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Letter from Ed Simbalist

The following materials are Copyright (c) 1978 by Ed Simbalist. They may rot
be reprinted in part or in full except by permission of the author or in reviews
and comments.,

PRO-RATING C& CHARACTERS

Some players have voiced the complaint that characters have a long hard fight
to obtain some experience and skills, This is especially true of Magick Users.
However, there is a way out of the holes PRO-RATE YOUR CHARACTERS.

C&S character determination includes rolling up the age of your character,
with an age spread of 13 to 22 for the entry age., By taking 13 as the base age,
one can compute the experience gained by an older character prior to entering a
campaign., For example, any character may receive experience points equal to the
number of days times his experience level plus or minus his astrological bonus/penalty
for a particular class of activity. In other words, a level one character
receives 365 experience points simply for living a year., The base amount can be
a.ugmented. :

Suppose a character is 17 years of age. He has had 17 - 13 or 5 years in which
to develop his skills, gain knowledge, and simply to grow in experience with life.
/I think you meant 4 years --NC§7. -

Fighters can compute basic experience and also may use Hes Ives' Battle
Algorithm (in Swords & Sorcerers) or the Viking Raid Algorithm (Swords & Sorcerers)
to determine how much experience they have won prior to entering the campaign.
These algorithms are fast, simple, pencil and paper systems and permit a moderate
amount of advancement while posing some risks to a character at the same time,

A perceptive GM can also stipulate special events ("first in the breach" etc.)

to further augment a character's chance for experience and also to provide some
factual background upon which a character can begin to build his persona} history
and character, The number of times a character would become involved in
skirmishes, battles, tourneys, etc, would depend upon the nature of affairs in
the particular campaign world, as interpreted by the G, Thus our 17-year-old
could be a blooded veteran when he enters the campaign as a player operﬁted
character, |

Magick Users can compute thelr basic experience plus the spell resgarch
and enchantments that would have been possible prior to the entering of the
game proper. It would be assumed that our 17-year-old had been apprentjced
at 13 to a master magician, It may also be assumed that his Master wil}l allow
him limited quantities of materials for enchantment purposes, but materjals of
value would have to be purchased out of his 5 CP/day "wages" plus any mpneys
obtained from his family., In short, given some expertise and some player skill °
in the choice of learning and enchantment strateglies, a liage can enter the campaign
at a modest but significant experience level and Magick level, He will be armed
with a number of mastered spells and probably a focus and/or several simple

magical devices.
Clerics will follow much the same procedure as Magick Users.

Characters engaged in business pursuits (Merchants, etc.) can compute
experience points by using the economic systems in the Sourcebook, Experience
may be gained at the rate of 1 experience point per GP earned, plus astrological

bonuses and basic daily experience.

Thieves present a bit of a problem. Pro-rating can be done by rolling on
the Thieve's Income Tables in C&S. An average ileeks activities can be determined
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as outlined in C&S, then the result multiplied by 52 to obtain a year's activity,
Assassins may be assigned a victim on rolling a D6, with 1 or 2 meaning a victim is
obtained in the weeks Roll 10 weeks of activity and total the experience earned,
then multiply x 5 for the year., Also use the Thieves' system to determine loot
obtained. .-urther, because really large totals of money are, in fact, hard to
obtain, allow Thieves a 20/ experience bonus for each GP earned per experience level
of the Thief, This bonus can also be applied in character play

3y pro-rating characters, players have the chance of possessing several fairly
effective and competent characters from the start. Indeed, one might pray for older
characters because they have somevhat increased abilities. In an adventure, the mix
of higher and lower characters is automatically ensured.

LEARNING A NEV SFELL

de regard liages as being potentially the most powerful of all player-character
types. e also feel that the "easy" acquisition of power can sometimes lead to slop~
Py prlay. Power should never be taken for granted. hen a player has to 0K for
his character's powers, we feel, the result is superior play.

lle therefore developed a system of learning magical spells and performing ench-
antments which requires the expenditure of time and thought., He believe that it
1s a gross simplification to have liages acquire spells through the slaying of mon-
sters and the aquisition of gold, There are other ways to acquire "experience”,
and for a Hage such experience (and the attendant Fower) comes through the
Practice of the Arcane Arts, Experience is a reflection of a person's activities,
and experience with Magick must therefore necessitate working with Magick. llagick,
like any field of human knowledge, is a discipline, It never comes easily.

To those who object to our approach.to the aquisition of magical power and
demand a simpler aprroach like that of D&D, I can only answer that it is a matter
of 1iayer taste. .or my part, I have always regarded the liages as the Thinkers
in the fantasy world, and the thinkerw would perhaps appreciate an approach whereby
they could exercise their judgement to develop the best stratezies to get to the
goals they set for their characters. Secondly, the scope of CiS far exceeds the
dungeon-oriented purview of D&D . CS is properly seen as a total campaizn came.
In such a context, liages necessarily require a wider range of possibilities for
actlon and advancement in experience and power than by mere “dungeon-crawling'.

To assist players in the rather difficult but hardly insurmountable task of
learning a new spell or enchanting materials, I shall endeavor to lead you through
the procedure, stop by step, The liage I have chosen is an Enchanter with IQ 17 i
and Bardic Voice 18+, He is a neutral Scorplo with an astrological Bonus of +10y.
He has a Concentration Level of 3.5, Fii* 1, and iKL 1. His atigue Level is 5.
Call him Arrius. He is neutrally aligned,

Arrius is an Apprentice ilage, and his liaster has chosen as his first spell the
Command: Awaken",

"Aveken" 1s a BIR 1 spell at Casting Level i, hardly a "difficult” spell, It
w1l require mich of Arrius' time and attention, however, for he is a liage of the
lowest order., In between his duties he will be able to devote time to mastering
the spell, and since meditation and fasting can be carried out simultaneously with
his routine duties around the tower, Arrius will not be blocked from his goal.
Indeed, one of his duties is to master the spell, for his iage clearly feels that
such mastery is needful,

1. Arrius spends 3 days studying the spell (C&S, p. 69, col. 1), whereupon he
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2.

3.

5

begins to prepare himself for his first attempt to master the enchantment,

He will attemd ilass (Rites of the Church), seek the Benediction of his priest

and then set himsélf to a rigorous progran of Médltation and simultaneous

Fasting: )
Base , for IKL 1 iage at Concentration Level 3.5 on a BiR

-

spell on the lagick Resistance Table (C&S, p. 69, col. 1) = 25/
ileditation for 34 days = IKL 1 x 34 = 34,
lasting simultaneously =(34 - 3) x 1 = 313
Rites of the Church = o0

Benediction = Iﬁgé

ith a 100,, chance of success, the BIR of the spell automatically falls to
iR 0 (C&S, p. 69, cols 1). Arrius now has the task before him of perranently
enhancins his chances to cast the spell successfully to 1005 at Bidt 0. -or
each time he is successful, targeting will be permanently enhanced by 16,0,
This is determined by: ]

HKL 1 provides 1 x 1/ 1

Astrological Bonus 10,0 Total = 16% per success

Success Jonus for Conc, Lvl 3.5 5%

Arrius begins his meditations, etc.:

Base % for BiR 0 for IKL 1 ilage at Concs Lvl. 3.5 = 25%
Bonus % for success with previous spell casting = 5%
ileditation for 30 days =1 x 30 = 30%
Fasting simultaneously for 30 days = (30 = 3) x 1 = 27%
Rites of the Church = 5§
Benediction = 6%%_

i

Assuming that Arrius was successful, casting is enhanced by 16% and he now
possesses an additional 16% chance of being basically successful with the

spell,
Base % for BiR 0 at 16,5 =25 + 16 = L%
Bonus for success with previous casting = 5%
lieditation for 22 days =1 x 22 = 22%
Fasting simultaneously for 22 days = (22 - 3) x 1 = 19%
Rites of the Church = 5%
Benediction = 5%

97

Azain assuming a success, Arrius enhances his chances by an additional 16%.
liote also that he took 8 days less on the 3rd casting to attain the same
97% chance as in the 2nd casting. DLxpertise breeds speed. Arrius now has
2 32% advantage in casting the spell:

Base % for 3IR 0 at 32% =25 + 32 = 57%
Bonus for success with previous casting = 5%
ileditation for 16 days =1 x 16 = 16%
Fasting simultaneously for 16 days = (16 - 3) x 1 = 13%
Rites of the Church = 5%
Benediction = "65%

101%

Arrius took 6 days less than in his 4th casting and obtained a perfect
chance of success. He now has a 48/ advantage with the spells
3ase % for BIR 0 at 48% = 25 + 48 = 73%
Bonus for success with previous casting = 5%
ileditation for 8 days =1 x 8 = 8%



Tasting simultaneously for 8 days = (8-3) x 1 = 5.5
Rites of the Church = 5%
Benediction = 5%

101%

6, Taking a whole week less than in his 5th casting, Arrius was successful and
has a 64% advantage:

Base % for BIR O at 64 (plus prev. success bonus) = 25 +64 + 5= oL
Rites of the Church = 5
Benediction = o

10475

llote: Arrius did not even have to Ileditate or Fast. le simply went to
church, heard liass and received the Priest's blessing, went home and
cast his spelll

7. The BiR 0 spell is now at 804, Dnhancing success at 165 pexr successful
casting requires two more castings. Since the 7th attempt will be at
Base 25 + 80 = 105%, Arrius then engages in a flurry of practice sessions
and completes his casting on the same day as ‘0.

I CAITOT comprehend the complaint of one contributor to Alaruns & Excursions
that his liage has to spend TUO YEARS to learn a spell., Arrius, who is a good but
hardly a superb exanple of a llage was able to master his first spell in a total
of 3 +3% +30 +22 + 16 + 8 + 1 = 114 DAYS! Hot taking into account any possible
increases in expericnce, etc., which might affect Arrius' time with future spells,
in two years--without taking risks and casting his practice spells at low chances
for success-- he would nat caster:less than § spells! I can only assume that
an incorrect application of the learning procedure occurred, and thus I present
this example as a model for players to use vhen planning out their learning
strategies,

Clearly, being on the right side of the religious authorities (Chaotics are
not necessarily excluded so long as they go to Confession or, alternately, they
may belong to Covens, etc,), as up to 10,; casting bonuses are obtained for relig-
ious activity., A bit of help from one's Gods is always useful.

Further, a ilage CAN take chances. For example, Arrius might have spent only
15 days ileditating and Fasting on his first casting, That would have reduced his
chances of success in ;1 to only 73%, but a gambler sometimes proves to be succes-
sful, Uith a 3 in 4 chance, amy players might take the risk to shorten the
enchantnent time, I, personally, regard an 80;; chance as a good one and rarely
fail, lowever, I tend to wait for such gambles until I reach BiR O and run no
risk of raising the BIR with a failure.

A final point, Once a character has his spell at BiR 0, he can attempt to
cast it for real (as opposed to mere practice) at the % chance of success he
currently possesses., ror instance, in 5, Arrius could cast "Awvaken" with a
78% chance of success, Simply roll his chance for success, and if he is, then
target the sleeping character(s) to find the results, The success would also
have the welcome effect of increasing his permanent enhancement bo 9lso, the same
as if he had been practicing the spell. .

I Arrius had been a higher level ilage, the time to learn the spell would be
drastically reduced, as each HKL provides a multiplier which has significant
eifect, vhile Base Zages and Bonuses for success are hicher. Ior instance, to
take just the first spell to reduce the "Awaken" BIR from 1 to O, if Arrius had
been at iKL 5 and concentration level 20 (200,000 experience factors), the result
tould have beens '

(=« Lo
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Base /5 for MKL 5 at Concentration Level 20 on a BIR 1 spell= 30%
Meditation for 8 days = 5x 8 = L0%
Fasting simultaneously for 8 days = (8-3) x 5 = 25%

95%

A Rite or a Benediction would raise the chance to 100%, The time spent is
26 days less than for a IKL 1 at Conc. Lvl. 3.5. Clearly, experience and the
ability to master spells quickly go hand-in-hand.

As for Arrius' experience, he obtains a considerable amount for the invest-
ment:

Days spent as a llage = 1 x 114 = 114
Learning New Spell = 1 (exper. level) x 21 x 5 = 105
= 50 for spell of EMR 1 = 50

Casting Unlearned Spells =8 x 15 x 1 (1 Fatigue Pt. av., per spell)= 120
3 x 15 x 3 (3 Fatigue Pts./Fasting over

20 days) = 13
lieditation for 113 days = 113
lasting for 113 days = 113 - 15 = 5%%

Because Arrius is a neutral Scorpio, he enjoys a +10% bonus on experience
with Magick, so he has earned a total of 735 x 1,10 = 809 experience points.

ENCHANTING HATERIALS

Materials may be enchanted in the same fashion as spells are learned, except
that there is no bonus for success added until the BIHR of the material is reduced
to zero. Once BMR O is reached the resistance is reduced in exactly the same way

as outlined in steps 2 to 8 above for learning spells.

There appears to be some confusion as to how many different materials may be
enchanted at the same time. I draw everyone's attention to the fact that the
quantity of material, not the numbers of different materials, is at issue. then
materials are at several different BlRs, I suggest reducing the higher ones to
that of the material with a lower BHR, then simultaneously enchanting the materials
together to reduce their BlMRs. Tor instance, Arrius would be able to enchant 1 Dr.
of materials per day at 20,; fatigue loss. The materials (all at the same BMR)
could include, as an example:

1/10 Dr. Almonds (BHR &) One enchantment spell will serve to
1/20 Dr. Lime EBMR 4) enchant all of the materials in this
4/10 Dr. Horn BMR u; 1ist, as the enchantment could be
2/20 Dr. Foxglove (BMR & considered to be a "field" effect.
3/10 Dr. Bismuth (BMR 4) The fatigue loss is 205% without a
1/20 Dr. Tansy (BIR &) focus, 10% with a focus.

1 Dr.

There is no question but that the enchanting of Devices of Power--including
the Hage's Tocus can be a lengthy procedure. At the same time, it is only fitting
that devices of great Power should require considerable investment of time because
of the benefits such devices can bestow. iagick is not particularly commonplace
in legend and fantasy fiction, and just because some games encourage a proliferation
of such items does not justify Magick in overabundance. Further, Mr. Gygax himself
has held forth against the appearance of magical items in large quantities, and
whatever our differences on other matters I agree with his stand. GHagical devices
alter play balance significantly., One way to 1imit theilr numbers and restore
them to their true status as scarce and cherished rossessions to be used with
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respect and guarded jealously, is to make them hard to come by and harder to
fashion.

ASTROLOGICAL BONUSES

In my example of learning a spell, I did not include the effects of consulting
an Astrologer (or any other Diviner of the Omens) upon the enhancement of spell
casting, A favorable horoscope would add +5/5 to chances of success; unfavorable
horoscopes would subtract -5/,

In the Sourcebook, Uilf Backhaus also presents the effects of one's Birth
Sign upon his ability to learn Basic ilaglc Spells. Ior instance, an Aries has a
natural affinity for Fire, and in learning a Create iire he would subtract 3 BIMR
from the spell right from the start. In addition, full experience for thé spell
at ;PO original (unaltered) BMR would be obtained once it is reduced to BilR 0 at
1007%,

41f also permits special bonuses for employling one's ilastery of Basic llagick
spells when enchanting materials. lor example, when making an Essense, knowledge
of a lVater (llist), and Earth (Dust), and an Air (Gas) spell will reduce the BIR of
a material by 1 BIR per spell or a total of - 3 BiR, with +5% bonus on success
per spell or atotal of +15%. One can clearly obtain a considerable "edge" in ench-
antment magick through knowledge of Basic liagick.

ON REGUL..TION OF SPELL LEARNING

In C&S, spells are not there to be simply learned by anyone who wants one.
A Haster or else some source such as a Book or Scroll must be obtained to learn
a spell, Books and Scrolls must be read, and reading skills come into play. Can
the character read the language? If so, did he read correctly? Tlailure to read
correctly means that misunderstanding occurred. After the character has performed
his meditations, etc. to enhance his chances, roll the read correctly determination.
Failure means an automatic backfire , no ratter what the lével 6f the Mage or the
spell, lurther, there is a 447 chance - 2/5 per MKL that the effect jtself backfires
in the area it is cast, Such a backfire requires rolling on the Spell iiissed
Target Table (the Mage is considered the target). Needless to say, magical
laboratories have been known to blow up, etc,, when destructive spells are used.
Apprentices, friends, etc., also feel the consequences of error., _Area effects

automatically affect the lage and anyone else in the area containing the spellforce.

then dealing with found devices, each spell must be researched as if it is
an unlearned spell. Such research unlocks the secret of how to activate it and
use the device. Do a read correctly determination, as outlined above. Failure
may cause any gpell in the device to fire off at random when the liage attempts to
activate the spell he was researching in it. Defensive enchantments (see
H1f's article in the Sourcebook, which discusses increasing the BIR of materials)
nust be overcome completely before the spells in a device may be researched.
“inally, since most learning occurs through consulting a liage who teaches
one a spell, it should be noted that few Hages would instruct their apprentices
or students in spells that were above the pupil's current casting level. lagick
was taken seriously, too seriously to allow spells of Power to fall into the
hands of the inept and inexperienced. Glis should enforce a fairly strict rule about
this sort of thing and regulate the indescriminate learning of high level spells
by characters unfitted to learn them at their current level, vor instance, if my
Enchanter Apprentice , Bertran, asked his lMaster, the IKL 17 Khrusteus, to teach
him Command: Blind, he would be spitting teeth for a week for even thinking such
an incredibly stupid and presumptuous idea! "YOU HAVEN'T HASTERED 'SLEEP'!" he would
thunder, and I'd be sweeping out the tower for a month! That kind of disfavor
can set back one's education,
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A NOTE FROM THE TYPIST: This was supposed to appear in TLOC j°5, and --
I failed to get it done in time. Iiy apoligies to all concerned--CL - . -

Comments for Issue 4--
Suki, Exellent cover.

Nicolai, I agree on critical hits, they are for everyone, both NPC
and PC, Actually, some critical hits are not always vwhat they seem. -
some DMs give-.characters a chance to bind up wounds and escape death.

You have a case for cold steel affecting your Death Demons. Ina
some universes, the metals are effective differently, so that in one
universe gold would be as good .as steelj in another silver would make
wounds that would not regenerate. Different magieal vibrations would.
affect this too, so that if there was a change in the magical vibra-
tions magical weapons might not work during that period and cold .
steel would become a nobler metal than gold or silver. You might not
agree with this, but it sounds better than something like "It just
doesn!t work because I say it doesn!'t"., Giving a player a justifica=-
tion is something I think you owe himj; it helps soften many blows ‘
and makes a universe more complete. ;o R

Actually, if your universe is balanced, there is little nced. to
beef up and fhen beet up some more, liost of the bad things in D&D
came about, not because a dungeon was unbalanced, but because a player
character was. Too many Candyland and lionty Hall types plowing through -
dungeons like a hot knife through butter. Its effect was to give some
Dlis a bad case of Death Demons. Still, the cautious player need never
fear such a dungeonj he has sense, and knows that if it is not let
out it will not get out. A Death Demon who was not let out never kil-
led a single character, and a cautious player has better sense than
to let one out, Stormgate does not do anything to the player charac-
ters; they do it to themselves.

I am glad to hear that you will be doing color prints.

George Cole, Peggy is OK. First level characters are acceptable pre-
rolled if you trust that player enough to believe his rolls. If a
player came up to you with all 18s would you believe that he did not
just keep rolling till he got the character? You should 1limit his -
amount of rolling to six gharacters, let him keep the best two, and
that is it, The player is on his honor not to try anything funny or
else., lost Dis can make "or else" a thing to be feared.

D&D 1s the Theatre of Lifej it is a maturing process. I started
out playing male characters. I also agree that the Dii should know
both sides of the table, player's and Dli's.

As Nicolai saild, for every action there is a reaction. Everything
has something that preys on it. If you have a complete werld, the
holes and wildernesses take care of themselves. There is no such thing
as a gilded hole except in Candyland. liost holes are not lined with
gold but with blood, sweat, and tears.

Steve Marsh, Congratulations on being the only person to appear
in all three APAs, TWH, ALE, and TLOC. Yes, your magerial makes sense
to me.

Ken Pick, good ammor material, it explains AC 7-3 nicel¥y; also, good
castle material.,
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Jordan Brown, a Warrior Priest gets Clerical spells at sscerd lover
and gets IU spells when he makes his staff at sixth level, a% a 2
for 1 trade; he gets one third level MU spell for two sccond lewnl
Clerical spells and so on, and he needs his staff <o tnrox M osnelle.
A Warrior Priest can be a Tawful Assassin.

Actually, saving throw vs, Death is toc widely used foxr woux
monsters. 1 or 2 life levels does not kill high level chq““c Jer:
Nobody likes. high risk.for low pay.

James Herold Engineers look good for campalgns and w11dernuuse“ but
I den't know ahout durgeons. ' )

Charlie Luce, I actually agree Wlth you about demons bui wht 10 T
kriow? Wisdom and strength. %3+ for Shamans, they do some nea.y . ileht-
ing. EP can be on Fighting lan table and the same w;th 120% v
Warrior Priests, it is worth it in the long run. The class tas hamd
playtested on Fantogorn. =
Hold Persons take out one usuelly, suggestion takes oUt mIre ian’
one. /Actually my expe“iénce has been the othev way a:fc-mq Ry A

Kay Jones Shapero, ‘I hope Barry's nixies are ¢oing hethexr thon tio

one Lee and I met during Boskone, the one who got jinvolwred vl S

baby Vatoh, Do you remember that, Lee? How'could you forge’ 3%, fLint

was pretty bad, The’ was in Glenn Blacow's Edwyr and tbe kad 3“““_

was the player's fault, not Celmn's o
Nicolai probably thlnks I should get Wisdon for. my"e'-. bus i

is a very handy spell, I am glad my people got I A '
Thanks for the Arduin Index.

That's_all for this time., -
' Till next b.l.:n“g
| " Pezey

Y e —
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NEWS FROM MANIA

The third of ankmown number of
contributions to The Lords of Chaos
(X=total number; 2<X<X+1)

Conjured at odd intervals by Jordan Brown
Maillng Address: 600 Giralda Dr. Los Altos
CA 94022, Phone: (415)948-5994, call
anytime if I'm home and it's interesting.
(7pm-lam gives you the best probability.)

Hi All! well, after missing lastish, I'm back. No
longer in HS, now working fulltime programming. (guess
how I got enough money to pub the following pages...)
lLessee...anything important to say?...Yes, but 1'll
leave it until after the comments.,..so, without further
delay, here are the

* % COMMENTS * *

On TLOC #4:

NCS: In re demons/love & madness: You, sir, are truly
insane, lLet me guess how you determined the armor class on

the demons of L&M: (D8+1) + (D10). Right?

Self: Those monsters don't really represent an accurate
sampling from your universe, do they? ((correct -- I think
in all the time I've been DMingz, only 6 people have lost
levels, and nobody has been permanently killed)) In csse
you couldn't figure it out, Giant Pigeon, Grossouts, and
Magic Eaters are basically jokes. The rest are serious,
tho I consider Hell snakes and V-Balrogs to be a little
mean. (The one party that ran into 4 V-Balrozs agrees...
the fighter that combines the best features of Nicolai's
Chak and Alarg (sp?) rolled into one, with a few more hit
points ?nd a highér strength lost 3 levels...he made his
Save...

NCS: WHERE DO YOU THINK 9850-9899 CAME FROM???
Charlie One-eye: I give up, where do I play? Don't
bother analysing the dragon stuff, I know it isn't

balanced. Those EPs are the ages (years) from my dragon
tables, multiplied by 10K ep. Wait 'till nextish...

Kay: Actually, I prefer Gross Giants...to roll damage,
collect all the dice available, réli, ahd "“onal.

Peggy Gemignani: Story? What story?

On TLOC #5¢

ARF: Neat cover!!!

NCS: in re dragons: wait 'till nextish...

Kay: all the gemes I could possibly want...and then some
...and more...and then some...and more..,YOU'RE CRAZY!

John Sullivan: 1is 1.2 X FTR really enough? .,.cont next
v
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(Ssullivan cont) I'm not sure Balrogs are demons; do you really
take EW seriously? Besides, Hargrave createdcthem...

Steve Marsh: No Mad Dogs, nor any Englishmen...sorry.
Jack Harness: OK...If you say 80..e.

Mike Gunderloy: Well, here's the enchanting table...
¥4 more important stuff¥

Well, I've been on 4 expiditions, changed sex twice, species
once, gotten to 2nd level and back to 1lst, taken 3 pts damage,
and had loads of fun. I am now a male gryphon (non-conformist
spelling, Gharlie) or if you prefer, griffin or griffon; for
a whlle I was a female human, Got tp 2nd in StormGate. Back
to first when I changed specles. Now a member of Branniton
pride, Am having fun., Have rolled two 00's on reaction rolls
to gryphon form out of about 3 rolls, Maybe I'll write the
expldltions up sometime...who knows...

iﬁ regards the next 6 pages: This is an Enchanting system
at Bill Bryg and I worked up for use in our universes, -
and declded to inflict on the rest of the /////7///////1//
rzultiverse just to confuse everyone. It includes almost
everything and is pgpfégL falrly‘ reasonablée It is,
however, open to suggestions; anyone who has dealt with
computers and text ediltors know how easy modifications are,
I have a copy on the system at work, and Bill has hils

own on a system at Stanford. (His has a lot more text &
explanation, and is corespcndingly longer, If you want a
copy, write to me & I'11 see what I can do to get you
one.)}  Anyhow, it's certainly better than any others

I've seen...(this isn't saying much; I've seen the judges
guild one & that's all,)

NEXT ISSUE: either experience tables for almost all the
creatures in existance, or a few samples and a listing of
the program. If you see about 40 pages all the same color,
I probably spent several hours of compmter time & went
through the entire book. Depends on how much time I feel
like spending... No matter what, tho, it will include

EP tables for all the equine species, for people who use

Nicolal's H@rdd PELE by AL£Y 44 Reincarnation table,

Lessee,..what to say, what to say... Kay: WHAT DO YOU
HAN]'I-' FOR YOUR BIRTHDAY????? Nicolal: sorry this 1s
so late...

