluria® unbidden, which is why they rely
heavily on a network of cults and secret
societies to provide them with the means to

by James Maliszewski - Art: Jason Sholtis
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do so. Demons are renowned deal-makers,
offering mortal beings power in exchange
for services. Of course, some mortals
believe themselves superior to demons and
dare to employ dark sorceries to command
rather than serve them. Though possible,
such a path is risky and many a would-

be black magician found themselves des-
troyed rather than aggrandized by

their actions.

Demons admit no true hierarchy
among their own kind except that
of power. In general, greater demons rule
over lesser types by strength alone, with
even more powerful demons—styling
themselves kings, dukes, presidents, and
other fanciful titles—ruling over them all.
Two of the most well-known and influential
demons are Bael and Vephar, both of which
are described in greater detail below.
Demons are also known for their ability to
twist and shape living things according to
their whims, a talent others learned from
them and put to good use in the creation of
beastmen and similar abominations.

Many monsters found on Telluria are in fact
demonic hybrids or the result of demonic
experimentation upon existing creatures.
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*Telluria? Throughout the descriptions of the demons presented here, there are occasional references to Telluria. Telluria is the name of my campaign
world, home to the megadungeons of Dwimmermount and Urheim, among other notable locales. Telluria is one of the Four Worlds that make up Creation,
beyond which are the Demon Warlds of the Great Void. Telluria is inhabited by numerous intelligent creatures with Men, Dwarves, and Elves being the
most prominent. In most respects, its very much like any fantasy campaign setting. Referees are encouraged to substitute their own settings for Telluria
in making use of any of the monsters in this article.



AC -7 [26], HD 23**** (184HP), ATT 2 = BITE (2D6), THACO 5 [+14], MV 150" (50'),
SV D2 W2 P2 B2 52, ML 12, AL CHAOTIC, XP 10,500, NA1, TTR, S, T,V

. i fear
Bael is a great demon kin _ arguabl wand of cold. His cat head causes
the mostgpowerfu] of his Eindgprom as a wand of fear. These two attacks are

his citadel on the dark side of Aido in usable at will Both the toad and ¢2' k}[iads
the Sixth Shell he commands 66 legions, ~ May alsO bite, but Bael .raéely Si%oszn
Though capable of assuming many such attacks, deeming it eneau_hke '
guises, his preferred form is that of an Bael may use the following Spe

. N N clai ontinual
eight-legged creature with three heads—  abilities at will: clairvoyance, i
his right one looking like a cat, his left like ~darkness, detect mYISl.b{g’. ﬂetelceiﬁ:gc’
atoad, and his central one like a cadave- ISP el magic, ESE invisib!it: ’

* After Jack Vance’s nomenclature, you ignorant!

d
rous human king wearing a two-tiered polymorph ge]f, (ead Iangque& ot
crown. When Ba%l speaksg, itis through magic, telekinesis (5,000 coins ger h;ad),
the mouth of his human head which wall of ice, Water breoathmg, e f’ a:;ccess)
possesses a harsh and haughty voice. summon (with an 85% Cﬁlanceh 0 i )?th
Bael may only be struck by +3 or better ~any demon of the first rone Sfeeble—
weapons. His human head has a charm Shel?‘ Once_pe; eg;j’zageecan v

aze (no saving throw) that affects all mind Or projec .
%reatures withign 300 f)or 1 turn. The All sp aers .do Bacl o?agﬁ":tslsd%he
number of creatures affected is deter- Chaotic felines and batractiati.

Grimoire Major (which designates Bael

/l\ 06-02 Red*) claims thereis a
\
J\-f" 1

/ / rivalry between the King of
(el

mined by their hit dice, as follows:
3 HD or fewer, 1d10x10;

4-6 HD, 5d8; 7-9 HD, 3d8;
10—12 HD, 2d6; and 13+

HD, 1d4. Creatures posses-
sing 15 or more hit dice are

| the East and Duke Vephar
/ regarding the Ranine with
¥ both demon lords asserting

dominion over them. On

entitled to a sa\{ing throw . "\'q oy ( /‘ !\‘4' Telluria, cultists and witches
;/er (Sjuﬁ spells. His 4 = ' ¥ make pacts with Bael to

oad head has gain the powers of
a breath attack suggestion and
identical to the ;‘ invisibili
effects of o invisibility.
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AC -2 [21], HD 22**** (132HP), ATT 2 x CLAWS (1D10), 1 = TAIL SLAP (1D6), THACO 5 [+14],
MV 360" (120'), SV D2 W2 P2 B2 S2, ML 12, AL CHAQTIC, XP 10,500, NA 1, TT I, K, N, 0

Vephar is a duke whose watery Vephar claims suzerainty over
domain can be found on Demon n all Chaotic marine life,
World Dawo within the Fifth Shell /is '\ including amphibians.
29 legions include many S This latter point is a source
cohorts of aegaei, aswellas = _ 2w of contention between
even more terrible aquatic ' - himself and Bael, as both
demons. Vephar’s prefer- ~—— demon lords regard the
red form is an emaciated ~ Ranine as their subjects
humanoid whose gro- __/alone. Evil mortals some-
tesquely distended belly times beseech Vephar
reveals his viscera. Instead of to cause storms at sea, an
legs, he has a fish-like tail. His appeal he is only too
gangly arms end in large, clawed happy to
hands. Vephar’s designation in the / oblige.

Grimoire Major is 01-23 Blue.
Vephar may only be struck by
+3 or better weapons. While in
contact with water, he regene-
rates 2 hit points per round.
He has the following spell- /42

like abilities, usable at 3 S
will: cause fear; control {is" 0
weather, detect invisible, adl{
detect magic, dispel ma-

read magic, o
summon

teleport,

and wall

(with 60% chance of suc-
cess) 1-6 aegaei. The damage

gic, feeblemind, polymorph 4
self, read languages, _«3 i -y |
of ice. £

Vephar 13 1/

can (AN

dealt by his claws does not heal

unless the spell cure disease is first
applied.



AC -1 [20], HD 11*** (49HP), ATT 2 x CLAW (1D6), 1 x BITE (2D4), 1 = TAIL SLAP (1D4),

THACO 11 [+8], MV 90" (307), SV D6 W7 P8 B8 S10, ML 10, AL CHAQTIC, XP 3500,
NA 103 (1D6), TT E

The aegaeus isa blasphemous invisible, detect magic, dispel magic, and
hybrid of fish and frog standing read languages. Likewise, an aegaeus
only slightly taller than a human. ~ May summon (65% chance of success)
Its skin is scaled and slimy and radiates a a single demon from the first four shells

noisome stench whose effect is similar to (determined randomly). .

that of a troglodyte, except that it is more Aegaei serve the demonic duke
potent (-2 saving throw). Vephar and oftenact  as his emis-
The aegaeus prefers to saries and generals. It is jherefore not
haunt watery locales both uncommon to
above and below the surface find an aegaeus
of the world, but is little im- leading a group
peded by dry land. e BRI of Ranine or

Wherever it goes, the S awn troglodytes, to
aegaeus remains wet R “‘“ I name but two
and drips fetid Cal BN terrestrial races
water. e\ ' who serve the Lord
A demon of the g/l “JJJ Y of the Sail

Fourth Shell, ' Road.

the aegaeus

is immune

to ordinary

weapons. It

can employ all
of the
following
spell-like
powers at will:
cause fear,
continual
darkness, detect
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AC -2 [21], HD 8+7*** (43HP), ATT 2 x SWORD (1D8+1), 1 = BITE (1D6), 1 x CONSTRICT (2D4),
THACO 12 [+7], MV 60" (20') / 150" (507), SV D8 W9 P10 B10 S12, ML 10, AL CHAOTIC, XP 2300,
NA 103 (1D6), TT F

The phlogerus is a 12-foot tall demon, whose serpentine lower half
is surmounted by a humanoid torso with a frightful reptilian head.
Although capable of doing so, it rarely deigns to set “foot” on the ground, preferring
instead to float aloft. The demon’s scaled skin radiates intense heat and light, making
it difficult to look directly at it (-2 to all

attack rolls against it unless the atta-
cker’s eyes are somehow shielded).
The phlogerus wields two +1

swords in battle, but is equally

fond of employing its teeth and tail in
battle. An opponent grabbed by the
tail is constricted and drawn
toward the demon’s body, and
So exposed to the heat ema-
nating from its hide (dealing
3d6 damage). The phlogerus is
immune to ordinary weapons,
like all demons of the sixth shell.
At will, it can use the following
spell-like abilities: cause fear;
detect invisible, detect magic,
dispel magic, feeblemind, mir-
ror image, read languages,
and read magic. Also, it can
summon (70% chance of
success) a demon from the
first five shells.

Like the amenus, the phlo-
gerus is rarely found on
Telluria. It is more common
in the upper air and even in
astral space. It is claimed (in
the Kenomicon, among
other volumes) that
phlogeri existed in vast
numbers during the
time of the Great
Ancients, when
travel between the
Four Worlds was
commonplace.
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Amenus

AC -6 [25], HD 7+6*** (37HP), ATT 2 x FRONT CLAW (1D6), 2 x BACK CLAW (2D4),

1% BITE (1D6), THACO 12 [+7], MV 90" (30°) / 120" (40°), SV D8 W9 P10 B10 S12, ML 10,
AL CHAQTIC, XP 1650, NA 103 (1D6), TT G

The amenus is a frightening demon sporting bristly
fur and four wings. It is rarely seen on Telluria except when
summoned by foolhard agicians or on an errand
for its lord the demonic
president Camio. Its coming
preceded by a powerful
blast of cold air that extin-
guishes all unprotected
flames within 80’ of itself.
The amenus prefers to fight
while flying so that it can use
all four of its claws as well as
- its powerful bite. Being a demon
M\ / m > of the fifth shell, it is immune
NN\ 77 to ordinary weapons. All of the
v N T/ R following spell-like abilities are
3 RN . available to it, usable at will:
f vy ¢ X cause fear; control weather,
iy .t"‘ continual darkness, detect
i invisible, and projected

A\ A \ ._ image. An amenus can
' summon (75% chance of
success) a single demon
from the first five shells
(determined randomly).
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Ranine

AC 4 [15], HD 2** (9HP), ATT 2 x CLAWS (1D6), 1 x BITE (1D4) OR 1 x WEAPON (BY WEAPON +1).

