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EDITORIAL COMHENT: The Lords of Chaos is intended as a DI ériented zine,
To this end, I, fiall Shapero, intend to EDIT +this zine--with a fist of
iron, if need be,. Pure comment.zines, or zines designed solely’to present
THE ONE TRUE HAY .unless VERY-humorously presented will mot be published in
The Lords of Chaos. - L AGE kI -

“urther, I do not wish any feuds to dévelop in this zine, .To:mhig- i)
end, I will edit out any zine that passes beyond what I regard as: the + :i-
bounds of commen courtesy. - Rude, ill-mannered comments will either.be 1: .

edited ouwt or; if “there-is nothing.else in the zine’ in question,.. the - =
entire zine’ will be rejected. i -~ - s S g Er v atE

Yhis policy will go in to effect " issue i3 and,
will remain in effget until further notice, L
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This quarteérly ‘quasi-apa is broughit to Jou courtésy of H.8. ‘Shapero -
and the other mad:members of the TLOC crew. ~ This fanzine: 1s~?aea.nt to be
run for the tontributers prlmarlly , and the fee scheduals have "heen” adjusted
accordingly, It is edited by Ficolai Campbell Shapero (aka Fiall Shapero)
in the frevent hope that it will not lose TOO much money. ..

Gontrlbuters have several options. They may print up thelr zines
‘themselves (copy count isf100). - They may type dip théir Contribution on a
SEVEE hole stencil (suitable for use on a Rex Rotary i) and senci 55@/31&9
for printing costs to: .

G "Sha,'p'ero ' 3
200 Davey (:len Road Apt. 420
BE].I]IOIT[’. Ca, M 9}‘]’902_ E: @Y - Eal " &

Camera, rea,dy copy may also be sent——along with £2.25/side for p:urbing costs. .
Oxr, if none of. the above seem cIes:Lreable, send a letter o N,- §hapero (along s
with $1.25/side above and beyond ;rmtmg chargze) and he Wil £5pe up your
zine for you (limit of four pages). . 5 prae
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UNPATD TOR HATERIAL VILL HOT-BE RUN O°F OR THCLUDED TN THIS ZINE!
COSTS é ..’f'l". 2 s 4 i aFe g

(1) CO‘I‘]_trj_bu.ters: HEE e

{(a) 3 or morepa{;es--free
- (B} 1-2 pages~-postame + 35%

(2) Ton-contributers:
“fay it 1aujr:mb 537y shop, @aHhai,e—ver e man ‘akks. .
i {b) -3f 3ior more pages in‘previous’ iSsue-ipostage 358
- "if 1-2-pages in prevlous issue--postage + 90¢ '
i {d) i no-contribution-in-previous 1ssue--—$i 50 + postage. _

Unless otherwlse requested, the editor. 14111 send all g:oples Tes of ‘I‘LOC
first class. Should insufficient funds be’ pronded for Tirst tlass” ‘1ail, the
editor will attémpt to deldver 'by tfxe:‘.;a}g‘test ‘alternate” miil cldass, If :

no funds are provided -for Railingy “C6py "Wﬂl be ha.nd del:_vered (m.th a '_;-:”5"_ B
probable deldy of upwarés of one yéar): ' '

This issue is dedicated to three people: Kay Jones, a,nd Lee a.nd Barry
Gold. The Golds for their continuing frlendshlp—--an& ‘for getting me stezrted -
in this madness (fa.nzlne publication), and ¥ay for helping me survive -
the "Real Vorld".

Those interested in a monfhly D&D a.pa/fanzine should contact

LEE GOLD/ALARUNS AID EXCURSIONS
2471 Oak St.
Santa Honica, Ca. OO0UDS

AéE is a LARGE LA based zine {300+ copy count) with contributers from
all over the western world, and is of great value to any D&D player.



The House Hules
o’

Stornbate Dunzeon
(with apologies to Steve Perrin)

Seguence of Play

uach nelee roupd is approximately 12 séconds long., During the meleg,
a character may perforn one {or in some cases two) of the five actions listed
balow, fibere is only one creazture able <o.be rFort ToTs - tban “twoe functions
in & melee round--a Iragon--but more on thit later.) . -

The five functions lizted below arc prriortzd,in order, until the melese
is over.,

1.,  FPREPARATION -~ A plﬂrﬁr my state that his cheradter is preparing himseld
Tor rattle, and indicote Trecissly how he iz dding so, - That is; putting
a

amay his bow and drawinz 2 sword, Teving to find his favorite blastér, ete.

2. UIS3ILE 'IR: -~ A character [iros caoy nre- ~gimed weapons (or cone weapons
not requiring precise aim) during this phase. All wands, staves, rods,
etc, are activated durins this zhasz, ALl button press activailon
devices alao o off at this tine,

Jire rates Jor weapons, ave as folloug;

nedern seni-automatic weaponss-3 shots per melee round

short bow--2 shots per melee round |

long bow, light crossbtow, colnonite bow--1 shot per melee round

heavy crossbow—-4 shot every other melee round :
Damage done by light and heavy croc=touws 1is difierent in StormGate-- .. . .
light crossbows have guarrels that do 1Di0 damare, heavy crossbow guarrels
do 1D20 damare (this dararse is toth a ainst man-sized and larger than
man-sized targ ets)

1

Jie MOVEMERT--During this thase, a vlayer may move his character up to
one half his movement allotment (if he wishes to engage in melee)
or up to full movement {(if he does not wish to snzage in melee this
melee round). Thus, armored foot (movement 6") may move up to 3"

and still fight, or &" and noi Tig

4, HELEE~~(onbat of the hand-to-hand sort occurs during this rhase,
Blows land in strict cwder of dexterity where weapons are of equal
length (thus two Ffighters, one with sword, the other with flail,
will strile in this order--higher destterity, then lower dexueflty).
The first mzlee round that two characisrs are cnraced, -if their
wearons are of grosgly unequal lengths the character Vltl the longer
weapon strikes llrsi (resardiess of dexterltles).

B SEELL CASrINb——“urlng this phase, spells "go oxi”. Also, rings and
other devices reguiring will power Jould alse be activated during
this phase. As with melse, spell casting s done in order of dexterities
of casting marés. ‘

A mage who intends to cast macic may move no more than Jive feet 1o
during the melee rownd, and may not be under any form of direct physlcal

or wmagical attack during the melee round. Thus, if a Ll -hter cleses

with a mage and swings at him {(resardiess of whether or not the -blow
actually lands), that mage may not cast macic that turn. if & missile
weapon is Tired at the castin- marge bui does ot hit, his concenﬁrallon

is not broken (but of course, if he is hit by the missile, his spell again
does not =n Orf) I a casting mage takes any damage or any noticeable
effect ig elt from tqe magic oz aﬂother mage castlﬂg before him, his magic

H.B,:  Spell-casting reguires 1 [ull meles round of undisturbed concentration,
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5,. SPEELL CASTIIG (cont.)

azain fails to o off,

S0T8:  If a mage so wishes, he may spend 1 f1ll meles round conjuring,

L3

then "hold" the spell on his Tinceriips (sc to speak), If he does this,
he.may Tire the spell during the missile Tire phase of the next, or

-

any subsequent mslcc round FROVIDED THAT IS IS 0T ATVACKED, AHD FROVIDED

w5 HO8ES 10 UOJM THAT  IVe 1T

DEXTERITY

The ability to perform many complicated activities (such as closing a door,

Jumping back, and sﬁnulianeously drawing a twe handed weapon, or closing

a door very quickly, or opening & door, jumpingz through, and firin- a pistol)
will be aifegted by a comblnatlon of dexterity and experience. ‘hen such
complex manguvers are attempled, a dexlerity xoll is called oz,

The probability of successilly accompiishing such actions is
L - percentage points per point of dexterity plus 3 rercentage peints

per level, up to a total combined value .of $0.., ‘hus a dexterity 15 fighter
of the third level would have a 69 chance of success,

A1l caterories zet the benefit of dexterity towards defencey however,
no matter how augmented ne more than Tour roints can be added armor value
or dexterity,
COlBAT :
Ly _irst strike in any situation, whether melee combat, spell casting, or

vhatever, £oes t¢ the person with the hifher dexterity.

2 A hasted or sped up condition docs count--Haste has the effect of .
doubling dexterity in this connection (thou~h not for the purrose of
cnor class determination). '

3, Haste doubles the number of attacks allowed per melec round (though
not thé number of spell castings allowed).

. then a character takes nore than 50, damage there is a Tossibility
that he . will be knocked down. The percenitage probablility that he
will remain standing lo equal to the pe?centare of hit p01nts he has
remalining. -

If an additional 10,5 or more is done in a later melee round tec bring
total damarnc past 60,70,80 or 90: damage, the roll to remain standing
must be made agadln or the character is knocked domm,

K.JOCKED DO.i:  a character gets no Dlow that turn (if he has the lesser
dexterity) and must meke his percentage in order to even attempt an
attack the next turn. If he does zet to make an attack, it will be

dt the end of the melee round (and he must make his percentage based

on the damage taken up to that time) resardless of his dexterity. #further,

while on the _round, he loses all dexterity adds to armor class, _

If left completely alone, he need only make his roll in crder to resume
uprisht position, but if under aitack he will stay on the gyound, )
defending himself as hest he can, continuing to get in his last shot.

5. Combat cannot be broken off unless one of the opponents is down on

the ground, or the combat is not cone on one., In a non-one-on-cuns
situation a dexterity roll is needed in oxder to break olf combat,

If combat is broken off before the opronecnt has made his blow, he
c;ains a free shot at the retreating backside of the retreating rarty at

-+,
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A mace, cleric, or oin
spell points”
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For.

me. ic user may cast as rany epells as hs has
3pell points are derived from the folloming formulea:
SEELL FOINTS = ((IPrinme ILQUISiLe}%(COHSiiﬁLLlOf)})(lﬂvsl)
pells cenerally cost (level)™ st
ertain exceprlons, They are as follows:
(1) nts fo
sleep, haste,

spell roints to cast, but there are
Spell points for spells affectins large guantitics of
it =1

ing: T peoplz {such as
slow, fear, etc,) shall cosi 1HVﬂl scuzred FLUS two
spell points per person aftér the Tirsvy alfected by the pell. Those
malking saving throuws ajainst the spell do not count in hc spell point
post of the spﬁll unless they take some form of half damace (in which
case they are counted towards the total). o .