If I'm lucky (and Micolai is unlucky), nextish will be all
mimeo and no offset, The offset is a little too expensive,
especially if I'm going to put in 40 pages...

An Idea to Consider: what do you think would happen if
the President, or similar personage, was giving a speech,
and someone walked up, pointed a little stick at him,

he dlsappears, the "attacker" taps himself on the head
with the stick and he disappears, too. "hat would the "v-2
reaction be? (MU 12 w/spell-storinc wand; disintegrate &
teleport.) E?ﬂ&‘ ~2=
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Tiaiz are rules for nanufaclure of magical 1tems by 11+ level magic users
3+ lauel slaring, and rossibly other charactar classes Lo be considered
2 20 individual basis

Net2r Thousd 11 3av nol e stated in anv of the following sections except
the one on wands/staves, an MU may not, under any circumstances, make a
devize That uses a spell which the MU is not capable of castina

Terminolosy / Abbrevialions:

MU = Masic user

CL = Cleric

LWL = Level

nDx = Roll n x-sided dice

K = Thousand

0% = Parcentile (Decimal) dice

(A #* B) = A raised lo the power of B

(A #B) =4 times B

POWER = Dice of damase, or (LEVEL)¥2, whichever is hisher. If the seell
doas not do dice-damase, use (LEVEL)#2 For instance, a ‘standard’
(8D8) ¢old wand has a power of 6. A polvmoreh wand has a power of
2 A disintesrate wand has a power of 12

SFELL POINTS = Seell Points as per StormGate house rules. (TLOC 2)

And now, on Lo the ryles:
First, something that is common to all enchanting: Failure
Any Lime any enchanting is done, there is a chance of blowing it

The parcent chance is equal to 24=-(MU LVL) % or 1% whichever is hisher
3 failed enchantment tyeically ruins the item Ask vour DM for ideas

WEAFONS

(Aeplicable to MU’s onlv)
Sters in anchanting a masical wearon:

1) Acauire 3 normal wearon
2} Determine wearon alisnment on following table:

M Alian Lawful Meutral  XChaotic  ZAmoral
Lawful S0% 20% 10% 10%
Neytral 20% 50% 20% 10%
Chaotie 10% 30% 50% 10%

3} Invest XK 30ld and 2 months lime
4) Rell D12 for intailisence
5) If intelligzence > 4, roll D12 for eso
§) If int or 230 > MU LVL, wearon has failed Lo 90 up a plus
If int > MU LWL, set int =MJLVL Go to ster 9.
If 230 > MU LVL, sel e30 = MU LVL  Go to ster 3.
7} Rell D% #or failure
If rou failed, deduct 1 from wearon’s plus o hit and plus to damase
I+ -ou succaeded, add ! %o wearon’s elus to hit and plus Lo damase
T# vou wish to attemel 1o snchant further, 30 Lo step 3
aerapl add the new D12 rolls to the current inl and ese

-1-
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[+ vou do not wigh %2 enchant further, 30 to step 9

9 I# wvoay wish, vou may reduce inL and 290 to O (amoral, cannotl be
anchanted further) by Lhe exrenditure of ((EGD)/(MU LVL)*(ORIGINAL
COST)) X 30ld p1ecas and months.

10} You may now add powers Lo Lhe weapon. The number and comelexily of
the powers 15 limited by the weapon's intellisence according Lo the
following tabdle:

Seell Levels
Int 1st 2nd=3th  6th=9th
1-4 - - -
7-3 1 - -
-10 2 - -
i1 3 - -
12 3 1 -
13-14 4 1 -
15-16 5 2 1
17 [ 2 {
i3 4 3 {
19 7 3 1
20 7 3 2
-2 8 4 2
And 50 on, adding 1 %o the 1st level column every odd intellisence
poinl, 1 to the 2nd=5th column every third (12,15,18,21,24,...), and
1 to the 4th=9th column every fifth (15,20,25,30,...)
The cost of enchanting the powers onto the wearon is a function of the
leval of spell:
COST = (SPELL POINTS) # 100 Gold Pieces
TIME = (SPELL POINTS) Months
The wearon is then limited to using a tolal of ((Int + Ego) # 2 # (Plus))
spall pointls per day. So. a wearon with an intellisence of 12 and an
230 of 1 that is +1 would be able to telerort only once per dav.
However, the same wearon would be able to do some 26 Detect Masic¢’s in
one dav. A wearon with I=12, E=12 that is +5 would be able lo telerort
? Uimes per day and still have 15 srell points left for other
thinas.
Missions:

An 18th LWL magic user mav: after enchanting a weardn add a mission
A mission may be asainst any character class, any race; or any alisnment

It mav be anv spell thal the MU mav cast, and will be fired at the tarset
hit if it is the tvpe the mission is asainst

The cost %o enchanl a mission is (POWER)#¥2 K sold, and
the lime resuired is (SPELL POINTS) months.

The intallisence and eso of the wearon are automatically set to the MU‘s
level when it is siven a mission

4 sleric of anv level may work with the MU and sueply the seell. Both

seend the given amount of time, bul the cost in dold is the same as the MU
working alone ‘

5]
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ARMOR  SHIELD

(Aeelicable Lo M5 only)

Armor and shields may theorsiicaliv be enchanted Lo any plus. However,
A5 Y0 040 $9e from The following tables 3 is the eractical maximum
Mithril and Adamantite are naturally +1 and +2 respectivelr, so they
22 ysually anchanted To +4 and +5. This is how they are usually found

Tha incremsntal cost for enchanting armor/shield doubles with each
succeeding elus as follows:

From Ta Armor Shield

Normal  +1 2 months + 2K gold 2 months + 1K gold
+ +2 3 months + 4K sold 4 months + K sold
+2 +3 3 months + 8K sold 3 months + & sold

Protection devices (rings, cloaks, elc.) cost twice as much as armor
Wwice a5 long to make as armor of the same plus. Devices that add

Lo one’s saving throw cost as armor of the given plus. Thus, if vou
use 730 pieces of adamantite, and spend 28k 3old and 28 months, vou can
make armor of +5 on AC and +3 on saving lhrows. (Armor of protection
+3, made of adamantite )

WANDS 7 STAVES

Mages and clerics may enchant wands and staves for any spell that they
ar2 able to cast (They must know the spell in question ) The cost

and time required ars dependent on the level of seell, the number

of charses, and the ‘Power’ of the spell. (There are 3-die fireballs
and thers are 20-die fireballs. ) Also, if the device is to be usable

by characters of a class different from the maker, the cost is increased

The basic cost for a wand, or any device that funclions similarly is
given by these foraulae:

TIME = (840 + (7 # (LEVEL #+ 2)) + (1/10 # POWER # (# CHARGES))) davs
COST = (1 + (LEVEL # 2)) K 90ld
Maximum Ensray (POWER # CHARGES) = 1000

Whera LEVEL is the leval of the spell as per GREYHAWK or DM decree
Thera are a few modifiers;

1) If the device is to be usable by any character class, the time and
cost are doubled

2} If the device is to be recharseable; the time and cost are doubled
All that needs to be done to recharge such a device is to cast the
spe]ll into it once per charse lo be replaced

3) The device’s saving throw versus destruction is equal to 17-(LEVEL OF
SPELL!. This may be decreased by 1 by doubling the amount of sold
spent This mar be done more than once, so thatl to reduce the device’s
saving throw by 3 costs eisht times as much as normal.

4) If vou mant the device to be able to hold more total enersy: vou may
cpend 30X more sold and time to increase the total enersy allowed by
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1000 dice.  This may o2 done more Lhan once, but the cost 15 cumulative
Tor wxamples 1f vou increasethe total to 3000, vou will end up seending
2 25 times a3 much time and dold as vou would have normally.

51 I€ the davice i35 to hold more than one spell: anvwhere that vou would
us2 “{LEVEL #* 2)°, yse inslead the sum of (the hishest level sduared)
and (1/2 # {the sum of Lhe s3uares of the levels of Lhe rest of the
seells)). The power cost is thal for the seell with the hishest power
cosL  For inslance, a “standard’ Staff of Power costs as follows:

Seell Leval  Level##Z  Add
Telekinesis 5 25 25
Cold Cone 3 9 43
Fire Ball 3 9 45
Lishtnins Bolt 3 9 45
Striking l 1 k-]
Contincal lisht 2 4 2
Total: 41
TIME = (A0+(7#(41))+(1/10#10#(200))) = 547 days

Total A AP omer
COST = (1+(41)) = 4K 30ld
Tota]=———n

However, since a standard Staff of/Pouer has 200 charges # power 10 = total
enerdy 2000 dice, modifier 4 above must be used So:

TIME = (547 davs) # (1.5) = 820.5 = (round ue) 821 davs
COST = (42K sold) # (1.5) = 63 K 90ld

300 2 Staff of Power costs 63K sold and takes 821 davs, or 2 vears,
3 months, and 1 dav.

Note: The above modifiers are in no rarticular order, and are all
cunulative; since multirlication is associative it makes no difference
in what order they are arrlied For instances to make a device both

usable bv anvone and recharseable, the cost and time are multirlied by
4

OTHER STUFF

To be precise, anything that can be defined as castins a spell at a siven
interval and is not limited by charses. For inslance a ring of

Infravizion can be said to cast “Infravision” at the wearer once every
24 hours,

The formulae for determining time and cost are:

TIME = (SPELL POINTS) / ((INTERVAL) #+ _25) years
COST = (TIME IN YEARS) # 10K sold

Where INTERVAL is the interval between seell casts in melee turns.
This is usually equal to the duration of the spell in melee turns
bul in the case of something thatl will fire once every day or

once every 10 ainutes or some such, it refers Lo the miniaum interval

belwesn usas Dne wav to look at this is that this is the ‘recharge’
time,
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[7 the anshanting MU is capable of casting ‘Permanent’, the above times

ar2 wariared and the cosls halved for srelis cast continuously on the
waarar,

Nete: Forovou non=mathematical Lrees (if anv) without calculators carable
of anvihing aere somplicaled than square root, laking something to the . 25th
e 15 azactly eaytvalent fo taking the sauare rool twice

SCROLLS

Serolls cost 100 s0ld and take 1 week per spell per level. (Same as in BK I)

Ta make 2 scroll that can be read by any character able to read, double
the time and cost

Protection scrolls are considered to be of the followins levels and
typas:

Seell Type  Level
P/Lycanthrores MU 4
P/Undead L 5
P/Elementals MU 3
P/Masic b1} 8
POTIONS

Potions cost as scrolls usable by any character class.

Duration of all rotions is & turns plus Db turns. To make potions

with lonser durations, mix with ‘Extension’ polions.

To make permanent polions, mix with either an 8-th LVL rersanent potion
which does count asainst the Permanent seell count (1 body, 1 mind)

or a 9-th LVL permanent potion which does nol

ONE-SHOTS

For instance, Necklace of Missiles beads, auto-crit arrows,
Arrows of slaving, etc.

Thase cost 100 gold and take 1| week per die of power per itlea

COMBINATIONS

A device mav be enchanted to do more than one of the abouve functions;

however, the work must prosress serially and the total time and cost

is emal to the total reduired to make a device of each function

For instance, it is possible to make a +3+3 two-handed sword that

has (in addition to its other powers) the powers and characteristics

of a lishtning wand This would cost as much as and lake as much

time as, making a +3+3 two-hander and making a lishtning wand usable by anvone

EXAMPLES

Here are some fypical devices and Lheir costs:
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Davice Cost + Time Cost + Time(16+ LWL M)
Davica of AC 4 97 davs + 2 7k 24 davs + 1 3k
Davice of AC 2 2 4 vears + 24k 218 davs + 12k
Davice of Hill Gat str. 3.8 rears + 38k 351 davs + 19k
Davice of Storm Gat. str 4.9 vears + 97k
Device of Hardening I 4§25 years + 425 k 387 davs + 21k
Device of Hardaning v 3.4 vears + 69k
Davice of Infravision 300 davs + 8.2k 79 davs + 4 1k
Device of Esp 248 davs + 6.8k 62 davs + 3 4k
Davice of Flisht» 1.3 vears + 5k 133 davs + 7.3k
Davice of AM Shell 6.1 vears + blk 1.9 vears + 31k
Device of Taleportss 25 vears + 250k

Device of Disintesrates* 36 vears + 360k

Device of Telerort 1/day 2 3 vears + 23k

4D6 Cold Wand (100 che) 183 davs + 10k

Staff of Power (200 che) 821 davs + 63k

1106 Lishtning Mand (20) 290 davs + 20k
rechargeable

* Figures siven are for 11th LYL MUi for hisher levels the cost is
mardinally lower because duralion 3ves up with level.

# Once per melee turn

LEVELS OF SPELLS

Here are the levels and types that vour authors use for various spells:
Seell Level Tyre  Notes

Giant strensth

Dore 3 M Duration 2 hours
Thru :
Storn 9 M Ditto
Cold Cone 3 1] M‘s level in Db’s
Hardening I -V §-9 W S to 25 roints off each hit 2 he.
Resistance # 4 mW +2 saver -1 each die 1 Khe.
Double 3 M +4 save, -2 each die
Sexturle 9 1] +12 save, -6 each die (Immunity)
Mammal Control 2 M
Human Control 3 M
Telerathy 5 m See TLOC 1 for details
Life=blast (1 LVL) § Anti=CL
rs ’ {m’ 6 rl rd
rd r (ml ? ’ s
Slaring 3 Anti-CL Finser of Death
X=raxr Yision 3 W 2 rven durario A
Auto=critical 6  Anti<CL Inverse Regeneration II
Disruption S cL Dispell Evil

* Firs, cold, lishtning, ete. resistance. These are serarate seells.



ARCHILOVE dbdurning 'with a hard gemlike light

more by Lez Gold “ ;
drawn from THT CURIOUS LORE OF PRECIOUS STONES by George Frederick Kunz
and intended as a supplement of sorts to Kay's gem list of lastish.

Gemstones were traditionally considered to ward off misfortune
(though they sometimes might break after wardinn off a severe misfor-
tune or turn pale and dull if their wearer was ill or. had died). 1In
C&S'they are of maximum effect if enchanted (BMRO 100%) and washed.
with six liquids appropriate to the stone (also enchanted). Even an
unenchanted stone is probably of some effect however.. Glis can make.
their own decisions as to how much.

Dlls may also choosc whether the following tzaditional properties
of ‘gemstones were all valid or only partially.valid. 1In my world, for
instance, an Agate is +5% morale and if enchanted may help ward off

Black “agic.by providing an extra 1%/carat resistance.

AGATE: ilarbodus held they make wearers agreeable and persuasive, Camil-
lo Leonardo claimed they zive victory and strength and avert tempests
and lightning. Others held the wearer wes guarddd from all dangers,
enabled to vanquish all obstacles and endowed with a bold heart. Agate
was also supposed a cure for insomnia and thought to insure pleasant
dreams.. - 'Brown or black agates with a white ring in the center were

used for amulets, vhich were supposed to ward off the Evil Nye oy else
to be 'edblematic of the watchfulness of a guardian spirit.

ALEXANDRITE: 4 variety of chrysoberyl; the stone is a dark green which
by night changes to red. A stone of good omen.

AMBER:: - ‘Some believed ember held spirits within it. Certainly people
considered amber carved into animal forms or with markings like the
wearer's initials to be more efficacious. :
AMETHYST: - traditionally able to cure or prevent drunkenness. Leonardo
claimed it controlled evil_thoughts, quickened the intelligence and
mede:men shrewd in business. It wes also supppsed to control the
passion of:'love and to give success to hunters and soldiers. It also
preserved the wearer from contagious diseases.

BERYL: Saxo claimed it gave help in battle or litigation.and cured the

wearer of laziness. It was also thought to reawaken the love of
married people: i ‘

BLOODSTONE (or Heliotrope): When in sunlight, the stone would make
vater it was placed in turn bloodred. ‘It could also cause thunder,
lightning and tempests. '

CARBUNCLE: recommended as a heart stimulant. Its weamzers became angry
and passionate and wvere warned to cuard against apoplexy. ifyths
claimed that dragon's eyes w:ere carbuncles.

CARNELIAN: : Believed to stimulate and animate the wearer, and to
protect himfrrdm-ipqury‘from falling houses or walls. : R

1

CIALCEDONY: drives away phantoms and visions of the night.



CHRYSOLITE: believed to shine.in the dark. - If set: in gold it dis-
pelled the vague terrors of the night. If strung on an ass's hair, it
protected against the wiles: of evil spirits.

CHRYSOPRASE: believed to make a thief invisible if held in the mouth.

UORAL: . The gem stilled tempests and enabled the wearer to traverse
broad rivers in safety. It also stanched the flow of hlood, cured
madness and gave wisdom. A woman's coral tends to grow pale at a cer-
tain time of the month.

DIAMOND: gave victory and endowed the wearer with strength, fortitude,
and courage. ‘'larbodus said it served to drive away nocturamal spectres

when set in gold. Rueus said it enhanced thelove of a husband for his

wife. Cardano claimed it enhanced the safety by making the wearer more
subject to fear., Its origin was the thunderbolt or lightning. It was

widely believed that the diamond held talismanic power only if it were

received as a gift rather than purchased.

EMERALD: This stone was the enemy of all enchantments and made magic
arts of no avail. It aided the memory and eloquence, revealed the
truth of lover's oaths. It was often regzarded as an enemy of love and
capable of breaking if worn by a lover. The light-colored stones were
esteemed the hest and believed to te brought from nests of griffons.

GYPSU.. (fibrous gypsum is satin spar): believed to bring good fortune

HEMATITE: procured a favorable hearing of petititions and 1awauits
and a protection against wounds .for the warrior.

JACINTH: protected against the plague and against wounds and injuries,
frequently recommended as an amulet for travelers. It also secured a
cordial welcome at a hostelry visited. TFinally it induced sleep at
night and protected against lightning. Hildegard, Bishop of Bingen,
also claimed the jJacinth could be used to cast out results of magic.

JASPER: greatly reputed as a rain-maker. It may also drive away evil
spi:;ta and protect the wearer from the bites of venomous creatures

LAPIS LAZULI was a cure for melancholy and the quartern fever.

LOAﬁSTOHE will réyeal if a wife is chaste. If -put in the four corners
of a house, it makes the inmates feel as though the house is falling,

MALACHITE was considered a talisman appropriate for children, keeping
all evil spirits from a cradle. It would also protect the wearer from
injury by falling, and gave warning ef approaching disaster by dbreaking -
into pieces.

ONYX was believed to provoke discord, cool the ardors of love, and
separate lovers,

RUBY if cast into water would cause it to boil. It also preserved the
wearer's health and removed evil thoughts and reconciled disputes.

A ruby would shine through any material wrapped around it. The ruby
also dissipates the pestilence.. v



SAPPHIRE: preserves the wearer from envy and attracts divine favor.
Kings wore it as a defence from harm. It was also appropriate for
ecclesiastical rings. It banished fraud and enabled magicians to
understand obscure oradles. It was also traditionally an antidote
against poison. lecromancers and witches used it to influence spirits.
The star sapphire was believed to ward off the Evil TFye.

SARD: a protection against incantations. It sharpened the wearer's
wits, rendering him fearless, victorious and happy. It was believed to
neutralize the onyx.

SERPENTINE: protected from the bites of venomous creatures and drew
out the poison of their bites.

TURQOISE: protected the wearer from injury by falling, especially from
horseback, but also from a building or over a precipice. It also
rendered horses more sure-footed.

Gemstones acquired added potency vhen engraved with some symbol or
figure possessing a special sacredness or typifying a special quality.
In the days of feudal Europe gem engraving was seldor practiced, and
most gemlore revolves about finding an engraved stone rather than so
engraving it. Ideally the image engraved should be eappropriate in
symbolism to that of the stone engraved upon. A few brief examples:
(the DM can doubtless make up rore of hiser own).

If a ruby or similar stone has the figure of a dragon, it makes
the wearer joyous and healthy and augments his goods.//If a topaz has
the figure of a falcon, helps to acquire the 7roodwill of kings. A
sapphire with a ram or bearded man gives the power to cure and preserve
from infirmities as well as to free from demons and poison. An onyx
with a camel's head or two goats among myrtles has the power to con-
voke, assemble and constrain demons; if any wear it, he will see ter-
rible visions in sleep. A carnelian with a richly dressed man with a
beautiful image in his hand checks the flow of blood. A carnelian
with a2 man with a sword in his hand preserves from lightning and tenp-
est. An amethyst with a bear engraved puts demons to flight and
preserves the wearer from drunkenness.

It was firmly believed that diamonds or diamond dust when
swallowed would act as a poison by rupturing the intestines.

In my C&S campaign, I am treating precious stones something as
follows: among the various traditional attributes, some stones have
real and genuine effects. When unenchanted they give a +5% save vs.
various things. VWhen the stone is enchanted, they #ill give 5% plus
1%/carat save and must be targeted by the spell first before the
wearer may be targeted. If successfully targeted and unable to ward
off the evil sending, they lose D207 efficacy permanently. The same
thing occurs if their wearer dies. A gem that is fully enchanted and
washed with enchanted liquids has an efficacy of 5% plus 2%/carat and
if washed with enchanted liquids within the last month may be success-
fully targeted past once without losing potency. (To some extent this
last case depends on the appropriateness of the liquids which were
chosen to form the potion for washing the gem.)
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is yet another D&D zine from Mike Gunderloy, Lloyd House,
Caltech 1-54, Pasadena, CA, 91126. Phone (213)-449-9294. This is
Pretzel Press publication #26, TLOC zine #2, intended for TLOC /6.
Transcribed.

PRETZEL PRESS |
urrently available from Pretzel Press are several items of

interest to D&Ders:
THE GUNDERLOY DRAGON SYSTEM is a 7-page reprint from A&E34,
telling you more than you ever wished to know about the great worms.
Available for a self-addressed envelope with 28 cents postage. '
THE DIRTY TRICKS LIST is a compendium of the most fiendish ideas
from the minds of some of the most respected DMs of our times. The first
three installments (about 15-20 pp of material) are available free
upon request.

MAILING COMMENTS ON TIOC 53
" §%¥ Falkowitzt A very, very nice cover; made the whole APA worth
e wait.

N%colai Shapero: Hmmm, an interesting idea, linking mass rather
than Tinear size to HP. I may well switch to this.///An interesting

bit of number-crunching.

Ken Pick: On the free swing given to hasted/unslowed characters:
is this limited to just an extra blow in melee (option (3) in your
system) or can the hasted/unslowed character perform any of the four
options he wishes (in effect getting a free round with no opposition)?

Kay Shaperos Could you please elaborate on the use of star
stones and opals as bases for magic in your campaign?

J°h§ Sullivans I like your Shaolin Monks writeup: they will be
welcome in my world. (Then again, just about everything but "revised"
D&D character classes is welcome in my world) (and yes, this includes
BM monks and similar abominations).

Jack g%;gesss A wide variety of options in these ruless first
FRPG rules 1've seen that allowed Giant Fish PCs.///Shapechangers look
like fun.

Self: My world is now, rather than being hig-level or low-level,
omni-level. I'll let damn near anything in, adjusting the encounters,
loot, EP system and what-not to fit the party. Sure, it's not realistic
but it's fun. D&D is basically slapstick; for realism play C&S.

P TA NFLUENCES ¢ : . i

trictly speaking, the following is only applicable in worlds
which have the seven ancient planets in their solar system. However,
there is always the possibility that non-standard solar '‘systems could
have seven of their heavenly bodies identified with the seven planets.

Each day of the week is ruled by one planet. These "day rulers”
are as followss’ poueE g 5T
" Sunday# Sun-: : o %
Mondayt: Moon~ ST
Tuesdays Mars - '
Wednesdays Mercury
Thursday: Jupiter
Friday: Venus :
Saturdays Saturn ¥ ; Peige o
The planet which rules the day, actually rules the first hour ..
after sunrise. The other planets rule the succeeding hours of daylight
in the following order: - : e
1. Sun 4, Moon 7. Mars
2. Venus 5. Saturn
3. Mercury 6. Jupiter
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At sunset a new progression begins. The first hour after sunset is
ruled by the fifth planet after that which rules the day (e.g. Mars on
Thursday) and then the other planets follow in order through the night.

Each planet is conducive to certain things. If these things are
done while it is in the sky, they will work better. In D&D terms, I
would say that this only applies to magic, and gives a general +1 on
everything done at the right time.

Planet: Activities:

. Sun _ Gaining money or the support of powerful people

Gaining or Causing Friendship or Harmony
Finding buried treasure

Moon Raising the spirits of the dead
Operations of love and reconciliation
Seeing visions
Becoming invisible
Theft

Operationi connected with water, the sea, shipping, or
. trave
Mercury Obtaining knowledge

Discovering the future .
Operations connected with commerce, merchandise, deceit

or theft
Venus Operations connected with love, lust, pleasure,. or
: friendship
Mars Killing and destroying, or causing hatred, discord, and
unhappiness

Raising the spirits of the dead, especially those
. murdered or killed in battle
413 _Operations connected with military matters
Jupiter Gaining wealth, position, or friendship
Litemy S o Gaining good health
o . Becoming invisible
Saturn Works of ‘death, destruction, or injury
Raising souls from Hell
Obtaining knowledge '
All operations connected with buildings

Pogsibly the +1 bonus should not be available for mere spur-of-
the-moment spellcasting. It may be necessary to go through the proper
ritual to harness the planet's influence. This would make the calculating
of influences an important part of long-range planning without bogging
down day-to-day game mechanics. i

There are also a series of rings designed to attract the influences
of the various planets. My ruling on these is that they make the
wearer +2 on all spells influenced by the particular planet, or +4
§f it is one of that planet's hours. Also, a character may own only

of these rings at full effect) if two or more are owned, they all
ction as -1 rather than +2, due to the planetary influences warring
with each other. : - :

These rings are of fixed composition. They may-be made without
magic by any jeweler, but réquire a flawless gem of about 10-12 carats
to do 80. Despite this, they will detect as faintly magic at all times,
and fully mafzc in hours ruled by their planets.