THACO 18 [+1], MV 90" (30°) / 120" (40') SWIMMING, SV D12 W13 P14 B15 S16, ML 10,
AL CHAOTIC, XP, NA 30 (LEADER: 50), TTL, M, N

Ranine are degenerate subterranean creatures who divide their loyalties

between the great demons Bael and Vephar. They are of broadly batr'achian appear-

ance but possess small bat-like ears in addition to vicious fangs and, in many cases,

small horns as well. Ranine are drawn to underground locations suffused with

Chaotic energies and establish their lairs in these areas.

Ranine shy away from sunlight and suffer a —1 penalty to their attack rolls and

saving throws when they operate above ground. If given sufficient room in combat,

f these creatures can hop at enemies

granting them a +1 bonus to

7 both attack and damage rolls.
When fighting in close quarters,

_ X they try to bite opponents in order
'\ Q 5 to inject them with a paralyzing

Ui s ) - poison. Failure to save against
(I NN
) mafaiadn

o /U ) Wil

) AN\ it results in paralysis for 3d6
ks ;,__)f___ < turns. Ranine in groups larger

N T TN T O 72 9\ than six typically include a

e 7 7 s\ leader with 3 HD (16 hp),
ﬁf 2 : S\  who can cast clerical
e spells as if it were a
cleric of the same level
as its hit dice.

Precisely h h
Ralglenctlasr% ro%‘ﬁéee

is a mystery as they
appear to be completely
asexual. Given that these
beings prefer to take
opponents prisoner
rather than slay
N them outright, some
e % sages postulate that
A (*l‘ f\ the Ranine somehow
A ’rf 2§ «convert» their prey
into new frog-things
to swell their ranks. If
true, these creatures pose
an even more terrible threat to
\ civilization than is commonly
supposed.






By Nobboc Art: Li-An

Errant Friars (or Sisters) are idealis-
tic and adventurous young monks
(or nuns) who leave the monastery
to experience the world and its
hardships. They often join a band

of promising adventurers who they Requirement:

hope will help them to spread their [N EESESSYVINY

sense of charity, justice and good. Prime Requisite: WIS
Hit dice: d6

Maximum level: 14

Armour: see below

Weapons: see below

Languages : Common, Alignment language,
plus one dead (or ancient) language.

The Errant
Friar

e Alignement: an Errant Friar must be
lawful. If the character’s alignment
ever changes (for any reason), he im-
mediately becomes an NPC.

Combat

* Armour heavier than chainmail is
incompatible with the Errant Friar’s li-
festyle. In addition, the Friar’s humility
encourages him not to place too much
importance on his own person and
safety, and prevents him from wearing
leather armor before level 3 and chain
mail before level 6.

* They can use any weapon except the
crossbow (which, as everyone knows,
is the Devil’s weapon).

» Walking Staff Expertise:

- In the hand of an Errant Friar or
Sister, a staff is not considered a slow
weapon

- When rolling damage with a staff, they
roll two dice and keep the best result.

- Every 4 levels, Errant Friars and
Sisters gain +1 to hit with a staff.

Scholar

The formative years of Errant Sisters
and Friars were incredibly studious.

They have a basic chance of recalling
facts about the following topics:

- Flora & Fauna: 1-in-6

- Politics & Heraldry: 1-in-6

- Philosophy & Cosmology: 1-in-6

- Religions & Demonology: 1-in-6

- Legends & Monsters: 1-in-6

- Common Knowledge: 2-in-6
Characters with Intelligence 13 or
more can add 1 to one of these do-
mains.

Every 4 levels, an Errant Sister or Friar
adds 1 to one of these chances.

Healer

e Errant Friars and Sisters have a
1-in-6 chance to identify diseases or
poisoning and to know an antidote or
remedy.

* With an hour of work, they can heal
themselves or others for a total of 1 hit
point + 1 per level.

Miracles

Errant Sisters and Friars can perform
one miracle per day starting at level 2.
They gain one additional miracle per
day every 3 subsequent levels.

A miracle’s duration is 1d6 rounds +






@l Errant Friar Level Progression

Level XP HD THACO D W P B S |Miracles|Staff Exp.
1 0 1d6 19 [0] 1 12 14 16 12 -
2 1,200 2d6 19 [0] 1 12 14 16 12 1
3 2400 3d6 19 [0] 11 12 14 16 12 1
4 4800 4d6 191[0 11 12 14 16 12 1 +1
5 9600 5d6 17 [+2] 9 10 12 14 10 2
6 20,000 6d6 17 [+2] 9 10 12 14 10 2
7 40,000 7d6 17 [+2] 9 10 12 14 10 2
8 80,000 8d6 17 [+2] 9 10 12 14 10 3 +2
9 160,000  9d6 14 [+5] 6 7 9 11 8 3
10 280,000 9d6+1* 14 [+5] 6 7 9 11 8 3
11 480,000 9d6+2* 14[+5] 6 7 9 11 8 4
12 520,000 9d6+3* 14 [+5] 6 7 9 11 8 4 +3
13 640,000 9d6+4* 12[+7] 3 5 7 8 6 4
14 760,000 9d6+5* 12[+7] 3 5 7 8 6 5

1 round/level + Charisma modifier.
The character must concentrate (doing
nothing else) at all times or the miracle
ends. It also ends if the character takes
damage or fails a save.
» Holy Beacon:
- Turn undead like a cleric of same level.
« Holy Sanctuary:
- Nobody can attack or be attacked in a
radius of 30’ around the Friar or Sister.
* Holy Rest:

. - Lawful and Neutral creatures in a 30’
radius recover 1 HP per round.
* Holy Anger:
- Chaotic creatures in a 30’ radius: 1
damage per round, -2 morale.
* Holy Truth:
- All traps, secret doors, and invisible
creatures or objects within 30’ are
revealed.

Magic Antagonism

e Errant Sisters and Friars have mixed
feelings toward arcane magic. They
refuse to use or come under the

influence of spells or magic items.
However, they accept holy relics,
blessed objects, and divine magic.

* When encountering faerie denizens,
roll reaction with a -2 penalty if an
Errant Sister of Friar is present.

Vow of poverty

Errant Friars may not keep wealth and
possessions that they cannot keep on
their person (or on a donkey at level 5
and after).

Excess treasure must be donated to
worthy causes.

After reaching 9th level

An Errant Friar or Sister finds a modest
dwelling to expand on and turn into a
holy refuge. They welcome the needy,
the orphan, the fugitive... The refuge
also attracts scholars, errant knights,
Lawful priests and former adventurer
friends who stay for a while when in
need of help or in the mood to lend a
hand to a good cause.



Brownies are about one foot tall
with large pointed ears, a protrud-
ing nose, golden-yellow eyes, and

a weird little cap. A bad brownie

is one who was banished from the
Seelie Court after doing something
particularly odious. Their magical

powers taken from them, they must
redeem themselves with high deeds
of daring adventure.

The Bad
Brownie

Combat

* Bad brownies can use all type of
weapons appropriate to their stature.
Their weapons never cause more than 1d3
damage, with no STR bonus allowed. They
gain a +1 bonus to attack when throwing
stones or darts. Bad Brownies wear no
mundane armour.

« Defensive Bonus

Due to their small size and quick reflexes,
bad brownies gain a +2 bonus to Armour
Class, and +4 when attacked by large
opponents (bigger than human-sized).

» Faerie powers

From level 2 onwards and at each subse-
quent level, bad brownies get one of their
old powers back. Choose from:

- Surprise: Never surprised.

- Dimension door: Once per day, can tele-
port to a known location within 360°.

by Nobboc

Requirement: Minimum CHA 9
Prime Requisite: CHA and DEX

Hit dice: d4

Maximum level: 4

Armour: none

Weapons: all (appropriate to size,
1d3 damage)

Languages : Common, Faerie speech.

- Ventriloquism: Once per day, can cause
voice to appear to come from any location
or source within 60’.

- Dancing lights: Once per day, can
conjure bobbing lights within 60’.

Sneaky

Bad brownies are naturally good at the
following thieving skills: Hide in Shadows,
Move Silently, and Pick Pockets. See the
class table for chances of success per level.

After Reaching 4th Level

At any time, a bad brownie can appear
before the Seelie Queen and present their
achievements. If these are not deemed
satisfactory, they are turned into an earth
worm for eternity. If the Queen is im-
pressed, the brownie can either return to
the Seelie court (becoming an NPC) or be
reincarnated as a mortal (usually a halfling
or agnome). The player creates a new 1st
level character, who retains 1d3 of their
magical brownie powers, as well as one of
their thieving skills (which will improve

as if a thief of the same level). That, and
golden eyes.

Designer’s note: | designed this class using the

Brownie entry in the Monsters book for Old-
School Adventures: Advanced Fantasy.

The Bad Brownie Level Progression

Level XP HD THACO | D W P B S HS MS PP
1 0 1d4 19 [0] 6 7 9 1 9 40 45 50
2 1,500 2d4 19 [0] 6 7 9 1 9 50 55 60
3 3,000 3d4 19 [0] 6 79 11 9 60 65 70
4 6,000 4d4 17 [+2] 3 5 7 8 7 70 75 80




by Leander Elwischger - Art: Li-An

A small (2- to 3-foot tall) limp, grey-

skinned creature from outer space
who has lost contact with the Moth-

: S HIe VI Requirement:
ership. Stranded on this primitive Minimum INT 12
world, they travel it in search of a Prime Requisite: INT
way to contact the base and return ISR '

to their distant home. Maximum level: 8

Armour: none (see below)

Weapons: all (appropriate to size)
Languages : Common (learned through
observation).

Combat

e Greys can use all types of armour

Science Beyond Human
Understanding

but it must be tailored to their strange
anatomy. Finding the right crafts-
person is a quest in itself. Price will
be triple. Greys can use any weapons
appropriate to their stature.

Defensive Bonus

Due to their small size, Greys gain a +2
bonus to Armour Class when attacked
by large opponents (bigger than hu-
man-sized).

Greys have 3-in-6 chance of instinc-
tively knowing how to handle all kinds
of futuristic or outer space machinery.

Set Phasers To...

The Grey starts with a small phaser (a
ray gun, implant, wand...) which can
be used as many times a day as their
character level. See tables below for
effects.