(2) iiazes may use a 1csser nurber of dice than their rarimum possible for
ocgtructlvc spells such as firetall or lizhining tolt, down to the nunmber
of dice coxresponding to the level ci the spell. Imample: A magician

nay throw anything from a thres ot a six die firsball
level of spell squared plus two peints feor e
T -spell, Thus a seven die fir
(3} *hantasns of monstows co
Tor cach turn that
an acdi

ach die of
st 2

Lpell point cost
T damage above level
ctall costs OTQA(/ BT widl, roints,’
spell peints por dic of pouster per nonstex
at a monstar (o croup of rnonsters) is "ﬂlquou, and ceosts
Sditionsl 4 points Jor the casting of the sp2ll, 7Thus, ito croste the
iliuvsion of tcnn trolls would cost L+2x7x10=144 sv2ll points for the . first
melee round, and 140 points per meloo round thercalter. ’
F0T:  As spell casting normally takes place at the ond of
it 1ill generally be the case that illusions of =3
ior a minimum of two melee
If the oprosiition saves vs ma
from the illusox

=4 =T 4
I monsters muat be maintained
e melee rounds in order to causc damage to the opposition,
s-kacic, the oprosition can
illusory monsters, thoush they will still
as Taintly visible ima;es.
(&) 3pell point cost for @ vhantosn of
Lo SR 0 |

tzke no damase
o o
Frari1281
of that spell plus four Toints.

soe the monsters
T a destructive gmzll is twice the cost
roint ALL 1ndivﬁduals cau ht in the affected
rerion (with the encention of the ma~c cas ing the pnapbasm) must make
their savinz throu vs magic, or they will be reaten ag being in the
reglon affected by a regular destructive spell of the given type
two savins throws, in effect)., Thus, if a fflendl}
the reglon affected by an B die rhaquaSPa1 Tirebal
savin throv vs the rhantzsm, he must save azain,
nc e 6 1 7
danacse, I

is in
11 Td he fails

his
Cdan
wveil the certain knowledre on his
=y -

he falls his
vhatsoover--not’ even
(5) Fha

{siving

rarty menbker

second saving throw, he iakcs Full dama-e--otherwise he takes halfl

T o 3 - nat q

; i3 e si

Tmdividuals vho save vs the thantasm, of course, can take no damace
& 1' o

thantasms ol othos

IE
- -+
. - L
cannot iyee the party member from the necessity ai

et that 1t is a phantasm
Lty of making a saving
rartial dzmasge.
thor hizh
J10 saving throus are
(6) sSpell t

o throw,
level spells cost that spell's cost plus
arain allowed.) ' '
rolints for curcs cost levol sguar
michever ig larcer,
£ clerie may cast no more
ten minute peried,

Tour,
ed or ons noint per point cured
than one cure lizht ox
Because the spell roint systenm
than single shot
& reduced savin:

cne cure sericus per
1lows repeated use of spells rath
use, savinz throws are allowed asainst all spells.
throw must te made vs higher level spelis.

level eneiil- T -

dowever,
Jave at -2 ve 7th
A re 04l Tewuel amelils -



te the controlled indiv Qhal
d to comnmit suleids, 7111 his
ter m :

I

Charm, hold and control sp=lls doming
completely A charmed person nay bs ordere
former frzvudb, ythlné, howsver, the cas
language of the charmec, 0”-phe oharn:c ¢i 1 gimp
as the case may te) waiti: £ 3
is most unlikely that 2

A body ray not be
haste spells ray rot
eto,

A éaving throw &
slowed. If hs “zi
to breath {(heari
for that 20 ninuts

|
Fby

T a character cavos vs

if g ve 2203 his savin: throw ve Feas berserier
rags. He w1l then attempt +o UlOue with the cond LHOZ LA,
all other rossibile tarcets (viloss they atiempt ing the

mafe in question)., Hs will attack st o it protability, +4 damaczs, and
will not be Imocked down until illed.

‘ireballs have Tull sffect on anyone within a 5’ radius of the sround
zero roint (savias throw vs pacic regulting, in ¥ damge).  Anyone irom 5'
to 20" distance fron ground zero tekes & dﬁmags {no damanze iT snve),’

foints from a line cr cone soell (Iightning or cold) HAT ™= absor ted by

T
-the first rark or firet fou rar&s of an Ldvanc1ﬂb (roup, with only those roints

e

gt ranks or 1o’ over Jrorm s saving

]

o

in excess of the point
throws going on to tha

at a rate of ((Erinc requl
211 ecazter perforns 0 i

[

[

Bt 9]
G
‘If‘\

+{ Congitution))
;SO...J WJCR .

DRAGONS

Dragons a»2 perhanc the mest Fowsriul creatures in the StormZata Universe,
Drazons may -bresth at val (f;3QL9ﬂtlr'lor nore than thrne times per day) and
may do so either dhrﬂﬂf ile fire thase or novement rhase (P“tuL“ at the
becdinning, end or in the niddle). lhey ray also attock {2 clam,

1 bite, 1 taii attack) and cast spo]ls in the sane neles round.
inus & fed Dragon would be abls i1y 240 yards (in wildevnzss) breath fire

as soon as he was within rangs of the party, close and attack with claws bite
and tail, and then cast magice.  As the older dragons in Stormbate are aenerally
able to cast up to Ouh ard 7th lsvel mazic, this neans that no varty in its
right mind will want 4o + YATH & dkdpon. (I ove elso the only

creatures able to cast maglc & ki tney nave +akun damare during the course
of the melee round.)

ELVES

In order to qualify as an navse Intslligence of
i5 or above, Six censth of 15 or abowye STrangtl Intelligence of 31 or abovs,
Dexterity of 12 or sboves, aad ; ove.  Mlves ray wear armor
and cast maglce, and do not toon ivide exzerionce)..

igonce ol 14 or above and
OVG, and both Juxtcrltn
yres may act zs [Tighters

dalf elwen character
& combined Sirvensth + intellis
and Charidma of 9 or zhove.

i e
and mages on tho same erzaditio:s ihey arc now ghawl jaralyzation resistant. howswves



The Snark Speaks: Egoboojum by George Cole, carrolling
away at P.0. Box 10149 Stanford, California 94305
Phone under strife, and self on vacation

What is the role of the DM anyway?

A DM is God; he created the dungeon, the world and its
inhabitants, flora and fauna, even his entire universe if he
so desires. At any rate, he is in charge of the local rules
of the road. So what is CGod supposed to do?

Some feel that he is solely to provide a local, guided,
set tour through the universe. (People who keep to a set "kil
ratic"” or 'number of rooms looted" belong here.} Others feel
that his world is a fire-sale; all transactions are final
and no complaints honored. My personal opinion is that the
DM 1s there to provide a fair balance of play. That means
the DM is there to reinrorce the rules to the extent that
all find enjoyable, not to bring up nastier monsters than
usual when high-level characters pick on kobolds; or to wish
away the Death Demon confronting the foolish first-levelers.

11

No one forces you to go into any DM's dungeon. But it
is only reasonable to have the local changes in the rules
made clear before the event; and if possible, alterations
fitted in. It is one thing to insist that all organization
take place before the party starts, and then not to allow
the changing of spells; it is another entirely to suddenly
let fumble the mage know that, by the way, his fireballs start
out 10" wide and he has just blown out his two friends in
Eront , 4 4

Remember, the characters have 1lived in that werld for
Some ‘time: They have the gestalt, and are ready and willing
to adapt. Keep in mind the distinction between charvacter
and player...the first knows God's rules in their particulars;
the second does not necessarily. It is the DM's business
to either inform him or squeeze time and space to allow a
better fir. That's what being God is all about, anyway .

Trimming to fit either way is allowable. I grant
all that come knowledge that, for example, trolls must
be burned and something else {no one has asked a character
specifically what that something else is, although many
players have asked the DM)before they stop regenerating;
and I do not allow Clerical continuous light to destroy
Vampires. But, likewise, I trim off all of their nice 20th
century awareness of what rifles, hand grenades, portable

nukes, etc., can really do! It is up to the players to react
©°T not to clues, and for them to fir their actual abilities
£0 thelr rolled characteristics. If someone with an integligence

if > coantinually saves the party with his bright ideas,
= may look pained, but I will not magically zap him. (Although
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o

at one time I
i

did up a player's dexterity after 16 out of 23
hits with a T

Own dagger in a plate Ffigure from 13 to 14.)

Mistakes happen, as is inevitable in any game where
imitating life occurs. Multitudes of senses and data enter our
every waking act...try keeping track of all the decisions
you make riding & bicycle in a crowd. ..but D&D tends to bhe
linear in nature and form; even the best DMs can only talk
about one thing at a time. If 1 missed on an obvious clue
(remember the familiar cry, "but I would have heard (seen,
smed¢led) that!")then if possible T will alter %o suit...if called

upon then and there. Don't exXpect me to correct the mistake
made at the beginning of the melee that was close fought two
hours later! 1If you see a 10'x10'x10' room, and it is

empty, I would not have the Umber Hulk burst through the wall
with complete surprise--1 will mention the rumbling noise first.

Admittedly, one of the tru Joys of DMing is wathhing the
turkeys fly--and then shooting them down. But one must be
sporting, after all. They must be given z chance. If all
you want to do is kill the players, then just drop an H-bomb
on their heads![Strategic nuclear WedpOons means you never have
to say you're sorry--NCS] Turkeys will not pick up on the
obvious clues, and will earn their just deserts. T1f they are
talking to an innkeeper, and he glances over and .nods to two
bullies, they should not be at all surprised when the bullies
jump them outside. If a sudden silence fills the rain forest,
they should not look shocked when the Greater Demon 4ppewTs.
Of course, nothing hurts if the Ref throws in extra clues
from time to time; the party can be stampeded by bluff.[As when
the locals shot it ocut with a holographic projection?--N(CS]

A fellow fmnatic, having memerized (and made it known that he
had memorized) "MBnty Python and the Holy Grail" managed to
panic an entire party with one white Tabbit. I've bluffed
parties with a hobbit in tennis shees, and a2 kobold with a

deep voice and a cardboard giant hand. Even when told it was
cardboard...someone had grabbed the hand...they still hesitated
and a voice bluff worked.