These rings will sometimes detect as faintly good or evil during
their ruling hours. Rings of Sun, Mercu:{, Venus and Jupiter will
detect as faintly good; the others as faintly evil.
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Composition of planetary rings:

Ring of the Sun: Diamond or Topaz set in Gold

Ring of the Moon: Pearl, Crystal, or Quartz set in Silver
Ring of Mercury: Opal or Agate set in Quicksilver amalgam
Ring of Venus: Emerald or Turquoise set in Copper

Ring of Mars: Ruby or any red gem set in Iron

Ring of Jupiters Sapphire, Amethyst, or Carnelian set in Tin
Ring of Saturn: Onyx or Sapphire set in Lead

_Inmy campaign there also exist enchanted ring of the planets,
gsimilar to the above, but enchanted to an additional +1, +2 or +3.
These are truly magical items, and will detect as magic at all times.

ONCE MORE WITH FEELING:
es, just what you've been waiting for, it's another new
character class: the player-character Legionnaire of Helll

There are two ways in which a player can aquire a member of
the Legions of Hell as a character. The first is by rolling "Demon"
on the race table. The second is by going down to the nearest
recruiting office and signing. Well, not exactly: Sometimes an NPC
Demon will offer to let a character join the Legion rather than sign
over his soul. - ‘

For those inducted after playing as something else, % of the
EP earned continues to go into the old class, and 3/4 into advancing
in the Legion. Legionnaires get 10x normal EP if, instead of slaying
the enemy, they get him to sign over his soul: Signing a written
contract, in blood, with full knowledge of what they are doing.

They also get 2x normal EP for capturing intelligent types and
bringing them in to their Lord for torturing. _

Each member of the Legions of Hell will have a NPC lord of higher
level in the heirarchy then he is himself. If the PC progresses to the
same level as his Lord, he then becomes a "free agent"”, subjeot
only to commande from Satan, His Lieutenants, and Demon Princes. The
beginning Legionnaire of Hell is always given a small token which
will teleport.him back to his Lord's lair from anywhere, and which
also allows the Iord to telepathically eavesdrop on the Legionnaire
wherever he is at-will, -

Once a PC gets past the "Apprentice"” and "Prainee” levels, progresion
is similar to that for Monks. When a Legionnaire gets the EP to go up
2 level; he is temporarilly breveted to that level with the full
‘powers inherent in this. He must then seek out the Demon above him
in the infernal heirarchy, and challenge him to single combat. The
winner retains the higher level, while the loser drops to the very.
bottom of the previous level. e ‘ L

 Explanation of table: EP are given in two columns: the first
applies to those born Demons, the second to. those inducted. Hit
che are given in the same way; those inducted use whichever is higher,
their previous hits or their Demon hits, MR=% Magic Resistance. MU=
% chance to use magics Magic use is on a flexible basis., Demons do
not choose spells in advance but can use any -epells they wish as long
as the total spell levels used in a day does not exceed their hit
dice. G=% chance ‘to open a "“Gate", the number after the slash shows
what type die to roll to determine what type of demon comes in
through the gate. Type 10=Prince. Note that gating is frowned upon
by the heirarchy as being a sign of weakness. i - *
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Abilities
Level EP HD(D10) MR MR G 1 2 34 56 7 89 Other
0 0 -/1 Apprentice. Just recruited, spends 1D8 weeks A
getting indoctrinated.

1 I/b -/1 Trainee. Spends 1 week of every 5 with his

2 N/1.5K -/2 Lord, learning torture techniques, the

3 N/3K —/3 care and feeding of damned souls, and

b4 6K -/ so on. Other 4 of 5 weeks spent in the

5 T/12K -/5 world, doing evil and tasks for his

6 E/18K -/6 Lord.

7 0/24K 4/7 25 Type O Demon

8 25K/50K 7/8 50 10 10/1 2 Type 1 Demon

9 75K/100K 9 55 20 20/2 3 2 Type 2 Demon

10 175K/200K 10 60 zo 30/4 322 Type 3 Demon

11 275K/300K 11 - 65 Lo Lo/6 3 2 21 Type 4 Demon

12 375K/400K 12 70 50 50/6 3 3221 Type 5 Demon

13 700K 15 75 60 60/8 333221 Type 6 Demon

14 1700K 25 80 70 70/8 4 333221 Type 7 Demon

15 3200K 40 85 80 80/1044 333221 Type 8 Demon

16 4200K 50 90 90 90/1044 4 3 3 3 2 2 1 Type 9 Demon

17 10,000K 100 95 00 00/1066 6 &4 4 4 3 3 3 Prince

18 20,000K 200 -game- . Lieutenant of
Satan. Must do a great evil deed and gain Satan's acceptance
before attaining this level. There is not a fixed number of
Iieutenants, so no combat is needed.

up +10,000K  +100 ~-game~

66 500,000,000 5000 Satans Must defeat the present Satan in single

-~ combat. This is absolute top level for Demons.

Abilitiess The first two abilities at any level are determined -
randomly, after which the character may begin picking them.

Number of random spells thrown: 1D3 per melee round per time the
ability is taken.. ;

Table 1 Abilities: Detect invisible, Darkness 5' r., Detect Magic,
Fly, Charm Person, Pyrotechnics, Speak with Animals, .Ventriloquism,
we;.HSnake Charm, Phantasmal Forces, Dispel Magic, Random Spells to L2,
+5 R .. g

Eﬂklf_g_ékil%flggs Speak with Monsters, Fear, TK.(200xHD pounds),
Darkness. 10' r., Dimension Door, Read Magic, Read:languages, Polymorph
Self, . Regenerate 1 per melee, Random spells to L4, +10% MR, Displace as
Displacer Beast. ! L 3 . -

'%gﬁlg_j_ﬂh%%iﬁigg: Speak with Plants, Darkness 20' r., Slow,
ESP, Raridom spells to 16, blink as Blink Dog, Suggestion, Lightning
Bolt, Fireball, Cold Cone, +15% MR. 3] _
% b ‘ eg! Haste, Regenerate 2 per melee, Random spells

'to 18; Wagic Jar, Ice Storm, +20% MR, Pasewall, Animate Dead, Disease
Touch, Death Spell, Plane Travel. ' - '
- Table 5 AD a8 Darkness 50' r., Random Spells to L10, +25%

MR, “Iife level, Cloudkill, Animate Objects, Feeblemind, Immolate,

0 & Shep 29
Permanent Spell,. =~ L '
Eﬁh;giérapégif%ggg‘nb nerate 4 per melee, Random spells to 112,
+30% MR, n 2 life levels, Limited Wish, PW--Stun, Double Haste, i

Aging Touch, Flames of Doom.
Tab Abilities: Darkness 100'r., Random spells to Lik, +35%
MR, Drain 3 life levels, PW--Blind, Mass Charm, Shapechange, Meteor

Swarm.
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Table 8 Abilities: Regenerate 8 per melee, Random spells to IL16,
+40% MR, Drain U Life levels, PW--Kill, Timestop, Call of the Hell
Spawn, Delayed Blast lneteor Swarm.

Table 9 Abilitiess: Darkness 250' r., Regenerate 12 per melee,
Random Spells to L20, +45% MR, Drain 4+1D3 life levels, Polymorph
any object, Full Wish, 10 x Damage for 3 rounds per day.

HIGH-LEVEL SPELLS:

To continue the listing I began lastish, here are the 11th level
spells in my world: :

X Sleep 240'r.: Nails all sleepable (i.e. those which ever sleep)
creagures in the area except the caster. A deep, drugged sleep. Save
at - n

P Prot/Missiles: One target. This person has only a 1% chance of
being hit by missiles of any type. Range=30', Duration=2 hours.

Breathing: Casting this spell creates an "airball". When this is
swallowed, one can go without breathing for one hour after a 10
minute delay.

Trigger: May be cast with any spell of I1-16 either to turn it
on or turn it off in response to any change in the environment the
mage could detect (gnd may be cast with the appropriate detect spells).
Duration=Until Triggered.

i Fireball Plus: 1/3 of mage's level in D8, -50% magic resistance,
-8 save.

Tracer Teleport: If cast in the next melee round after a teleport
Spe%i, will teleport the caster to the same spot as the previous
. spell.

Extension Vi Multiplies the duration of L1-L10 spells by 4.

ng Vi Multiplies the range of L1-L10 spells by 8.

Disintegrate Magics As disintegrate, but only affects magical
items, not anything else (including people).

Flamespit: Once cast, this spell lies in readiness until the
ability is used. When the mage wishes, he can breathe-a 100'x5' line
of fire (similar to dragon breath) doing his level in D8 damage and
with a -6 save. He can do this in addition to spellcasting in the
same round. .

Coldspit: As Flamespit but cold damage.

Shockspit: As Flamespit but lightning damage.

Power Word—-Cleanse: Removes all dirt, corrosion, poison, acid,
and slime from a 10' cube. Range=60"'.

Animate Dead II: As animate Dead, but the bodies come back as
1/4 their original level and skeletons are Mark II. The animated dead
get a saving throw, and if they save, they will attack the mage.

Antilife to Lifes One target. Turns an antilife being into
normal life. Save at +2. Range=240', Duration=Until Dispelled.

Destroy Monofilament: Destroys 10 yards of monofilament per
ca.stingo Ra.nge:60'c i . ! ; el
P One-Way Anti-Teleport Field: As Anti-Teleport Field, but-allows
teleporting in only.

X Variable Timestops As Timestop, but affects a continuous volume
of up to 100,000 cubic feet. The area is shaped as the mage desires.
It may be dropped any time the mage desires to do so. Range=120',
Duration=1D10+1 melee rounds, 1 melee round delay.

Create Familiars Creates a Familiar from a piece of the mage's
flesh. Takes one full day to cast. (For details on Familiars, see
my zine in A&E 33).
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Restore Parchment: Restores any piece of parchment to full
readable condition, including any spells. There must be at least
25% of the original piece of parchment present for the spell to
work. 80% chance of success. Range=touch. Takes 1 hour to cast. Not
usable on scrolls which have been used. '

Eternity: Ages one being or item 40,000 subjective years in one
melee round, but gives 4D10 subjective rounds to react first. Range=60'.

Silver Halo of Samarin: Floats above the head of the caster,
protecting him completely from all attacks. The Halo is broken with
5D8 points of damage to the caster is he even considers attacking
something else. Duration=1 day.

X Magical Fog: Creates a 10' r. area of fog about the caster.
He can see through it with ease; others cannot. Within this area,
his spells are doubled in effectiveness, while all other magic is
subject to an automatic dispell attempt at his level. Duration=2D6
turns.

Disintegrate Ball: This spell produces an immaterial pellet
which travels at speed 12 to its destination, even through solid
matter. When it gets there, it expands as a spherical disintegration
effect of diameter=caster's level in inches. Range=240'.

NEW MAGIC ITEMS:

Where would I be without a few new magic items? _

Binding Powder: Sprinkled on an item with any moving par:s,
this glittering green powder will work its way into the joints in
1D6 hours, here it will act as in inverse lubricant, binding <he
parts immovably together. Enough for 1D10 applications.

Necklace of Sapping: Sucks all free will out of the wearer.

He will follow every order that he is given in the order that they
are given. Needs a full wish or better to remove. . ‘

Web of Holding: 10'x10' with tabs at the corners which will
stick to any surface. Made of fine black wires, very hard to spot
unless brightly backlighted. If anything alive blunders into the net,
the tabs release and drop it over him, binding ever tighter. 25%
chance of death, 75% stunned/trapped for 2D20 turns. .

Bottomless cup of coffee: A porcelain cup with a tight-7itting,
locking cover. Always full of coffee: Hot, black, and strong.

Linked Bags: A set of two large sacks. Anything placed in Bag A
will teleport into Bag B. If Bag B is full, there is no effect.

Linked Bags of Holdinf: As above. .

Trade Ring: Adds 10 hit points permanently but subtracts 1 point
from a random characteristic permanently per minute worn. Example: if
worn for five minutes and then removed, the character would be up 50
hits but down 5 points of random stats, perhaps 2 of Wisdom, 1 of
Dexterity, and 2 of Agility. '

Fever Wands This wand produces a 60'x3" beam of light with each
charge. Anyone hit must save or his body temperature will start to
rise at the rate of 1 degree Fahrenheit per hour. Unless dispelled,
this will eventually be fatal (I believe about 107 degrees is fatal
in humans; I haven't the slightest idea what normal body temperature
is for elves, dwarves, or hobbits). :

Light Grenades: 3" white balls, about as fragile as eggs. When
broken, produces a flash of lifht about as bright as a large arc light,
lasting 5 seconds, probably blinding everyone without something in
front of theirfaces. 54 : _

See you all nextish,
Mike Gunderloy
Earl of the Pits
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ilissive the fifth; a TLOC-zine by:
Ken Pick, 1?5 N, Poinsetta Ave,, ilonrovia, CA .91016

Again, greetings from the City Beyond the Edge. ' Some changes have happened since
last TLOC: I haVve graduated from Cal Poly and am presently tutoring silicon~based
thinking golems up in Sarn lold (computer programming in the San Fernando Valley)
for a living, Also, I am forced to go to stencilled submissiops or make use of the
TLOC steno pool for this and future submissions owing to the lack of cheap Xerox
rlaces in this chunk of the knovme worlds. o

This ish will bc Part 2 of my tal-ilexus combat system (revised), and an essay on

alternatives to combat in role-playing games. iy original Part 2 combat system

has been totally redesigned because of & ;ift I recelved last month: an autographed

copy of the rulebook of Steve Perrih's Runequest game. RQ's comtat, arror and

experience eystems are the cogf reéalistic I have ever seen--combat is a function

of the man rather than the weapon, shieldwork assumes it's true importance, and

the variety of weapons and armor tallies with my SCA experience. .Damage-absorbing

armor simplifies combat (no variable to-hit numbers), and the .types of armor and

their possible combinations can describe every outfit I've seen on the SCA eric--

even carpet (2-point padding or leather) and plastic (as cuirbolli). Experience

is similar to Traveller--no character classes or levels, the character just acquires

and improves special skills that in combination can yield any possible "subclass",

Over the past month, I have been interfacing RQ into DiD to give the following

combat system: - .
g TAL-NEXUS COMBAT SYSTEH

Part 2--lissiles & ilelee

In tai-Nexus, all weapons, missile ranges, to-hit numbers, damage, and armor are
directly from Runequest. Resulting alterations to characters and sequencing:will
be covered below. ' -

Alterations to Part 1--Sequencing ' =
Bach minute is divided into flve melee phases of -12 seconds each to match RQ..

Instead of Armor Class, the Dii & players will inform each other in writing of.
their monsters/characters" Defense factor and Power Characteristic, '

Conversion of Characters ' . g :
Hew characters are created as per RQ. Imported characters/character-analogs use
their original D&D stats except for iisdom (converts to Power or is dropped and
Pover rerolled), and Sige is either rolled or estimated. Levels for fighters are
converted as'followss _ ‘ e ey
' A 1st-level is assumed to have 25, expertise in up to four weapons,.wlith
shields counting as weapons; this expertise counts both in attack and
parry (no attack for shields), and is modified by attack and parry bonuses
to a maximum of 30%. HNobles may add a fifth weapon, Hounted Lance, and
certain yeomen may add either sling or longbow. For each level above
1st, add 5;' expertise; for each 3 levels add 1 to Strength, Dex, Con
and Power up to the maxima set in RQ p.i4. Cash on hand may be spent
for non-combat skills; RQ Battle iaglc, D&D Magi and Clerics will be.
covered next issue. o b

Thieves cdnvert similarly, except they may take expertisg in Thievish wéapons only
and additionally increase their Thievish.skills at the 5 per level rate above the

RQ-set base.
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Multiple Blows

In tal-Nexus,combat is simultaneous-~I've been burned by dex-count sequencing

too many times. However, Runequest's Strike Rank is adaptable to a multiple-blow
system, under the assumption that in simultaneous combat relative speed has an
effect on how fast a character/monster can throw blows. The following table is used:

Texterity leapon Length

19-24 =0 0 -0.4m = 0 (includes natural weapons
16-18 =1 0.5-0,9m =1 and shields)
13-15=2 1,0-1.4m = 2

9-12 =3 1.5~1.9m = 3

6-8 =14 2,0m+ =4

-5 =5 lissile weapon = 5/shot (reload time)

Number of Blows/shots = 12

Dexterity factor + leapon Length factor
This table applies only to melee weapons and missile weapons listed in RQ as having
a rate of fire of S/IR.

Except for these above changes, all else is as per Runequest. Next issue Part 3 -
I'I&Gic .

THERE ARE ALTERNATIVES TO FIGHTING

So said Obi-tan Kenobi, the legendary Jedi-master, and the statement should be
well taken by any DM, Gl, or whatever the FRP referee is titled, Many of us gamers
never get into a life-threatening fight here in the mundane world; even in the
violent world of an 7RP adventurer character this alternative should exist., To

me an IRP game is primarily role-playing, running characters that could exist in a
world that could exist. However, I am handicapped by the combat orientation of
FRP ganes and gamers.

IRP games developed out of wargames; from this ancestry they kept an emphasis on
combat, D&D, the first of the I'RP games, illustrates thls most directly: Adventur-
ers' only occupation is just to go down into gilded holes, fight monsters to the
death, and grab the monsters' loot. The fighting gives them experience so they
can go up levels to go down and fight tougher monsters. The surrounding world
exists as R4R from this and is very poorly defined, except for monsters that the
characters can go after and fight to the death and grab loot, etc. This is a
combat-oriented game, and while Dls since Arneson have taken steps to create a
viable world, the "gilded Hole" (as Swanson calls it) is D&D's basic appeal,

I don't criticize DED; it was written as a combat-oriented game, and has flexible
enough rules to allow such varied Dil philosophies as Glenn Blacow's and layne
Shaw's. However, closing non-combat alternatives for characters will severely
1imit and eventually kill even a D&D campaign.

An example of this is Uayne Shaw's land of Time/Warpworld campaign, which I recently
left, iHayne is a combat-oriented Dil, and his world reflected this, I was one of
the first players who ran characters through Temporalana, and found this baptism
of fire, blood, and magic exciting. Then, in the third year of the campaign, I
found my characters’ lives becoming a monotony of getting killed by monsters, sur-
vivors killing monster, deaders getting raised and everybody splitting loot. My
characters were rich and magically powerful, but had no involvement with any aspect
of thelr world except looting Big Tee. Some of them were nearing their resur-
rection limits, so I attempted to involve them in other non-dungeoning pursuits--
hiring out as mercenaries, vassaling themselves to local lords, even growing and
dealing dope. I attempted this for six months without success--the only
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adventures that resulted were going into Big Tee or striking cross-country and
taking 80% casualties from monsters before reaching the nearest town. Wayne
enjoys this type of game; over those six months I grew disillusioned with the
monotony and finally left his campaign,

Later FRP games attempt to remedy this combat emphasis. Chivalry & Sorcery gives
a surrounding feudal world with laws, lords, and income from non-adventuring
careers; magi that could be pure research or professor types as well as combat
spell-casters; and a whole background of customs and historical info. C&S, accor-
ding to the authors, was created for the purpose of adding a non-combat dimension
to a DéD-style game, Then came Traveller, on éfondtics-driented spacé-6pera those
potential Hasn't yot been Tully explored by local gamers; and Runequest, whose
skill system is more true-to-life (possible combinations include a professional
linguist who can't fight worth a damn but speaks several languages and is always
in demand as an interpreter). These other games are not D&D, and playing them in
the combat-oriented manner of most D&D DMs will not work.

Traveller and Runequest espedially can't be run highly combat-oriented. In both
the weapons are as lethal as in real 1ife, and Raises from the resulting death
are either nonexistant (Traveller)or very rare (RQ). Ideally, this should give
players incentive to avoid all-out fight situations and encourage Glis to find
ways to put characters in jeopardy without necessarily jeapordizing their lives
in the process.

For example, Traveller bombed within three months of its introduction among the
Fullerton D&D group. I believe this to be because our D&D background led us to
run it as if it was D&D, with heavy emphasis on fighting, layne Shaw was first

to set up a Traveller campaign, which he ran in a similar manner to D&D. The
typical life expectancy for a Free Trader crewman was less than 10 ports of call,
Traveller lost popularity so quickly only one other GHM, Don (the Foible) Rollins,
started a campaign before the game was passe. The only two memorable games from
that 90-day wonder were both from Don's campaign--one where Wayne decided to shoot
it out with his free trader against the local equivalents of the Battlestars
Atlantia and Galactica (and ended up losing his ship and crew), and a five-game
series which included a murder whodunit and a blockade run which I plan to write
up for Alarums and Excursions. A survey of the former travellers from the cam-
paign brought the complaint that Traveller needed a way to Ralse Dead., This 'zine's

editor has mentioned a similar shortcoming in Runeguest.

I maintain the need for Raise Dead often in a game is only a symptom, not the
problem. The problem is that the GH has not provided a conflict or danger other
than 1ife-or-death. The threat of jail or indenture, loss of possessions, position
or prestige--all these can provide obstacles and dangers for the character to
struggle against, yet still be alternatives to fighting.

If any readers out there have comments or thoughts on this subject, please express
them in TLOC. If I get a big enough response, I will elaborate on my views in a
more detailed essay. Such discussion of underlying game ideas I feel to be more
valuable to the hobby than any monster writeup or random-generation table.

All for this ish, Irom the City Beyond the Edge,
Ken Pick, DM of tal-Nexus
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A TLOC~-zine by Charlie Luce - 105233gi11ms. Blvé
. 3 Lo : . . . L F 2
A . " - Los Angeles -9003&
Who is back contributing, now that all the people have decided to -
hold still for a while... L

MYSTIC HUTTERINGS=-Short comments on TLOCs i5: |
NICOLAI: More Demons? (shudder). lheme did I put that Holy Water?

GEORGE COLE: I have tried limiting by characters rather than pliay-
- ers; up to 12 in a dungeon or 20 in the wildernessj so far, it has
made a practical player limit of six, which seems to work.///What I
meant by a game=-balance is that there should be no game.differcnce in
a Player-character and an equivalent NPC,

KEN PICK: I did something similar to your armor system in my game:
hArmor Type  Armor Class Price(GP)

Hide _ 8 2
Leather 7 5
Light Scale 6 15
Chain . 5 50
Plate & Chain b 100
Plate 3 200

Your castle system will come in handy is setting up some "hmrd-keyed"
wildernedd mapping. ' g B T :

JORDAN: Tsk, that commentgto Mark Swanson was uncalled for, What he
considers "elements" in his world is his buisness, If you want to ad-
apt his bogie and call it a "demon", fine,

J.C.HERSLD: A very useful idea for the large-scale campaign, an area
usually ignored in D&D variants. .

REPLIES TO REPLIES BY NICOLAIL: Wands in StormGate seem to be a case
of can't llve without 'em and can't live with 'em...///Handling some~
thing you can't cope with by making it expensive sounds like vhat
Congress is trying t0 do with the national energy policy...

PEGGY: Don't look now but Jordan has recently ben changed into a
(you guesse@{it) griffin, and is Joining a certain infamous prigde.
KAY: Did you happen to send & fey. of those to Dave Hargrave? Nice. -
= Now to mutter a bit about #5 === - o

ARF: Very good cover| Will we be seeing more soong.

'NEGOLAI: The Dragon system is indeed intresting, though you make one
small error, in that you really can't balance an exotin by a simple

multiplier with a fighter of the same level (for example, use your
system to see how many EP an 8th level FM needs using a gth level Fif

as a base),
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KEN PICK: How about 3(01-75)=3, 3(76~98)=2, and 3(99~00)=1?

KAY: That gem system is nice, but I think I am going to see if I can't
trim it down to two or three pages before I adopt it.

JOHN SULLIVAN: Assuming your intention to continue writing for TLOC,
do you mind if I publish alternate EP tables for your Monks? 1 have a
feeling 1,2 x FM isn't going to make it at higher levels.///Basic
Blue Bwords?

STEVE MARSH: I agree totally with all the accusations about you.

JACK HARNESS: How do you feel about 2D8+1D6-2%2///Is this campaign of
yours based in LA or Play-by-mail? '

Rkl Ak Kk Rk kPR clokk okk okE ookok ok sokok Rk Rk dokok KRR KRR Rk KK

TIDBITS FOR THE DUNGEON--Various and useful magical items, for the
most part non-gross:

SOME MORE SWORDS:

Sword +1, Magic Missle Throwing; throws up to 3 missles at once,
up to the sword's Intellegence in missles per day.

Sword +1 givinﬁiﬂesistance (either +2 save and -1 per die damage
or glving +4 save) against a certain spell of type of spell.

SCROLLS-~CURSED VARIETY: Sone new curses to try;

Mild Curses--Cause Disease ala BLACKINOOR.
- Attacked by Monster Summoning I monster.

Med. Curses=--iHust save vs. DR/P in stress situations vs. Confusion.