The Grey Level Progression

Level XP HD THACO D W P B S Phaser
1 0 1d4 19 [0] 8 9 10 13 12 1d4
2 1,500 2d4 19 0] 8 9 10 13 12 1d4
3 3,000 3d4 19 [0] 8 9 10 13 12 1d6
4 6,000 4d4 17 [+2] 6 7 8 10 10 1d6
5 12,000 5d4 17 [+2] 6 7 8 10 10 1d6+1
6 25,000 6d4 17 [+2] 6 7 8 10 10 1d6+1
7 50,000 7d4 14 [+5] 4 5 6 8 8 2d4
8 100,000  8d4 14 [+5] 4 5 6 8 8 2d4







Electric Shield

Greys can charge an electric
shield for a number of hit dice
equal to their own HD. The
charging process takes a day
of downtime per hit die. They
must spend a round activating
any number of available hit dice,
which they roll as temporary
hit points. The temporary HP
disappear after a day.

Call Home

Provided they have the
sufficient technology, a Grey
can build a telephone to call the
Mothership to ---ebring them
back home whenever they wish.
Stay safe out there, Greyling!
Will we ever meet again?
Alternatively, the referee may
use this opportunity to launch
the campaign into outer space.

Phaser Effects

- Roll according to level (see table
above).

- Targeted creatures are allowed
a Saving Throw.

- The Player may choose the
effect of a lesser roll if they wish

1. No Effect

2.Fear

3.Paralyzed (cannot act for

1d4 rounds)

4. Random Mutation (see p. 101)

5. Life Zap (1d6 damage on
creature, added to character’s HP)
6. Shrinking Ray

7. Mind Control

8. Disintegrate (6th Level MU-spell)

Platyfolk are smaller than dwarves,
weighing about 60 Ib and only reaching
a height of about 3 feet. They have a
furry body, a duck bill, a long flat tail,
and webbed feet and hands. Platyfolk
have a gentle nature, and value simple
things like swimming, fishing, and

boxing. Adventurer platyfolk will often
engage in playful activities when not on
an expedition.

The
Platyperson

Requirement:

Minimum WIS 9, CON9

Prime Requisite: WIS and CON

Hit dice: d6

Maximum level: 8

Armour: any

Weapons: see below

Languages : Alignment, Common, Platypi,
and some rudiments of Duck or Beaver.

Prime Requisites

A platyfolk with at least 13 in either
prime requisite gains a 5% bonus to
experience. With at least 13 in both
prime requisites, they gain a 10% bo-
nus to experience.

Combat

¢ Because of their small size and web-
bed hands, platyfolk may not use large
or two-handed weapons, but they are
proficient with all other weapons and
all armour, including shields.

* When really threatened, they may
use their venomous talons, which are
located under their feet, with a -4 pe-
nalty to hit. Anyone hit (damage 1d4)



by Nicolas Dessaux - Art: Letty Wilson

Level XP HD THACO D W P B S
1 0 1d6 19 [0] 8 9 10 13 12
2 2035 2d6 19 [0] 8 9 10 13 12
3 4065 3d6 19 [0] 8 9 10 13 12
4 8125 4d6 1910 6 7 8 10 10
5 16 251 5d6 17 [+2] 6 7 8 10 10
6 32 501 6d6 17 [+2] 6 7 8 10 10
7 65 001 7d6 17 [+2] 4 5 6 8
8 130 001 8d6 17 [+2] 4 5 6 7 8

must save against poison, or suffer a -4 penalty to
hit for 1d6 days, due to partial paralysis.

Defensive Bonus
Due to their small size, platyfolk gain a +2 bonus to
armour class when attacked by large

opponents (bigger than human-sized).

Natural born swimmers
Platyfolk are very good swimmers and are able
to stay up to ten minutes underwater. They have
an uncanny ability to disappear when swimming.
When immersed in a large body of water such as
ariver, platyfolk can hide with 90% ability.

Electrolocation
Platyfolk have a sixth sense called electro-
location: even in complete darkness, they
can feel living beings by the electricity
produced by their muscles. This makes a N/
platyfolk very hard to surprise: the chance ‘ 7
to surprise them is decreased by 1 in 6.
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The autnagrag are contempla-

tive, peaceful giants with a strong
connection to the wilds they love
so much. They evolved away from
the brutish ways of their parents,
the ogres, possibly by interbree-
ding with humans, which explains
why they are sometimes called
half-ogres. They are 7 to 9 feet tall
and weigh 400 Ib on average. Being
of a shy nature, they live in their
own isolated familial settlements,
though some rare individuals find a
place in towns and cities.

Requirement:
Minimum CON 9,
minimum WIS 9
Prime Requisite:
WIS

Hit dice: d8
Maximum level: 9
Armour: Leather,
including shields
Weapons: Any
Languages : Alignment,
Common, Ogre, Giant

by Eric Nieudan - Art: Zhu Bajiee



The Autnagrag Level Progression

Level XP HD THACO D W P B S Spell Level
1 0 1d8 19 [0] 8 9 10 13 12 1
2 2,000 2d8 19 [0] 8 9 10 13 12 1
3 4,000 3d8 19 [0] 8 9 10 13 12 2
4 8,000 4d8 19 [0] 6 7 8 10 10 2
5 16,000 5d8 17 [+2] 6 7 8 10 10 3
6 32,000 6d8 17 [+2] 6 7 8 10 10 3
7 64,000 7d8 17 [+2] 4 5 6 8 8 4
8 120,000 8d8 17 [+2] 4 5 6 8 8 4
9 240,000 9d8 14 [+5] 4 5 6 8 8 5

Prime Requisites

An autnagrag with at least 13 WIS
gains a 5% bonus to experience, and a
+10% bonus with 16 or more in WIS.

Combat

Autnagrags are used to the rough life
of the wilderness. They are trained to
use all weapons and shields, and can
wear leather armour.

Wisdsom of the Wilds
Autnagrags intuitively know the lan-
guage of natural and magical beasts
with hit dice equal or inferior to their
own hit dice.

Magic of the Stones

The autnagrag have learned to tap
into giantkind’s link to the wilds and
elemental earth. Once per day, they
can ask nature for a favour, effectively
casting a cleric spell of their choice.
The spell can be of a level up to half
their character level, rounded up.

After Reaching 9th Level

An autnagrag can settle in a remote
area, where other autnagrags, ogres,
and all types of humanoids will gather
to receive the character’s teachings.
With time, the place will become a
monastery of the wilds where anyone
who seeks wisdom is welcome.

Designer’s note: As the well informed may

have guessed, this classis a response to James
Maliszewski’s Gargantua (published in Carcass
Crawler #1). | like the Gargantua a lot, but |
wanted to see if | could produce another take of
the giantkin adventurer. You be the judge.
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by James Maliszewski - Art: Luigi Castellani

Beggars are adventurers who
survive by their wits and fortitude.
Though similar to thieves, with
whom they are often confused,
beggars bring a number of unique
skills to a party that make them
worthy companions in many

circumstances.
Requirement: None

Prime Requisite: CON

Hit dice: do

Maximum level: 14

Armour: Leather, no shields
Weapons: all

Languages : Common, Alignement

Combat

Beggars cannot wear armor heavier
than leather and cannot use shields.
They can use any weapon.

Back-stab

When attacking an unaware opponent
from behind a beggar receives a +4
bonus to hit and doubles any damage
dealt.

Beggar Skills
Beggars can use the following skill,
with the chance of success shown in
the table below:

* Disguise (DS): A beggar can dis-
guise themself as a human, humanoid,
or demihuman of similar height and
build.

* Hide in shadows (HS): Requires the
beggar to be motionless—attacking or
moving while hiding is not possible.

* Pick pockets (PP): If the victim is
above 5th level, the beggar’s roll is
penalized by 5% for every level above
5th. There is always at least 1% chance




The Beggar Level Progression

Level XP HD THACO (D W P B S DS HS PP SC
1 0 1d6  19[0] 8§ 9 10 13 12 10 10 20 50
2 1,200 2d6  19]0] 8§ 9 10 13 12 15 15 25 55
3 2400 3d6  19]0] 8§ 9 10 13 12 20 20 25 60
4 4,800 4d6 191[0 6 7 8 10 10 25 25 30 65
5 9600 5d6 17 [+2] 6 7 8 10 10 30 30 35 70
6 20,000 6d6 17 [+2] 6 7 8 10 10 35 35 45 75
7 40,000 7d6 17 [+2] 4 5 6 7 8 45 45 55 80
8 80,000 8d6 17 [+3] 4 5 6 7 8 55 55 65 85
9 160,000 9d6 14 [+5] 4 5 6 7 8 65 65 75 90

10 280,000 9d6+2* 14[+5] 2 3 4 4 6 75 75 85 95
1 400,000 9d6+4* 14 [+5] 2 3 4 4 6 85 85 95 96
12 520,000 9d6+6* 14 [+5] 2 3 4 4 6 90 90 105 97
13 640,000 9d6+8* 12 [+7] 2 2 2 2 4 95 95 115 98
14 760,000 9d6+10* 12 [+7] 2 2 2 2 4 99 99 125 99

of failure. A roll of more than twice
the percentage required for success
means that the attempted theft is un-
noticed. The referee should determine
the reaction of the victim (possibly
using the reaction table under En-
counters).

* Scrounging (SC): Once a day, a
beggar can locate useful mundane
items equal in value to 10 gp x level
provided the beggar is in an urban
environment®.

Trust

A beggar is adept at playing on the
sympathies of Lawful and Neutral
aligned beings, gaining a +2 bonus to
reaction rolls in dealing with them.
This bonus is in addition to any bonus
from Charisma. The beggar need

not share a common language with
the being but the being must be
intelligent.

After Reaching 9th Level

A beggar can establish a beggar’s
court, attracting 2d6 apprentices of
Istlevel. These beggars will serve

the character with some reliability;
however should any be arrested or
killed the PC will not be able to attract
apprentices to replace them. A beggar
might use these followers to challenge
the position of the current King or
Queen of Beggars.

*| for one want to make things interesting by

(sometimes) having the former owner of these
items track down or run into the beggar’s party

- Eric
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by Emiel Boven (Art& design)

Requirement: Minimum WIS 11
Prime Requisite: INT

Hit dice: d6
The followers of the the Path Maximum level; 14
of Dust believe most religions have Armour: Any forged from metal.
a grain of truth to them, even more Weapons: Any forged from metal.
so when those re ligions teach of Languages : Alignement, Steel Script,
some form of “End Times”. These Common. l

apocalyptic warrior-cultists travel
the lands in search of slivers of
forgotten lore and religious dogma
regarding the Final End.