Not that all is peachy fine and crystal clear. T will give
you the information that I judge would be available to your
character, in what I consider to be the important order. If
You open a door I will tell you (1) if anything animate is in
the raon {2) if so, what, where, and how many (roughly) things
there are, and (3) their reactions. Then I will go on to
describe (4) other items of note in the room, and (5) other
doors and exits. A1l that would be picked up in that order
by.a dungeon adventurer (unless they asked me specifically
about some feature--e.g. are there any doors--in which case
any chance of Surprise is gone, and the animate inhabitants of
the room get first reaction), almost simulggneously, while

AS
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I must answer linearly. The player may interrupt me at any time
with an order; if I only begin, "They're Spectres...' and

the party holgers 'shut the door!" then there is a much greater
chance that they will get away than if someone insists on
counting them, the doors in the room, etc.

And when I miss the obvious, I will alter the world. If
you cobject that, in a 10' corridor, you would have noticed the
3! ballista bolt sticking in the wall, with a skeleton impaled
thereon, and therefore that Sam (who opened the door) should
have expected some sort of trap, I might just remove the
ballista bolt residing between his ribs and give him a dexterity
roll when he opens the door. If I'm feeling§ nice, that is.

If I try to operate as a God such that active patently
divine interference occurs only when all desire it, then I
feel that this is all to the best. Hints will come first--
1.e. Paladins who insist on slitting throats- will be warned
(as players) that God frowns on that for plavers who are
Paladins. Continued insistence hues weapons black, etc.,...
only in the end will I arbitrarily [ARBITRARILY?7--NCS] have
a spider claw out there eye, or rip off their nose and
therefore ruin the Paladin’s charisma. Clerics wielding
the finger cof death needlessly will get bad breath, b.o. etc,
before they are read out of the Church.

One excellent time to interéere, however, is when
people are getting tired. Teleports and/or time-stops
are easy to arrange; and better that than a grueling 36 hour
adventure that leaves all exhausted and with a firm desire
to leave the hobby. Just because you're smearing them like
Jam all over the flowor is no reason teo quit, but a fire in
the epartment might be areasonable excuse!

REMEMBER--IT'S JUST A GAME! And all atheists should play
D&D once, just to cure them. Likewise, a2ll students and
believers in probablility should also, just to shake then up.
I had a solo player discover an enchanted wish ring the
first time he played. To get in, he had to find (which
required lookimg in just the right spot) a secret trapdoor,
sing a 2 verse song, find a second trapdoor through the
first, sing a haiku at the second door, go through it, &
at a third secret trapdoor sing a limerick. So he walks in,
hums, sings, haikus, etc, and picks up the treasure. He
has the gall to ask me, "Is it always thés easy?”

The temptation to visit him with bugbears was great.
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ENTRY METHOD:
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*

something to geo with

(decimal dice)

¥

LI T T T

/

1I11Laowy Cglllnm 1n room helow

opens wall

01 - 25 Obvious Door

26 -~ 50 Secvyat Door

51 - 53

36 - GO

61 ~ 65

66 - 70

71 - 74 Illu;or) all

75 - 76

77 - 78 . IlluSory Floor in rpom abhove
79 Telenort Ehnel J

80 - 895 -Becre ‘trlggex

90 ~' 99 TObR-i Gy Trlgger openb wall
G0 None {(need'D-Door, Passwall,

Blink Dogs)
Reoll D6 for number of entries

ROOM APPEARAMNCT:
Floor - D6

1
2

&
“

3
85

1

‘

Bare stone
Dirt

Vood

Paving stones
carpet A
Bspecial

LilIQ‘J rumon“ (DS)”

L)
g
3 -5
4 - 6
BB
6 — round room
Specials

Floor - fD 12)
LlVlnﬁ carpet (mOh&,

i

GO~ O U G

Mud AR
Patteérned Tile
Sunken Pool

Hidden by smoke , o migt

aSl1ppery Ice
'Foam paddlnv
kCarnlverouS rug

Something gooey (lime yogurt...)

10 - Sand

(.‘1 N A

Ceiling - D6

5 pa

-
L

i

YWoeod

Stone ;
metal
brlch

tile o
Apectial

material {(D6)

TorRld: TRV I

grasg...)

. staone

wood

paqked dirt
tapestiried
bricik
speéia]

1

Crackly Objects (twigs,, eﬁCo)

wfnkz:- 11T e et b m

ES

00~

Hidden hole in floor of room above
Obvious hole in floor of rcom above
Hidcen hole in ceiling of roem above
Ohvious hole in celllnw of room below

whatever.,

A S T TN I I T S )

second contrlbutlon to TLCC by hay Jones. 200 Davey Glep Rdn
894002,

Nicolai's random monster goperator
The Random Room,Generator (orew whatT did with my last.

Good place to put

Shane of cdiling - D8
1 =~ Arched
A = 5 Flat

! Ldbeted :
3 Assymetrieal

graffitti? (D8)

- ¥y

4 - 5 no

& room automatically
erages, marks

[

[}

Ceilipg i~ (BT 103 i Bos
,‘-1, ~. . None,:apparently: .-
g Hldden by smoke . or -mist
3 .=« A Mirropr; i v st
4 - Palnted scene ’
5 - Acoustical- t11ezand llght fixt-
S ures
A:Beaned o ol
—~ Preciousg mxneral or en
- Blinking lights & patterus
on hazy bachground
-, Luminous : '?

-9 :
10 - make unp semezihingi-- .-



specials - a
(D12)

Wallls

L - TJce

2 - Flame

3 - Strange life form (imitating stone, perhaps)

4 - Hidden by smoke or mist

5 - Patterned tile

6 - Plate glass ( 1 - 3:clear, 4 - 5:colored, 6: mirror)

7 =~ Glass-like black substance capahle of being walked into (vis

"The Plaza of Dark Delights'" by Fritz Leiber)
8 - Foam Padding : o :

9 - Carvings
10 - Aquaria with fish, plants, whatever.
11 - Window s Cio e

12 - make up something

TREASURE . L. .
:Location - D6 specials (DB) 7
1 - Floor 1 - Polymorphed to something else
2 -~ Wall (roll for which) 2 = Gold (or whatever) dust scattered”
3 = Ceiling about room " .
4 - In chest ' 3 - Part of monster
3 - Suspended in mid-air 4 - Under/Inside something repulsive
§ ~ Special 5 -~ Inside door '
6 - make up something
Visibility (D6)
1 -3 Visibie
4 - 5 Invisible
6 Transparent

If in container, roll further for locaticn (D6)

1 - Inside Specials (D6)

2 -~ In lock 1 - Treasure is the chest itself

3 - In 1lid 2 ~ Buried beneath the chest

4 - In container wall 5 - A rope holding the chest (or

5 - In container base suspending it) is megic or

6 - Special ‘ some valuable substance
4 - Scroll as graffiti in container
3 ~ Air in chest is petion
6 - Make up something

Traps will be added in my next zine - I want to consult with my friend,

the fourteenth level thief.,.

COMMENTS ; -

WORD FROM HELLSGATE UNDER: The more I hear about your establishment,

the more . I'm glad Alfric bought those boots. . MNuch more fun than building
a castle, T must say! I'm currently working out the stats on a clinie

my senior cleric just finished. :

CHAGS REIGNS SUPREME: After ay wilderness recently munched a party eof
decent players by sheer atrition, I have begun to agree with Nicolai's
explanation of dungeons - théy're where the monsters go to escape from
the wilderness! ‘The strongest:ones paturally fight their way down the
furthest where it's "safest'... -
OPERATION:CHAQS%“ Thogé Mind Snakes are the nastiest all-purpose menster

I've seen’'in a while.’ As I may have indicated when we met the 18 die once..



Written and drawn by;

Glenn F. Blacow
13 Grove St., 27
Boston, Mass., 02114

wred Foer what is rencrtedly titled THE LORDS OF CHAQS,
- a D&D APA organized/edited/whatever by Nicolai Shaperc.
I was somewhat dubious about contributing to yet another APA, but
e there was a personal invitation given, so here I am. This zine is titled;

THE JAGDMEISTER #1

Which will be my regular title for this APA, and refers to the fact that
I am one of the two editors for THE WILD HUNT, the Boston-area D&D APa.

[E R B ENENFERENNNENNESENENESNENWNERIWY]

Nicolai...I've been told that you've acquired a mimeo which is neither
Gestetner (lLee Gold's) nor A,.B, Dick {mine), Wwhat kind of stencil does
it take? If neither of the above, can it handle Gestetner stencils? I
den't especially relish keeping three types of stencils in stock.

LR R EE RN EREENIEEEREEERENFENEELEESE =N E]

A NOTE ON THE PHILUSCPHY OF DUNGEOQOMNS

It's obvious to anyone who has played at all extensively that
DD varies tremendously from DM to DM. There are Candyland dungeons,

i where players go up at incredible speeds, where a handful of lst-levels
can butcher Balrogs without taking any casualties, and where magic
apparently carpets the floor of every room. Once a DM passes beyond
that stage, there are several ways to go. One is the Gygax/Gygax-

L5 variant type, rolled with or without variations from the rule books.
Another is the “funhcuse" dungeon, full of everything under the sun;
with chutes and ladders, rooms that transform sexs, charactesristics,etc.
There's the more serious dungeon, sans the randomness of the 'funhouse',
in which the DM tries to keep the players interested by inventing or

ling adopting endless new monsters. There are high-eniropy dungeons, where
the Gamesmaster hands out large amounts of magic - and then has to keep
upgrading the monsters in order to keep the dungeon from being overrun.
There are low-entropy dungeons, where the prime emphasis is on skill
of play. There are endless shades in between all of the above.

. Other differentials exist. There are ''role-playing' vs.

: "skilled" games, murderous ones as opposed to safe cnes. But these
factors vary enormecusly within the above types.

Fipally, there are wildernesses, varying even more than the
: dungeons mentioned. There are some which consist of little more than
_— é_ the DM rolling on the Qutdoor Encounter Tables from Vel., III -and

ONe 58
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The Jagdmeister #1 page 3

Another facter in the squabbling has been my emphasis on consist-
ency. This has centered about such things as the introduction of tech-
nology, the endless proliferation of monsters {to the peint where any given
environmental niche has a dozen different contenders in it), and the
general oversupply of artifact-quality magic., A large part of this is
probably due to the fact that I'm basically a historian who gets rather
upset by such things as blasters and space stations in a basically medieval
and magic universe, JAnachronisms bother me. So do creatures without any
acceptable rationale for existance. So¢ do universes in which half of the
characters in existance have Artifacts. One wonders where all of the in-
credible magic came from.