Become unable to say anything but what you honestly
' _think (this one can be amusing). |

Become' unable to touch iron whtheut. taking 1D6 damage.

Real Nasties--Dexterity becomes 3 in stress situations.

Change Alignment randomly every stress situation.’
Fall all saving throws until :zrse removed.,

MISCELLANIOUS WEAPONRY: Bows of speed are well known, but vhat about
the Bow or weapon which increases strength wile it is being used, thus
allowing anyone to use it? This can be done with Dexterity as.well, _

ARMOR: If you allow new types of armor (such as Ken Pick and I do) you
should assume that occasional enchanted suits are. going to be made.
+3 Hide is going to be useful for Thieves and Bards, after all,

WANDS: Some games have gotten so used to the Fighters with enchanted
swords doing all the detects that it's forgotten that wands can be

produced to do the same thing, If youlve added new detects to the
sword table the wand table should be modified too (mine. for example,
has a wan@ that detects shifting walls and rooms, and sloping passages)
Other useful wands: #pgatevaject '
e & : - ’
Stun Beam (12" range, single target. BD6 minutes).
; Dispel Magie (as }NU é) g _ gt, 3 )

Who said wands have to throw nothing but narsty damage spells?
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RINGS: The Find-liate rings are a pair of rings which can always find
each other irregardless of barriers between. Often used as wedding.
rings, and also useful for Diis to set up scenarios with, by putting
one in a treasure and one--somevhere else,.. Fos f

-Also different are lionster Summoning rings. To roll one up, use
the normal ménster sumnoning table (IV or V is reccommended), The mon-
ster you get is the one summoned. Within the ring it will regenerate
one HP/hour, and it can be healed, but upon death, .unless Raised with-
in one turn, it vanishes and the ring becomes non-magival, Really:
interesting if the monster is a Rust Honster, especially if the wemrer
dies (and thus loses control). '

. Clerica and other Undead-Haters like Rings of Disruption, which
glves weapons ysed by the wearer (melee, not thrown or missle) ;iace
of Disruption power. ' .

: ~-enough tidbits for one Issus...
JUE gLy e i L i Lo ! " L =
WA SR A SRR s d T T WS L fRFE B
We now pause for a comnercial message (unpaid for--except by me):

If you want to try a game with a new FRP flavor, something that
isn't D&D under another name, I reccommend that you go out and plunk
down’ your $8 for RUNEQUEST ( @ 1973 by The Chaosium, by Steve 2errin
ahd a host of others). The game eliminates strict character c.asses,
artificial "levels",.and presents a "realistic" game system which has
proven t3 be a lot of fun and no more bookeeping than the medium-to-
high complexity D&D variants. While character rolling/development is
a lengthier precess than the D&D character, it is still only around
25=30 minutes to do a pair of characters, far shorter than C&3. The
background is Just detailed enough to aliow a new referee a chance to
adq, his er her own personal flavor to the game, or it is quite pos-
sible tn 1ift out the Combat, liaglc, or Skills rulse out entirely to
add to your own personal campaign.

Personally, I think it!'s the best thing to come along in FRP in
the past four years, Give it a try! '

And the opposite side of the coin--If you intend to g0 by the new
ADVANCED DUNGEONS AND DRAGONS ( @ 1978 by TSR, by Gygax & co,), you
might as well put your game away and start from scratch., There is an
obvious effort to introduce difficult-lo-circumvent incompatahilities
with The Original Game+GREYHAWK: new Hit Dice types (fighters get DIO,
while monsters still get D8)j new EP-charts'.a host of new spells,
often at odds with what many DMs consider play-balance; new weapon
statistics, etec, I got the thing as a gift, and in tha% $10 book I saw
perhaps $2 worth ef material I could use at the outside. If you've
been playing more than a month, you can skip it. If not, save up your
22450 and buyqthe Original Set+GREYHAWK,

QUESTION OF THE MONTH; Is peésenting sgells, either for sale or as
researvh ideas (usmally to be leveled by the readers), acceptable to
the editor and contributors of TIOC?

(You can answer here if you want, Nicolai)
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: 7 ‘aoh : rch for a
WE'VE GOT MAGIC TQ DO: lMany people continue with the searcr g
magical system which limits the power of Mages whie a%%gztngiggrgoes
1tilaty~-and at the same time simplify bookeeping. I ¢l _ |
a good job of that: v by Nt by = |
1) Mages are assumed to know all the spells of the leveks they. cam .
caste _ R L dei s oy B .
2) The number of sp@llsia mage can cast per day of each-leveli;r=spell
1s the number given under Spell Ability with modifiers for Prime

- Requsite (Intellegence):

Intéilegéndél Bcnus. 5 1
-1 spell from each level (1 minimum).

3 . .
45 -1 spell on highest level'and each lower level with

. o N 4 or more spells. =
6=-8 -1 spellmbn'highest level and each lower level with

6 or more spells.
912, No Adjustment.
13-1k +1 spell on highest level. .y
15-16 - +1 spell on highest level and for each ! on lower

: -+ levels. : _
: 15 +1 on highest level and for each 5 on lewer levdls.
: 1 +1 on highest level and for each on lower levels.

3) If-the highest spell level the caster can use is the highest pos-
sible (due to Intellegence or other factors) there is no bonus ip that
levcl of spell, though the bonus is giveh to. the next lower level..

. : s .

This system may be used for Clerics as well, with two other speclal ;

cases: 1A e _ o s ity AEE ST .

1) 1st level Clerics with Wisdom 16+ get one 1st level spell.

2) 5th level Clerics get spells as 2-2-1 if Wisdom is 16+, -
.rather than the 2-3 a Wisdom 13~15 gets. ' Pt

If you think the system shortchanges low-level mages, the spell abil-
ity for 1-4th leveds can be changed so: ' '

. a
1st
ona &
rda 4 1
th 4% 2

and‘there on aS'normal..Ih addition- the:system easily adapts'to #
new Sgell Ability charts (for those who’dqn't like the originals--es~
pecially the Clerical charts). _ ; o

. Comments are réﬁuéﬁted.

Well, that's all I have at the moment--The One~Eyed Mystic will
mitter and plan in his dismal den, and see you again in two monthsess



ARCHILOWE
by Lee Gold, 2471 Oak St.
Santa ilonica, CA 90405
retyped onto appropriate wldth stencil by Xay Shapero

After seeing iiicolai's last distn,, I thought I'd come up with one more
congenial to my own variety of game. I don't like to make critical hits more
common on fumbles than on not-fumbles, nor to have a whole gamut of fumble
charts, one for melee weapons, one for inbuilt weapons (like a manticore's
tail cum darts), one for missile weapons, one for material magic (like magic
missiles and webs which in my system must be aimed on to to-hit table),

hat follows is a first draft attempt to create an all-purpose fumble
table with some correlation of results to fumbler's DEX., Begin by rolling
7dle dice, and modify the result as follows:

+1 per DEX point over 12

-1 per DEX point under 9

-05 Target moved...not hit. No further results.
06-20 leapon twisted out of line with target: -D4 to hit next tinme,
21-35 Stumble and recover balance: =D6 to hit next time.
36-39 Pull muscle slightly; miss next blow and -I4 fcr ncxt D6 movénrrt turna,
40 Iiprocnt pulled slightlyi niss next blow and -D8 for expedition (o
one month, whichever is shorter).
41-50 Entangle with something on own body. * 1%
51-60 Collide with somecné, ncarby; possibility of a body bash as per Cés,
If no one is within 10' then treat as entanglement with something on
own body.
61-70 Entangle Weapons with someone nearby (including self) *5%
(if no one is within 10' treat as entanglement with something on own body).
71-80  Wild Blow at anything within weapon's standard range (including self). )
Randomly determine target and roll to see if hit. A 20 causes a criticsl.
81-86 Drop leapon (or lose one blowif can't) *10%
87-92 Lose Balance and fall to knees; =4 to hit until recover standing
position, 10% chance drop weapon, *10%
93-98  Slip and fall to ground (flat on face). Don't hit for D6 rounds
or until recover footing. ¥*10%
99+ Hurl Weapon wildly (including straight up), may hit anything within
radius of 30' or range radius, whichever is greater, including self,
#20% if misses. A 20 is a critical hit.

#= %age chance of weapon breaking, If Weapon breaks, it will be 405% repairable
+10%/+ (1f magic weapon) + 5%/Ego point. Repair cost is 1~205 of weapon's
value as weapon (not as jewelry or art). Missile weapons have double standard
breakage costs, but are 80/ repairable; 50,5 of repairable missile weapon breaks
are repairable on the spot in D6 melee rounds if you have the necessary spare
equipment,

liote that entangling a natural weapon (a fist, a tail, whatever) with another
weapon, particularly an edzed one, may cause injury to the natural weapon.

/[ Lee - does the * apply .to natural weapons, and if so, how is such breakage
treated as to "rerair"? KS



HOW TO KILL D&D CHARACTERS WITHOUT REALLY TRYING
or
THE GUNDERLOY DIRTY TRICKS LIST

is a production of Mike Gunderloy, whoresides at Lloyd House,
Cal Tech 1-54, Pasadena, CA, 91126. Phone 213-449-9294. This is
appearing due to popular demand, and is available for an SASE, or
for trade with any fanzines around, or at editorial whim. Pretzel
Press publication #17.

To bother players, you can always introduce nearly invisible
chests. The following system has been used in my universe with some
success:

Type of Chest: Force Needed to Opens:
Mark I Opens when given a swift kick
Mark IT Opens when bashed by a club
Mark III Pryed open by most swords
Mark IV Opens when dropped 6’ or more
Mark V Opened by throwing down a flight of stairs
Mark VI Opened by throwing down two flights of stairs
Mark VII Opened by 1/2 hour of bashing with sledgehammer
Mark VIII Opened by bashing all day
Mark IX Opened by lucky meteor strikes
Mark X Sneers at black holes

Also note that bolting chests to the floor of the dungeon tends to
prevent players from obtaining help from NPC thieves.

To prevent a captured MU from spellcasting when he wakes up, slash
hia arm open, insert a chunk of cold iron, and heal the wound.

Molotov cocktails are of course bottled gasoline. Other things can
be just as effective when bottled and throwns: Oil, rats, 1lice, butyl
mercaptan (skunk gas), white phosphorus, cloudkill, a vampire that
has turned to mist, and so on.

To get players who can see invisible while leaving others, use an
invisible monster that is so ugly that all gazing upon its face must
save or die.

There are many ways to protect your castle or stronghold. A few
Anti-teleport fields, permanent prismatic walls, take a Balrog and
timestop him, then poly him to a door, then permanent the spells. If
dispel is thrown you have an angry balrog on your hands. Always put
barracudas or the local equivalent in ones moat. Set up permanent
phase doors to expedite retreat. Use magic mouth liberally as a
warning system. The old standbys: catapult, boiling oil, molten lead.
Permanized Rope Trick for escape. Built priest holes into the walls
since you never know when someone’ll want to hide. Continual Light
helps keeps things from sneaking up at night. Gators in a pond under
a breakaway floor can be fun. If you can cast Symbol, put some on
chunks of wood to be thrown in the enemies general direction. Also,
remember to line your inner sanctum with lead to stop crystal balls
and X-Ray Vision. Put continual light or continual dark on your
catapult stones to psyche out the attacking forces. Use arrow slits
liberally - but remember to plug them when not in use so that others
can’t throw fireball and the like through. Land mines are useful, if
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you can get any — although sometimes Delayed Blast Fireballs are just as useful.
Get a pet Cleric, so you can commune about the loyalties of your men. A good way
to detect invisible people is by putting strings of hanging beads in the
doorway. Invisible catapult stones or siege crossnow bolts are fun. Pits in the
floor with nice rugs over them are effective since often the looters will
examine the rug closely for its worth and this fall to a painful death.

Since Symbol only affects those hostile to the caster, it is a useful addition
to a mage’s bodyguard’s shield.

Another way to kill only the higher—-power characters (as a rule) is to put out
an invisible Mirror of Life Trapping. It will only get those who can See
invisible.

If you can cast Maze, it can be useful as a place to hide from nasty monsters.
Invisible arrows are very hard to dodge.

Always have at least one hiding place on your person — a hollowed
out boot heel, a false bandage over a “war wound”, a false bottom in your
pack, or whatever.

A project to kill high-flying creatures: get together a team of high-level
mages and labourers and carve a giant Symbol of Death in the countryside.

Cast a Fear spell on a door, and then Permanize it. Those listening at or
trying to open the door must save or run away.

A symbol written on a piece of paper and pinned to one’s back is an effective
way to guard one’s rear.

Consider a group of very suicidal, crazed orcs, who use their own members as
kamikaze catapullt stones with flasks of oil to toss just before landing (also
holding a torch, of course). Not only do sentient catapult stones hit the enemy
more often (equip them with cloth wings and they can maneuver a bit), but this
would be very unnerving.

If you have a portable hole, slip it halfway under a door you want to pass
without risking opening it. Then crawl into the room through the hole.

A low level mage’s most fearsome weapon can be a bluff. For example, use
control Monster to get a skeleton as a pet, dress it in robes covered with
cabalistic symbols, and use ventriloquism to make it talk: Instant Lich.

Remember, players have to Llive within the social structure of the world. Try
legally harrasing them for such crimes as Illegal Use of Magic in the City
Limits, or Disturbing the Peace. Or start wars, and either Draft the players, or
nail them for Draft evasion, or Income Tax Evasion. And remember: ignorance of
the law is no excuse.
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0i #8lra+ ¢n the Fioor of any lairs in your dungeor or
“ois pravides a niding place for snakes andé spiders,
ined

candor pits and traps. 1t also di scoursges firebombing
bove Silertly, Invisibility. and the "Seeret” strike of
Vet party net siill firebombed suen o room found that the
T doeluded a fully mountsd Phoenix body that was raised
Lo and attacked the party as the pravicus occupante of the
=i e potions; serells, and werd in the room became magic
thhé pirocess.
FUTB) trapes Use things by the tucket: 011, Vinegar, Acid
tatwally hit all targets witheut gparial protection vs. AC °
el e have somecne elise hold the lit toren when using oil,

Ve 1 11 Dopplegangers *n my world once went up against

mete belregor, 8 3€th level eplit elass with AC ~{FIT3) and
Suprent e mateh. The party’s peint man spotted a "polar~bughear”
g v all know what that was) around a corner, Hut when they had
cared oo line of defense, a “Vampire® same at them instead. K. le

daplzyed nis shield which hadéd a silver cross entwined in migtletoe

¢ wrblazoned with Continual Light. The "Vampire” sald "nice
Mield” and continued coming. X.MC. cherged forward at light horse
‘peea with his sword set as & lance. When ie we.s about 5" away,
"Vamp} re” who was pretending to cower from the oross and light
‘& a spell out of 2 ciingt Continual Dark. He dropped onto all
JUrE, 1ripplng the now tlind K. Me. as als buady cane aroung the
cover widh 8 bucket of o1l and a torech and poured the o0il or the
otng o Ne. (very carefully) who was than warned "Any movement and
v 1l learn o inmelate®. The first doppleganger then echanged into
cooAn o robe: while making a battle-like clamour. About 3
i tg later, when the real K, Me. was erawling around the corner
| noer euaro, the Kolio. doppleganger ran. ragged and torn, back to
he party and told them that he haa stunned the Vampire but lost
tie waegen in the process. “Quick,” he cried, "give me a magic
epnnose that I may slay it." Three magle weapons later they caught
v end aluogy k¥illed him, but he escaped into the Darkness with 3HP
e was later ransomed for a gross megic item Dy the two
inppiegengers who should have been sasy plekings for him.

Nete: fne shouid not be able to teleport safely away freom
fneza woen digoriented (1.e. tripped on to your face). I put the !E“
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(8 (except the rirg of invigibility,/. their real lont

¢ lzewhs e

¢ Stunces -somewhere in the heignts of my Pyrarpid is ap

'd wizard «hn has kept his bady going long after his death.

e ginee 1is death he has filled witn the ereating of

e prosucing and praducing of treasure A nice rich

ks him.

et oepEns zasily and the party sees a reom filled with

appeacing 0 atvack. %' inside the door is an invicible
thick which tends to stop or reflect all first round
Clorical disvels seem not to work, but only because there

avi glble speletons {(@.v.) behind the wall quletly fturning

Tnig shoula hurt whe party's morale gome. HEither you seeg
©odail oe you don't see the invisible speletons.
a2l 13 gone or walking throvsh the 5' zap on either
oGown Yo above the speletone attack (plenty more

wiurelled anes eame from). The roowr’'s defenders also
svera. fleeh-~utore and glance/death monsiers {(both types
e Lich) with the cockatrices tucked neatly inte the
vitcages u@ing then as a delivery symiem. The spelevons
spell vs. \CI-Dex~pro.
o <hee liea has been alarted from inside of nis pernanen
£ Ly tn ro rope) and invisibly D. Doore behind ihe paity
Cis iae . 12 there are alv 1 or 2 pecple in the las
5 Cl 3ilence 5'». then Hold bonster (Note he s
n ouharaed doze not have Charm or Held Person) and touck
A they have to save vs. paralysis then save vs. megic.
fonaslopolng he casts Maze over them (savez% time in muze )
@8 them o ond D Duore back to his cubbvhele.
de returns wearing an illusion of the man he gravoac
e the party, after digintezrating or something the guy in
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Wild work, ard at laast S0% ie urvyaved a» vnkao v

e rezi veplnzeg of thig Liedh is unknaws o

than 17 gryote stembleg unon % he will e rewove: |
Erab the loot.,

the i1ieh will always iry to kil) all of tae s

bonea betng used to revlese the blasted skelsvens. Ne e

recanting, nc nothing. de enjoys what he does. anc wil

¢ L

curee/damn; destroy and capture tihe party down to tne
and parasite
He's nasty., but there®s a lot of loct involved

Play arcund with 8pells and enchar tments, not eve:

Just rlght, how aboute

Limited (nvielbility Rings Only tnoe flesh is ir
the bones.

Animate any Odbject on carven ivory bones: the !0
that ¢2nnet be digpelled,

Phantasmal Ringse Spectral foress or tniel plai
your bergeriers, rarely draws any mizgi e five

Chanze Sglf King: When youw put it o you loo |
the gamre masg. Great idea i8 to look Were op Jncoes:
wezpong and fail to fire the normal Crossbow

Phantasmal weaponry: & davice that generatss oo
{Spears, favelins, swarde or whotaver) “hat do rorsq
1T asave vg. magic :8 wade) but nit vy, ACS: Dex '~
tesl

Invieibility Kings that turn acwour orily in:
te Mege ring.

A staff of Anti-iagic Shell Ohters reet wis
Fireball and 1t zoos off i* from his fingertins,
A wand o! Levitste cthers
Ringe of (+1 we <37 er (-3 to =3} sl any m

in that hand only, ne heln on wiseile ABPADCTY
Bing of Strergth: As per the gps!)
Girdles of Normsl Human Strengin (. (I,
I. Roll 306 that is the wearair s streng.
IT. Strength 1s clways 10.5 for vear
I7 Changes (rercll 3D6) every & e round
Randem Device Troed #ia1 Give tho oo vf=a thm anu

vhe fLU8T spell cact on the wearer 2} ng
nrot; eures, et
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“iog bune Megle: Set off by youeh. reading, or bresxirg/

HiD rune .

ten the door with the rae vies. Jr Dateet Magic II where

iB8r.t in the party starte gslowing. the skrenge» i1 is the
I
r0 Ul uneless Purlfy Poos and water =pell’a reverse (known
ML L) or cure petions while still ir. the vial., The nearly dead
’ e e Ll disecver thim when he tzkes poison denage (=2 to
0 37 Ltlsen 1F taken internaily) and then someone wili have %0
L2 Lh

prosess and the polion must mave or he neutralized
Si0 lhne da2aage sirall, but neticeable, 1.e. 2D6 with save

Ut speil point werlds (M3, dayne ) where even cleriecs pick
pells purify is vsually not known te PCs..
el beholders: [oll up a beholder with tha spells 60% My,
fLL 4% Druld, 1% anything goes . Cenural eye is 90%

(e and 10% 1t is a combe o ¢ cispel migle and ¥4 dispel
e Fezulting beast Fires = i of gyes per melee with a
hanid of the central eye (F97)Lf 1t 35 being spelled at). AC
: 2 Twral game for damage taken but pick the eyes firing
the LAareet: at random. The RB iz & produci ¢f The Book of Eyes

Paad 1E s lvays under the inetruetions 9f 8 nearbdy nage .

Horgters of really nesty veasties, directed by en
sale distance awsy via Crystal Ball. Alse useful for
AL0Y into wagting whe {1 or 2 upes ner day gross powers.
Hed whnol are immune to almost everything, being unreal.

“iaee 2% the end of a 250" long passage 10 doors lald out along
Ty niong with a small dooropell marked "Please Ring”. If anyone falls
CAT. LY TToves to be a Chime of Openirg, all the doors open and

PG ees oone plling out, and it°s 250" back along the corrido:r...

ey Monigtar Sulnowrliw;: Jou tan get a elime/mo’d whieh will not
POrRERS AnG breind and vill try to eai the summoner.
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LLar Anyon: who stays a Ltal of 10 110 e s o
caged ty

remaln within the coom angd tell no one =Lou |

Y% remaln within the coom for 2 week dave ashieved
Nen Lhey dle their seuis ace nenven bound end 1rvedo
“PCUsS as maglcai, but not erneny. walls will striie

¢ always Tilled, but only a & 1n 5 chence that the

TN than one week and will give ninte sl egoupantis of
“eel are religious pllgrine.

o

D

“Lb2.8: By the uee of & Book of DP lon2 of tie noreal
W im extiens:ve enchanting of a large groun of cleri:s

vblighed-~a link between Laprtn and Heaven or
fred To & particular plane apd s particulsr Ged, They

ot
R §

with work and operzte in 4 andes:

g Y funny linee on floor

Mig L speli proof

on 2 physical miseile peoof

2.3 noth'ng in or out ‘bedies eie. )
Wng ciee within a DP while it ig on is zonsiceed to hav:
rED BT

< in 2 similar cirele in & Hell and the idea berkiaa
vt to feed souls to Gode.

;t‘ :
cng. Nu other God gan interfere until the eround is
witralized. A cheotis can simply make a few coacere

W Virgin Nother, but a lawful would have 3 comelt an
Ly ¥11a @ pure heart. or for true love, etc. Nsutrals,
treeble.

i’ 16 4 gggg_gihgggvg¥£Ma;k gf Abraxis with lit candles at
08 the star/mark 1s usually made with cnalk and glows
odeode The S/M s surrcunded by three ¢o

nplete ¢ireles
50 e activaved, the made of the DP £01ng up vl th each
LY all three rings and the S/M are activated ong ean then

bemon Summoning with the DS/G°ed Being trapped/ilocted

©c porial. Any sttempt to harm or control the R/G =d Being

‘be DP for one week. All vou can do without risy 1=
e asr for help.

Hy worid ven teleport at will (Jjust focum; snd §%¥E“1H
~aabiteh Ylsery. but they ceannct telepor: LrosE-piane
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rrlnMces diose Wla Ll tation Uarang, g Looded :
are 06t ragle ocgire Yre spel Le/80l:1ties 2re PR

be used LUt onee per cay and only one 2t u . u&

L1¥agzie reeistance is e very flerce thinz to hav .
serhuse even if you fell your resisuance voll. vou i r Yedy g
#ave on ihe fighter tables. Thus a Type Il d2tor wyin 1: alp
a tli with a ST of 10, g0 only 2244 of all 8pells ooyt Ll sliesy
him. ‘agle ragigtance tepe out at 959 end tne bee: 57 Y o1e &
Jy there is always & 3% chance of arfecting your oppon e M

dght/Darks Any light eancels a normal darkitess, but e Olerie)
Vage/Lilvsloniet darknesces are countershle by I/1/1 1yt JELY
A iizge throws a8 1L/D of his owm level, &n illusioriazt i VAV IPRR XY
{round down) and m Cleric throws a 2 times leval U/1 . EVE:
deriness is very dim light., The ccntinua) Mgnts/darkre o, T
Geuble normal 1/0 and Angel/Demon L/D is 4 times no .- [} would
cex God/Being/Demen Prinee L/D at 20 tireg norval )) ! vEigleTam
Balrogs can be seen for 107 in any dartnuese. Norag! v, eroter )
@r produced Ylame do one level of light Wall of ifiye . It e
~igtantals do two., Flaminz Swords, ard Fire “ilements s & vigig
for 12 in any divecti¢n Fasry Flre 1s 5 levszls of ., . ary
target.

Uga Dgrinesses Ofien and foree all parties to tals {11 al
The caster of tha ~argeot dark ghould bLe able to gee : -
¢f everybody ocut not be abie to tell who iz who Treat _l:ipecngis
a8 darkness viere you u2niotl see anc don"t tell Uen

lasty Triczs, Jnyone?

once rolled 2 w%gﬁt the g8ize of a Frost Glant ((T

the table the i prodguced this)) who lived in & rocw v
walls. He sat in ihe coorway. A dwarf opsred 1
because the torch 4idnt { Lluminate the ronm and haos
couldn't see, he etuck nls heed in. One demd (f:rst o
party killed the LP-less and harmless wiis while the
the dwari, The Sth level cleric fourd hivgels laytng
undead and turned the wight to escape tnrough half -
Room had no t{reasuve. wag g 10°x10" ¢loset,

The Wand of Misdevection (1U, I1l): Gives Ilivegieri g,
misaetect{ong but detect Magiec I1°s as 2 reroll on yous o 1%

10 charges.
femules, only 17 si: %0 user. 6 uges per day.
ang of Detect Evii (MU, Cl, L1)}¢ wunlind ted chnr
2telf of Aptl-iiagic Shel) Otherse D6-2 charqes. Yep. 1o
or out, no save allowed, 6" shell around user.

v§n§%§;b1 Armovic: Armour able 1o become invizibie (:. o, nop .
Invis ;Etyi and Lave the encunbrance of robes. tuzns rnieitle wi
struck or the owner sttacis.