Prophet
of Ruin

Combat

Prophets can use all types of
weapons and armor as long as they
are primarily made out of metal.

Speaker of Prophecy
Each day a prophet may
speak a number of apo-
calyptic truths. The level
progression table shows
the number of prophecies
the prophet can proclaim
each day. The prophet must
choose a creature that can
hear them to direct the prophecy
at. While the prophet speaks these
truths they become a vessel for the
primal powers of entropy. Roll on

the Prophecy Table to determine the
effect the words have on the listener.
When a prophet reaches 5th level,
they can meditate at dawn to choose
one prophecy to speak during the day.
This increases to two prophecies when £
they reach 9th level.
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The Prophet of Ruin Level Progression

Level XP HD THACO (D W P B S Prophecies
1 0 1d6 19 [0] 10 13 13 15 15 1
2 1,500 2d6 19 [0] 10 13 13 15 15 2
3 3,000 3d6  19[0] 10 13 13 15 15 3
4 6,000 4d6 190 10 13 13 15 15 4
5 12,000 5d6 17 [+2] 8§ 11 11 13 12 4 (+1)
6 25,000 6d6 17 [+2] g§ 1 11 13 12 5(+1)
7 50,000 7d6 17 [+2] g§ 11 11 13 12 6 (+1)
8 100000 8d6 17[+3] |8 11 11 13 12 7 (+1)
9 200,000 9d6 14 [+5] 6 8 8 10 9 7 (+2)
10 300,000 9d6+1* 14 [+5] 6 8 8 10 9 8 (+2)
11 400,000 9d6+2* 14 [+5] 6 8 8 10 9 9(+2)
12 500,000 9d6+3* 14 [+5] 6 8 8 10 9 10 (+2)
13 600,000 9d6+4* 12 [+7] 3 4 6 7 7 11 (+2)
14 700,000 9d6+5* 12 [+7] 3 4 6 7 7 12 (+2)
Scholar of Forgotten Oracles After Reaching 9th Level
A prophet of any level may spend After a prophet reaches 9th level they
time and money researching ancient attract 2d4 acolytes which are all 1st
lore and religious dogma. Doing so level prophets or clerics of a suitable

may expand or change the prophecy deity.
table for this specific character (at the
referees discretion).

dé Prophecy Table (Undead and constructs are not affected.)

1 All Light Will Fade. The listener becomes blinded for 1d4 + level turns.

2 Bonds Will Be Broken. The listener becomes hostile towards
other creatures in the area.

3 Civilization Will Crumble. The listener must make a successful morale check
or flee in terror.

4 All Will Wither. All vigor is drained from the listener’s body, making them fall
unconscious until they die or receive magical healing.

5  The Tools of Men Will Not Save Them. All nonmagical metal items and gear
worn or held by the listener crumble to rust.

6  The Rivers Will Run Red With Blood. The listener’s eyes start to bleed
and they take 2d6 damage.

7 Famine Will Take The Survivors. The listener must make a save vs. petrification.
On a fail they take damage equal to half their current HP.

8  Oh!Hear The Cries Of The Forsaken. The listener hears spectral
voices crying out for mercy for 1d4 turns. These distractions give them a
-2 penalty to hit rolls and morale.




204

by Ethan Lefevre

A Class for BX OSR
DRI

Py: Ethand
' chFevre.
" *(; Ina Wworld Lwhere &j@?

Morfals Can Slay Dragens, /7~

Giants or Gods Fven Shoe/” (_yuralive °
halls of fite from their [ Sfarting at a4 Lk Atter
hands,. The Haguc Dr. (each rest you Prepare A
orks and fights by Manipulaling| number of Antidotes to Your
(5hm forces of Mictoscopic ) Contagions = Lul,+1. These
Death.. Whether thisis (Adtidotes fake the form of
g;mr@ Youlr Weafon of Cansumable Capsuie P[“SJ but
CI’MEEJ ot & Medns Lose Pa'l'{:nfﬁ' atﬂ‘lﬁl’ aH Hﬂ“"f‘-;ﬂcﬂ
fodn EHCL, This htidote <an be falten a< a

5 the fath { Free Bebionor fed to Someone
You chose\ Clse As an Achon.

S To Stady.
oA Starfing

Tpoculalion: |3t 3Lt

2 Goeu can Inoculate
44 i bjuul’ allies (a‘"d bu,urSrJF) to
VL,our; Cortagions, Giving them
Hdvani’acc)g @aiﬂs} Cvﬂfﬂgft’"i of
our Choice. At 7™ ana 13™Lul
You Can Mmake yYour lires (and gourcerd)

N, Tmmune to 1 o]ocyuu?
\!

Starting at
15t Lul. Select dny A; Confagions
(or roif hals hows ¢ Flag) You learn” another
contagion at Luks. 3,6,9, and 1. These
Can‘}'?,jiuns are Confained within VialS. Mier @

Re:a’f), You Prapapare an ammount defermined b
Class Lvl. A Vial can be applicd o  Weepon, Q7Short=
Swords, daggers, or 6 rounds of Ammunition, dswell
as Loaded Info Syrigges for © Tndividual Uses,

Once Appled, Cosﬂ’acaians will Last ap t2 1o I‘rﬂnu

A CTEaJ‘[U-'z +I'"“1'+ +akES dwfay {mm . U;_J‘aaron
Coated in Can%acg'ron) or Cnters of Storts
i+s dum [h @Midsma, Must Make A Save
vs.Death, 0h @ failure the Creature
iS Afftcted E:J:J ﬂ]El‘f' C,Ohfaéion.

#one 3 Confagion runs ifs

Course, that creture 1S pot ﬁ

affected Ii&a that {orfl‘élsion ’?_jain

unless its  frem @
new Vial. .

7

7 7 ! ) 1 ‘:\\] 1 Con.agmm Crﬁ'nl’elv.
iﬂt&ﬁw&\\:vl‘ r\.\ ¢ 5 r /)f/‘:))}}} i T l'}) a_t
AR 7z ) TR / -

L
L H 5 d
um‘-\'h\\ﬁ'\‘r AUTNY v g —4



List of
Conhieaions?:

¥Virulent Contagions have
a chance To Spredd toeach
Creafre Within feet if they
Fail on@save VS Death
At The Gncl of edch

~ Requitement§iNone. (Ll Title EXP r\’i[ra;asg HD.
Prime: Tnt R [Fougommern 35 &
. o ickly Surgeons Ass
Hit Dice: 1d6. 3 Pagued T 3;33
Languages; Common L;;:’:Pf::armac;sf 14,000
Armore Melaideiieg, 34100
doctor mLas?&J[hE; Naye TSy
Weapons:Gas Grenade |8 .of death 200,000

346+Con
3detcon
HdgaCen

SJL*Con
Gdi*Cen
7)¢xton Thi

o Class
g&é*f 1y sesthe
A G1Con Advantage of their futns.

' ﬁllilbi?ﬁffossjtbowi Daggers, f- %‘hn‘}flaﬁuc Dr. 100,000
oly Water, Incense Bur 0, 44 25 T G o and dis .
Shc‘j-i_s, 8:{]5 < B'J- ne oy l 5 SGU,UUU 946 :D. Hdvﬁage XMWSM as ¢ah
ot~ Swords, Staves, and | o 00,000 Y Koy worcs e
2 «a (6] leooo00 dee Ko g Be spread inthe it
1500, 000 Y63 | USing hn Jom Wit

ba A el VT o T ot o R

960 N 5.

the iasma +ac9__

b 4 .Sah:"'z-dph["tn.ﬁ- H:\fﬂf: C, E]usef Nu

B ohoric TPlague)dyringedid
tBIubonar;*i . S y%ﬁﬁa&znmﬂhs 2,000,000
BlackDeath Af  /xItems arelisted in unique Thems ?

the end of i‘hnr’Aﬂ.aCK and Save. as:M‘_- .
o take 146 == Hallucinations, Choose Attack J;argefs
dmay for 14 8+Int mod s False Fevers a Harmless (At Randem for 146 + Lt mod Rounds,
, Becomes Viralent at Sth L.

found §. Increase dmaby Hf; fhatiridsthe bod Tfo \#flizsna®
aln : i
Lot g g i Vgt UL/ e Sias: Sfeady ot b
until they Succeed ona Save VS. [dralags

#VIRULEN#MI ;

*L@Pl’of :h S JB‘gfvlu‘;ll a L +I[}TT0J round s CyeMiasmat

TThe, Social Stigma. L1 d4 Up gt i FMiasM T I

At the b%ginningo ea§ InmasafNonei' g I ¥\WasTing 5(‘.‘:1“[3;“::‘;?"4

Jay make savevs. Death, JMana-Drains-Disease: A M"Sdeﬂeaw’:m o0 K1 Saes
Losel cha /castors cancer. [oge @ random HB and disfdvan 3%6

ona failute, 16+ ol Rouatd:
- 2lmini Spell that they have prepéred ar - \Bxeett Bredtn for 140 ML I gy
down fo AMINIMAN [ 0 on of {—herf}j’{dn;f!:r 1 44+ [nf o sma df 7 L/VL

e \oned lent® Gains: Mi
ohe
.O‘OS// + ig;u[ils.ric{;agfs sz.m 3 g¥hllass Fever - TRV anosters Syndrome : Laok
i é;@g 2 firulent®/Vomiting. Disadvantage \With Your Special eyes. See
! ¥ Troms wilh Hhe i 1er™? gltacks kot L) Well in darkness, bat ot So
UniQue ITcmS”:'mfasMa e an | ot mod Tounck. Tncteds)luell i Lignl. Takes 246
~ only use fnn‘jrag)ioni t’rlldg at Fth[ | and 1438 Rounds fo fake cHecl-
$Gas Grenade () Wit Hhe Same4ag. 1 Lvl. #V/|RULENTH e roases ts
Can be USed to Spread 4]ncense Burner(3oosn 4 Plague Dr. Mask (s009%) \1d6af 1%y
Con’f&égignﬁ in an ared Gpreads Confagion In an -1 Ac¢ bonus 1o Al Saves 29ainst #f\/gned
Aura for 144 +] hoars, of  Diseases and coniaéﬂions.j[hmng to
Miasmds.

for 1de+l Found 5 : )
unti] Sealed as an Ackion. ,
e LT R 80

<AQE 15 Radius- SN .
“eissile Io/20/30 « ;\}’,@J’:’MMSMR E‘“d[‘;;a"f"ﬁe on Saves
—~ rom [eisens, o
/ \J Coﬂfqﬂicﬂﬁ fnS(a'a

/\ . ‘Rc[oaA_ «Meleer

205



\L Ability Scores [l Saving Throws L i 'ib
] i

STR —_ D gggto}r]{ +/' XS Health : ' _ *-
INT A% Hagic T e S .
- i, e ands |
IS pi e AC HD S,
DEX Biexzt;fa on A ored VAL 6{0) )
B B Attacks = HP
CON RS o it S Spe‘zills,&Magic R T
Rods & Staves Max
hlA . +/- WIS vs. Magic ...... HIRNMCIOR

Bl Combat & Encounters [N 3V:{8(0] +/- FOR mod. to melee att/damage

+- DEX mod. to Initiative +/- DEX mod. to ranged attacks....... +/- CHA mod. to reaction rolls

L —

Abilities Equipment

Cp Sp Ep Gp Pp . i
BT 00000000000@0® ® ® x10wns
" Achievements and Dark Secrets: £
x







.