There is also the long argument about Balance. This has been
especially bitter where it concerns character classes. It has gotten
really bad around the more powerful types, where the only restriction
seems to be in the high rolls required. Since a good many of the people
who argue that high rolls are enough of a limitation in themselves seem
to maintain stables of 50-150 characters, I've never been much impressed
by the argument. Balance has alsoc included long debates over the location
of certain powerful magic items {(or; do you want Vorpal Blades on the 1lst
level?). Certain other topics have alsc been the cause of much dispute,

To bring this section to an end, Edwyr is the result of a long
evolution; the result of two years of playing D&D and running the game.
Changes have usually come after long talks with Mark Swanscn and the MIT
players, 1If changes have been made, they were made after attempting to
consider all of the facts involved and what the results were liable to
be. The rulings that came forth from these have often been starkly different
from those by which much (ecr perhaps most) of the California multiverse.
are run, Let's consider some of the differences...

1) Edwyr is part of the Kingdom of Oskley. There is a written
history some thousands of years long., 1It's under the rule of the Wolf-
Kings, with an establishment of ancient nobility (the Fifteen 0ld Families),
feuding churches, powerful guild organizatiocns, and many other ambitious
groups (I've been describing them one by one in THE WILD HUNT). There are
blenty of high-level non-player characters, most of them more powerful
than the players. (I don't think that player characters should be the most
powerful creatures in the universe}, Non-player characters seldom seek
out players, and never offer help unless there's a very good reasocn. quite
a change from the more standard hole-in-the-ground, and the false-front
town next to it. There should be a purpose,; a reason for things, a goal
in mind for the future.

2) Magic should be a thing difficult and dangerous. A mage
should not be able to throw spell after spell without flaw for "x'" melee
rounds, Consider mest of fantasy and/or sword & sorcery. Magic is a
great sirain, all to apt to go awry if one's attention is diverted at the
wrong moment, Hence the "klutz-factor" magic system. I'm not interested
in a world dominated by magic-users whose only worry is their energy-state.

3) I've grown more and more opposed to the invention of endless
random monsters with random powers. I've found it more effective to limit
the number of available kinds and personalize them instead. A room that's
been pre-rolled as to inhabitants, with said inhabitants carefully defined
as to characteristics, modes of behavior, and idecsyncracies seems far
more interesting - and deadly- than one inhabited by a random beastie
which breathes X, pets Y attacks per melee round, doing Dz of damage.

4) While powerful magic exists, it isn't distributed by pure
chance in kobold dens, wererat chambers, and empty rooms. It's owned and
guarded by beings who are in themselves powerful - and who tend to use
Whatever extra powers these valuable items have to add to their protection.
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To my mind, 2 plentiful supply of pewerful magic makes for a dull game., I
can't seg watching a party wipe ocut infinite monsters by the sheer amount
and quality of their magic as being terribly interesting. It is far more
enjoyable to watch intelligent action and inspired use of minor magic
carry the day.

5) I place a high value on originality. Stealing ideas, concepts,
and personalities wholesale 1s the easy way ocut of the problem of populating
a dungeon or wilderness. It must be rather boring to encounter Saurcen for
the third or fourth time, Or fight Grishnakh yet once more, or ouifence
Garth Vader, or whatever villain is most popular among the local DMs. There
are still a few instances of this syndrome; most notably the name "Fenris"
for the Lawful Wargod. There has been a slow but steady replacement of
the more random names by ones that fit the mythology/universe better. One
cannot run into such easily identifiable names as Sauron, Gorice, Dr. Docm,
¢t cetera in Kdwyr. The player characters have to learn to deal with such
not-easily-placed beings as Jessu the Subtle, Sayin, Pharos Donstarr,

The Shelled Wizard, Ishar Malik, Linduk the Uncouth, and many others.

It seems to interest the players far more to encounter thesenon-player
personalities, each distinct from the other, rather than te rum into infinite
cardboard creatures drawn from every mythecs in SF and fantasy.

These are the five elements which most typify the philesophy that
guides Edwyr; by the success of these, ths dungeon has to stand or fall.
It seems to have decided teo stand - and guite well, it would seem, by the
reactions of those that play in it. The philosophy is not (of course} all
that new. Mark Swanson gets much of the credit for it. Others who have
helped fashion Edwyr-now are Mark Chilenskas, Kevin Slimak, Paul Bean,

Kod Burr, Lee Gold, Linceln Clark III, and the great mass of MIT players,
The endless after-game discussions that occur have perhaps been the most
enlightening - bitching to the DM is a high art locally. This may be why
s0 many sparks fly between me and certain other (Gamesmasters in ARE; I'm
used to criticizing and being criticized, and they're not.

Well, that seems to be it for now. I think I've missed the
deadline for LCRDS OF CHAGS 21, but hope this will be welcome in #2, I
expect to contribute at least every other issue, since I'm already deeply
involved with THE WILD HUNT and ALARUMS & EXCURSIONS, and may drop an
cccasiconal line in to TROLLCRUSHER and NEWS FROM BREE. APA-writing is lots

of fur, but boy, does it burn up time!

Best wishes from The Jagdmeister,
AKA

/}/ Lr_/)/
G /. Glace
//
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¥rocuced for the rarified tastes of those who indulge 1n the
game of Dungeons & ‘wa&oqg(Ay, by the hanag this day
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This magazine 1

g the result of gome urging by our nosu,

Gosnodin Shaﬁl?@s and is an attempt to give some idea of
the state of the art here at Stanford, Zaving never been in
print in a fanzine tefore, let me ncte tHat I am & wargamer
from way back, and that I got interested in DZD ahout itwo -
years ago "y zlaying in an excsllent campaign in Detroit:
the Ryth Campaign run by John Van De Graaf, et. al,

Tne origimal run under the
traditional Gygex e my arrival
in California for ~¢ a half ago, 1 have
Dlayed ungder aino rules that has ever
been devised, fro arlock, -esides
leadizg te-a rat . 2 tovards rules
{asking Diis count ow they calculate
spell pointg, elc t me to trinking
apout wneitler tie agic ““os? ens with
the models undeﬁl

bjg:x aﬂd frzﬁscn aet out write down scme rules to
ney nad been maling L8 stch, we can: only ask
an and playabley which it is, 1f you wade trrough
& art put in a few lonz-fistance p one calls or letbers
to La:e aeneva feor riies clarifications, a:d if you use scme
g£o0d common sense gually, variant sets of rules can and do
provide fun and &1aya~1e ganes for t e veople wio use them.
iogt of tre difference Letween sets of ru 1les seems tc lie
along (le axis of wietlher your averaze fighter carries a
+5 sword and mithril shield, or wietrer e carries a bronze
sword and leat 'er sl ield, if e can af ord it; whether the

magcs are coss ing Power YWord 7ill or Prot eCLlO? from Evil,

This seems to be a metter of taste, and I will avoid the matter
entirely, except te note a preference for the latter, since

I find it a ]OL more fun o have to Staj alive by WS?ng my
wits, ratter than by pulling my Yand of Power out and blasting
EWAY o ' :

w ich ig sowe*1mes raised (in 4&E,TY1, znd else

Tie qu stion
where,) but seldom answered, is V:omier one could Uroddce
a ne*'er‘ ane Dy startin ng over with slightly dlfiereﬁt

aSSmetlons and medels, i.e., a gave w-ich Lad more elements
which correspond tc an "intuitive" 'doa of how tlings would
rea*ly be.{I “ereby nate I am+3 agai ﬁSb cries of "how can you
ask for realism in a faktasy gane?") think we are headed in
the direction of a wmositive snswer £a ?~p sieation here at
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According to Plan of a One-~-Byed Mystic // Plan One

--'-_—-..-—.__........._——n-—u—.-—-——-—.—‘—u“ﬁ-‘hm—-uu_...-...-...._

4 DMzine intended for the second coming of The Lords OfF Chaos,
by

Charlie Luce

L4252 5ist St 44

San Diego, CA 92115

Phones (714%) 281-7897: Dis in the San Diego ares are encouraged tc
call. :

For some unfathomable reason, the rerpitrator of this psudec
APA seems %o desire my contributions, 20, I take 7-hole stencil in
hand to attempt to meet vet another zine deadline (ny third--and eac
Ttakes a different type of stencil. Sigh,). Having sc Sneakily waited
until the second issue to start contributions (or the third, if the
Post Awful doesn't cooperatbe), I can £ill some space with,..

Mystic Mutterings--Comments on #1

YE QLDE EDITOR: Well, Nicolai, here is the zinel I suspect your joy
at the contributions may be short-lived...

DAN PIERSQN: On the other hand, Palidins usually £it into the Lawful,
Evil portion of my twin-axis alignment system~-usually for a propen-
sity toward slaughtering Chaotic/Goods,

KEVIN (NOVA SCOTIA) SLTMAK: Thanks for the guideline Toward writing
Jour first zine into a DM-type APA, Let's see how well I pull it af'f,
Good essay, too.féﬁéﬂ/if/é#éf%ﬁ%iﬁ/ﬁﬁﬁ/%ﬁﬁﬁ/iﬁ/ﬁfﬁﬁé%

EAY (Hello, Pridesisteri):Bettor yet, break the Misc, Magic tables
un by general category (Gems & Jdewelry, Magical Apparel, Books &
Decks, Musiecal Magic, ete.); then you know right where to stick that
new item,

WAYNE: Aargh! (I think that expresses it rather welz)

GECRGE COLE: How that!s an examplé‘of some pventurers who use thelr
headsi (and a Lawful/kmoral dwarf namea ™vdin loves the desciption),

MARK SWANSON: I am in full sgreem - “hat a high-powered Campalgn ig
mich more difficult to make ha- ~Ced, Sklll"oriEHteda challenging
and interestings but just ¥ “3USe you took the asy way out puts no
obligation on aﬁyonegels-*deriouSly though; though' 1 dlspise the
eXcesses of Candylanqﬂgféfegii ig mgch 48 anyone, T am rerlly getting
tired of being tolg — W game.