HLQ% QI IIVB: Fill in the blank, as Chanze Szif but wne monster
prevolled ¢.z. = Iing of Ghoul 10% are variable, reco) . gach tive

o

of liies Dgtaaé;gg {Al1)}: le crock. finds on vid T gs
f simllarc
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Lng y g s;*__:gﬂg_ig;;a;g_g wher Indiscgted vyoli <
poggags taat of Maple Fesistance. Any rol) o £ .4 1 |ar
A 2 De:o or Jevil Summoning device, since your KR i3 { =
all ut a Jewon Frince
&

A byt l:nge, hence the hed resvlt 2:e»
8 used. dor the wearer Lo use any gpells or devicas. !
3

4t excluding povions, the wearer must rol) e

g O
the Y ter to use the 3spell or device, the S firciia ¢ he
Cloax of Tmmelations Foll iDI2+ Oa 31+$ deea 506, on 7 ¢
2D6, on 12-+1: does 3206, on 12 does D0 .ull per wel
s :

for all touehing the oloak ineluding the wearw:

givag avy Jire innunity: recoll the D12 for SXVLsne «

Iamunl %y but 1¢ works at 8ll timag aot Just whan flamia
GCloax o1 Invigibility (AL1) Just lrke 5 viig, 2. ‘

LI . X b

excapt (12: 1t 18 setiv ated by pulling

allows sne o Btick ne’s non-visible hant inie e \ 0
pick up a visible objecy, and revurs 1+ liie the Foid. o

with ba:h the hard and the objiact now "pe i’

relyao; W*f”b“;.%éiﬁ ZJLIUL and yha &
be used o avials sny neflc pros? Sorm (1 ,
¢t to 2 nmagic resisiant form wiishout 21
Pile dice otheiwise the natural reelsiance LI

will prevent jyou fron complet! iz lhe Loenslorniata A
not glve the caster wr larget aay of ihe eer or dc (
of the initended form: yuu don’t suddenly ,pha. a?f

spells of a Titan {but yeu do know your cuc gpel }s

to Lly well, »hutl rendonm Lypes of abilicles 1lke tux %
kick in az any s8irees polnt.The infrav. sion, breatih h.i_ ;
and touches and s¢ on work just fime, “wul the learnco e
bizarce abllitles er2 not just grented by one speil. i
¢ould PO a first level into a greatar magiceveing N
PO 10 create anoiher oider Dragon and so on~=-all gl
level NU with a scroll.

A far as . can tell kelymorphe do net afisct VoL e g
or your level or nit points. AC, sirength. give ©hspe 1 vh
attribute, OK: but your soul, zlignment, leve! aic r.irn < 0
and languages known are not affeuued the only uvozsitle ~Ffar:
spell could nave on hit points would be Lo reiul i

—

S8 'E‘ '. ‘
an MU polymorphed into a masic-using LUregon. Polivmo: oh o "foo s
phyeieal looks, and zbilities, rotv leve! gr siats he ™
everyone wouid Just Pelymortn Othecs Vred into a Freg o h A

gtats and a ithousand ny bty ard SOULh level. NO W4
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wven Lthe NPCe TComngLers vid o raig ; Largie
Cing agent ilze Leiscn or acid  Ii they have & tdamas
“1C4 ) they are figuring on using orn 2 1BEpe s op row
e number of dice of desare Lo an amourt such tha. 1
are hit with vhelr own weapon ang fail iu gave ang
Paigh they will 81i1)1 survive, L8 2 7th level
WL 20N,

“En only use magic swords end daggers, meaning that they
ery mazi. wissile, except the +Y op +2 darger doing a Db.
et the thief canrot uss raglie Lawe 9r srrows and a1ways
vivo e tries. This alse means that tne habbit thisves cinnot
Luiroe or stones limiteing ther v just Dex*3 pit that,

terruur (yeax intended melea/damaye gectians fo describe the
Yoo Aerage human arainst average aumans and they are thus
i tur most player characters. four hobbiv thiefl carnct Pl ok

weiel oA basby erand plano or a baby elephant even with an 13(09)
‘Lrenth oo s r0ll of 01 on his 125% chance. 1 keep having problems
Vireins peonle of this siaple truth,

iE Ve. Wood Userse

_ w70 Transmute Wood to Nerf Rubber: stuis as the Cleriesl
PhiThE Lo Snakes. Transmutes wnod to & bendable Jighiweight rubber
Prierial Stops staves from final strikes because they nsw bend in
wWalr Teg 174 [

w2od getls a save as an LU 9f tha. level or 3 levels per +
oEEves for arrows/spears/hemrers.

coiidn to dnakes: Purn any shatt or staff into a snaks, 1 In 6
leoncus . ani shake up the archers going for their next shot.
athar | wod

d tdea 18 to set up a barrier made ¢f taluvk staves to
V& Yorced past, then turned to snakes a8 they pase, then snake
Aarm

Narp Yood/Turn Wood are alse good tricks.

fransoute Tetal to Woed then deal with it ap above :

ﬁLﬁg_?{ngzﬁ,Woog as Prot/Normal missiles but «+5 to AC vs., «1
wd misalles, < ve. ¢2, and 42 vB. *3. No effect to sny non-wood
VJ¥0LE or magic missiles.

The

orlginal writeup of E. Gary Gygax sald these rules were to
10 A9%d ag a guldeline only. Any group that has teaker his rules and
CLefaskeently changed them, like Cal Tech, is piaying what
CnBLllutes a different game entirely from straight D&D.

WOrt ¢t the difference seems to be a matter of the desired

‘TEriude of play of the players. It seems obvious that any group of
‘ayers can get together regularly to play any pamg they please faor
= long #% they please. The confusicen starts when several such
UOUDB BIArt disouesing D&D as 1f it were a game ihat they gll
rxagad. Ehare téem to be three main strezms. .

e firsat has long been labelad Monte liall. The DI mets up a
world thet hag a1l tge trappings of D&D. VMonsters, from skoletons to
FALTOFE, towns replate with helpful high-level NPCu. dunpeons, complete
treasures pYled high, comdine in nelses with monsters. helped by
NPXi8 1o rain the treasure. The “reassures are too lurge, teco eacily
thialned, and E;Ep‘;];&lﬂeg_ completaly by the Dii. AT noe time ig the

averare 7 in any real diffiew) ty., the largeet nonesier-filled melee
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At .

~vives. whoever goes off firvel K
e

i iGE ot “CE = ad
ion Inte Hell ¢ the lows -
feer and caution of Lthe w
g imwzoct o ecardsoasd ey
ng onot down. Ureasure gand
'!:h.'C'O'&‘.' da:
‘hk-sceing

="' that undergc an

31 oucing. lMonsters nave
up for the &ole hurpose
»paede-at Least not nast
i3 and oecasionally X

¥
SRR faTs 11
M. vercel the danger is purely imag Py Zan 1he o2y P
¢i e true thrills of D&l--2erhaps the greale3T--Lu Neving o
v, coubas wiin something that shoula or (lesser) could kill sim,
. melees leaves one with za sense of actompllehoent.
. "

1o thoge
' ci2 in a Powar Worlid ls amatiter of legistice. ithe placemsny of
he wtilization of artifacts/powers/abilities. VWiziness the
sunl system, where the bad guys can be blown witlees by the

C by without getting in a single shot. Remember the high stats, well
for Dox eounte there is only one Prime Requisite~~Dexterity--and the
i 01" Bovs stats either start high or are zlevated guickly, zometines
nom & Dad, Spells and devices are con;ured and effecilve within

count (down to as little as .5 seconds). One yerson meves at a time
inz shizld walls and setting spears vs, chargee uselesg. as the '
er snakes his way through the athers standing like svatues to

fke a1t the individual! chosen as wogt dangerous. Clerical iracles
‘od-Given or granted, butl spells lilke 2 mage's o be used

inted finger then forgotiten, thus Clerics become spell poirt

k pick thelr spells. Now a 2rnd level cleric ean curz 30 hointe
tnrage isteed of 4.5 (DE41; and at moderate levsls wan 2ure 109

¢ of camege where the average Gygaxian party would be foriunate <o

14

~ pr e

nov

O T
elc £0 whe Rover -EO}/S! negative armer clecses, ertifacts bri
iiered dice of cure, and multinls Raise Dead Fullyz: of 7 g
? the bliphters in that blasted hole-in-the-grourd. he
ce.ption of mest sortees sound like 3 British Runting Club in

- ihe chiel complaint seems to be that Jeaves cannol preduco
-p-crawer scone under these primitive condition:s. T keep expeccine
v sbout PCTp Burdepn from some group. FPersonalily i would ilove to
b level in gome world, with palace intrigucc. aipires. =and
poIibllity of greatness if you play your cords risi :
viird main rouve of Dé&Ding is The Campaizn. Hers 10 crogg-

- .
LENS are

cditleg are poselble, just your ovn. .ad ¢z

e

e (Eving made one’e own bed and the proces: of sieeping in
00 P2igns are net, but nzcesaarily Siow i€ 200w boidine oute

.
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cecavse e give 1t JowB. everything else’s A 6

g8t up Lrac for dwing anyvbing thdt nAay Lrove GO

extent that cnea«ﬁng tae conitentig of treasures oo f 3¢ of

randorn NiCs, The ldea seemz Lo Le to remove 1l Cxn P darse~

posgible couplications from the life of ail Fla., This vigl: e

reascnn Jor havirg an adveniwser In the first nlace. The 1lise ¢ a

tore Clark or the town's only historiar is culet and danzeir-iioe

out Laal wag ihe 1ife the ¥C foveswore t0 go dungeoning wizh 1 e

d0ys. Totally safe QLW~kly gurng inte totally dulil. lei the Y

You=tryv=Lt~=you= n-.afvaL ‘~uem~

Tha af r input iate the ) 2
creatior cha ez, the NCO reg 33 7
raking sometn _Athv natty altering che a0 4 g
O te acoussd or ;.:'; 59 B 2. agding hit m«i'r
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#ll ere variations on a thame from early L, 2t follow wre ers

and shouldn’t, The besi MCC ever writlen vas .ayrne Shaw s rewstis

of T82's arertica. psyom: s-=the Esper. Hit Points, AC, esi:moni,
atCc are a1l 0¥, SHrilliantly writter and concesved, easil. ciral
orders ¢f magn! inde zbove tha original, dut siilil some of thael:

wpeila 9nﬂ levely secn te be illechosen mu Lest. Take Deteci bverythir
fdetest a,vz_sj} a n2st 7un or 8th level buvy ieo powecful for any

law 15?&1;

areblen plagues the lecxl universers.

ihe opelil Lesveling Soul Pire
nopeared (A W3 predusrtionje 3 7th level MU epzll that does 2 Teve:
vt Dés fire danage sinzls larget and % lavel in 1ife drains (gaves
alliowed). “9at -,Féj‘ Ccr#ideﬂxrg the Antis=Regforation o7 LlVe 18 2
74 lavef gpell 8 17th level EHF whgo can iirow

K‘B\JUAL ;
nifty Pu; a 12th
Lo 10 spellisg. each

ong per day
gnell noints.
with a gsrzll

that's kind or
can Lhrow v

level mage
5 timee pa

whi&, under
pﬂ‘&“ltn.

rireball ‘.3*'_*".":' dze. The | U1 benind the levella: was explained to

me as deciding tuay esiorax: WaE L8865 395@"?1 “raa Ratse Dead,

Phug only a Zra or 4in Jevsl spell, because b gave vou all your level:
vagk, (No¥s: This ressaning should put Remt. on *s¢ or 2nd level).

e




a HKeg T ai tth which resmyor
i iont 1ifo ( ¥ :
R BRerEY AratBlry sndes@ S258 A npy s
b2 pateh up "he vpsul e g ey
2 23 Lie would have maide mn adonunt. szt
¢ apelld for 12th levels. "her: apre Biphe

feo d0oul Firesneet, 5/4% L (fire! + 3/6 L 1JAfe Drzin) at J=h
\re Luda L DE (fire) *1.5 L (1ife drain) at Y1ith =r4 o

Ua ¥ ract atl 13ths 1f you save “om & Dad don «
) | r birth but you die anywavy.

first paragraph®s statement, E. Gary Gyrux set
i3t books of L&D as a puideline to Dlaying whzt he hoped

Lo any Interesting game to piay. Taken a3 such, D&D ig a worth

Wil ie dement, but player’s should ez<ract trne oversll theme of

[va
2oy form BGG's books. not follow Plindly as i7 it were dlvipe until
v 3 ' 8

Jound and then serap the entire guideline and draw u woyour
st dlie greatest value of everything wz have been TSRed. ia toal
vianderitlzacion, everyone knows of Gygax :nd his rules. Canes can
have an vnderlying background and an unde-lyiag if ungtated Philosop!

of Play (PP). To Gygax, anything was pessible, wut had to be baianced

1o he 2ilowved. FCs received the fewest benefits~-no rounding off or
benefit of doubt--and the mongters had it all. Migh Cround, best

-

hit poobe, knowledge of area., the chance to work together ard prepars

aid only limited by rivalry in killing off the varty. Nagic is
dengerous, both Ltems (erocked) and spells (rebound) ang anytning
the poarty can have, the monstere can heve. The nakevr of the wirid
Go.e ook llke a monster hetsl, but thet was enly poerly thougat out.
Hit polnts are pivotally valvable and an averags party of 7th levels
gy be sble to eure 100 pointe of damage. Sralls are lper day of
enca wnd pugt be carefully and intelligently utilized. Even treasure
waz dengerous, and priles survived by skill, btrains, ard Juck. =nd
semetines didn’'t survive at all,

Comparing this to the average high powsyr worid, we find the oo

ne
svartirg point, but a totally different philosouphy of operation. The
Fis seem to play under the idea of stacking beneflt upon benefit ang

inereselng benefite untll the player is as eble as poselible. The
Lonsters are standard save tnatl they may be holding (net uging)
larger=then-normal ancunts and types of treasure. The nonsters
attack eceasionally with all the ferocliy of a clay plgeon, ztandine
in plaln view, when eover is available, 22 if to say "take three
free shots, then we'll melee”. Magic iz tame~-zlmost ssrvijs, Spells
ars thrown by peinting a finzer, no inesntations. The spell nevar
misses, wlutzes, or goes wrong. Items are analyzed by remote control,
from & safe @lstance, by Detesot Magic 11, cleariy obsena in the face
of (UU7] Lesend Lore. The world looks like a cereful~preserving
Hunting Clud ket the monsters about for “sporting” tarsete g-d the
malees reflect thig faot. The monsters havineg thz advanizges of FPCe
would 92 unheard-of and Jabeled "pross® 483 pollte. Bit pointe ace
ineidenial, ss iz life itself, ancd an average party of 7ih Tcvels

1y be able to cure, between gpelle, rotione
Lrozzand dies of dsnage as well as multiris & Faliyvs
and 2 wwadred levels of Restoration. Spells 2 fup to
spell rolnig) and ecan bte almozt trivially w trig

o
-

~
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ey ay nattering and complalning aboot The suve o
L aTtoey .1]. J: ").‘h - or El]:"f_' new I p.‘.;.&‘," N .5"..';& Tthe {"""-'(
RS 1.1 we gaw 1592 & result of 4. ‘t Ry >
' 1y Pie do things ﬂw;arguﬂi
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1ly iz
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b U EFI S &
Op 1t‘ai“ru” wall wlhin eharacier ard whanzver 3n;f
fony, Like shie weelend when my 14th Jevel @l¢ 1<ﬂ1a,.

3

2 w“h‘n. talligent nonster to eat vileces of Flex,
& 10'x5%°x2' pteak with large aucunie of Chill Pepr.:

and hmJ %5, who 18 constantly serawlng un, tul cauvaing woo2
2 harm, AZE should shorily have the Ll la’ ¢f Mervy ]
TLOC snould have my write-up of guwet eancitionsg and ne-pamze
condi tions--if I complata 1t and get it pusged.

he pame should be played as a tlesge parepilel of iije-
would he in 2 DD wordd, not as if the PC had all of {ha 0!
advantazes. PCs should Paoe danger and de=fth, ned hypethevinsally,
tut ag i it were aciually happening to him.intey siould 1lc N
indicated~-nisdirect where peesible, and con, ecan, and ¢l s
anything that will let theg. They should lave favov:ie vecrind
teetics and vet not always use them, Thoy should rloy billunzi;
ignorant of the mechenics of play. Twe-hnnded svword: ghov'd niv Lo

v glass in Lt ag a now Mexlean-style dishe Sllicon Cuie.
th nster thouznt it was real cranthy. Or my vhlef, Fervy o
e T
1

L&

rule, since mest people didn’t use them iy real MIe 108 50001
quickly gafn a perscnality. based om early die polls aro rercus
rolls, and this personafi{j should he rec wqu and furthersud as

well 2s usad Yo prediey rsactions, regardlese of survivel

Studdly Duddly Epstein, my pushy Puertc n PP' }'1}*Lw.6us;; Eolook

convienently the other way go the nputrm¢n can sliy the inrca.s ef
slept fees. No, since all who run with kin must be Tawful, 'nu
since it is unlawful %o slay & prigoner and run-dengerone {22, he
ordere their bodies strippad and takes them Lack to his homs chureh
as prisenarss so that thasy may becormeé good Catholics {Lawil 11a) He
travels overland with a wagon fllled with cagee of all sites, 0

that if he stays something dangerous he can lecome 1ts cereta er
until it can be safely xept & la a museum/ zoo. I like vo baitl
nongters cupable of kilil ng, with noe chance of ralsing the Locy‘ (ny
PCs. Surviving those mecleas makes my fondest meworiss, ot Lah;ng

a defeneive stance towards comething that blundersinie et &
wastes half its attacks on dead bodies. Tiy ulavin 5?3 Same Lhai
Gyeax intended, not his exact set~up but mtart the s s '
philesophy of the game to build your cwn 1ittle Lu?;d. Have PCs dre.
have magie and Chods be uncertain and sven dinsercus to fry. Preven!
PCs from pcssessing encugh same machani:r to e lnvulneratls or
unstoppeble tc the aver:cg sonsier. Keep “us acranging “pet”

Gods or Cleries to forn zp sutcmatic “baek-up’ upply. Try risking
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gy, 13 Y che Groszzesy ijn the land

L Aggek e Y@y 1@ p k. Vot S8 Fa@sad i - 3
s1lowlnp 18 Telng swritten by ke

Lddn B0 nove gobtien & little vaberant there 1t
~w V1 the dubject of dlrty teicka, wut I wnought 3¢
MLy nesponsible epoosing viewpolnts will be providesd

<Al 4ng go on. '
C anree with all of Ken’s stand on DEX comtdawmig. -
sce 1ouse such An my gaze. There are two Keyz to uping
Porioparlys
in u rasdom factur. Neo one reacts just ag fast gvery

sther tlae.  use DEX+2D6 myself o determine who A0S

< v counts only Lindicate when sn action starts. As Yen @

{ G.c7 can be done in 7 a second. Still, sometimes itc useful
fia. order things are happening irv, unlcoh is why 1 use 05X
5o wast cemember that every actlon :alkes a while 1o co.pleie.
car #iyle of play, I remenber some advice T once sgaw glven %o
ALLETL slayer who was complaining about che vroliferation of
tana” and the lack of intevest this lent te the gamet 'Flay
) Gie essage of my etyle of play. Don’t play your charuetor.
h - iharacter won't peke the perfect deeisisn every tine-.
Sopefully ) a Gode-ané neither should you. IF the charzeis:

seles round~-6RY siy seconds--to react, don‘t spen

spend 2
eding your gtack of index emids lookirg Tor the exnct
feve. Just do momething. fdke ns not. it'll be the vIrong
tre cenae thal 3¢ won’t be fully optimum, but it shovld
;o fonothe rame won't grow toving. 12 you're golng to always lcol
E periset pn", you may as well write a computer progren te
L. turn i1 on, and come back later to nollect your EF
Ut betier yet. let the computer take nate of all that, too--

foean Laie vp a more interesting game, li%e Cin Rurmy. -
Faocmtoas Dn ooneerned. there 33 no ?1ace for realism and/or
whalace acguments in DED, X you wen't realicn and Pleybalance,
CLae. TRD e unreslletlo, unbelaneced, and FHFUN, Tt's elapstick.
¥okaroenave . don't try to win it. A few pecple looking for the
Lotor tu the problem of maximum sdvancement cen ruin everything
<7 the wicle party. DZD shonld be a soeial even’, mare 1liks o eh
et Doty Lien a pame of Cuteshroat Pokar =~
Fizy o= panz. den®t sry to beat the ref. And have fun
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.ended for indepsndent distribution. Transa:: bad

re larey Neers:
I: 2 Shacdow (%the monster) is really a shadow ‘% o. {9
ral) §in pour world, have 1t fight gtanding up aza’ n:
;u naked 1 v very hard te hit wlthout breaking your coer

,‘1' r

‘ran David Schlosser:

A reom which 18 particularly hard to <aite out can he creat:c
>v aking the aocugants either a Rust licnster and a Magic Au&or oY
*v 2 Barzerker (ur several Berserkers) and a Maglic Abscrbar.

‘ron Jaseh Raye

Take a loly Sword. Cut off a Peladin®s arm and enimate it 1o
Limited #ish %o hold the sword. Now, since it is held by a Palacin.
the sword has he ability to suppress megic. Break a Vvand of Fiiebs
(o vin lar tiem) within 107 of the sword. When someone remotves the
 fron the arn...*BOOM®

1 Bill Bleuel:
After sorecn2 falls into a pit, you can seal hie fate by casti
firzt Create water (inside the pit) and then Wall of lce (over the

4

vater). 1 allowed CON/2 melee rounds to escape from thig in ny o

Olrkj i

From Dale Malaki
Cieved of )fanings Iike Cloudkill, but gate the party dove-
gioned. ‘Then throw i1llusions of munchies inside a heavily trappe:

oY n;pnuned Area .
{Llucionist rope Trick: The party spots a mage Jjust .eavin
srdand B corner. After rounélwg the ccrner, they find & rone tric
Lez Ving op int? the cellilng and climb it after him. Eut: e ma
et tp o divae rope Trick, ne 1s invisible down below opeminz tho to
doc~ wirer the rove trick just prior to removing the rope-«. ne
407 11ll through the trap deor orizinally covered by ~ rug
rron Ker Kowsrds
Glugk of Convealings 10 pockets, each easily Llarpe enou it ¢
3tere a rollad-up séroll, but only the person wearing the cloak ca
fileul eny of the 7autets/1 am8 no ma.Lter how t.oronﬁnl" searched
30% charee of 2 curge (map erzsure, nis-spell a 8p2 ete. ) Detcc
Usable ali clab es, / ' ¢« 0

- . Z * Pl - ' k
¢ldon VL‘.}\‘: . [
f the aaf,y &8 ohnqxiuuﬂly griking dpen Hvarw” door o vour
Lt can be qui fe amuging %o have a little suy wi B & ‘elaw -
2¥d a ;¢t of efikes walk vp from behind thep saying <l think
nnd thane. ., '
' set 1 Paludin, there's alwafs the old trick o7 Wk-lrng & lev
wel ¢ we the ceiling and ?ErT&ﬂiYiﬁg the spell. When the Paladin
wzlas bereath this with nig ¥oly Sword, the spell is dispelied snd
he zts zuasheds A dess violent variation on this iz %o have the
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tAY RE B -ton noliow fuke *ereluliy iag

Lhe weignt ig Paper anc h2 lngige g i

\iie. Carefuily slileachsd to the botter adges are hurndrecs

Hmrate seeds. The Faitadin walks penesth the welght, 1t fal)
clazk hids Boreans and the party gees “blogs” Beepl ng vy

u:elg;‘it»

vt paranpla. Walk up o u pariy. dea‘t introduce Yeareals,
Jiu random magie {ten., and s5ay something sryptic like

thls one.™ Theyill g trary trying to figure out what
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0 Klelns
¢ GLTY or dungeon find o dig a pit, Then cast & Delaved
“edeall in it. Over the b ¢ast Timestop and then Permanize
‘2 niethora. Later have & flunxy ¢r magic mouth dispel: the
during rush hour in the sty or when gsomeihing waliks avar

fva dn a Teenno Universe (1 don‘t) Lty uain
S Ehut with, .
sayied or stoned characters makre seml -geceny battering rams

1 1
355 1a

.”hﬁ “Gllowing seetion originally appesred irn lee's zins
0 ALARUMS & EXCURSIONS #2¢3. Reprinted Ly permission of uhe

LR | - .- N () P
e t’}“‘."py '\.I‘_'.i.‘-"& .l‘.ﬁ.:'

Cortairerss

‘de lampe, in secret drawers in tebles, chaire, or sihep
‘¥ N secret vlosets in the veiling or under the bedding .
Jusphed into something slse. Golc inte copprs (or sucklies).
opers, serolls to old toiles paper, ete.
ruida birds® ginzards, aninalg® stomacha, in holders sruffed
Cooneids’ asses.,
valre & traditionalist and ingist on chests...
% socret drawer of the chest. -
ciymorphed to the loek on the chest {for jewels, ate. )
“¥ieible in the shest.
nside a silk wrapper whieh flames uv and destroys the contenta
touch of a thief (or a Lawful Cleriz, or.,.)
i thdrewable from the thegt only by s Dwarf thief with Chacisna
(¢ & persen with blue 8kin, or 2 blind men, or.,.)
/50 L9 the chest (with glue that dissolves in water but fiames
“opllcation of wine (or maybe vice versa) ).
eriin Geldberg:

Jou have nowers of teleportation, an 8ttacking monster/demcr.

| iwise useless ftem (epike, rope) and are in a passage WY

L the apike inte the pasgage abeve the demon;- Rocks & ter:
sotupy the. same pl&cewsimultaneoualya_so the resulting

Fiovivn may ¥511 the demon {and you if ysu’re too clogal,

» Jroet the aditor:

uu Think you’re €0ing to ve attasked frum the air, meve your
out into pits sutslde the castle. Permanrize rhantasmal Fer

|

e € A

1; ¥

the rround.. ..

certions gver the pits, Inapine seeelng catapult s<gien v

(40
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And now a few words from the editor:

Copyright Information was ervoneously left off paxt oi W=
press rung of the first three ssctions of thisg thing. Thereioie,
It ig being reprinted here:

“How to Kill D& Characters Without Really Trying” is Copyright
1978 by Mike CGunderloy. All Righis Reserved.