_gaiitind

208

by Vagabundork

OBSOLETE SEWE
RADIOPASTEURIZA

Obsolete Sewer Radiopasteurization is a poir
dungeon. It uses silver where others use ¢

“ Change the metal, keep the numbers.

ApvENTURE [IITSY

1. The workers abandoned the treasure they had accumulated during
their years of work.
2. A mad scientist will pay 150 silver for each weird science gadget you
can get your hands on.. L
3. A wanted bandit is hiding inside. There's an 800 silver reward if taken
alive.

1. A recently abandoned sewer.
2. It was used to experiment with technologies not from this world.
3. A ghostly apparition scared off the workers.

22— 22

Room 1: Entrance. Portcullis white walls. Save vs.

partially open, you have to crawl death; the survivors undergo a r_andom
to enter. The room is covered with mutation (see below); the dead dissolve
mud, wires hang from the walls. When :like slime. Doors open with a <.<clack».
you step into the mud, an electric Aluminum Man (see room 10) is immune,
current runs up your skeleton: save :but if a minion is 11qugf1ed, he will
vs. paralysis or all your rolls inject the slime into himself, gaining

receive a -1 penalty for 30 minutes.  ©One hit die.

Room 2: Rat Shrine. A rat and 1d4+1 mice Room 6: Control Panel. Controls to
live here. See descriptions overleaf. deactivate the Ionizer. Also good
loot: 563 silver, 126 copper; the Ion
Rot_)m 3: Sto;age. Abandoned camp Maiden (ray gun, d12 damage; save
ot_)jects. .1—1n—f_3 chance: the vs. magic device for half damage); a
disembodied circulatory system of disk that emits a pale green light
a_human01q runs across the room, when a button is pressed, enough to
disappearing through the door illuminate a room but almost invisible
(ca?nnot be damaged or seen outside from a distance; a valuable book (100
this room). Only seen once. silver); a box containing instruments

Room 4: Screen room. A soundless for experiments with gases (800 x d100%
screen constantly plays the same silver to a magic-user with a good
scene: a man in a locked laboratory lab; 4 encumbrance slots are needed to
(room 5) screams in desperation: transport it).

the white light of the laboratory
increases in intensity until it is
impossible to see anything but the
silhouette of the man, and then only
absolute whiteness; when the light

Room 7: Muddy Library. Empty
bookshelves. In the mud, a sheet of
paper: «If there is aluminum, the
chances of surviving the exposure are

greater».
goes out after a few seconds, the 2
room is empty. The scene lasts for Room 8: Cesspool. The ground is
half a minute. covered with mud and feces. The air is

warm and fetid. A bandit is hiding here
with 3 henchmen. One of the henchmen
is willing to switch sides if the PCs
offer him protection.

Rt_)om 5: Tonizer. The doors close
with a «click» and the ionizer
activates, filling the room with

a blinding light emitted by the

—



Room 9: Dump. Full of junk (make a search roll for

a diamond worth 300 silver). A man and a woman are
here. Roll d4 to find out what they're doing: 1:
Napping (the PCs automatically win surprise). 2:
Arguing aggressively (initiative at -1). 3: Prepared to
ambush the PCs (they win surprise automatically). 4:
Scavenging (PCs' initiative at +1).

Room 10: Cell. Requires a tinkering roll. Two bronze
ceiling lamps illuminate the room (100 silver each).
The Aluminum Man is locked in here. He doesn't
remember who he is, only that he wants to leave and
not come back. He thinks he's a machine. Grants all
PCs a +1 bonus to their saving throws in room 5, if he
is present.

5.IONIZER

4 .SCREEN ROOM

3.STORAGE 10.CELL

6.CONTROL PANEL

2.RAT SHRINE 1.PORTCULLIS

8.CESSPOOL

| 7.MUDDY LIBRARY

RANDOM

LI Yol B8 - Roll 1d6

1. Your skin becomes aluminum and you are immune to
radiation and spells (even beneficial spells), your base
AC is as plate and you cannot wear armor. Those near you
get a +1 bonus to their saving throws against radiation
and magic

2. 1d10 of your mites increase in size considerably,
causing you 1 damage each. The next round, they explode,
leaving several red spots on you.

3. Your head shrinks to 30% of its size; however, your
facial hair doesn’t. You speak with a chipmunk voice and
your Intelligence is reduced by 2.

4. Your heart rate accelerates. Recover 10% extra HP
when you rest. However, you are now more susceptible to
poison and sudden death (-2 to your saving throws vs.
poison or death).

5. Roll 1d4; you develop cancer in 1:

ALUMINUM MAN

AC: as plate, HD: 2 (8 hp),

Mv: 120" (40'), Att: Punch(d8),
Att Bonus: +2, Morale: 10

o Aluminum skin, immune

to radiation and spells
(including beneficial spells).
People nearby get +1 to saving
throws

BANDIT

AC: as mail, HD: 1 (4 hp),

Mv: 120" (40'), Att: Club (d6),
Att Bonus: +1, Morale: 7

» Wanted by the authorities,

desperate, will do anything

to escape. 45 silver pieces.

HENCHMAN

AC: as unarmored, HD: 1 (3 hp),
Mv: 120" (40'), Att: Knife (d4),
Att Bonus: +1, Morale: 8

» The bandit forced them to
join, “Join me or I kill your
family”. 2d6 copper.

AC: as unarmored, HD: 1 (4 hp),
Mv: 120" (40'), Att: Knife (d4),
Att Bonus: +1, Morale: 10

« Humanoid mice the size of

a child, with a cartoonish
appearance. Loyal and cunning.

AC: as leather, HD: 6 (27 hp),
Mv: 180’ (60'), Att: Bite or
Claws or Mace (d6 or d12 or

d8), Att Bonus: +6, Morale: 12

e Humanoid rat, horrific
appearance. Never surrenders.

She's loyal to her henchmice.

TREASURE HUNTER, MAN

AC: as leather, HD: 3 (12 hp),
Mv: 120" (40'), Att: Crossbow
or Dagger (d6 or d4),

Att Bonus: +2, Morale: 9

* Skillful but cowardly. 17
silver. Silver dagger (50
silver).

TREASURE HUNTER, WOMAN

AC: as mail, HD: 3 (13 hp),
Mv: 120’ (40'), Att: Sword or
dagger (d8 or d4),

Att Bonus: +3,Morale: 10

* Strong and brave. 8 silver,
15 copper. Silver dagger (50
silver).

4: your throat (can't speak or cast spells). You need a barber surgeon* to take care
of it or you will die in 1d4+2 weeks. (*When undergoing surgery, you must save vs.
death; if you succeed, you have overcome the disease but are weak and have only 1 HP;
if you fail, the referee must decide the consequences, though it usually means you

are dead).

6. Your blood turns a glowing toxic green. If an animal or person (but not you)
drinks your blood they get intoxicated as though they had eaten berserker shrooms:

3 attacks per 2 rounds for the duration of the encounter.
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by Islayre - Map: P. Perret
Translation: Aan

A war torn hexcrawl
for low level adventurers

A rivst, i 1was o mere tumor: 1A Onoll inwasion in {§e Tloxth” Luf our
{eadors dismiissed it. Arler all, if tjis lale 1as true, e creatures were 50id
{0 be affacting {fe goblinoid Barbarians 1we”d been warting against. Tuf {hen

{fe goblinoid clans ll, rollorwed By 1o iard"s Cower ouf {heve in (e

East, and e rolfs o 1o Ureal Forest. 00 vealised {hen {hoat e guolls were
a poriest of an even groater evil, one 1wijose darfy, cursed standard fad once

flown over our {ands. Should we fave paid more affention fo (e ofd fegends2

S0 fost fad we Become@”’

S3ex 3

The tower of the powerful wizard Bran Hornraven (7th level magic-user)rises
above cultivated plains. Bran isn’t interested in politics and believes the region’s
recent troubles won’t hinder his mystical studies. However, he does care about his
servants’ well-being (a dozen noncombatants). Bran is also enamored of his “neighbor”,

lelenia the dryad (hex 4), who he’s been wooing for years.

The wizard has partially domesticated a colony of giant fire beetles, which protects the

entire area. The great insects treat Hornraven and his servants as members of their own

colony, thanks to the wizard’s clever use of alchemical pheromones.

Seses 45,1413 |

i\ Agreat, untamed forest grows here. It is home to the dryad Ielenia, who

44 holds courtinalovely clearing located right at the center of ng 4.

gy The dryad seldom exerts her power over her subjepts, prefer.rmg to
wallow in serene self-indulgence. Those who dwellin her territory are

therefore left to fend for themselves, for better or for worse. C?se in
point, a violent confrontation recently took place betweena sqhtqry
testy old Owlbear who controls hex 5,and a mischief of expansionist

giant rats holding sway over hex 15. : : ;
Following the recent gnoll incursions in the area, the forest’s inhabitants have built a good

number of traps in hex 14.
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1 Dortal {o {50 Hell of $§e Hunf 6,1,%16 Fort Levant
2 Vmoll funiing grounds ‘ and fuman seftlemonts
5 Fierd's Corver O Che Sigh Deakt
A,3,14,03 Great Forest 16,11,12,13,17, 1% oblinoid ferritory

19 Castle Ssope wins

211



S3ex 1
The hill where Jillian
" Goodbarrel, Fort Levant’s

burgomaster, buried the first of two
cursed pendants, which opened the
portal to the Hell of the Hunt. Throughit
came the gnolls. Through it came horror
and destruction. From here, plague-like,
the scornful heralds of the Devourer
spread in all directions hunting, killing,
and consuming everything and everyone
in their path. The gnolls do not negotiate
or take prisoners. When faced with a
stronger opponent, they simply withdraw
to find either an easier path or a weaker
target. In the end, they always returnin
greater numbers. Treat their pack lord as a
werewolf. To close the portal one must kill
him before throwing his carcass throughiit.