«rand Master of the HODDit Thief strikes agai
BEEEE o e L inl
g;gi%?y géﬂgh oW could you include on the cieling as safg whentﬁé
well—imr = COldapsing celling trap gets such widespread uges

3

e ‘;7:4“ "lF — 1-, 1 o S

§§8§%t;?§é ﬁEEﬁhBﬂl?gﬁ aresnot so hecticy I wili try ang include =
1 ==C€ On now I rus 0o SEMCS in my worlds,. < 7 N
gy £ 1 how eneraElt e niar s mee- WOT1AS, whot T loan « i

gﬁ%%ﬁgghu %%ﬁlefaaafg-g?ﬂefaliﬂxDlealeOpﬁyg'éﬁﬁ,fﬁiﬁl have ggg .

gr, L AL TPy and inelude a dlSQUSSiQﬂ of gombqt.systemsh

Tili thén, m'ﬁhé Myahinsn cman”



Missive the Firsi: a TLOC 'zine by
Ken Pick, 175 N. Poinsettia Ave., Monrovia, CA 91018

Greetings from the City Beyond the Edge. For ths past year I have beern
bullding Tal-Fexus, a slowly grovwing grandson of StormGate through.the line of
‘Temporalana. Nexus is an attempt to combine elaborate world-scenarics of the
East Coast wlth the high-keved magic and ineluded technelogy of the West Goast.
Tne effect I'm hoping for is a flexible world compatible with both the high
and loWw-power schools of campalgning, including asides into favorite SP-fantasy
based subworlds.

My rationale is of a chunk of some continent somevwhere in the multiverse
{about the size and general shape of California) that has been colonized from
many fzantasy worlds; Though some secluded areas could be right out of Tekumel,
0ld Japan, Melnibone, Mersela, etc., the <wo largest cultures are from Middle
Earth (to the north) and the Hyborean Age (to the south). The area around the
dungeon and its two associated cities of Nexus and Misthaven is the interface
of these cultures, a truly cosmopolltan area.

At present, only 33 dungeon levels, the rough city plans of Nexus and
Misthaven, and the lay of the land around the river connecting them are open
and playable. Maglc is lower-keyed than in Temporalana, but is still gross
by Edwyr standards, Technology exists, but is rarer than magic. Allowing
techno o coexist with maglc presents a problen, the solution of which ard -
rationale behind same is the main subject of this priemere issue.

TECHNOLOGY + HAGIC: HOW?

. Technology coexisting with magic brings zany lmages to mind: Shadow Magic
Stukas Wasiing cutesy elves, Avatar rulling a luger from his sleeve, and Steve
Matiuchek charging a machine gun nest and hoping the silver-jacketed rounds
Wor't be at the start of the ammo belt. However, where D&D is concerned, the
main problem is in turning these images inio a balanced and playable systen.

To be balanced, techno must not be allowed to overpower magic: nor magic, techno,

Four schools of thought exisi on this matter, The Ffirst is to treat it
all as a Joke, as in the case of the "Anti-maglc User” character class. I find
this a dodging of the wheic ~szue, though workable where the DM likes absurdities.

The second is to simply forbid technology to function in the DM's universe.
Glenn (Edwyr) Blacow of Boston is the most vocal advocate of this rationale.



Ye News from Nexus 2

Yhile playable, and well-sulted to low-keyed campaigns and closed universes,

this solution has one big drawback: What is technology? Is 1t a flzk vest,
which protects because of the material it is made out of? How does this differ
from ordinmary non-meglcal armor? Is it gunpowder? How does normal fire diffler
from the very rapid burning of 2 powder explosien? Is it electricity? A lighter
based on flint & steel? As may be extrapolated from this example, ocutlawing
technoleogy becomes very complex very fast. Eventually it becones simpler o
21low and 1imit it than to include all the changes implied in forbidding it.

The third approach is to limit technology to minor irrelevancles and
utilities (like a dungeon life-support system). Technology werks, but 1s not
directly involved. This has a problem with character transfers Irom other
campaigns where techno is directly involved--the balance lasis until the
first really useful tech-weapon comes in. To allow for this, the magic nmust
be beefed up to where ii can counter the tech or the campalgn must be 2 closed
universe.

The last metnod is to just allow tech items and balance them out to
rough pariiy with the level of magic involved. This presents some problens
in working cut the raticnale behind the pariiy, which have been loudly advanced
by Glenn Blacow in his arguments for a no-technology universe.

The first problem (to use Blacow's favorite objection) is "grossity™;
a given tech item 1s item for item more powerful than its medieval sguivalent--
otherwise we'd stlll be using chainmail and pikes in NATO. For instance, an
M-1 rifle under Temporalana/Nexus rules has about twice the damage, 120% the
range, 20% better penetration, and six times the rate of fire of a heavy cross-
bow. An AX-47 equals a man-portable multi-bolt ballista, etc. Compared with
ragic, an autofire laser rifie (from Starggégd!) equals an elght-dice Lightring
Bold in effect, 2nd a grenade launcher a medium-level Fireball, never mind such
things as (Glenn's favorite gross techno) a Taciuke or antimatter pistol.

To maintain parity beitween magic and tech, the individually mcre
powerful tech iliems should te proporticnatally rarer, so thait ithe ilotal power
is egual. This mey be done by liasiting the item itself (any nuke would have
to be Artifact-rare), limiting the ammo (like the Temporalana Blaster; 16 dice
and cone-effect, but only & i1ihree-shot powerpack, replacements of which have
never been found), or crocking the item (like Sardaukar Belts' habit of explo-
ding if hit by energy, or ammo cocking off from Fireballs).

This brings us to the second problem: how to keep tech items rare when
most, if not all, are mass-preoduced. 3Blacow is fond of pointing out that nukes
are as commen as Fireballs, and tanks can be produced at the rate of 20+ per day
per factory. This is true; however, such production figures are from the uni-
verse in which this 'zine is being published--a purely technological plane.

Such advanced tech is unlikely to appear by Ltself in a D&D-megical world for
several reasons.

First 1s the industrial bese needed for mass production. Think of the
support facilities neseded for a muniticns plani--powerplanis, sieel mills,
chemical plants, oil wells and refineries, machine tools, the number of skilled
ﬁorkers to be trained and supported--far beyond the abilities of a barony.
Nation-states are a prerequisite for such large-scale operations.



Ye News from Nexus 3

Second 1is the existing magical “technology”. Any indigenous tech would
have had to develop in an environment of advanced magic. Technological develop-
ment is an evolutionary process, the first steps of which would be inferior
to the surrounding magic., Little motlvation would exist to develop tech to
the point where it would surpass magic.

A similar situvation exists in the real-world space program. Interstellar
flight is a long way off from our first baby sieps of orbital and moon flights.
Yet there 1s g4pposition to developing space flight to a cost-effective level.
Instead, pressure to divert money into more practlcal (i.e. familiar) fields
is heard and felt~--witness the post-Apollo drop in NASA's budget. Imagine what
the pressure would be like if we had a practical magical form of short-range
space flight.

Helated to ibis is the mental set of people in a2 magic-using socliety.
They would be used to familiar magical soclutions to problems that o tech-using
soclety would solve with machines--money would be poured into spell research
instead of techno R&D when = problem came up. This would cause an anti-tech
prejudice which would first have to be overcome. Plus, some of the magical
establishment may actively cppose technology, seeing it as a threat io their
livelihcod. Some temples may Join this opposition from religlous tradition
and conservatism, while Fighters rzy consider such weapons and armor unchive
alrous (as European knights did missile weapons). Under these conditions, few
would want to become seriously interested in technology.

Since advanced tech is unlikely for the above reasons to be indigenous,
any such items in the game would proebably come from other worlds through some
sort of interdimensional connection. Examples of such a conneciion are Tempora-
lana (an artifact of a time and Plane-spanning race), the Altanl around Storm-
gate (an extant race of temporal travellers), and the Crimson Gate in both
the StormGate and Nexus worlds (a portal that is apparently as old as the world).
By setting & level of flow through this connection, the DM can set = 1imit on
the amount of circulating tech appropriate to the level of campaign he wants.
Such portals also provide an opportunity for cross~universse adventures, Say a
capriclous porfal strands a platoon of 535, oxr Sardaukar, or Vader's Ralders in
the D&D universe.,.imagine the variety possible. And the porial may be tvo-way...

- The final argumeni about tech in a D&D world is whether the characters
would know what a given tech item is and how to use it. Divine tetvelations:
by the players (who do know what = gun or spacesult is) to their charactsrs
{who have probably never even heard of one) is a blt of a problem. Tave Har-
grave in hils Arduin Crimorie glves one salution: the Techno, & character class
Speclalizing in technolozy. Wayne (Temporalara) Shaw has made some nminer chafiges
te tring level Progression into line with his more stazndard experience systemn,
Tesulilng in a very playable charzcter. Since z Techno {and the Dorsal pubbed
10 A&Z a while back) would have no problem recognlzing and using a tech item,
uSe.of tech could be limited to these character classes or others given special
tecp training by then. Rarity of Techros would limit both the availiability of
such itralning and the nugber of people able to use the tech items.

In closing, advanced technology can be made to coexist with D&D, provided
Care 1s ftaken to Iimit it and balance it out.

That's all for this quarter. From the City Beyond the EdSE.;QQ;% /:2Q3461
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Wayrie shaw

o doubt the first page of this thing will be a bit muddy leoking--

TI'm havin a bit of trouble gettlhg the kevs ¢clean,

As 3 Uxe:arnlnv the first part of the zine this month will be
2n essay zine, in resnonse %o Kevin sllmak'5¢ mhoge of vou who diglik
essays may wish to ¢Tﬂn gvis fhe end of the zine where bhere_w1ll be
other things ' )