"Glive’s Jive" is Copyright @ 1978 by Mike Gunderloy. ALl Rights
Reegerved,

"More Jive from Clive” ig Copyright € 1978 by Mike Gunderleoy. AlLL
Rights Reserved.

"Vampire Iguanas!” is Copyright @ 1978 by Mike Gunderloy. ALl
Righ%s Remarved. This does not apply to the sgection headed "IFrom
Elst Weinstein® which is Copyright © 1978 by Elliot Weinstein, ALl
Rights Reserved and Reprinted by permission of the author.

Algo a note from Ken Rowand, which should have appeared a
page or two ago:s Dale lalak runs a plece called Beach Ball Family
Billiards. D&D is freguently played there; drop in sometine.

We now return to our regularly scheduled programs

From Larry Neers

((Notes Larry Neer is a fine persecd who was responsible fox
nany of the tricks in Part 1 of The Dirty Tricks Iist. Due to a
elerical error, he got no credi’ for them. Oh well, sorry, Lariy.)’

Fire a catapult stone, then fly behind it for protection.
Plesh to S5tone on Gelatinous cubes, or Airwhales.

If it takes a magical weapon to harm an Iron Golem, then <wry
Haste, Shapechange to a Roc, fly at Hasted Roc speed towards an
enemy, then Shapechange into an Iron Golem just hefore you it hiwm

Stuffing Tanglefoot Pills or Flash Pellets in a keyhole nmay
bother thieves.

Place a Nacklaee of lMissiles at the bottom of a cheat, then
glue or tie down some oFf the missiles in such a mammer that 1t wor
be obvious till the Neclklace ig lifted.

Flying Cerpet with a fear of heighta: it gees up %o 1007, “hen
changes its mind and dives to the ground, possibly even fagter “ho
the pgsople i% left behind.

((Reminds me of the inimated Broom in my world that was dine
until you took it over 400°, then it stopped working beecsuvge it
had bsen made by an Ea th-based mage.})

Fake doors, psople pounding on it alert the monsters insids.
who come charging out of the adjaecent secret door.



THE DIaTY TRIVKS LIS'E, PART 4

va plaverg o treasure msp whieh loads them te & lovation
1lp them ro push a hidden swikch., The mapnaker didn’L wrl e
sz 10" pole 8o the 50,000 Gold Piswes cascading sut of
c vanel won‘t ki1l him because @ wouldn't forget,
olu the page places Magic lMouths nesr his roco which say
he ezt gerridor to bump off Ronald the Evil tlage.” After
sooputives that hie Detect Enemies wand (s going off, pokes
111 wond thraugh the hole in hie door, and away they go.

2 nitiull of treasure-<and OO0
g0 right kesp a pet oreen dragon to fill his lair with

o {or shapechange and de 1t himself). He aight alse collect
crue-pauginge material as pogsible sinee plagues don’t

{

inulined tunnel leads down %¢ an angry, hungry conutsy. The
slipreriness on the walls, floor, and seiling prevenic paaple
nglng thelr mind and bugging out--also keeps the monster in.
chlusion of amongter charging down & sorridor will often
Lichtning boltvs to & wall c¢h is really 107 away.
vagple fing a statue holding a erystal ball. Obviously the puwr
: ~oakod at & Vedusa or some such, 80 they pry out the crystal
~1. Teo bad they didn’t notiee the Cockatrice feathere someons left
ttingz on the crystal ball and then turned invisible.
Gat a corridor with a strong wind, walt urntil a party is conming

wwind towards you, then dump out your dbag of Coskatrice feathurs
r Dust of Sneezing and ehoking, Or Thionite. or Yellow liold), being

sy earefil.

Muning the floor of & large room invisible bothers peopla,
spaciully vhen they find the 30° deep pit, which you didn’t have
turn invisible.

4 bit ef human sex-hormone ¢an be distraeting when sprayed inte
roon (especizlly with an all-male party).
Daes nosving in a catapult.
Fannle- glepant sex-hormone sprayed on psople, with a herd of
#phanio nearbdy.
derserk lsxicans put Tabesco Sauce in all of their Potions (it
wean 't bother mmjo
Z91Y Knight has the first 6° of his lance turned invisible.
Fagswalling your way out of a mirror of life trapping.
“ut 4 sharp steel edge on the leading edge of your Flying
v then P1y lowe
cee Sunlight doean’t ki)l Vampires osugright, Juat makes thau
Liud age, what about young Vamplres...?
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-ast "Aninal lessenger” on & ravid deg. and send i¢ io en

eneny.

Polymorph your eneuy’s armour into & ring, or his jacket inu
a Jjackal,

Polymorph a fly over your eneny’s head into an eleph.. 2
what if 1% only lasts 5 minutes?

If a2 bunch of ores ave coming up the ecorridor at you, polymo:

one intc a large purple woirm. Dangerous to you, but fatal to the
other ores.

If you grow tired of "Deteet Everything® swords and spells.
place Anti-Magic shells just outside the surface of Secret doors
and the like, also useful for the monster behind the door.

Anti-liagie shells across a corrider can be pesky, especially
in universes where walking through an anti-magic shell digpells
permanent spells.

Llet strongly egotistical swords take complete control of a
character (called Glirendreeing). Only 1 try per week and only in
extrame stress situations, save vs. magic despite Egos, IQ, etc.
Lasts 1 week, player gets no EP while Glirendreed.

A e0lid gold pentagram on the floor with an invisible demon

inside. Vary the neanness so players can take the chance and hope
for a wimp.

Tellow mold mixed with gold.

Charm & wimp, cut him open somewhere not too vital, place greor
slire in the wound, heal him, and feed him to a nearby Dragon as
peace offerinz (then run away and come baek later).

TK 2 beehlive onto an enemy’s head.

Pire Green Slime, ete,,from a catapult, short range, wide
geatier effect,

If beseiged, and plague breaks out, you hace to get rid of
the vietims, What better wgi to de thie than catapulting them int
slie

the agemy canp (possibly ing them up first formore seaiter
affect.

i}

o

o

16 Sagi
: 8&5§gult a load of fist-sized stones (ballast) at the eneny

shlp. It won®t gink him (which loses treasure) and cover s 2 larie
area with hurtling stones which injure or kill people, and takes
the wind out of thelr salls effectively. Throw in the Rum empties
(bottles, not kegs).

Seagoing mages will tend to have a specialized list of vpellis
and items: Water breathing, water and air elementals, ete.

Fireball their rigging.
Polymerph the woman he’s making lowe %o into a Meduga...
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v out hinds eandg delibarvsis confoglon can el

vhan cietating the wethed to de used by players in
razsure, et them work §i ouv .hemselves. which is muon
vz iningoe

“t enchanted %o teleport 10" away vhenever unything out
2 dnge or the rloor touches 1t can be infuriaiting. even
wen he offect extends 17 arovund the chest (to prevent bashic

dcacer altitude, alr prassure, eand the like. I once had a
ceieport from 0,000 {eet down to Lea level in one junp. The
¢ 2iiects did him no good.

L0 Ll osay==Ttwas one of my eharacters that pulled that stunt.
i, 't hoppens to the best of us...))

craorvh his pet dog into a dasilisk whiie he's out to dinner.
5w gite down, and Rover jumps inte his master’s lap.

‘wws of Flants when a Dragon is flying low over the irees.

ckswnes add to the chaance of the owner’s getting more
vk since more (and bigger) monsters is the easlest way
ing Lreasure. ..

1 Ueingteins

hin following tricks are from DEVONIAN IMPERIAL LIBRARY NC. i,
5 Lopyright §) 1978 by Elliot Weinswein. A1) Rights Remerved,
el Ly permission of the author.))

gt Douth conversationse-it is amaging how long chavacters
“iovdth magie mouths before realizing such taik is useless.

lavel telport gtationss liove entire varty io another
©room on the same level in the seme direction,

om wrat Pills with dirt or sand or dust until the alr is too

temg T
PrERENe .

omoGhat Pllls with ineri, non-poiscnous, odorless, tusieless,
=i chat would allow alow unnoticed suffocation.

Jeho 108 vinted with magle: Characters will spend nueh valuable
rg through junk and garbage until they discover nothing of
4 hat the pile itsell was tinted with just enough magic to
el magle spells and items.

wLiy collection boxes: that charm the passerby to place money
am impogsible to steal, and if stolen will be zompletely
vace they are in reality small telaports.

¢ the Edltors

order to have something of value to hand over %o brigands and

>, n2ke Fokae potiones iake some nifty-looking jar of Zluid =nd

oo omouth on it, set to go off if Frince Valiant cones by or

° or somethlng. Voilal, you have s jar of magic liouid.
:atlon, and off you ride... '

CIR
o



Wyvern's Words #1 by Duncan Kuhns, "Xlendi", Swains Rd. page 1
Bembridge, Isle of Wight, U.K. PO35 5X5
retyped and edited to fit on 85 x 11 paper by Kay Shapero (where necessary).

ot e . The Hyvern Screams - Comments on TIOC 5
The Cover (Amy Falkowitz) - I like it.

The Cosmic Chrornicle (John Sullivan) - Shaolin Monks are better than their -

Blackmoor cousins., However, they are not perfect. Here are some imperfections:
.1, Tiger Style jionks get Quivering Palm at level 7 ?? I feel that this is

rather too good, unless one glves a saving throw against it. (I don't and would -

say that they should get it at 12th or SO.)

1.2, The high-level movement rates are not as bad as in Blackmoor, but are "/
still ridiculous. An L 16 Crane-Style lonk has 34 move? This, is faster than
a flying Gryphon! SRt L e 8 e e :
3, Monks should not gain all' the abilities of thieves. Certainly not Pick
Pockets and Open Locks, = - N I .. : S

4, Minimum requirements are rather too high. . g SRR TS
. .. .Also, I do not have rules for Demon Fighters, Thus, I do not know what

a Dragon.Style lionk ‘s resistance to life drain is. o T

Suggested modifications: ' : -
-1, Tiger Stvle Monks get Quivering Palm at Level 7. A save vs magic is
allowed, but the victim gets -1 on his save for every 3 levels the Monk has
over 7 and for cvery 10 hit points the Monk has over him,
"2, Haximum rove rate for a Monk is 24 (Light Horse). Minimum is 12
3. Monks get only the Hear Noise (+107), Move Silently (+10%) and Hide in

- Shadows (=5%) abilities. HModifications to normal ;> of success are in brackets.

4, Reduce minimun scores needed by 2 in all cases.
L .. The lyvern Stings - New. Monsters

Children of.the Ice - - These are minor cold-using demonic types, who vary in
power (1-8 Hit Dice) and form, They do, however, have to share the same powers. .
Intelligence is 4 - 16 for all types, as is Dexterity. ;
Ice Imps - I HD., AC 8. 12 move, 1-10 appear, 1-20 if in lair, jlair=20.
Treasure = Type B. This is the Lowest form of Ice Child, The Ice Imp has
no magical powers, but is 50% Magic Resistance. Like all Children of the
Ice it takes double damage from fire and from Holy weapons. In combat 1t
claws twlce for 1-4 damage per claw. | _ U LR
Snow Spirits - 2 HD, AC 7. 15 move, 1-4 appear, 1-8 if in lair. 7 lair=10
No Treasure. The Snow Spirit appears as a 4 foot, vaguely humanoid shape -
which appears to be made entirely out of snow, It can only be hurt by '
silver or macical weapons and is 605% Maglc Resistant. It has the Ice Touch .-
power with unlimited use, ‘It can also inflict 1-2 damage with each of -
its fists, R
Irost Fiends - 3 HD. AC 6, 10 move. 1-l4 appear, No lair or Treasure. These
appear as humans with bodies carved of ice, and radiating an eerie icy
blue glow. The mere presense of a Frost Fiend does 1-4 cold damage to all
within 10 feet of him., Additionally, the Frost Fiend has the Ice lance
power (usable 3 times a day) and is 50% Magic Resistant. In melee, it does
1-8 damage + 1-3 cold damage with each of its two claws. i
Stormers - 4 HD. AC 5, 18 move, 1-4 appear. Lo lair or Treasure, ' Stormers
" a¥e blue-grey skinned humanoids who are always surrounded by a wind similar
to that of an Air Elemental, They are 75% Magic Resistant and have the
Ice Storm and Dispel Fire powers, each usable twice a day, They fight—- -
with 2 handed Swords of Cold in combat, (See Grayhawk).
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Cold Drakss - 5 HD, AC 4, 9 move. 1-3 appear, 1-6 if in lair, % lair = 25, =
Treasure = Type I. Look 1like 8 foot reptiles with blue scales and completely
white eyes. They have large, cruelly curved and very sharp claws which infliet. .
2-8 damage each (it has two). Additionally, the Cold Drake can breathe cold - .
in an 80 x 30 ft. cone, doing 2-12 damage.- It' has the Ice Storm power which it "~
can use once a day, and it is 655 Magic Resistant.

Chill Ones - 6 HD, A7°3, 14 m5Vve, Cnly i appears and it has no lair or tredsure.
It is a small (6 ft, x 3 ft. x 3 ft.) cloud of icy mist with a very vague reptm .-
ilian shape in it. _The Chill One can only be hurt by magical weapons, which - -
do half damage, and it ic 8C/ Magic Resistent. It has unlimited use of the-

Ice Touch power and cen vse.the Chill Wind power 3 times a day. This Demon has
no real physical nower, however. ‘

Ice Demons .- ?'HD,LHAG~2;v12/BO move, Only 1 appeéars. /% Lair = 50, Treasure =
Type E -+ Type I. Thése are 10 feet high and look something like winged giants
with icy blue skin and eycs. Ice Demons are 705 Magic Resistant and have the

Ice Lance, Charm Cold Folk, and Dispel Firc powers, usable 3 times a day each,
Haglcal and silver weapons have full cffect upon then, normal weapons do half
damages In melee, Ice Demons attack twice with their fists for 1-12 per fist,'
Plus 1=4 cold damage per fist,” If both attacks hit then the Demon has grabbed .
the victim, doing 3-30 (total) normal camage plus 3-30 cold damage, Also, a :
grabbed victim must save vs Dexterity and Strength successfully to get his blow in,

Snow Devils ~:8 HDs AC i, *15 move. Only 1 appears. ,; lair = 50. Treasure.z
Double Type E. Appearance as Snow Spirits, only 8 feet high. These are 177 Bieiplyope
nastiest of the Children of the 'Ice, They are 75/ llagic Resistant and have the
following powers: Iee Touch (unlimited), Cold Blast (3/day), Dispel Fire (3/day),
Ice Storm (3/day). Ron-iiagical weapons do no damege to it, weapons that are’

+1 ox .42:do half damage., The Snow Devil can deal out 1-8 points with each of

its two fists.,

:'”’;Explqpatinn of Powexrs
Ice Touch - It takes 1 melee round for a Demon to "focus" the Ice Touch, The, ~ s

next. melee round (only) any being hit by the Demon takes 1-6 cold damage (extra) -

and must save against magic or become paralyzed for 10 melee rounds. Spell
Survival Rules apply when Paralysis wears off.

Ice lanco - The user must score a hit (treat it like a missile) but there is
no save, The Lance gets -1 hit per 10 feet. Does 3~18 cold damage, ¢

Dispel Fire - This will put out any fire, even a magical one (can be used to ;
annul a Iire Storm or Red Dragon Breath). If used agiinst a magic item (eg, °
a Flaming Sword), allow that item a save. ‘Range: 120 feet.,

Ice Storm -~ As 4th Level HagesfSpell (ses Greyhéwk)-

Chill Wind - This hits the mind as well as the bodyi save vs fear at -1 and
1-4 damage. lasts 3 melee rounds. Range: 500 feet.,

Charm Cold Folk - A "Chaxm Honstér" spell which-only affects Cold Users/Dwellers,
Cold Blast = As Cold Wand

: Nt i The Hyvern Stinss Apein - liore lonsters
Spirits of the Night - These very rare nocturnal beings are found only in or
near ancient ruins and places of magical power, They will usually ignore those
who do not disturb them, (although they have been known to aid Lightwalkers
and Sages - whom they consider kindred spiriis). If they are disturbed they

4

’

(%
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. will attack ‘and fight until :their enemy s slain-or has. fled, 'They ‘do-not. ;- ..
pursue unless attacked: by magic or. ,miss_iles-’ from afar, . =~ - s o Fs fleif
Spirits' of the Wight come in 3. types: "Darkness spirits, Hoonlight ‘Spirits
and Starfire Spirits. All share the following in common: HD: 6+2'° AC:0 KA1 1-6
/lairi100 Treasure:type A+Type I' 1<4’touch damage,  Only hurt by magical
weapons of +2 or better. Other Attributes vary, A b _
Darkness Spirits - These-beipgﬁ are barely distinguishable at night: ~ -
(which, of course, is the (onTy time-that they are found), but look
something:like. the :shadotis®of: men_who are . 10 feet ¥ talli - They are
totally silent and have'a’ great disliké of noise, They can project fear
(a8’ wand).at will and paralyse'on téuch. (save at -2).' love is 18 inchesiiii i,
Moonlight Spirits ~ The appearance of these beings is often preceded by =
weird, unearthly. music which has the -charming power of an 8th Level Bardy ' *
They look something like ghostly Elves - only much taller.and:more rion-"'
human,(features normally associated with Elves are mire pronounced) ,Thsy ™~ ~
have unlimited use of:a:single-target Sleep Spell, which has no save.for
Levels 1-5. (Levels 6+ get a save.vs magic). They can also paralyse on
touch, Hove .is 24", Hoonlight spirits are only found when ‘the moan is u....
E 0 e s sl s e o e e .
Starfire Spirits - Thesé are the rarest of.a rare type _:of‘-sp;;‘j:_t.. They
\ are only found in Northern Areas on a clear night.  They look. like normal~-.
“sized. humans tut ‘are surrounded by a bright blue glow.  Starfire Spirits i
may use Lightning Bolt as often as they ‘wishy ‘doing. 7 dice of damage =~ "
with it, Also, anything dooking into ‘their:-eyes must save vs-maglc.at =3
or be Confused (as a Level 12 liage), move Is 15" - . . : R L
‘ Spirits of. the iiight-are only vulnerable to certain spellsi Darkness . ' -
Spirits take 1<4 damage/turn from Normal-Light, 3-12/turn for Contihual Light.
- Hoonlight'Spirits take half. damage from Iire spells,” but reflect:Cold Spells
back at their ‘senders. Starfire Spirits'can be hurt by words of' Power, including
.Aside from the above, Spirits of the llight-are invulnerable to magic,
Serpents of Air and Iire =:HD: 8 AG:7 llove 4/36 WA:i-G, 1-20 if in lair,.
Treasures One Type I treasure per 2 .serpents, Thése creatures are about 20
feet long and have huge, bat-like wings. The bite of these Sérpents 'is poison-
~ ous: 1f save .is.made 1-10 damage, if not then 2-20:-pts are inflicted. “The bite
itselfl does 2-5 damage. The serpent can constrict for 1-4 damage per turn,
cumulative, (Thus, afteér 5 turns:of constriction it does 5-20 damage), Those
being crushed,have a 5% chance of having a bone bréken: per turnj-this is also
cumulative, The. Se&péht ‘¢an breathe up to 10 dice of fire damage per day
in a cone similar to,that'of a Red Dragon, but with all .dimensions halved. The
structure of: its .mouth 1§ 'such that it can breathe between its teeth;(thus it
may breathe 'and bite on the same round),. Cold and Lightning do triple damage to
this monster, organic poisons do half damage. In-soiie areas It is said that the
Serpents:of Air.and Iire are organized, and it is' rumored that therée is a Serpent
Queen - a Type V Demon,’ Note' that-these creatures are very evil, but not stupid,

Serpents of Hater and Earth - HD:12 ACi4 - ilove 9/15 (in water) WA 1-4, 1-20 if
in lair 7laire20 Treasure as Serpents of Fire and Alr, 'These oreatures are
neutrally aligned and have sub-human intelligence, (about the' 'same as an Ogre or
a Lycanthrope, )’ They' are about 30 feet long and can move on land and in water
(which they:'can aliso breathe). The bite of these Serpents causes 2-7: damage and
. a save Vs, stoning must be made or the victim is turned to stone, They can also
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constrict for 1-6/turn, cumulative, (thus, on the Sth turn the thing wusfd be (4
doing 5-30 damage). Serpents of Water and Earth toke double damage from fire, "
_ ¢éold and electricity. However, weapons made out of stone or meta) (of any kind)
‘do half damage to them. " Thcy are also immune to stoning and poisons of all
kinds. = These Serpents are the eternal enemies of thc Serpents of Air and Fire, !
They are said to be jointly ruled over by an Earth Elemental znd ap Air Elemental -
both Free-Willed, =~ = - - el -

The Wyvern's Gifts - New Magical Items

.reith Ring - This ring is made of enchanted Black Glass. Upon putting it on,
the wedrer becomes o Wraith, with all the pawers of a Wraith (but also vulners-
.bility to "Dispel Evil" and Clerical Turning). There is a 1# chance per day that
the ring is worn that it will become stuck, needing a Fq;l Wish to remove, This
chance is cumulative. After the ring becomes stuck the wearer's mind will slowly
change into that of a real Wraith, so that after a month the wearer WILL be a

real Wraith, G D 0

Magic iraser - "This can be uscd to rub out Runes and other magical writing
without risk to the user, It can be used 50 times,

Mﬂgical'glags.ﬂods - These items have +3 hif and do 2-16 damhgg, and the victim
must also save vs stoning or be turned iqtd glass. These rods may only be used
ance as they smash easily. ' : RS

Book of Seven Songs - This magicel songbook can be used: by Rune: Singers (see AG2)

of any level 14 or highen. The Book has 49 pages, but only the first seven have

been written on. 'The rest are blank.. Each of the first seven Pages has a song ﬂ'
written on it: £ Ee /

Po.1 S00q of the Egrth - This is a "Rock to Mud" spell which lasts as™
long as the user sings it. The spell may be ‘reversed by-singing '~
the song backwards. GSince this is not very easy, the user 'must
save vs Intelligence every round of usec or else the spell fails,

s Pe 2 Song of the Air - This is a "Control winds" spell (L5 Druidical)

which lasts as long as the user sings it, Z : e
P. 3 Song of the Flames - This is a "Wall of Fire" spell which lasts as
long as the song is sung + 1 full turn. ' S
Pe 4 Song of the Waters - This is a "Part #ater" spell which lasts as
long as the song is'sung + 2 full turms. . g
Pe 5 Song of Hatred - This song takes 20~ . Users Level full turns to
sing (minimum number of turns=4 for Rune Singers, 8 for Others).
It causes anyonc who -hecars it to hate the being. that the'soﬁg
is about. A save is allowed every 4 turns and if even 1 is
made, the song has no effect on the being who saved,
P+ 6 Song of Love - Opposite of the "Song of Hatred",
Pe: T Song of Negation - As'long as this song is sung, no magic may
/v 26 burt the singer. This includes wands and staves as well as
et yad spells, but no other magical items, : ' i
Note that both friend and foc may be hurt by these 'songs, but that the |

. 8inger cannot. The user may not do anything else while ‘'singing, =" inl
It is possible to write down magical songs that have been learned
~in the blank pages of the book, For this one needs a Harpy seather for 'a
. quill, Dragon blood as ink znd the referee's discretion, _ B -
¥ Only one page may be used per day. The owner of the book must say.
what page has been turned to at the beginning of each day. All songs in the
book have unlimited usage.
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Staff Against the Elements - This item was crwath by a-Magic User who wagted
some defense against oute-of-control Elementals. It is +5 to Hit and Damage
against them and will be keyed vs a specific type of Elemental, which has to
save vs magic or be Disintegrated. It is usable by Magic-Users only.

' Rod_of Necromancy, - Usable by Magic-Users and AntilClorics only. It has 15
charges nf "nnzmate Dead" in it and 30 charges of "Speak With Dead". Treat
the spells as if they were being used by an lﬁth Leveller._.-

Helm of Mental Silence ~ The waarer of this heln cannot use psionics, psionic
abzlxtles, psionic~-related spells or psionic-related items, However, he also
cannct be attacked psionically mor can his mind be-read it any. way. It also
acts as a "Wisdetect“‘épell, if an attempt is made to locate him magically or

*' psionically.

Spear_of Mental D Dzarunfmon - This spear is +3 hit vs Psionic Beings (only)
and does +1 damage against them. Also, if it hits a Pszuﬁ@t Being which is
utzl;zxng its powers'at the t;me, that being is Mentally Disrupted - taking
2-12. extra pts of shock damage and being knocked unconscious for 1-4 hours,
with a 40% chance.of being a complete Psionic Erzpf‘e whcn :nnsc1ausﬂﬂss
returns, - -

" Golden PB&E& - Anythlng painted wzth th:q Gold Paint actually becomes gold!
However,,.the paint only penetrates 1 inch, Points for other metals might
also exist. In fact, a 1 litre can of Anawant;te Paint cnuld .be the obiject
of a quest.