Syex 2
The gnolls have set up camp
-\ inthis area, which they patrol
& between raids and use as
<™/ hunting grounds. Although
they’ve started launching small-
scale attacks against hexes 3 and 14 as a
means of testing defenses, theyreally are
focused on hex 13 which leads directly
into goblinoid territory.

Meses [6,11,12,
13,17,18

A fearsome goblinoid
army known as the
Chimera Battalion
controls this vast
territory. This force made
up of goblins, hobgoblins, and
bugbears stands as the region’s
preeminent military and political force. It

is led by three leaders in uneasy alliance:
Gaartai, a goblin matriarch; Kodard, a
hobgoblin war-chief; and Dreegus, a
bugbear champion.

The “capital” of this small kingdom s a
fortified camp located in the plains of hex
18. The goblinoids have also dug secret
caves and tunnels in the mountains of
hexes 11 and 12 which they may use as
fallback positions.

The violent clashes that have opposed the
Chimera battalion and the gnoll packs in
hex 13 have turned this region into a no-
man’s land. These battles have increased

in frequency just as the numbers of
marauding gnolls have grown.

Although relatively calmer, the hills of
hexes 10 and 17 have nonetheless been the
theater of pillaging and skirmishes between
the Chimera warriors and Fort Levant’s
inhabitants (hex 7). Warg-riding goblins
use these hills to launch their attacks on the
nearby human farms.

N 12
A~ TE b

B s Y

High Peak mountain looms over this area. Two ancient beings have somehow

Y managed to share its slopes for ages: Qondae, a great she-wyvern nesting
northward at the mountain’s highest point; and Brenyr, a giant whose eastward-looking

cabin can be found halfway up the peak.

When mountain prey is scant, the voracious Qondae strikes both goblinoid and human
territories alike. The leaders of the Chimera Battalion have been negotiating with the
wyvern for months in the hope of securing an alliance — the fate of Fort Levant (hex 7)

might very well hinge on this outcome.

Unlike his fearsome neighbor, self-reliant Brenyr enjoys a carefully crafted life of solitude.
Between the dread winged reptile and the venerable warrior-poet, a strange form of
attachment has grown over the course of many duels waged over the years.
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Soxes 6,7,8,16
These areas stand for
Fort Levantitself (hex
7), its districts, and
the nearby cultivated
plains. Fort Levantis
afast-growing human
settlement that has
seen its expansion
curtailed as it pushed
against theregions =77
held by the Chimera
Battalion.

Hexes 6,9, 16,and 17 are :

borderlands over which human colonists have
gradually increased their control. In these
areas where skirmishes with the goblinoids
occur regularly, villages are fortified.
The player characters will likely wander off to
these regions after learning of Fort Levant’s
need for mercenaries and adventurers to fight
off the pillagers. This is exactly what Sergor-
of-the-Axe (4th level fighter) set out to do.
Aninfamous soldier of fortune, Sergor
reached the city at the head of a rag-tag group
of armed men (mainly normal humans and
ahandful of 1stand 2nd level fighters) a few
days before the party.
The city’s burgomaster is one Jillian
Goodbarrel, a female halfling with a good
reputation thanks to her calm and effective
demeanor in carrying out her mayoral duties.
Crucially, despite her seeming good-nature,
Jillian is in fact a psychopath of the highest
order, one entirely devoted to the Devourer,
Demon-Prince of the Hunt, Hunger, and
Cannibalism. Enhanced by her
.\ dark lord’s powers, Jillian’s stats
=\ are those of awight’s even
;ﬁ; though she’s not undead.

S3ex 19

S N The ruins of Castle Hope.
This stronghold P
once headquartered ¢ lfgh
aholy order of warriors, \"*1g

the Sisters of All Battles. They were
decimated many centuries ago battling
the first incursion of the Devourer and his
hordes. The Sisters narrowly managed to
stop the infernal invasion by closing the
portal (hex 1). This legendary heroic deed
which lelenia (hex 3), Qondae, and Brenyr
(hex 9) remember well, is also known to
the warriors of the Chimera (hex 18) who
have kept away from the ruins of Castle
Hope out of respect.
Jillian Goodbarrel buried the second
cursed pendant here. The souls of Castle
Hope’s dead warrior-nuns have become
restless after Jillian buried the jewel in
the rubble: they now prowl the ruins in
the form of skeletons, attacking anyone
who trespasses in a desperate and clumsy
attempt at protecting the castle’s remains.
If the gnolls succeed in killing enough
people in the name of the Devourer, the
Demon-Prince will once more make his
way to the world of mortals, appearing
where he was first vanquished at the head
of hisinfernal troops.
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by Chris Tamm

THE DARK ISLAND IS IN A GREAT FLOODED CAVERN DEEP BENEATH
THE EARTH. AT TIMES THE QUEEN RULED AN UNDERLAND KINGDOM.
AT OTHER TIMES DRAGONS BRED HERE. ADVENTURERS STILL COME TO
SEE IF THERE IS ANY TREASURE LEFT.

Deepintheearthina
great flooded cavern
is a small rocky island.
The Dragon Queen built
the island as a lair and
capital of her un-
derland kingdom.
Over many centuries the
island has gone through
various phases, from the
centre of a pocketem- 3
pire to a mostly empty
and haunted place. :

Mostly these days she
lives alone with a handful
of servants, having lost

interest in the outside

_—_ world. Pathetic

albino cave gnomes
worship the queen
out of fear, but also

because she keeps enemies
away. Dragon cultists are

., welcome by the queen’s
~——servants when they

—_ come to learn and study.

Some periods were F=— ¢ ¥ (=~ Occasionally priso-
dominated by =~ \ - = ners es’cape the
the Dragon i - ) W NS queen’s slave
Cultwhilethe 7 Bryes) 5 _# pits, but most

queen lived in
human form. Other

times, dragonfolk reigned
supreme. Occasionally, the
queen has left for a few
decades, cleansing the island

get eaten on the
: beaches, or trying to
cross the dark waters.
The Dark Island is feared by
underland folk. For aeons the
Dragon Queen has dwelled here,

from its invaders upon her return. possibly the oldest of her kind.
Concerned for the future of her race, she Nowadays thieves, spies, and adventur-
has also been known to operate a spawning  ers want to explore it again in case the

pit with several dragons. Over the years, dragons have gone and left their treasure.
she has ruled over various slave races Dangerous dreams like these will end when
including gnomes and hobgoblins. they confront the queen.
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Some Past Residents
« Cultists in the old days came to learn
from dragons and help them spread. Less

come now but the queen enjoys conversing

with them and dozing off to their worship-
ful chants.

« Dragonfolk were spawned by the queen
when she was in one of her imperialistic
moods and their descendants come on
pilgrimages still. Once they were common
here serving as guards and elite troops.

« There once were three ordinary dragons
here, as the queen enjoyed the company
of at least one consort. There were times
many young dragons lived here. Today it
still happens that one of the ancient eggs
hatches and a young dragon crawls about.
« Subterranean lizards have increasingly
moved into areas dragons once lived in.
The gnomes do their best to avoid them.

The Gnome Folk

* These lumpy albino gnomes farm fun-
gus, catch fish, and generally look after
the place. Nowadays they are mostly left
alone as long as the food keeps coming.

* The gnomes craft boats of various
sizes, from the mushroom cap coracle to
the larger skiff used to ferry passengers.
Making the latter requires an expedition
to a fungus forest in search of appro-
priate shroom timber.

* The gnomes are not unfriendly, but
they don’t let outsiders enter the dragon
tunnels (and they will usually inform

the queen of the presence of strangers).
They have a slave pen for various guests
labouring around the island. A slave who
doesn’t work is butchered and added to
the communal meals.
* They will trade for exotic food or trea-
sure their queen might like as a gift.

Lost Treasures

¢ The Queen’s Crown - allows the wearer
to speak with any reptilian creature.

* Dragon Robes - are worn by cultists
and have the benefit of making dragons
check before eating the wearer.

* Gnome Fishing Pole - catches up to
three albino fish a day, never attracting
the kind of horrible monster who dwell
in underground lakes and seas.

 Lamp Shrooms — this glowing fungus
grows all over the island. Each shroom
lasts a month and illuminates 5ft around
it.

e Scalebane - a dragonslayer sword was
lost by a hero. It is hidden somewhere in
the queen’s chambers.

* Green Stones - large chunks of jade
can be found all over the island. Not the
best quality but good for crafting and
worth about 40 GP per pound.

The Dragon Queen
« She has used various names over the
course of her long life, including the Ser-
pentine Sorceress, the Green Lady, Queen
Akenthane, the Under Queen, the Dread
Empress.
« People debate what kind of dragon the
queen may be. Most scholars say green or
black but no one has seen her outside of her
human form in a long time (she can change
at will). From an elder lineage, she is smarter
than most of her kin and an advanced
spellcaster.
» Long gone are her days of victorious
conquest, various consorts, and numerous
brood. She is now content being cared for
by her gnomes and cultists. She does like to
talk to visitors and have them at her
magnificent dining table. In the past the
most interesting guests were charmed and
turned into dragon consorts. Now she
mostly gets bored and devours her guests —
she might spare them if they swear to find
treasure for her.



Consort
Dragon
Nest

Dining
Room

Windows are
3 foot wide
and hard to

reach

RAXDON pNCouNTERs

Shoreline Inside
2d4 Gnomes fishing 1 d4 Gnome Servants
d6 Gnome Guards 2 2d4 Gnome Guards
" Free Gnome Spy 3 Gnome Child playing
d4 Marine Ghouls 4 2d4 Dark EIf Traders
d6 Marine Zombie 5 d4 Dark Dwarf Traders
Marine Troll 6 d4 Dragon Cult Wizards
d4 Marine Ogres 7 d6 Dragon Cult Priests
Escaped Prisoner 8 Subterranean Lizard
d6 Fish Men Explorers 9 d4 Dragonmen Pilgrims

Albino Crocodile 10 Party of Adventurers
Plesiosaur hunting 11 Thief exploring
Thief scouting 12 Dragon out for a walk




Lagoon Beach - Often 4d4 gnomes, tending nets and boats. Monthly gnome

markets here attract visitors from all over the underlands. Sometimes a boat from
visiting dark elves or cultists can also be found on the beach.