K
"o

FROI UH TC? DID THIS GROZ

WHY I DO ”HIVCS THZ 'AY T DO
To explain why I run the game the way T deo, it is necessary To
106% at basic reasons. I play Dungeons and Dragons as an exercise
in creative story telling, not, note, as a war game. 'Oh, I enjoy.
complex battles as much as the naxt person, but I was a warganer
wefore T .was a D&D player, and in the sense of 3lay1n”_1u as a war
gamer, there are other games T prefer much more.
But T do not play it as a war game. In my readings in fantasy,
1t has been my observation that 5enera? 1y the cbaracters in them
are rarely 1nconsecuent1al types, Qh, occaszonalTw there. are exceptions--
the hObblTS in 1,0mR were not particular important, bui even in that
book they were excevtlons——gandalf, Aragorn, Roromir, Tegolos, even Gimli——
these were all oFf some 1maoLtance.
This is why ny game is set up so that the characters can theoretwcalTy
achleve as important a role in the gane as any given individual, It
isn't partucularly likely for any glven individual--the highest level
local character who has nlayed only in what T consider reasonable
duhgeons is a mage who, as T recall, is 14th level. gonsidering. . ;
that 1s not nartiicularly uncommon to meet hostile humans of eaulvelent .
level, ¥ don't find this particularly gross. -
_ The fact that there is reasonably common use of technology in. 'i,
my game-1s"also based on this preference for story telling mode. Nosb'
of nmy early encounters with ;an&asy were bordeline science fantasy-—
Dooks lile ﬁarrlson s pastel ¢ity, and many of porton's books, where
the line between fantasy and sclénce fiction is dim and hard to find.
Magic in my game is also heavily infiuenced by these, itagic and
vsi are closely related. They are simply way for the mind to manipulate
matter and enegy more directly than through the physical, The main.
difference between magic, clerical powers, and psi lies in questions
of power origin and control. Magic and psi both draw their power . -
from energy sources in nature, the psi dlrecle, the magze by gzoing .
through certain rituals which free the nowers of his nlnd and sometlmes
coﬁjell certain nonphysical sorrces o add to his power. A cleric also -
uses his mind to focus force with the help of ritual, but the source _
¢ the power hé maninulates lies w1ﬁh another greater entlby. And R
Technology differs from them only in that the mind only is necessary
in the beglnnlng, when the tool is formed, and UsuaTlJ, to activatle v
lt. There is nothing inherent in these powers that makes them distinct
from one another; as “for as actually abllx%v what can be done with
cne can be done with all. The limitations Tle in the rltuals and
energy gources used,
Finally, some things in the way the game is run are affected by
a2 factor that lies rather deen in my personality. This is a rather
Tanatic dislike for bonds., whis is vihy I prefer a system using spell
noints, vhere it is 3 Simple factor of avallable power, rather than -
some variety of kluuz/bac :fire system. This is alsc why T will almost
almavs allow any character class that is haliway reasonable--and why
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T create sO many of my owm. .. and T shall.continue to do so as long

ag T continue To le characters in 11te%ature That can not be reasonably
Corr

aproximated with existing classes... . .... o
mhig 1 think eznlalns some of “the DaSe reasons why I do some things
the wey_ TI.do, 3uu lets look over Kev1n S5, essay aq d see 1T I cam'—; 5
find Sﬂﬂéthn” more %o deal Wlph,_;, T o .. R Y
Ah, therels a_ gogpd beolnnlh ‘v alq GUGSb on oz_bhe 015vef versus.
his “senal quastlon—-why ig theye’ svoh 2. toual,c1sp1nc tion. betweenu:;“
the dwbd~ aIWajs¢, Tany.charactels only” develoﬁe 8, pergoRalliy because
of gome distirictive vpiedsd or jleCes of "aquinenant.’ Ir';hc eculnemenu
iz lost the neLsona11uy doesn’t change, but it .would not have Taormed’
vithout it. And 1 also bave up dlS&SfcﬁPWlﬁﬂ sQrething I1 r“ﬁSUaﬂSOﬂ
said in this context, hlS comment wag something to the effect of

ol

|ﬂ¢

|, pJ

EE Y

how it's more fun to run_a Tighting pan. thap. the guardian of an artillery

nark. This happens.to be é goﬂewhaz 1;teral*@T$Q£1:ulon 0L, Da¥id ... o
nrent ny TechnO(UnO at Tes 8% Ofeox voug;characbe has’ Dlafed wlzﬂ;}
T can state] cauavorlcallv'bhﬂi‘pavwa has’oeen‘mo”e fun - uO run+than;¢f_w.
2ny charaCuef 1 ve had 1n a lonb DTMEvH This. mﬂghu oe Car rued pO -T-2
inspite of hls equlaeﬁent_rauhe“ "tHan becauise.of 1u, Quu Decauseﬁ -
of him and’a fe® other EKCGUT;OPallV vell . equ?od cnarac«ers Ve--f

{‘

nlayed with,.wha'g-owners. seened. o engov running, there: seemg to beﬁ;""

2 flaw id “the’ Toglc soﬂe*here.fﬂ¢“ S o © v e

A .to, bElENce of ] _power End such, thare are reagons fak QVGrv lgngﬁ,
T introduce Tin the sau ie (such ag <he cda%dlansjgnc uﬁere are \ways . -
i1 thch the ?Iavers can Febﬁiavolved 1A everything I UL lﬂ.- khau

Jcl‘

ox,aeoeTe meddling in la rge affairs in ny'ﬂwlderhess to get in oREE 5. ~
tHere ‘héad “easily, The Wigher ‘1level characters in LQCU, uend to e
tangentally. ‘at leaSu,flnvoT red in eﬂocythlnc. “], - -
Aﬂdgwhen.We‘cdne to oaTaﬂce in tVﬁes, all 1_can sev ig~ nat Iptﬁ?,
snell point sysiém seems Lo SUDOlV'uﬂlS,AaS beéstEs T ¢an tell. f;i‘j_dﬂ
vou don't know whab G 18,‘“ su”HeSu lookln"'uhrouch the recent ALE S
DetalTs o “itldre in one, and chafl_u Luce dld an analysis of it--slight
Incorrect in another., If you digazrse that uhlS eeos_oalapce, I, will.-
be quite w1111nd “to dTgpuss i fuﬁbnea.‘f“ el . -
swlvered weaﬁons*xn my Werd are ten ulnes mone exnensxve ln
ny woer-4d f'uhls GOQS‘nobTmeap uhéj are Mnecommon,” ‘Hnﬁs COSu’_ S P
gnerallv oecause uhe ﬁeODTe vho' wamt sleekaeaaane«are ¢eﬂerally well'
off endvﬂh to af ord unen.; T ﬁean,ﬂeVEn = rapdom FTOUD ok oaolﬂs e
will » Tooable er one o two-thirds 51lver ax ﬁed.. They neégd then, 0¢ten
enough’ for them “to “save’ enouzh to. by then, and if uhev eve* need
extra mopev, thev can alwavs hocc uhel ST T e
on contﬁql of navlc;‘z bObh agree and'dlseﬂ ee ulth vou, T won,“
let someong reduce uhe 5129 0%’ the un1rd level ElfébalL sve_lf-outvl‘.ﬁ
. a11ow theﬂ to educe' The damave, gince tnls g conyrolled BT

the amdimt 'of ener*y exnendeﬂ “mut’'y did allOW reseafch of a ‘sialler 7

6]

TlrebsEll at third; Sircs’ hws 1mh11es szerificiag sonelnower 1or graauer
control-~not' an nnreasonao1e tra de,‘“ oelleVe. -‘fji,"
As a last note o akl’ Fhis, 1° synnauhlze with youx! FfGWlﬂb dlsllkn
for the dimigeon conecen® ¢ -1 Have® “had' ry doubts for a long ulﬂe,_anﬁ
marginal Iy ﬁrefer the w1ﬁ&efness foﬁdamﬁef~feasons, aTSo.Z, Lt I teep .
Puﬂn1n~4the dunﬁﬁon=_or a2’ number” o»-feasoﬁs ; Cludlﬁv The' _aCu aau'f“n
it is %oo- closel;—assocxate& Wlth‘mj Wanaeia 0y ana'also,,;u ig! 81nnly PR
~easier and shoribr/under most elrcuﬂs%anCes to*Fun dungeonh, s6 wﬁem o
There are time limitations at cons and such, it is, useful to nave;rf'_j;

I hopé- ths nelned to suaﬁlv some of the. avscu881cn ol
you ”aQued,, I iE 1snﬂﬁ always’ to%allj cohe“e m,'wrvbe
Tact that I coﬂjose an bﬂe s;encﬂl.i ¥ :

I-"‘
otk I-l;

[Ty

BY tha blie unvs s reaa, most &of you wlll hﬂve seen,bh@ movie: [ .
Star varsy HPOH _the numbér of referentes made to 1% in.Aem, most rre

SHe hlayers rdf éIV do is 'z result’ of“cauulon hom . OI uhc_uendenqy,TﬁT'Hﬂ

il




peonle alreadv have. 3

© Tnevitably when the concept of something like the Jgedi Kn1”ht

enters the mind-of-the ¢ollective pgDp playing populace, they will '

get the idea, Hﬁee, wouldn't that lcoXk nezt an DeDe '
ell,-maybe I'm just-a grumpy-suspicious Type., -But I tend to

have less than overwbelmlnﬂ faith in other peonle's abilities whe

.1t comes to Cﬂeatlng character classes. Buﬁ'L‘ there is already
'an,existing version, most people will usé it vabhef than - creaue their
owii, out of 1azvness. Wiﬁh;this vn-mlnd, I f esent. '

THT . ““DI VWIChT A GHA?AC” TR “Iﬁbs e
Dequlremenus- strength 1,+; inuelligence 15+, ”ISQOW 15*’ Cop- -
titution 13+,-DeXuev1tJ 15+, Charisma 13‘ . - D

Tquipenment, Jedi only use light armor, eather or gamural bvoe(thﬂs
includes certain uechﬁolOﬁlcal types such as pylon Body Armor),” as’ '
weanonry,. they.- of course prefer a risht gaber(my ~ersion of this = .