Staff Against Golems - This staff hps 1-4 rha’gPs. 1 charge is expended to
deactivate a golem of ahy type (touch nceded), The owner of this rod will
always have Protection/Evil 10' radivs surrounding him both before and aftar

” 311 the charges are gone.

. Holy Armour - Acts asi-4 Cursed Armour to any but a Cleric or Paladin, for

- whom it'is +1 for every 5 levels the Cleric/Paladin attains. (Thus it would
‘be +4 for a Level 20 Cleric). It also gives complete protpctwon from Anti-
clerical and meonic magic. Unholy Armsux also exists.. 20

. Rod oft Heroir Pr-wnr A wE'F'-(B':‘ form of the Rnd of Lordly MJ.ght On command it
-_;-,c;;nlbpcome a Flam),ng Sword oria +1 Spear or extend up to 10 feet. It causes
Fear as a Rod of Lordly Might, but noti oaralv51s.

Sword Against ithe Night =- Fhis svard"ua +2 hit and dumage vs Spirits of the
Night and 41 hit and damage vs Shadows ond Spectral Undead. ' Against Demons of

. Sleep and Nightmare (see ATWM, Vol 2), it is treated as a +2 Blunt Silver

., Weapon for hitting purposes only. The holder of this sword hes Infra-vision

and may sec Invisible Objects ond Beinga, - - -

Druidical Staff - This staff is the equivalent of a Magxc-Use: 5. ataff of
Wizardry." It has the following powers:
1. Animate Plants in 10 ft. x 10 ft. area for 8 full turns. Range=100 ft.
2. Turn Flesh to Wocd by touch in melee L
. 3, Summon Fire or Earth Elemental I
{ " 4, Pyrotechnics with double diration
5. Cure Light Wounds '
6. Hallucinatory Forest
7. Plant Doox.
* 8. Insect Flague
' .9, Summon VWeather

Bow of the Burning Shafts - Any arrow fired from this bow is automatically pnchanted
by "Flame Arrow" spell. There is no limit to the number of arrows that may be

-+ enchanted.
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Exigmgtic Staff - This very powerful magic item has up to 300 charges which

may be expended as followss B vsag By . '
. Prismatic Spray - 10 charges P
Prismatic sphere - S charges to create + 1 charge per full turn to
po el g2 maintain

‘Prigmatic Wall - 4 charges to crcate + 1 chorge per 2 ful; tyrns
. v AN to maintain i e e
Colour Spray = 1 charge o i ;

-':The,Pfiqﬁéff: Staff may be used to hit in melee for the cost DfTS-Fh?EgBS.
A melee hit by the Staff affects the victim like walking through 1-4 random
layers of a Prismatic’ Sphere, ' : Pt

Ring of Eternal Flame - This ring gives the wenrer a greater control BVeE, i
fire and heat - based magic. Spells of this type are reduced 1 eff?ctzve iave
for the user only, 'Thus, a Mage, wearing this ring could choose "Fireball” as
a 2nd (instead of 3rd) Level Spell, Minimum spell level is always 1, . e

Tome: of Liaht and Darkness = An Illusionist reading this book %mmediatelg gp:il
up 1 Experience Level, Magic-Users gain 5000. E.P, Thieves gain 1DDU_E' ey
others take 2-20 damage and are confused for 13 days. i '

Amulet for the Detection of Poisons - If brought into contact with poisohzzs
material this amulet will glow. The brightness of the glowing depends.on.the.

amount of paison. The colour depends on the strength of the poison; ( red=very
strong, violet=very weak). )

Horn of Begerkergang - Any fighter hearing the sound of this horn will 1mmed-

iately go ‘into a besecrk fury .and attack the nearest foe with +3 hit.-.jnfi..damage f
add =4 defense. Beserking lasts Constitution-v/isdom melee rounds (minzTum'qf one).
Clerics will beserk only if opposing undead, evil clerics or anti—paladlns, and

when they do beserk they are protected by their God ahd do not get the defense
disadvantage. Magic-Users and others are not affected, If no foes ore present"
then. fighters will' attack friends (no save being allowed). A clerical "Command

or a "Dispel Magic" bf‘thg presence of a 17+ Charisma Being can be used to ncgate
the effects of the horn, ' : :

Everburning Lantern = This lantern will give forth light forever, unless a

"Dispel Magic" or "Darkness" spell is cast on it, If one of these spélls”is ~
cast then the lantern loses its magical powers,

The wxvern.Frcaentg A New Chéractgf c1553.- Ant‘;M ic Users ..

. To be an Anti-Magic User 9+ Intelligence, “isdom and Strength are needed.
Anti-Magic Users may b

e of any race except Orcish/ Half Orcish, but are limited
to 5th Level if not human, i

Experience - As Magic-Users ; : n el At
~Hit Dice - D6 per level up to a maximum of 9. Then +2:per level,”

Weapons - Any ’ Sl '

Armour - Any - .

Abilities - Anti-Magic Users may choosc 2 spells from the Mage or
Illusionist list to negate. Maximum spell level chosen = Character's Level.
Anti-Magic Users may cast their Anti-Magic once a day end it lasts for 6+
Level turns, The Anti-Magic is functional in a 10' sphere around the Anti-
Magic User. All inside that sphere are completely protected from the spells -
that the Anti-Magic User can ncgate. At Level 10 an Anti-Magic User may choose >
_ @ Magical Item to negate and he may negate 1 more item per level., Items do not

T Cle:ical_Staves.

At Level 3 Anti-Magit Users start getting the Touch Cancellation ability,
usable once per day + 1 use per 3 lev~ls above 3. Magic Touch acts as a Rod of
Cancellation with a 5% per level chance of success. High-class magical items

such as Staves of Vizardry or +5 Armour get a saving roll vs magic at half
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their ownerls . level.

At:tevel B:the presence:of. an AntL-Pag;c ‘User.will. couse- 1st Level. Mages
to run inifear, at Level 40 this: works on, 2nd Levol Mages. at Level 12 on" ¥
3rd Level Mages,etc. : This works: the same viay on Illusionists, : Thes
At'Level. 12 Anti-Mogic Users gain, 107 Magic. Resistance with +10? per level
thereofter up' to a maximum of 90%.. This Resistance works on Clerical and
Demonlc Magic end:all, typra of; Magic. item os well as normal magxc.

'Savxgg Rulls - As Cleric with +3 vs’ Stoves and Spells, +2 vs wands and
._.L_'Dnath Ray, #1 vs bton;ng Dragnn Breath and Magical Paralysis.
_Fighting - Hit as a Cleric, wlfh +1 on dic: roll«vs Magic-Users and::
Magic-Using beings j AN N
: Mag&cg; l1tems - May only use Magzcal items of a negative neture e.q.
... Staff of Negation, Rod of Cancellation, Life Draining Sword, etc.
L Notgs - These quys were invented to keep those high-level Viizards

from getting too uppity. They could be used as NPCs only, but I
would allow them as PCs. ;

i

The Wyvern Presents Li;axg Men as g P;ager - Chargctcr Race Type

' To be'a Lizard Man you: necd 15 or hxghcr strength and constitution and

6 or lower charisma and wisdom, Lizord Men may function as fighters only. Due
to their great size (they are all over 7'-tall), Lizard Men roll D 12+2 for hits.
Also, the skin of ‘a Lizard Man: acts as Studded Leather Armour (ACT). A shield
can be used to improve this‘to AC6, -but since Lizard Men (being barbaric aorta)
regard armour as cowardly, this.is the best: they can get. ; \

Lizard Men have very sharp claws.- they may claw twice a round for 1-4. A
Lizard Man may attack once 'with a one-handed weapga; and once with a claw if he
is not using a shield. If desired, the Lizard Man may also bite for 1-3 damage,
but if 'he doss so'all other attacks are at =2 hit, e

' “LizardiMen should bei treated as "Larger than Mansxged" for weapon purpuses.
Thare is no limit to the Level!that they-may achievey: R SRR e e
The Wyvern:din the oN !

b Hnre are four more Elasses for Dungeoh‘ (whxch is a good, fam;ly version
of &D)u (e

SAMURAI act as Superheroes with the following ﬂszﬁrenCGS‘ !
1.

ALY

Since they fight with two weapons at once they add up the pluSSEs

of the two best magical swords they have found, e.g. say a Samypad

has two +1 swords. 5o he adds two onto his die roll when fighting

a monster.

Samurai use a different kind of armour than normal warriors. If they

find the Magic Armour there is a 1:6 chance that it will be magic

Samurei Armour. If it isn't they cannot use it.

J. Samurai move at 6 spaces.

4, Samurai have an honour code which causes them to carry aon fighting
(no matter what) any monster to which they have lost two prizes.

NINJAS need 30,000 to win, They fight as Heroes -=1. Ninjas have the same
evasion sbilities as Thieves - that is, they ignore any result but 2 on the PLT
for the first round of combat - but ignore ANY Traps, including Magical Unes,

Ninjas find secrct doors normally but only move at 5 spaces.
NEVER use the Magic Armour.

of the gome.

2.

Also, they can
Ninjas get 3 Vials of Glade Venom at the beginning
It takes 1 turn to apply Blade Venom ta a weapon, but once it has
been applied it will strike at +5 acainst the Ninja's first opponent. Clerics
and Wizards (and also their evil counterparts) and Paladins can neutralize the
venom, and are thus not hurt by it, Blade Venom r rapidly evoporates when in air,
so it must be used within 2 turns of its application. Ninjas also get 3 Trans-
ference Spells. The Spells can be reqained, the Venom cannot.
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PALADINS need 30,000 to ‘win, They fight as Superhoroes, except against - - '

Undead, (Zombics, Skeletons, Ghouls, Wights, Wraiths, Spectres and Vampires), :

against which they get a +2 bonus on their die-roll. Any Paladin with a '

Magic Sword is completely immune to-a Wizard's spells. A #2. Magic Sword in

the hands of a Paladin has the Sharpness Power = the Paladip may striMe with

it normally (adding 2 to his die roll) or he may fight, using the power = in

which case he will not get the +2 bonus. Instead, he will automatically kill

any being 'that it hits except Wizards ond Superheroes, who ‘gutomatically get

seriously wounded, Ubviously, this is only uscful against players,  Palading

may ohly ambush Ninjas and Thievea,{but may themselves be ‘ambushed by anybody.

GNOMES need 15,000 to win. They fight as Heroes or Elves, whichever
is better. They notc Secret Doors’ as Elves and Non-Magical traps as Pwarves.
However, they only move at 4 spades. Agaihst magic, Gnomes shoudd be; treated
as Elves +1, S - A Sy

I hope these classes are useful to those of you who play Dungeon!

Having recently bought this excellrnt game, and having even more rec;nfly

- read it, I decided to roview it.

A

-

Runequest is similar to EPT in that it hes a definite background and many
non~humen races which players may elect to be (although as a referee I would
NEVER allow a DragonNewt character - being immortal strikes me as a bit too
goad)s But thi:t is where the diffcrence ~nds. Runequest has the best combat
system yet - it is accurote but/ casy to use. It has a good, reasonably logical
magic system., It has no artificial character types - you pay your maney and (™
take your choice of skills, NS ST S YRR P
.Basically, it is what the advertisement currently appéering in "The Dragon"
says it is. If the gomé is added to (and it probably will be ‘in Wyvern's Foot-
notes) then it should join D&D and C&S in-the "Best Ever FRPs" 1list,

: The Wylicin's Last Note :
1 may not' appcar -in ghe next TLOC, due to the dreaded November-lecember
exams. My appesrance in the February issue is definite,: howcver. ~Until then,
may your Fighter ncver fumblec, :

At By : T

|

|.+': s



WHAT DO YOU DO THE I'IGHT AFTER YOU'VE SAVED THE VORLD?
or
WINDOY DRESSING, XKEVIN?

being the sixth contribution to TLOC by Kay Shapero, 8886 Earhart Ave., Los
Angeles, CA 90045

* ¥ ¥ *****'!l-*******************************
update - for those of you who may not have heard about it, Nicolai and I got
married in mid July and are now living in one corner of the "an Square Mile
revisited (aka the Fannish Triangle) in Los Angeles.

Cimments on /%5

AlY TALKOWITZ: Nifty dragon, as usual,

STEVE MARSH: re Giant Mongooses: The beasties have survived for many, many gener-
ations by specializing in dexterity, hence the minimum dex requirement, Jor most
human or multi-species character classes, minimum requirements are meant to
indicate that those lacking in such natural talent as a good dexterity, strength,
intelligence or whatever cannot learn or physically master the required disciplines,
lonks, for example, Lastly, such things as charisma requirements for given
species (and remember - charisma does not equal appearance. I have one C&S
character with an appearance of 3 who still has a charisma of 15.6 owing largely
to her Bardic Voice of 20.)are meant to reflect the usual effect they have on

the majority of other beings., (Compare the normal human reaction to an orc - any
orc- and to an elf in Tolkien's universe. Of course such things need not be

valid in every world, but.then, I write up character classes and creature types
according to the way they operate in my world(s). There is certainly nothing
wrong with your making any needed modifications to fit them in with yours!

***************************************

So much for that, At this point, I may as well turn this zine over to Allanne
the Griffin, for a report on what's going on in Hellsgate Earth these daySe..

For what it's worth, the answer to the first title seems to be

The Tooate "Co out and save it again". *sigh* Well, if any of this is going
to make any sense at all, I'd better start with a bit of background

on the major factions involved.

First, there's the L'Doran Hegemony, About 20 years ago [_game time - 3 real
years. KS_7éomeone adventuring in Stormgate Dungeon found an interstellar
navigational beacon and, with a notable lack of sense, activated it, There was
no apparent result to the action, and people had forgotten all about it until,
about 6 years later, travellers from the east of the mountains began reporting
a large, silvery-grey dome which had arisen about Eastmarch. This proved to

be an energy field about a very fierce conflict between the L'Doran forces

who wad traced down the beacon, and the people of Hastmarch, No one now knows
Just what started the fight, or many details of it's conduct (although there are
rumors of how a high level mage sent an entire combat team to the bottom of

Hell Well, and how they fought their way back out atain!), but after 7 years, the
dome went down to reveal the (somewhat the worse for wear) Hegemonic forces
victorious. Barely. Understandably, they showed no interest in trying to expand
their holdings and, having been granted an embassy and spaceport in Hellsgate
Town, settled in as part of the local scene,

The L'Doran Hegemony is composed of a number of races, three of which have become
most prominent since the Embassy was set up. First, there are the Altani;
5'2" tall on the average, bipedal, strongly telepathic red-fox types. Their
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homeworld, Han, has a higher gravity than that of Hellsgate Iarth S0, despite
their small size and light build they are quite strong. They are also very '
agile, They tend to be decent sorts, althoush a combination of a samurai-like :
code of Honor with rather quick tempers makes them dangerous to irritate, 3ut
then, the latter can be said for a lot of Hellsgate natives.

Hext, there are the Bjora. Visualize an 8 - 12 foot tall, bipedal, Xodiak bear
carrying what to anyone else would be a heavy machine gun as a man might carry

a rifle. They aren't nearly as quick-tempered as the Altani, but, then, who's
going to irritate them? The local tavern keepers love them as their capacity
and fondness for brew is as outsized as they are. The Altani drink tea - alcohol
poisons them, but they can get really ripped on caffeine.

Finally, there are the H'Reli, who resemble human-sized, bipedal grey cats., These
characters threaten to wear out their welcome rapidly., In some ways much more
like humans in philosophy than the Altani, they have one really annoying trait;

a practically Leprichaun-like love for practical jokes. tho else would bombard
an encamped party with beachballs filled with warm molasses (from catapulst) at
about 2 All? (One poor were-bear was hit right after changing to bear form., And
Shigeoth the Ever Dying pewter dragon was positively encrusted.) A4h, well, at
least they're not telepathic like the Altani!

OK, now about the rest of the locals. Currently, the humans, elves, hobbits,

dwarves, ycu~name-it hold the region around dellsgate under King Aleric, a

16th level fighter and all-around good politician. There are other similar

societies further south, but I am unfamiliar with most of them. North are the

dragons, who prefer cold climates, east of them are the nearly unknown griffin

lands, east of Hellsgate and across the mountains is Eastmarch and the Hegemonic
occupation, and southward from there is the realm of the Dark Lord. (™

The Dark Lord is an anti-paladin of 12th or so level of zreat power, personal

and political, top man in a socicty where advancement is based almost entirely

on merit. And luck. In the years of his rule, he has done much to expand the
realm of Chaos and his arms; "sable, a saltire argent" [_black with a white X, KS_7
kave become highly familiar to all of us,

Until recently, there was no sign of trouble from the Hegemony,

Serendl ¥4 The Embassy kept a wary eye on Hellspate, Hellsgate kept a vaxry

Ll eye on the Embassy, (and both watched the dragons) but, by and large
as the two sides were of equal power, there was a reasonable guarantee of peace.
After all, whether you blow holes in things by dropping high explosives or
pointing a finger and chanting, and, whether you get about in space/time ships
or througzh interdimensional/baratemporal zateways, multi-world societies have
much in common. (Come to think of it, most of us who were involved in the fol-
lowing events were off-worlders - Quizzic & co. live in Branniton along with the
pride of which I am a member, Fred, Lianors and the rest of the Finagle group
live in the Cateway Valley on Gaelan, I believe some of the gang from Tual-Tey
were present at one point, and several Uitch iforlders have turned up from time
to time. And, of course, the Hegemonic representatives came from many other
worlds. [hile the dragons...but I'll get to that.)

A group of us lower-level sorts (I'm currently 3rd IU) decided to zo out to
Stormgate for the usual purpose of trashing Chaos, swiping treasure and snooping
about, (Aiding the caus of Law,euell, Good at least in doing so = the CGreat
Lords of CGood and Ivil maintain Stormsate as a testing ground. Feedless to say =
we would enter the lists at the highest level possible, for there are restrictions

as to how much power may occupy a given level.) After a few random encounters,
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including a thoroughly,lost Rim lUorld ship (which sounded like it was about to
fall apart) and crew who spotted me as an obvious off-worlder and were highly
curious about my origin (being a griffin can get interesting at times) and a
very large vatch who thought UL were interesting (*cringe*), we finally reached:
the Dungeon, - .

I'm afraid all I remember of the rest of that trip was Timothy Craye shooting
improbable numbers of arrows at a red hydra, hearing the sounds of battle behind i
me and turning around to see a large vhite dragen (who had thoughtfully snuck '
up on us while invisible). I spent the next few days as a griffin-sized icicle,
while every pern fire lizard on the planet clustered around mine to reassure him
that T wasn't permanently dead. So the rest of this is hearsay. It seems after
the battle, the survivors holed up in the hydra's former habitation with the
bodies, waiting for the end of the test period 80 the gate to the outer:world
would reopen (you can try to leave earlier, but where you'll find yourself is
anyone's guess.). ilell, Supervatch camc back. And, in typical vatch fashion
decided when somebody injudiciously mentioned the large number of Altani to

the east that it would be fun to borrow a couple-of them and drop them on the
rarty. Via the Egger Route. (No one knows quite why the route is so awful,
memory tends to be confused, but everyone gets sick from passing through it.) -

I have no idea how they got rid of the vatch, but when everything finally got
straightened out, one of our telepaths learned something very interesting. It
seems the two Altani had not been on this planet when grabbed. So, when the

party returned and reported in, Quizzic / 12th ilU_/ got out his crystal ball and
took a look., Sure enough, the Hegemony had set iup a large world-gate in Dastmarch,
and lots of troops and armor were coming through. Inough to stage a reasonable
invasion...but of where? CINELS Eiesary He

Quizzic's’ However, this problem had to be dropped on the back burner for a
Tme Var ‘while, for something of even greater urgency had come up. The.

-+ Embassy was flickering, Not only the Embassy, but also the space
port and the.landing beacon. As though they were theré one moment,'and gone
the next. And the grass outside of the Embassy was withered and dry, The
Hegemonic forces (mostly Altani) were IOT flickering, but what few of them were
about (in rairs or threes), dressed in strange outfits of metallic mesh resembling
environmental gear, were uncommunicative to the point of rudeness. Clearly, they,

too were edgy, and it was not hard to figure why,

There was nobody out at the spaceport, not even the port officials and guards. .
There was only one ship onthe field; the Rim Uorlder, her crow even more bewildered
than before. Quizzic and some others went out to:‘talk to them, but learned

little, [xcept that Rim lorld spaceships always sound like they're about to fall
apart, i

Somewhere in: the middle of all this, I was Raised by Patriarch Duncan (of Caelan),
A wierd feeling, that. Rather as though one minute I was fighting for my life*
in Stormgate, the next I was lying dowm, totally exhausted, in a Hellsgate inn

with a very upset bronze pern fire lizard nearly strangling me with his tail and
delivering a long, impassioned lecture on how I was WOT going back into that hole

in the ground and most assuredly not sending him awvay again if T did. Foor Adareth,
he was far more upset at my getting quick-frozen by a sneaky white dragon than I . .
was. But then, if he'd been killed and I'd had to wait 2 days for hin to b’ ™ >
Raised.sss aybe I have made my last Dungeon raid. No point in pushing our °
combined luck any further.

Right after-this, Quizzic, Lenla [ 14th level'HU;7“and some others started :



collecting . .any clerics who could do "Commune" spell and asking questions, .
The dry grass outside the Lmbassy proved to be suffering nothing worse than

lack of care - the Embassy staff were far to distracted to water it. The clue

came when they asked "thy is the Embassy flickering?" and got two answers of

equal weight - "lhat flickering?" and "Ihat Embassy?" Suspicion dqwned - someone

vas monkeying with probability and Hegemonic structures were either there, or not

there depending on the sub-time line., The final question was "Uho/what is resp-

onsible for the current attempt at a probability shift?" The gods were kind, and

gave the answer: "Quizzic",

AHA! Tt seems that a few months back, when we'd finally figured out how to work
the controls to the space/time gates in the Hall of Planets, Quizzic had toyed with
the idea of going far back into the prehistory of the Altani and teaching them

the use of magic, In this time line, we'd talked him out of it, but apparently
elsewhere he'd tried it, and at least once had succeeded.

‘or the next few weeks, Lenla and Quizzic were busy researching spells and pPre=

paring equipment for yet another venture into the Hall of Planets (Located in one

of the few neutral zones in Stormgate.) And I was recovering from being Raised,

I'hich wasn't too bad, for I was staylng in one of the better inns in Hellssate's
entertainment district (which is ovmed and operated by one Hl's X'1'1, an enter-
prising Neutral who got his start by acquiring were-wolverine sized Boots of

Haste on an expedition, and selling them to Alfric, the Holy Terror for 400,000

gold pieces,) And I was rarely alone, There were pern Tire lizards in and out

all day visiting Adareth (who flatly refused to let me out of his sight) and

usually at least two other pride members. ihen I was strong enough to leave my ,
bed, I even got in some night-clubbing with my pridesister, Xala. ™

A couple of weeks after I had fully recovered, the Hall of Flanets investigation
force was ready, Lenla had researched a spell to detect harmful energy levels
(microvaves, radiation etc.) in case it might be needed if anyone had to pass
through a time door. I was invited along - this was not going to be a rarticularly
level-dependant trip and frankly, Like Lenla, I wanted to be sure Quizzic didn't
make matters worse,

I1'11 skip describing how we searched up and dovm timelines, tracing down trends,
I'11 settle for being glad the time scanner is reasonably coarsely tuned, or the
whole thing would have been impossible, That, and that, when used in this manner,
the door 1s not visible from the other side, i'ell, not usually. e were spotted
by an individual called the Historian, while checking a magic-using line that
Proved not to be the one we were looking for, He was, fortunately, a friendly
sort and gave us much valuable information, e promised to come back later and
tell him how it all came out.

At length, we found the turning point, Apparently, at the time Quizzic arrived
(polymorphed to Altani form, of course) there was a native Altani researcher
studying magic, IHe had a crude, but recognizable lab containing all sorts of
chemical and alchemical substances, including a large chunk of sodium in a glass
Jar of oil, On the day in question, a servant ias ineptly mopping the Floor when
one end of his mop struck the shelf with the jar on it, knocking the jar over
and plunging it into the mob bucket with enoush force to break the glass....
#HBALOOHEY 1#%* lhen the dust had settled, one figure emerged from the pile

of wreckage, The servant...., A quick search of nearby timelines found the one
we wanted.,

iollowing this trace back into the future.led us up several unwanted side arms,
but eventually landed us with the nightmare acene of a city being bombarded fron
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space, In a room in the central building was a table surrounded by mages busily
keeping up the force dome which protected the town, while, across the room were
several more clustered about another time door., There was something of a blur -
and then we irere lookinb through the other side of their door right at the startled
mages, One of whom promptly yelled something and fired directly at Quizzic, i
fratzing his FK shield as he hit the door switch. ATter everyone s nerves had
calred down, those of our zroup who'd done "Understand languages" were able to

tell the rest of us what the Altani mage had yelled. '"Demon". And he'd been looking
directly at Quizzic.