Cave Houses - Typical caves where gnomes live, cook, and sleep (d6): 1-2=2d4
gnomes, 3=overgrown with fungus, 4=d4 hobgnomes, 5=gnomebears, 6=old
bones and garbage.

Smithy - A forge where 4 gnome smiths work while 2 hobgnomes operate large

bellows. Willing to sell and repair weapons and trade goods.

Great Council Hall - The gnomes use this as a common area where the chief holds
court with the concubines who live in the small side chambers. The chief has 2
thoul guards, 8 hobgnome bailiffs, and a gnomebear executioner. 3d6 gnome cour-
tiers, servants, and harem members are present as well. 1-in-6 chance of a visiting
shaman or priest, and 1-in-6 chance of a visiting ambassador from the underlands.

Temple Cave - Sorcerous temple to the gnome mushroom god and the maggot
lord of the underworld. One large statue, several smaller ones, and a dozen small
shrines to various spirits and ancestors. A cleric and a d6 servants, d4 fungus
zombies, and giant lizard pet are usually encountered here.

Priest Cave - Cleric quarters with d6 servants cooking and sleeping, 1-in-4 chance
of a cleric being present. A stone bowl of magic fungus.

Priest Library - Heaps of mouldy crumbling books and scrolls. With an hour of
searching one can find either a spell scroll (level 1d3) or an interesting and useful
fragment in gnomish or draconic.

Queen Roost - Now an overgrown fungus garden with many edible shrooms. A
10-minute search has a 2-in-6 chance of finding a magical mushroom. Roll for a
fungus garden encounter.

Queens Court - Rotting remains of furniture, musical instruments, and a throne
where the queen once met visitors. Now another overgrown fungus garden (1-in-
6 chance of magical discovery as above). An hour-long search produces scraps of
ivory, gold leaf, or semi precious stone worth d4x10 GP. Roll for a fungus garden
encounter.

Study -Rotting remains of the queen’s study. A solid stone wall created with magic
hides a cavity with a thousand years of draconic journals, a magic inkwell, and
2000 GP in coins for when the Queen returns. Roll for a fungus garden encounter.

Dining Room - Huge hall with a pewter dinner set and a crystal candelabra all co-
vered in dust and cobwebs (but fungus-free). A giant intelligent she-spider lives
here and the gnomes avoid the room. Bundles of gnome and adventurer bones
hang around in web sacs (armour and weapons are well preserved, also 1-in-6
chance of a minor magical item per hour spent de-bundling and searching the
bodies).

Bedroom - This room is sealed behind a magically created stone barrier. The bedroom
is immaculate, magically lit, with a four poster bed with green spider silk bedclothes
where the Queen in human form slept with her humanoid lovers. It is possible that she
might be here in one of her deep, decade-long slumbers.



Egg Room - A nest woven of bones and humanoid hair with broken dragon egg
shells (which could be worth 3d6x10 GP). Possibly dormant dragon eggs might be
sealed behind a magic stone wall.

Consort Dragon Nest - A rotting fungus garden growing on the massive
skeleton of an ancient dragon. Gnomes leave their meager offerings here for the
dragon (there s a pile of 3600 CP). Roll for a fungus garden encounter.

Servants Cave - Skeletons of gnomes lie among mushrooms and slime. d4 fungus
zombie gnomes arise if disturbed

South Dragon Nest - As north dragon nest above, with the bodies of long dead
escaped slaves. d4 of which rise as fungus zombies if someone gets close.

North Dragon Nest - A fungus garden has taken over. Many edible shrooms, and
a 10-minute search has a 1-in-6 chance of finding a magical mushroom. Roll for a
fungus garden encounter.

Slave Pits - A clan of 3d6 friendly meditating fungoids live here. They use spores
to communicate with visitors and are willing to trade magic mushrooms for exotic
goods. Many huge shrooms grow here as the gnomes never come to harvest. Ske-
letal remains of chained slaves can be seen among the putrefying fungus heaps.
Dog-sized snails abound.

Marine Cave - A fungus cave with several flailsnails grazing. They will happily seek
meat for a change of diet.

Bathing Cave - Once a dragon bathing room, now a fungus filled chamber with
mould rafts floating on stinky water. The room is mostly avoided because of the
gigantic slug living here. d4 obviously magic mushrooms are visible from the

doorways. Gigaslug hides in ambush; it moves slowly but spits acidic fluids on any

fleeing victims. -

Fungus Garden

Gas spore on string led by
gnome child like a balloon
Yellow mould patch

(or other mould)

¢ Island Ruins

2d4 gnomes fishing or fungi
farming

d6 Hobgnome guards on
patrol

School of albino cave fish

Giant cave octopus, crab,
or snapping turtle

Albino giant pike or piranhas

Gnomebear overseer with whip

Green slime patch

Cave lobster or albino
crocodile

d4 fungus covered zombies

Violet fungus

Hide canoe, raft, or coracle
with fishing gnomes

Dark elf visitor come
to trade

Ascomoid

Underland traders in boat

Wererat adventurer

Grey ooze

Albino chaos mermaid
hungry for flesh

dé6 cultists looking for
dragon relics

Ochre jelly

Plesiosaur or sea serpant

Gnome shaman and
d6 servants

Gelatinous cube

Albino fish-men out hunting

d4 mushmen

2d4 gnome farmers

Marine ghouls or zombies

3d4 tiny toadstool folk

Gnome cleric and
d6 servants

Marine ogres or trolls

d4 shrieking fungus

d4 Fungus zombies

Hideous cave naiad or
marine hag

d4 giant cave crickets

2d4 Giant centipedes
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Cultist
AC 9 [10], HD 1 (4hp), Att 1x dagger (1d4), THACO 19 [0], ML 7, AL Chaotic, XP 10

Plague Priest
AC 5 [14], HD 3 (13hp), Att 1x mace (1d6), THACO 18 [+1],
Spells cause light wounds (2), ML 9, AL Chaotic, XP 35

fat Swarm
AC 9 [10], HD 1hp, Att 1x bite (1d6), THACO 19 [0], ML 5, AL Neutral, XP 5
Afraid of fire.

Cultist Guard
AC 7 [12], HD 1 (4hp), Att 1x mace (1d6), THACO 19 [0], ML 7, AL Chaotic, XP 10

Mouldy Skeleton
AC 7 [12], HD 1] (4hp), Att 1x rake (1d4), THACO 19 [0], ML 12, AL Chaotic, XP 13
Hitting it has a 50% chance of releasing a cloud of yellow spores
(once only; save vs. death or choke within 6 rounds).

Fly Swarm
AC 7 [12], HD 2 (9hp), Att 1x swarm (1 automatic dmg), THACO 18 [+1], ML 11,
AL Neutral, XP 20
Only harmed by fire, sleep spells, or smoke.

Giant Rat
AC 7 [12], HD ' (2hp), Att 1x bite (1d4), THACO 19 [0], ML 8, AL Neutral, XP 5
Afraid of fire.

Tar and Veilclow, Wererats
AC 7 [12] (9 [10] in human form), HD 3* (13hp), Att 1x bite (1d4) or 1x weapon
(Tar: mace +1 (1d6+1), Veilclaw: dagger (1d4)), THACO 17 [+2], ML 8, AL Chaotic,
XP 50 Can summon 1d2 giant rats (arrive in 1d4 rounds).

The Bot King
n e & See page 219.

e The Archmage’s Crypt .= o TEITE
he PCs have discovered a map which leads them to believe one of-%he nlne
fabled Azirian archmages is buried under Cliff's End (see room 16):
The map points the PCs to the area of the temple.

: The Missing Merchant
The ¢haracters are approached by the gnome llda, Melvin's sister (see room 7). When the _
PCs ask around about the missing brother, they find out that Melvin had dealings with -

the Cult of the Black Tear. Their investigation leads them to a sewer entrance which:
Melvin supposedly entered on the day he was last seen. '

A Divine Gambit
A priest of the goddess Kcyra has suspicions that his clergy is being infiltrated by agents of the Cylt;--
of the Black Tear. He has hired the party to find out where the cult is hiding and to get proof of this -
- infiltration (see room 14), before he can bring his suspicions to his leaders. a



have the following features unless
otherWISe Stated Dark. Wooden doors. Rough stone walls and ﬂoors The

L

1. Entrance Hall - 2. Living Area - 3. Storage- 4. Guard Post - 5. Shroom Gardens
6. Grinning Statue - 7. Cells - 8. Central Hall - 9. Empty room - 10. Treasury
1. Crawler Nest - 12. Temple Sanctum - 13. Rat Room - 11. Rot King’s Quarters
15. Library - 16. Hidden Crypt
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== A, Entrance Hall
Heavy bronze doors. |Six stone statues of screaming figures line the @

-walls of this room. The symbol of Nithis, an open eye crying a single
-tear,;s embossed on the north door. Hiees
"o Walking over the pressure plate in the middle of the room causes a paralyzing
gas (save vs. paralysis or paralyzed for 2d4 turns)td.spray out of the mouths
of the statues into the room and the doors to slam’shut, alerting the cultists in
rooms 2 and 4. The doors can be opened using a lever in the hallway outside of
the room. -
* Each statue has emerald eyes worth 15 GP each.

2. Living Aren

Dimly lit. ERIENER are here at any time. There is a 60% chance of a[SEriRoslaad

being here. The south area of this room contains a small cooking fire (with some
mushrooms from room 5 frying in a pan) and a table with some chairs. Bedrolls lay
scattered across the northern floor of the room.

e Searching the room reveals 2d8 x 5 GP and a brass amulet in the shape of an eye (20 GP).

3.Storage . _Eo = ' - -
This room contains..
crates with root

vegetables and’
dried.me

4. Guard post
Dimly lit. Stationed ' ®
L EEV1d8+1 cultist

guards. They are led

)% two black-furred
named Tar

and Veilclaw, Tar wields
amace +1 and Veilclaw
wears a ring of spell
turning. The room is
sparsely furnished
with some wooden
benches and a stone
table.