I will descrlbe at the end of the zine), but if this is ndt abailable

or up until they can get ahold of one, they tend to use sammrai swords.
otner than.this $heyv -can use. _any equinenent that a 1ghter can use(thouﬂh
they are not uefrloly fond of miscle weapons, -at- least ‘once they have '
reached a significant level), and those 1ntendeé for use Dby wspers' and
51111ar tynes.‘;anr : i ST oot

Abilffies;'ln addition torthose hSted as being- acnleVed at soec1flc
levels, Jedi suprTSe as a -plenk, .e¢limb, méve 51lently, ahd~hide in
shadovis as a bﬂlef half their level, Sb”lke as a wonL a fhmr@ﬁ tnelf
level(vonning at.fourth non:lsh aDllluV)

che o spgéiaITAbilitieé

Level . . g oo omgrr  BP- . B ’, A G
i N 0 1 1 5'2:1"3 -
2 3500 2 L
3 7000 g 5,6

. 15000 b 7
5 . pe 02320000 L 0 -5 * B
5 T . 6000 . A - R E - 9,10
. , - 130000 . 2 TN BTt Y ' N
goeow B | 280000 8 e o 12,179
o . 520000 Q 1A
10 +210000 g +3 3ts. ver level 15

qxplainatibns of Abilitiés'7~ : T ﬁ"‘ LT

1.101a1rsentlence—the UerOeDulOP of shapes nonv1suallj, over
5 dlstance..Thls ability is detailed encugh 'so that it would" allow
the Jedl to contihie. to functlon if he was bplinded, for e amnle. o
menge 8v 41 ped level. . - o -
T2 rissle feflection- ngows hin to deflect even high ve1001ty i
nissles such as. bullets and rays, each deflection renresenued by '
a2 save vs.: stone. laeximun deflectable: levels2, L
T Force weel-mhe ability to detect such things as magic, maﬁlc
usefs, psionic creatuwes, etc. nearby. we will always note when’
such leave or. enter is range, but only has a 54 per level chapce o
ot determlplnr thelr nature., Ranzge; Su per level, - P
k. mina gh1eld Prevents =Sp and similar deteciion and 3revenus
rental atiacks. chance. of success im detect_no/amuac the "Jedi
s determined by dividing the levml of the attacker by twice the Jedl s
sV
n

vel, and r0111q” nercenu11e. Duratlon, Level +3, _136 : yséable
ce a day ver *h;ee levels,:. )
-5, gaste self- ~noubles the’ sneed of tne dedl Tor 3 Turnm.. Usezable

O ot e



once a day -Her four levels. o e T R

6. gbrencﬁhea "321f<poubTes the Jedl s sbrenpuh peeadbien- 3 “tumms.
uzeable once a day vper four- ‘levels. h

7. gugceStlon—w”fects one pérson ner level above B“d ﬁseablc
once a davmer five 1levelsy

8. psychometry-allows the gedi to determine the enotions and sometimes
+the simmle concentual Thoughts of the last enuW*y o handle:a particular
object. mThere is a-204 chance of failure, lncrea51ng 107 for each
level of previous owmershin that the yEprxjedi is urylng*TO “scan.
after it is determined that a scan is successful, réil ?ercenulle
dice. TI¥ the scere is 01-80, only encotions are nerce1Véd. 3T “the
score is 81-93, basic conceptual uhoughts are 2lso receiwved, I?
96-00 is réiledy aviisual imags of the enuluf-ls alsc ﬁercelved
Useable once a day per gix leve?s; ‘ s 8

9., mmotions-As uhe lllu51onist Spell. Useable once 2 day Der
seven levels. = el

10, Heal Seﬂféﬂan heal hlﬂselz a number of’dlée of damage equal ~
to half his level ir-Six- 51ded dice nhls aoility 1s uOtaI per aa\.
Tt nesdnndt be 2IT Uged at one ulﬂe.' s

11. melelkinesis~-As the 1 snell EﬁﬁxxxxxxxnizmxﬁEﬁXﬁKXEﬁXﬁmesDaole
once a daj per elght Fevels,”

12, peath’ Hlﬂk—A dingle target Qeath speTI, if thé-target saves, he
is immobilized for “che 1elee turn, Pnis ability can continué to be used
against the same target for a number of melee turns equal to ‘half the
Jedi s level. vUyseable once a day Der nine levels.

13 Heal othhes-~ Al¢ow~the Jedi ko heal a totdl - of half his level
in six sided ‘dice per day. mhis need ¥dt be used all at ‘oneed. -

1h melenauny As the zbility of -the qelm of ﬂeTenathv bLt vnthou
the suggestion ability.. nange 2w per level. , : J-

15. mrue gight- As the IllUSLOnlsﬁ spell, useao1e once a dav per
eleven leveWS. < -

veedless to say, Jedi are alwajs elither lawiul or “chaotic.

AS to Tight gabres, mine hit as AGY, do bpb of danage, and always
either hit crltlcal, or if you use ‘hit locatlon, take off whatever is hit.
Can hold ten charﬂes, each good for one melee turn, and can be recharged
by pulling out the charge ﬁach, unfolding it, and leaving it in the
sunllfht, one, hOUL Der Charge.

e 2,

1ell, T vas goxﬁg’tb WUblisii my-adaptations of thinas from the
Starguard rules to pep, dut I don't really feel up to it. So T guess.
1711 Use up the last of this page on vshuddern some comments. :

MICOTATI: A gZood: adaotatlon of the Alapern Iini-prag with the exception
hat you forget that' the ejeﬁcrlu is herve poison, and that I think
ne dice should ‘get succeéélngiy weaher(B then 7, then 6, etcy). This
$ill totals 36 dice of acid’ ‘danage 1f they don'it do somethlnﬂ about
t. say, the fire demon reminds. ne, why don T you breal dowrn ‘and-
ublish the rést of your, deﬁonso iE ta 11ke to use them, but 1 habe
To Het things ple€efieall ~°& '

TTYIM wssenuwallv the meTe Llfst hal| of tbls column 1s addresse@
To vou, evin, 7
TAY s Tﬂuereaﬁlnv'zo note *hau vou also came un w1th a Nerfal

clerical mook. ["ine almost has phe same _hame Dy qo;p01dence. The
Jem of Rreturning is cute. : ' “

OTORET COLT: TE's nice o see “eonle who- do things in the game
like that. Jrakes you ihrteract nore w1uh the environment.

Nqnv QUANSQON: I mérely have one comment., TIf you want to start that
routine In-thés zindé too, you won't get any haln fr OR Ie. "AN arguenent
needs Tvio Sldes. s - - _

e -
L W & S JE-L ks i . 4
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CEACS REIGHS SUPRBME/THE FOURFULD via¥ #2 is produced and typoed by Kevin 51limak,
Degert Villa Bldg. 29 #5, Edwards AFB, CA 93523, B05~255-4745 for THE LOECS COF CHAOS
#2. Anyone in the High Desert is encouraged to get in touch,

COMMENTS 0N WIIMRA OB

Allen Sundry - Those of you interested in mixing fantasy and SF ars hereby heartily
encouraged to pick up Game Designer'!s Workshop's new role~plsying SF gams TRAVELLEZ.
Yark Swanson reviewed it in the WILD HUNT 18, so I won't sgy much here, I do recormend
them, though. We should be starting = TRAVELIER campaign cut here in the High Desert '
in the not tco distant future.

H

Jeff Marr - I would add two things to your list. 1. When opening a safe with the
proverbial ten foot pole, chose a somewhat arbitrary angle from the front of the
degrees is one of my favorites. 2. Another nesat idea for opening

J ¢

wnod

ct

chestee...37. he
reluctant safe is tre use of the party mile.....of course, this is not 2 good idea for
a2 trapped chest, nor for one containing potions!

Georgs §ole - Well, thatis cne thing to do with money. I probably would have tried
the much more rundane solution of trying te gather an army of sorts....plus making sure
that I greased the right palms so that I didn't get in trouvbie with the powers that be,

Fark Swanson and Nicolei Shapero ~ I have been terribly disappointed by the general

level of tactical competence chown Ly D&D players nationwide. I camnot get over
people not thinking of the simple things....like having 2 point man....not to rention

-

the grosser ones....like forgeiting to have someone watch the rear at all times (1f at
all possible). I rmay do something about it this issue.

Lee Gold - Your comments on city design are interesting, althouzh, at lezst for
the area around Kendor, the demography is definitely no® right. A couple of nits/
corments though. A City need not have a single wise and powsrful ruler: instead, it
can be muled by a council of individuals ( who may end up playing balance of power games
among the group) or the peace can be maintainad as an uneasy peace/cold war between two
very powerful factions with a figurehead as ruler. There are probably other possibil-
ities, but the two I cite offer a great opportunity to get the players involved (one
could almost say trapped) in the politics of the world!?//The custons offices are
needed only if one has 2 lot of people coming in from out of the E2me. .« selsewise,
they are probably not needed. Wy disccurzge the trade that keeps the city alixe by
putting money into the merchants (and therefore the rulers) coffers?///I really deon't
see the necessity of the teleport disks.,,.unless there are no streets.

SLIMAK ON TACTICS

First, an explanaticn. Mach of what T will suggest are appreaches to differsnt
situations. There is never a best single approach (knowable) to a situation a1l of
whose factors are not known; however, we can discuss general approaches, some of which
are vastly better than others,

First principles., Many articles have been written on the principles of war. BRead
them and try to remember the principles....even though D&D is dice~ ccmbat, the proper
application of these principles will greatly aid your efforts. I won!t go into detail,
but the principles are: Economy of Forece, Concentration or Mass, Objective, Pursuit,
Offensive or Imitiative, Security, Surprise....and sometimes, Unity of Command.

Specific application: the pointman. Groups wandering in the Wilderness or in the
vassages of 2 dungeen should almost always have a pointman....somsone out in front to
be the first around cormers or over rises to see what there (and hopefully not be seen
in return). This position should be occupied by someone nct prone to charging into
battle without thinking (he'll get teo reny opportunities), nor should it be occupied
by the highest level in the party (or the best fighter or MU.,...if levels are the s§m8).
In fact, it is one of the ideal positions for a thief and/or a low level. A point is
especially needed if there are a lot of traps (tho a clever DM can have traps trigger
on the second or later person, of course).



Glenn Blacow, among others, has meintained that such conduct is debatedly Lawful
and that, in his view, real characters would not voluntesr ‘o do things like take the
point. I do not believe that either of these assertions is true., Adventurers are,
first and foremost, danger—takers, taking risks for fame and fortune. They do things
you and I would probably never do, tho we fantasize about thsm, Yet, in our very real
world, the point men is a standard fixture of patrols, clearly proving to my satis-
faction that those going into danger will make use of the system,

As to whether this is Lawful, well, the best response is probaply that Iawful is as
Lewful does, Different DMs and different players have vastly different ideas as to
wnal constitutes lawful behavior. Without opening this can of worms this time
around, I belisve that that which leads to group survival is most certainly lawful:
doratio st the bridge was very lawful behavior,...in my opinion,

Another way to look at it, sirmply put, is that the lower levels pay for their share
of the experience and treasure by taking positions like point man and by doing things
like opening chests, They, on the other hand, should be used in combat primarily as
missile troops and reserves (exception later), allowing the brunt of the fighting to

fall upen the higher levels in the party. Using a low level to bring up the rear is
also not & terribly bad ideal

Speaking of bringing up the rear, only in the mest ecriticzl of situations, where
the one man might turn the tTide the other way, should thers noi generzlly be somecne
(preferably capable of holding alone for a2 time) guarding the rear or flanks of the
army. This will prevent a desperate situation frcm becoming hopeless in many cases.
Making this guard initially large also cives one reserves to meset thoss of the foe,
should any aprear. To quote Napoleon, "The battle often is won by the side with the
last reserves.!