A'bit more investigation confirmed it, On the line in question, both Quizzic and
the early Altani researcher had started schools of magic. And during their 1life-
times, all had gone well, 3But after both-had died, the two schools came into.
conflict, and the result was a violent war that Jevestated the planet.. I{ was
centuries before they worked themselves back up to the level of civilization they
had enjoyéd. The mages we had seen in the threatened city were busy standing.off
invasion from a version of the Hegemony which didn't care for magical competition,
vhile sending representatives back in time and over in space in a desperate. try
to remove the iegemonic discovery of Hellsgate from any time line where it might
come to the attention of ike individual now blamed for the loss of the "Golden
Age." ‘Auizzic, :

This obviously had to be stopped.- 3ad enough, the problems we already had,
vithout the unknown factors their success would bring, But hou? None of us
wanted: to tangle with the mages in that room, rorwarned by our previous appear-
ance, they would be most formidable foes. Besides which, they did have some
Justification! ihile going back to the beginnihg and murdering Quizzic or the -
Altani mage was unthinkable ad a serious suggestion, It was Quizzic who thought
of the obvious solution., "le introduce them,"

And so we did. Quizzic (2) found talking to his duplicate an interesting

surprise, but was quite killing to go over and help the native mage put his lab
back together. A check of the future'reyeeled that they got along splendidly.
Doubtless ~, there was a line in which it didn't work, but our Hellsgate Earth
appears to be part of the scheme where it did. The Embassy had stopped flickering.
llobody in town remembers the 'incident with the exception of those of us who went
to the Hall of Flanets, those uho were off world when we did,...and the Altagi.

ho aren't sure what stopped it, are rather puzzled about what started it,

and have taken steps to keep anyone else from playing with their prehistory.

I wish them luck., g

o i S0, He d saved, the world., Vell, more accurately, we'd saved the
Dungeons: ' events of ithe past 20 years., And we'd also rescued our old problems!
Just. ‘., '.The Hegemony was still pouring troops and equipment into Iastmarch,

Dragons: ' -and we didn't dare close off their gate,'thus warning them, without .

even knowing vhy. King Aleric was getting worried. The army was called
in, and contingency plans for outlasting a siege or evacuation off-world were
discussed. (And.just try and buy a horse of any quality, or buy anything of a
ficld ration variety in Hellspgate!) It was at this point that the king contacted
those of our ‘group who had done him signal service in the past. (another story -
this one's too long iO0V), and’ asked if we might be willing to undertake a diplo-
matic mission to the Dragon Lords of the north, To send some of his oun: people
might; be remarked on, besides which he needed them all to help prepare for possible
war, DBeing more than’ casually interested in the future of Hellsgate ourselves,

e accepted.
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The goal was to convince the dragons to come in on our side in case of war (which
promise might well prevent one), or, at the least to be neutral., Our chief negot-
iatcrs would be Lianors ZTEZth HU_7, Quizzic, Lenla, Patriarch Duncan [Tthh CL_7
and a couple of others., These were told the maximum amount of land and advantages
that King Aleric was willing to cede in return for full support, and what he
would give for neutrality, They were also given Permanented iiind Blank Spells

to keep anyone else from knowing, spells that would be removed after the com-
pletion of the mission, A number of us were coming along as retinue and/or
transportation including the entire Branniton pride (there are currently 9 of us),
and the Alacorn family from Gateway, Ilsith the ifithril, several other dragons,
and Kemoc, Kaththea and Kyllyn of the Witch iorlders. ile had an Interesting time
at the border - seems the guard who was in charge of visas at the time hates
griffins (of which we had 6 - 2 of the pride are sphinxes, and one was not yet g
griffin, The number of former humans we have in this pride these days....) 5o
while the rest of the group was charged fairly little, it cost a small fortune

to get the griffins through, #*sigh*

Arrival in town brought some interesting surprises. I was flying along watching
the scenery, when I spotted a large dome flanked by cooling towers. T nudged
Alherys telepathically (the whole pride is telepathic these days, courtesy of
dencit of loran Tian, This, too is another story!). "Do you see what I do?"

He did. 4An atomic power plant, And, as I looked around, signs of a reasonably
technic civilization, Nearby, there was a space port with several unfamiliar
ships - and four very familiar ones.

"It would appear that the dragons are off-worlders, too., And-"
"Yep. The Hegemony is here, "

Sure enough, the Hegemony had had the same idea we had, for, when we were ushered
into the Draconic council chamber, there, across the room were the Hegemonic
representatives, All military officers, and all Altani.

The two sets of primary negotiators were seated at two long tables placed directly
opposite so they could glare at each other in comfort, while the rest of us had
dragon-sized cushions out in the large area further down the room. I wound
opposite a junior officer who looked rather familiar, complete with a black

left ear., I couldn't help thinking, very privately, "Nicolai, you just have

to put T'Lieaou in everywhere, don't you?,,,"

The Dragon Council was seated on a dais in front of the room behind a 3rd long
table, Before each Councilor was a Plate bearing the name of the dragon who

sat there, in different colors, depending on the stand each individual held on
the subject in question. One of them was familiar - Sil Sakoth, a distinguisheq
red dragon who runs a large vinyard and winery south of the dragon capital,

As the Dragon Councilors made their opening statements, it soon became evident
which color stood for which position, Black, for example was fully pro-human
(ete.) anti-Hegemony., There was only one plate of that color, belonging to
one Salroth Nikarn who proved to be the kind of ally one can do without., Hig
opening speech left no doubt that he was a true twit, 8il Sakoth was Grey -
the position of true neutrality, while Silver was the dead opposite of Black,
All positions in between were represented, including one color, Gold, whose
proponent's speech could have been boiled down to "A pox on both your houses!”
No help to us, but I couldn't help sympathizing a bit,

Then it was the turn of our side., After stating his aversion to war when avoidable,
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Quizzic pointed out that if, indeed the Hegemony meant to attack us, their most
likely next target would be the dragon lands, which, after all were somewhat more
climactically suited for the ma jority of species representing them on rthis: world, :
Challenged on this, he brought out and had projected on the ‘council room screen -
(complete with translations) copies of a .set .of docunients (taken from the very .
dead body of a minion of the Dark Lord who'd robbed and killed an' Altani mess=. -
enger. The originals were returned to the Embassys ). These were battle plans -
for a possible war between the Hegemony and the dragons. -

Py pieg

The lead Hegemonic negotiator promptly said, blisteringly that these documents
were first of all Top Secret and had no business being in our hands and further
that no sane military organization does not plan for all possible contingencies,
even the remote ones, After all, that set of plans had also includéd those for
every other possible alternative in a world inhabited by the dragons, the Hegemony
and the Hellsgate inhabitants. ' :

Furthermore, while these negotiators might say how much they deplored the idea - .
of war, it was not the Hegemony who started it! iith that, she projected some
films of her own on the scree. Someone had very messily attacked and massacred
the compliment of an Altani staffed research base and the camera had caught

all the gruesome details of the clean up. As atrocity films go, it was enough

to make you sick., And in among the Altani were undoubted humans in 'full armor
vith swords and the like. And shields,... For a minute, I wasn't sure if anyone
but me had caught it, "“Then I relaxed. Lenla was scribbling furiously on a piece

of paper and passing 1%}to the other members of our negotiating team.

The gruesome presentation ended, the lead Altani sat back, and it was Ilsith's
turn, A trifle shaken, as all of us were, I think, he nonetheless managed a
good presentation,_vouching for the good character of the humans, etc. with whom
he had associated. in.dellsgate. The talks proceeded until it was Lenla's turn.
Knowing, as I did, Jjust how much about the Hegemony, and particularly the Altani
(thanks to several trips.to Han,. polymorphed to Altani form, the Finagle castle
library is possibly as complete in the history department as some of those,on
Han.), I found her speech particularly entertaining. After saying that,. yes,
those were indeed dead humans in among the dead Altani, she pointed out that not
all beings of: the same species need be part of the same society. In fact, the
odds were against it. - Surely, the.Altani,, for example, would not care to be.
identified with another group of their own kind if that group did something
their own culture found.repulsive or indecent. (At this point, Lenla tells me a
mind probe bounced off. her ilind Blank shielding, Iot surprising; the Altani.
would rather we didn't know of the L'Drey, a gypsy culture of the same species
but very different living and sexual habits.) Faving made her point and created
a bit of nervousness as to what, if anything, she knew, Lenla asked them to re-, .
project the film, and froze it at one franme, rointing out the.heraldry.on one.
of the attack force's shield, sable, a saltire argent. The Dark Lord's men,

I believe this is the point at which the talks began an almost imperceptable -’
shift from be;ng between the ‘two negotiating teams.and the dragons-to being
directly between the Hellsgate and Hegemonic representatives, with the ‘dra’ons
more as ‘referees, Several others spoke orl ‘both sides, but it was Thomas 'of
asterwine [_iOth or 1ith IU, I believe_7: speaking in very simple terms,most:
unlike the political fencing that had gone before, of peace between all factions
Present now that the true enemy was known who caused 3 or 4 dragons to switch
to Black, including Sil Sakoth. In some ways, this hardly mattered by now. The
Hegemony had started the attack on the Dark Lord during the deliberations under
the impression that the Hellsgate humans would come to the aid of their own ¥
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species. Our apparent attitude was unexpected, and evidently cause for much
reconsideration, while influencing the dragons had become much less important,

Lianors dropped the final bombshell. Lianors, who had sat there Quietly through
the whole thing, Lianors who despised war and had retired from expeditioning

upon making Wizard stood up and called for a joint operation against the Dark Lord.
I think the flurry of volunteers for this from many of the negotiating team was
what finally convinced the Hegemonic representatives that we were serious, The
War was on - but it would not be between us.

Love Cf ¢cmparitively minor note, but of interest to us was what happened
and after the Altani force left the room, Jhen Lenla called for the
Hap second showing of the film, I looked away, not really wanting to see

it again and noticed that T'Lieaou had become highly agitated and had
to leave the room, 4 horrible suspicion coming to mind, I communicated it to
Alherys and, as soon as negotiations were over, we flagged down several of our
oWn team. After discussion, and the importation of Villar of Brannitan /oL -
I'm not sure what level /uith the aid of a pern dragon in the party so he could
do some "Commune"s (Duncan had done his for the week) my suspicions were confirmed.
T'Lieaou's mate, A'Riai had been one of those killed in that raid,

e were hardly set up to bring back everyone stationed at that base, we could

at least, do something about this situation, Quizzic threw a Reincarnate II,
while Lenla threw Limited iish (to cause the least loss of memory), and there
stood a very confused A'Riai minus any memory of the last 8 months. As she'd
not even been on Hellsgate Earth back then, our explanations were a bit confusing, (‘P
but as we weren't ALL ilind Blanked, she was able to get a more coherant account
directly. And looked appalled. The first thing she wanted to know was where
T'Lieaou was, le checked, and found that he and the others had already taken off
for Han. So we had the efreet who'd been handling comissary duties for our group
make her a uniform and, permanent metal being beyond the talents of an efreet,
Ilsith gave her his dagger for a belt knife. Then we had one of the pern dragons
take her to Hellsgate field where she could get transport to Han., I must say
Hegemonic bureaucracy must have some good points - only 3 hours after T'Lieaou
had left she hag taken off in another scattership after him. As both ships would
take the same length of time to get there, there was a good chance of her catching
uP to him on Han, At least we hoped so, Knowing Altani psychology (for one
thing, they mate for 1ife) it seemed probable that T'Lieaou was planning on
suicide shortly after arrival, tihich is why most of us were in the Hall of
Flanets 2 weeks later watching as a stunned Altani pilot got an absolutely
staggering message right before landing, and just sat there in his ship on the
landing field until A'Riai arrived to collect him, Then we discretely switched
off. At least we were able to do it this time! The first any of us had ever
seen of T'Lieaou was the day we were stuck in Stormgate trying to get out via

a variable (and both-ways visible) set of time doors. A bug in the system kept
getting us T'Iieaou's and A'Riai's honeymoon suite. After a few times, T'Lieaou
g0t so upset that he took out a blaster and fired every time that door appeared.
e had three different doors blown away before we finally got out,

Anyway, a group of us wrote and signed a message, to be forwarded by the

Embassy asking them to accept this as an apology for interrupting their wedding &
nicht and offering to help if we could if there was any such problem in the ¥
future,  And Ilsith tells me it will be interesting if she ever has occasion

to use that dagger., It's 43,
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. So there it is. Currentlylenla, Quizzic, Lianors, Fred (Lord Pinagle)
s : /[ 13th Ri_/, Ilsith and many others are practicing for a raid on the
Repox 2 Dark Lord and his elite guard. - And we've been getting all sorts of
strange communications from someone who styles himself “He tho Valks in Shadow/
He Uho Walks in Light who seems to be after Quizzic, and may have been responsible
for the destruction of Sir Jason of Eastmarch's [—i9th MU_/ lab and his disappear-
ance. Some 1st and 2nd levelers found some very strange equipment in the Forest
of the Veen, and dome others found one of the strangest time doors yet, leading

10 or 20 thousand years ‘back to the time of the Kaiin, and several parties have
encountered groups of L'Drey (what the Altani will do when/if they hear about
thisss.) There seems to be some mystery connected with the town of Acccrus (
human(?) town near the Forest of the Veen), and sooner or later we're going to
have to do something about the Sisterhood of the Spider and,..But why go on.
Jindow dressing? . Kevin Slimak, I wish you were here!

--Allanne of Brannitor
WO OF M W G G O W G 3R N M E SR N SR 3 S 3R N 3 3 O % ¥ U N ¥ M

SOIE SPELLS e e - s
In the course of the above events, . and some that weren't covered, Leﬁla had
cccasion to research a couple of spells which are available for sale or trade..

These are:s e FVV0
ist level - Detect Harmful Energy Levels, Detects presense of microwaves and -

various radiation typos in harmful amounts._Duratlon as for Det. Nagic E

Cost - 2,000 gp,

5th level - Sunscreen - Provides a mobile sunshade sufficient to shield a 60' o
radius, lloves with casters Duration 8 hrs.
cast - 40,000 gp

Quite some time ago when Patriarch Duncan of Gaelan was setting up his clinic
he had occasion to research the following, also available for sale:

1st level - Sterilize I - Sterilizes 1-5 small objects' (vis scalpels) or one light
wound, (Useful in the absense of an autoclave or carbolic acid)
Cost,— 2,000 gp or one month's service at the clinic.

- Ane8thesia. I - Provides local anesthetic effect over the area of a
light wound, Requires patient consent (cannot be thrown in’ combat)
Duration is'1 hr + 10 minutes/level of cleric 3
Cost - 2,000 gp or one‘'month s service at the clinic

2nd level - Sterilize II -.Sterilizes’1 - 10 small objects, 1 medium sized
object (vis short sword or dagger) or one serious’wound.
Requircs knowledge .of Sterilize.I (although SI need not be carried f
on the specificioccasion)
Cost = 4,000 gp: (5,000 gp as package with S I) or 2 month s (2%
for package) service at the clinic

- ,Anesthesia II ~ Anesthetizes area af a serious- wound Otherwise as
A I. Requires knowledge of A I .

Cost - 4,000gp (5,000 for package w/ A I)or2 (21) months service
at'the clinic. y

3rd level - Sterilize III - Sterilizes anything within a 10 foot radius. Requires
1! knoWledpge of 5T & 1T
Cost = 8,000 zp ( 10,000 fer all’ three spells) or u( 5) months
service at the clinic.
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3rd level - Anesthesia III - General Anesthetic. Otherwise as A I (Note - 4
CANNOT be used as a combat spell!) Requires knowledge of A I & II,
Cost - 8000 gp (10,000 for all three spells) or 4(5) months service

at the clinic,
Fertility (for campaigns which use this as a 3d6 characteristic) -
Increases/Decreases Fertility by 2 D4, Duration 8 hrs.
Cost - 8000 gp or 4 months service at the clinic.
Note - these prices are for personal use purchase only. Group rates and resale rights
(vhich includes scrolls) available with negotiation.

A package deal of ALL of the Clerical spells listed above is available for

15,000 gp or 1 years service at the clinic. Trades will also be considered,
*-}?**%*********%**************#%*****-}{-*%-}@**

As long as I've got the room, a few comments on some of the things I've seen

that are going into THIS issue.

ED SIMBALIST: Thanks muchly for the spell learming clarification (may I assume
that the discussion of enchanting materials means that the rule in C&S about
needing to be MKL 5 to enchant more than one substance at a time is no longer in
effect?) The main problem I'm having with C&S is all the little details to be
firzued out and rolled for to set up the character sheet. You do need rather

a lot of die rolls. Still, it's interesting to play a character with an Appearanc
of 3 and a Bardic Voice of 20 (she wears a veil), And I like the magic research :
and enchantment rules. They're INTERESTING. Oh yes, I have one serf character
(currently 13,7 years old) who wants to know if the 55 bonus for attending iass

is cumulative, or if it can only be used once per casting. Tasting is fairly

easy for a serf (and occasionally involuntary), tut meditation gets one beaten -
for "day dreamingz”. Poor kid has an intelligence of 22, a Wisdom of 17, a roog
constitution, a Strength of 3 and a low Appearance. And his master is another

serf in a secret society. Ah, well, even with a Bardic Voice of 7 if he ever
breaks out of this trap he'll still be a good Power Kord mage.

LEE: Thanks for the gem data - you may have just saved me a IOT of work.,,

HIKE GUNDERLOY: I'll try and have the system for you nextish. Basically, there
are certain sorts of stones which are better channels for magic, in particulay
those of shifting color or design. Some of the most potent magics must be
stored in such gems or they will dissipate.// ile finally get iicolai off of
demons and you start including Character Stats for the things?! ?!

KEN PICK: Actually, I typed your zine, I'And several others. I agree with yoy
statement about other things to do besides fight - witness some of what's beenr
happening in the Hellsgate universe lately. Admittedly, there is a rather lare
fight coming up, but it's hardly a standard “dungeon expedition". If you go ce
an essay, include more examples - you've already stated your basic case quite

well.

CHARLIE LUCE: You might sprinkle some of that Holy Water on Mike Gunderloy, op
his zine, anyway.// Go right ahead and trim the gem system - I presented it g

a basé to work from, (You might also look at Lee's zine thish.), Removiny most
of the relatively unfamiliar gems will probably do it quite well.,// I 1ike th§5e

Find late rings. iice.

DIRTY TRICKS LIST: AAAAAAARRRRRRRRRRRGGGGGGGGGGHHHHHHHHHHHl!l!!!!!!!!!!!!!1||
(1've got a couple for you which I'11 give Ken at a LASFS meeting if I reme&ﬁ;r ) ™~

So much for this issue. By€eosseosnee



OPERATION: CHAOS #23

A Personalzine by Nicolai Shapero of 8886 Earhart Avenue, Los Angeles, Ca. 90045
for TLOC #6 7 October 1978 phones 213-MI-1-DUXY

I've never been much'-pleased with any of the current forms of the illusionist
subclass of mage., All too frequently, the intent of the subclasses seemed to be
to produce power mages of greater power than the normal mage for, sadly, far
lower ep requirements., Further, I found little pleasure in the 1dea of a
supposed illusionist throwing the equivalent of a mage fireball or lightning bolt;
they are supposed to be illusionists, after all, not power magesl

At any rate, being something of a tinkerer, I came up with my own version of
the 1llusionist subclass of mage.

The Shapero Illusionist (henceforth simply referred to as an Illusionist)
forgoes the use of all damage causing magic. He 1s a master of deception above
all else, And no spell cast by an Illusionist may be of a sort to cause
direct damage to any individual. To compensate for this lack of direct physical
power, the power of the Illusionist's spells are increased in another way--no
character struck by an Illusionist's spell is granted a saving throw. Thus,
whatever 1llusion the Illusionist wishes to project will be believed by one and alll

The experience point progression for Illusionists is as for normal Mages,
and up through 18th level, the spell progressions are identical. After 18th level,
the Illusionist gains a spell of the next higher level for each two levels achleved.
Thus, at 20th level he gains a 10th level Illusionist spell, at 22nd he gains
an 11th level spell and so on., Once he has a spell of 10th level or higher, he
will gain an additional spell of that level for each two levels further that he
advances, Thus, post 18th level Illusionist spell progression for 10th and
higher spells is as follows:

Illusionist 10 11 12 13 14
level 19 0 0 0 0 0
level 20 i 0 0 0 0
level 21 | 0 0 0 0
level 22 2 i 0 0 0
level 23 2 i 0 0 0
level 24 3 2 1 0 0
level 25 3 2 i 0 0
level 26 4 3 2 i 0
level 27 4 3 2 1 0
level 28 5 L 3 2 1

and so proceed, ad infinitum...

The Prime Requisite for Illusionists is INTELLIGENCE. And in order to cast
a ninth or higher level Illusionist spell, the Illusionist must have an intelligence
of 18.

ILLUSIONIST SPELLS

Most of the spells of the Illusionist class are designed solely to fool one
or more of the senses, The more complicated the illusion, obviously the higher
the level spell. To create this effect, level factors are assigned to each
element of the illusion, the factors for the given illusion totaled, and the
resultant value is the level of the spell that will produce that specific illusion
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The level factors of components of spells of illusion are as follows; "

1. Auditory illusion--1 level factor
2, Visual illusion--1 level factor

3. Illusion of smell--1 level factor
4, Tactile illusion--2 level factors
5. Illusion of taste--2 level factors

6. Mental 1llusion (to fool esp, telepathy, etc.)--3 level factors
7. Programmed action of illusion (illusion will Proceed through
Some sequence of actions, movements, sound levels, ete,,
Sequence specified at time of casting)--1 level factor,
8. Improvisation of illusion (11lusion will change AS THE CASTER
WILIS for as long as the caster concentrates~-no other
spell casting allowed)--2 level factors.
9. Programmed improvisation of i1llusion (111lusion will change
according to a program laid down by the caster at the
time of casting--but unlike programmed action gactor,
simple decision making is possible, on the order of
"1f the fighter throws a rock at the illusion, he will
see thus-and-so, otherwise, he will see such-and-such")--3 leve] factors,

10, Illusion keyed for later activation (As per magic mouth--conditions
specified at the time of casting)--3 level factors,

Examples
Karan, the Illusionist (8th level), has spells of 1ist,2nd,3rd, and 4th leve]--
four first, three second and third, and two fourth level spells. ior one of his (1i;

fourth level spells, he carries a combined auditory, visual, and tactile 1llusion,
for the other, he carries a visual and auditory illusion subject to improvisation,
As one of his third level spells he carties a combined spell of illusion of smell
and taste,

Using one of his fourth level spells, he provides his guests with the worlds
greatest collection of beautiful statuary in the world (all who approach saig
statuary hearing fine and bemutiful bell like tones). And, using one of his
third level spells, he convinces all of his guests that his food is really or
a far higher quality than it actually is, His services at the local taverns
are, needless to say, in constant damand,

Spell Cost-~For the first melee round, cost is level squared. For the
second melee round, the cost is 1 the value of the first melee round (minimunm cost
1 spell point. For the third melee round, the cost is % the cost of the secong
melee round (minimum cost 1 spell point) and so on. Once a spell of illusion has
been cast and maintained for 12 melee rounds, it will continue to have effect
without further cost to the spell caster--though the spell will have a 50%
chance of decay per 8 hour period. If a spell 1s maintained, and spell point cost
1s paid for 120 melee rounds (120 spell points for a first level spell, 124 spell
points for a second level spell, 135 spell points for a third level spell, etc),
the spell will last until dispelled, -

Illusionist Spell Points--(Intelligence+Constitution)xLevel. Regenerated gt
a rate of (intelligence+constitution) per 24 hour period of no magic use,
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I1lusionist Spells other than those derived from level factor system preceeding
are listed here:

Level {: Fog. By means of this spell, an Illusionist creates a thick fog
1000 cubic feet per level of caster) in which all vision INCLUDING THAT OF
THE CASTER is reduced to 10'-30'., Range--centered about caster,
Invisibility., Caster only invisibility as per grayhawk spell--save
that the caster cannot fool non-intelligent creatures (e.g. plants), Purely
a psychic phenomenon, so does not protect the user from lasers and the like,

Level 2: Detect Illusion., By means of this spell, an Illusionist may detect
an illusion., Duration--i melee round per casting only. Range=6",

Level 3: Protection from Illusion. Castable on self only., Allows caster a
saving throw vs illusions cast by an Illusionist equal to 1% per level of
caster of protection spell minus 1% per level of caster of illusion spell
(minimum 1% probability of protection). Duration=10 minutes, Range--self only,

****'l-*l--l-l-*****l—ﬁ-***********i**************

Magazines of possible interest to D&D/FRP gamers

Wyrms Footnotes,,.Fanzine edited by Greg Stafford, Available from the Chaosium
PO BOX 6302, Albany, Ca. 94706, Irregular publishing schedual, minimum of
three issues per year, Single issues are $1,50, five issue subscription
available for $6. An excellent zine and, now that Runequest has been published
by the Chaosium, an invaluable zine for the Runequest fanatic,

Underworld Oracle...An offset zine available from Phil Alexander, 113 Bruntsfeld
. Place, Edinburgh, Scotland. 40p ('l'pOstage presumably for out of UK subscribers).,

* Spellbound...An offset fanzine available from Carl Mueller, PO BOX 635, Stony Brook
NY 11790, Quarterly publication schedual (theoretically). No zine seen
since number 3 (in the first quarter of 1978), Single issue $1.

The Apprentice...A quarterly offset fanzine available from David Berman, 24 Seguin
St., Ottawa, Onk. kij 6p3 Canada. Currently (as of May 1978) in first issue.
Subscriptions $5.50/year for US and Canada subscribers,

The Dungeoneer,,,0ffset fanzine edited by Chuck Anshell, 1226 N, Rossell Ave,,
Oak Park, I1l, 60302, 60¢/issue, $1/issue overseas. Publishing schedual
VERY irregular. Bimonthly, quarterly, or every six to eight months schedual.

Alarums and Excursions.,.mimeo quasi-APA similar to TLOC in some ways. More
comment zines, less peat, on a page by page basis...but 160 pages per issue.
Available for $1+postage/issue for non-contributers from Lee Gold,

2471 Oak St., Santa Monica, Ca. 90405,