5. Shroom Gardens
The floor of this room is covered vvlth
soil and pale green mushrooms. Tending::

5 -
this mushroom garden are &monldy/Skeleton: . 6. Grinning Stotue
The skeletons are not hostile unless provoke A BT R Eof a grinning man hold-

by attacking or destroying their gardeti; = N NP INTEE G eI ks 1 Pk RO Heg gslo
* Searching the room reveals a decaying body Bl - Shaking the metal hand swaps the
beneath a patch of mushrooms:» =~ copper arm of the statue and the
The corpse wears a pouch with 2% PP. arm of the PC shaking it. A living arm
« Eating the mushrooms is deadly (save VS. . grafted onto the statue this way will
poison) except for when they are cooked ) : not decay and will function as normal
The cooked mushrooms givethe - - _ when swapped back by shaking the
effect of a cure disease spell but only . hand again. While grafted to a living
while still warm. e g person, the copper arm works like the
R original.




_y-Cells

Dimly lit. 1d cultist guards. ThlS room holds three cells made of iron bars. The cells
. contain two malnourished prisoners and a small gnome merchant named Melvin. -
. s.Melvin knows of the secret exit in room 9 and promlses the party a reward o ' 00 GP
- if they save him. He does not care about the other prisoners. :

A secret door in the north wall leads to room 14. _ -

8. Central Hall
Dimly lit. This large room is
split by a channel filled with ',
a slow shallow stream of
yellow green acid. It flows
down the west wall ¢
and disappears
into a copper
grate at the
east end of
the room. Two
metal bridges
hang over the
channel from
long metal
chains that go through
small holes in the ceiling.
The entrance to room 12 is flan- yg, 1'"55‘“.”

ked by two statues and guarded 1 ocked iron doors. Both hallways are trapped with a 25
by deep pit trap leading to room 11 (the carcass crawler there
has learned to expect meals from the pits). The room
a secret passage to the crypt of  contains 4 antique vases (55 GP each), two chests, a shelf
Barinzar (room 1_6)- with two potions: speed and gaseous form, a small silver

« A copper pull ring can be and amethyst statue depicting the dream goddess Saphria
seen through the acid at the (200 GP), a locked ivory case, a rough stone box, and a
bottom of the channelnextto  metal octahedron with faintly glowing runes on each side.
the western bridge. Pulling this — + One of the chests holds a sack filled with 500 GP and
ring stops the acid from flowing 3300 SP. The other contains a jeweled sword (150 GP) and
down the west walland opensa 3 pouch containing five gems (45 GP each).

secret door to room 16. * The locked ivory case contains a small pouch with 3 PP,

« Both statues at the guarded two scrolls: fire ball and dispel magic spells, a quiver with
entrance can be turned. Doing g arrows +1 and a mithril mask with eight tiny eyes that
so pulls the bridges up to the grants the effects of spider climb.

ceiling. ¢ The stone box is empty; opening it will release a cloud

of sleeping powder into the room that will put characters

9. Empty Room to sleep for 2d4 turns (save vs. poison).

This room is empty except for « The octahedron is a magic item called a Melchior box.
asecret door in the east wa Tapping the runes on the side opens the box revealing a

* A sharp eye can discern- semi translucent black stone. The stone whispers softly
footprints leading to and can be asked a yes or no question which it answers
and from the s« truthfully. After a question has been answered the runes
east wall. on the box fade for 1d4+1 weeks during which time the
stone will not answer any questions.

Sewers

e In the acid- covered west wall is

. Crowler Test

.+ This room Is filled with the stench of rotting corpses and contains aicarcass crawler.

" In the corner of the room are three decaying bodies, one of which is filled with carcass

crawler eggs.
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12. Temple Sanctum =

Brightly lit. This arched room contains a large pool filled w1tﬁ'a'ﬁ§ck liquid. Hanging -
from a chain above the liquid is a rusted brass eye green with corrosion. The pupil of the
eye slowly drops tears of black liquid into the pool. 1d4 cultists are here at any time and

there is a 60 % chance that 1d4 plague priests are present too. There is also a 40% chance
of a ritual going on here, in which case 2d4 more cultists are present and at least

:5 one plague priest (or the Rot King themself) is leading the group in prayer.

"« The black pool is 5’ deep. A creature touching the liquid-takes 1d4 CON damage per
round. This damage is healed after a day of rest or through magical healing. If a creature
dies while touching the black pool it turns to liquid and mixes with the pool.

14. Bot Bing’s lluartcrs

Brightly lit. This room is the personal chamber of [iihit @& At here is a 60% chance
they are encountered here. The room contains a small desk, a chair; a bed, a large
mirror and two chests.

¢ The mirror is placed here to repel intruders. When a creature not accompanied by
the Rot King enters the room, afJiEL[ad steps out of the mirror and attack.

e The chests both contain robes and other garments worn by the Rot King but hidden
inside a secret compartment is a pouch containing a dark emerald (75 GP), a potion of
healing, and a dagger +1.

» Scattered over the desk are a bunch of papers. Several of them are letters between
the Rot King and a Nithis agent named Zarek, who infiltrated the clergy of Kcyra, the
goddess of healing. He writes about a heavily guarded relic named the 'Tear of Kcyra’
that will be moved between two temples in the coming month.

* A secret door in the west wall leads to room 7.

13. fnt Room

This rubble filled room.
is the home of

2d4 rat swarms who i
in the trash.

« Sorting through the -
rubble reveals a gold.. .
powderbox (25 GP, -
empty), a chewed up.
book with pictures of
farm animals,

2d6 x 30 CP, and the -
skeletal remains of a
small _monkey.

15. Library

Locked. Dimly lit. The walls of this room are lined with bookshelves except for where metal
sconces holding black candles are fixed to the wall. In the middle of the room stands a black
iron lectern with a book spread open on it.

¢ The four candles are gravelight candles. Creatures holding a burning gravelight candle are
invisible to undead monsters with 2 or less HD.

* PCs spending time searching the bookshelves have a 1-in-6 chance of finding 1d3 magic
scrolls (2-in-6 if the PC searching is a spellcaster). These are cleric spells of level 1d4. All
spells found here are cleric spells.

The book contains the will of Nithis. Non-Chaotic PCs who try to read it must make a save
vs. poison or take 3d8 damage. Chaotic PCs reading it permanently gain 1d2 Wisdom.



s HARNESSED THE TEMPEST.

16. Hidden Crypt R -
None of the cultists know of this room’s existence. Cracked black marble tiles hne s
the walls and floors of this chamber. The middle of the room contains a large white

marble sarcophagus carved with intricate cloud and lightning patterns. The top of the N
coffin is decorated with a deep-blue glowing crystal and bears the following inscrip- o
tion in an ancient form of common: BARINZAR, FIRST AMONG THE NINE, HE WHO ', N -

¢ The lid of the sarcophagus is trapped; opening it or tampering with the crystal

causes it to shoot lightning bolts at each creature within 5° of the sarcophagus, dealing

2d6 damage (a save vs. spell preventing half damage). Casting dispel magic on the

crystal deactivates the trap. e
« Inside the sarcophagus is a skeleton dressed in rotten robes. It wears two silver rmgs

(15 GP each), an ornamental gold dagger (100 GP), and a golden amulet-. - :

(30 GP). Next to the remains are 120 GP, 3 blue gems (25 GP), a rod of cancellat

and an ornate scroll case containing three scrolls: lightning bolt, ﬁre ball,

and wall of ice. AL e

P
T

The Bot King

Not much is known about the
cleric who bears the name of
the Rot King before they rose
to power among the followers
of Nithis. The Rot King believes

themselves to be a vessel through 1 A Iﬁllhl$ 4(!!1# “IU}:' o bi
which the god of chaos and y ; n contrast to the worship of

disease can shape the world. his sister Kcyra, the worship of

. 5 . the chaos god Nithis has been
Under their leadership the Cult 4 i i
e Blhck Teall e grown \ outlawed in the city of Cliff’s End

from a niche cult to a force that A and most of the surround-
influences the world above. ) dicoit Because of this the
They have made an alliance \ cultists of the Black Tear have
with the wererat community ( f oo pliangg for the st gllower &
in the sewers and implanted a of the goddess of Healing.

. . Their religious dogma teaches
network of agents in the clergies / o
of other deities, showing that \ ) that Nithis was betrayed by

the Rot King is a cunning leader ) his sister when she took the
who is not afraid of accepting > power of life and restoration
outside influence in order to f or herself even though they

; ) ; romised to Nithis
achieve the goals of their deity. W2 [T ]
The cleric uses the temple com- by th.e Council of Creation,
plex under Cliff’s End as their leqvlzng ?he 111) etrayed god
primary base to study the will of with only the powers to

Nithis and to plan their schemes. »  undo and corrupt his sister’s
works.

'AC 5 [14], HD 6* (22hp), Att 1x mace +1 (1d6+1), THACO 16 [+3], SV D9 W10 P12 B14
. %812, ML 8;-AL Chaotic, XP 500

Spells - cause light wounds (2), hold person (2), cause disease (1), cause serious
wounds (1).
Special Abjlities - Summon Swarm: 1d4 times each day the Rot King can release a fly

*’swarm from the holes covering their forearms.

295..






ﬁyﬂ. ._./,;.
'™ J \ .
i ...

AN
..-. \ - A
o - -
il
: -
: )
B T Lf S

oG

A R
.u_..m.. x ; .‘. %




Apactwith
the devil
s

What does the d - vil want
in exchange for help? (d660)

by Eric Nieudan. Art: Tim Molloy

What would the d= vil
do for free? (d666)

1. Fealty from 1. a blind 1. friend of yours

2.Thelifeof 2. aforgotten 2. jewel trader
3. Mercyfor ~ 3.arich 3. viceroy
L. Thehelpof  4.afallen 4. archmagister

5.The blood of 5. animpostor 5. birdsong master
6.Theriches of 6. a destitute 6. titan lady

1. Save or abduct 1. an untainted 1. friend, ally, or lover

2. Find or return 2.acursed 2. enemy or rival

3. Kill or disable 3.3 lost 3. monster or abomination
4. Hide or make disappear 4. awilling 4. adventurer or rascal

5. Curse or uncurse 5.an evil 5. godling or petty power

6. Convince or corrupt 6. a betrayed 6. possession o treasure