A1l of which brings us to a point I consider quite interesting: how do you conduct

" the actual attack, say through a doorway, if you don't have surprise. There are several

philosophies, some of which I will discuss: Mzgic, then melee; Lead with the best; Peon
rower; Tricks. The exact path that you take is very much dependent on variable such as
how many people/turn your DM will allow through the door, how clear a path is nseded to
spell, etc. Kagic, then melee is a good attack mode to use on those groups you think
¥ou have the magic to decimate; eg., an MU and a good fizhter go into a room with some
Kobelds or a single Ogre....the MU throws sleep and the FM, reinforced by however many
can come in the following melee, fights the remainder. Obviously,. this tactic is
limited in application by the knowledge that you have of the opposition; it's quite
funny to see sleep thrown at Undead, for exanple!l

If you anticipate that magic won't te the solution virtuslly by itself, one path is
to lead with the best fighter, attempting to blow away the opposition with the first wave.
0f courss, this first wave takes on the best that the enery has to offer, toth magic and
in FM. So, another tactic is to lead with peons, allowing them to atirition both the
enemy magic and FM; this tacltic is especially good with systems like the Boston KF system
that limit ragic and require preraration to throw iti Eg., the door breaks open and in
rush three FM, one looking more impressive than the others; the usuzl result is a thrown
CP or Confusion or Finger of Death, stc, This tactic admittedly does call upon the lower
levels to taks the brunt of the initial fighting, but if things loock really grim after the
first round, they can back out the door and be replaced by the more effective fighters.
Leading with the lower levels in an area playing hard ("I own you!"} Charm Person alsc
means that the party's best F¥ doesn’t go into the room, get charmed and corme out to take
the rest of the party on!

st come tricks., If Phantasmal Forces can be used to trigger this response in
zelleg, why not 21low the FF to take the brunt rather fthan the low levels. Sometlmes,

enl

a

chk m

even works! Zut don't try tricks too often.

Ia
11
S
One last thing to stress: tactics must be flexidble, they must be modified to fit
each situation as it arises. Xaybe more on tactics next time.
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This issue is Number 25 (of Volume II) and is
meant primarily for the second issue of The
Lords of Chaos, the new D&D APA, and
Alarums & Excursions 24 (July 8, 1977). Not
too profound, this is strictly catchup. Next
issue: back to the even more fantastic world
of libertarian-Science Ficticn fen in Fre-
fanzine!

INFREQUENCY AND NEW WAVELENETH

I'll keep this short so I'll have more room for comments, I
missed last month's A&E and the first The Lords of Chaos
out ill, though intents were good. My frequency may not pick
up as my fanac load is full and D&D playing has declined
slightly, and new time-consumers are coming into my iife.
(TLoC should be easy to keep up with.)

My comments must be limited mainly to those who
comment to me, though there is much interesting material as
always. *round of applause for Lee Gold* On to brighter
things.

Cover of this issue One bnghter thing is that Sandy
Mcintosh finally came through with her conception of 2
balrog for my cover this disty. She was supposed to have one
to portray the Lawful equivalent, the Guard, in my last D&D

. issue, but since they look like balrogs and Eldritch Wizardry
had already porirayed them, she left it out. Still, she was
muttering that Gygax and Co.'s balrogs were nothing like her
idea of a balrog.

So when I was thinking of a nice cover for the first zine I'd
do for The Lords of Chaos, what sprang fo mind as
appropriate but a lord of chaos—or at least Evil. Next time
we met 1 said to Sandy, 0.K,, let's see your version of a
balrog. And there it is—omn it's own page. (Note to purists:
some fine detall may have been lost by the photoreduction
necessary to fit it in. Blame me or the cameraman, not
Sandy.)

D&D DOINES DOWN HOME

As I mention above, my playing frequency is way down as
well as pubbing frequency. I finished the first level of my
Orthogonal Alignment dungeon, Wargrypt in time f{or
LepreCon, but didn’t get to run it. First run was at a Tolkien
Society {Westmarch club) picnic. Second run was in Long
Beach a few weeks later.

Both parties barely got into the dungeon proper being
distracted by Freestal}, the above-ground totally free market-
place where anything can be bought for a competitve price.
I'm not sure whether the array of innovative goods or the
characters running the stalls were the attraction, but I seem
to have made it too appealing. Ah well, the novelty will wear
off in successive expeditions.

So far, then, little has been discovered by outside expedi-
tions about Wargrypt. They appear on a teleportation
platform, only skeletally enclosed, with a sign in front
saying, "Intersystem Transport and Teleportation/Wargrypt
Stadon.”

Checking behind them, they see they are on the rim of a
plateau of a mountain so high, the clouds are far below.
(Niven fans may remember Mount Leokitthat . . .) In front of
them is a large one story building (actuelly it appears to be
two stories high), about a mile away, with two armed camps
visible on each side, and all sorts of strange types in small
clumps camping in front. As they approach the building
which clearly has a guarded entrance, they will be
approached by a peddlar selling . . .information! (Everything

- clear ether! 25

July 18,1977
has a price on Wargrypt.)

Already paid for is the informaticn that the Building is
Freestall. It has four entrances: the general admission in
front, a Law entrance on the left with its own staircase, a
Chaos entrance on the right with its own stairs down, and
one in back for Neurral’Amoral members of the Cult of
Ayesha.

Oh ves, Law and Chaos are at war for control of Mt
Wargrypt, with armies ranging down the levels, uitimately
commanded, it is said, by demons. )

Inside Freestall, you see the heroes and riff-raff of dozens
of worlds of fantasy, each army and its sympathisers divided

by races and species, from Good to Amoral to Evil and . . .but

see for yourself.

COME TO MT. WARGRYPT
The Ninth Wonder of the Multiverse!
Free Passage from any ITT Station!
Paid for by Freestall Mgt.

EN GARDE AT THE RIPOSTE OFFICE

The Lords of Chaos

Nick, I'll do comments as soon
as you send me the disties.

Alarums & Excursions 20

Lee Gold We did indeed drive to
Phoenix and got some D&D in.
[Those interested in more detail
can write for free copies of ca!23
& 24 contzining the write-up of
that trip, LepreConzo!] Good
game; good xip; good comparny.
Thanks. .
Kay Jomes Thank vou for your
praise of Sandy's Furious Fe-
males cover, and for the support
of your characters. || Get your
Melnibonean ready for the next
time you're in L.A. area! || I have
no idea what the crearre is; I
suspect it was an ancient depic-
tion of an octopus. The source
book wasn't clear.

Chris Pertus Thanks for your
feminist support tco. £ [ agree
on the hvperbolas, but since
Gygax intreduced the square, so
be it. Good enough approxima-
tion.

Tim Xask This answer to your
Ietter is now way out of date, but
1'll make two comments. First I
continue o see no reason ta roll
different characteristics for fe-
males and will continue not to
do so. Secondly, Gygaxis to TSR
(and thus The Dragon) what
Rupert Murdoch is to the New
York Post. Owners always share
some responsibility, especially
when thev are active and notor-
ions/famouns. 1 did suggest he
may have been unaware of the
sins of his editor, || In regard
to your PPS: the idea tha a Law
cleric could summon and con-
trol and Chaotic demon is utter-
Iy ridiculous. Demons (especial-
ly Princes and Princesses) are
always the ones acrually in
comirol, and will manipulate
those of their own alignment’

morality, destroying most ene-
mies out of hand. || But that's
enough. I'm willing to declare
Peace now that the points have
been made and generally ac-
cepted.

Cheryl P. Lloyd Your support is
appteciated. |f My Wiccans are
based on the Harness Neutral
Cleric, published in an early
A&E. Mine comes from the
Twentieth Cenrtury, just to add a
little more flavor to her charac-
ter. Liberated, of course. || Tail
one is the ex-Bene Gesserit.
Druid is Gygaxian. |} [ see no
reason why “comelines” should
be rolled at all, but since you're
non-discriminatery, 1 don't care
how you arrived at it. Welcome!

Bill Seligman My idea was t0
separate alignments from
churches (mostly). | The Doc
Smith allusion worth a grin. |}
1 a governor? But I'm a practic-
ing anarchist! EIAA! (Egoboo Is
Always Appreciated!)

Peqgy Gemignani EIAA! And I
don't think Slimak would want
to be anywhere near the Fem
Force if he admits to MCPism.
Some of them are Neutral ... |
A Melnibonean is generally
Chaotic/Amoral. Some drop ot
Evil; a few (like Elric} meve to
Chaotic/Good. His alignment
didnt change, as witness his
powers to summon demons, ele-
mentals, and so forth, |} Neu-
ral’Goods are clearly “mere
good” than Lawful’Amorals. Is
that what you mean?

Robert Sacks An objectivist
vampire must act according to
his nature, for Life gua Vampire.
And yes, Lakofka was only in



AS THE RIVER FLOWS #1 - a philoscphical D&D discussion
zine for The Loxrds of Chaos %2 by Dan Pierson

2205 California St NW #404, Washington DC 20008
(202)-332-0781

So this rag is to be about DM and D&D philosophy?
I think I'll stay in, even if I did get in by accident
(I hadn't expected my letter to appear in TLOCl - a0

objection though. In fact, THANKS Nicolai for trapping
me into this). '

I find myself in the mildly embarassing position cf
being an ex-San Francisco area "gross" DM who agrees with
much (but not all!) of what Kevin and Mark said last month.
In particular I am sick (with one exception - Regina Cohen's)
of dungeons in limbo. I want characters to exist and interacc
in a real enviroment 100% of the time. This continuous, played
out existance is one of the two main geoals of my current
project, Harshmel Ruins/Valley of the Maur.

This concept has been generating a lot of verbal resistance
and occasional threats of boycot from my local group of player/
DM's. Never the less I am forging ahead; both because I belive
that this approach will produce a better game and because my
limbo dungeon, Terrizon Arcades, usually bores me. If this
experiment doesn't work I will probably cease active DMing.

EOWEVER, all of the above does not mean that I have
become a "Boston DM". I still like magic! Like Kevin's
my magic goes away when appropriate, like all good DM's
(including Kevin) balance is a fact of life; but also much
of my magic is peculiar. For example, a +2 Mace which casts
a 3"r Fear spell that affects everyone but the wielder.
Or 2 suit of armor which always glows with Mage Light. Some
of the catches are less direct - e.g. a banner of Protection
+2, 5'r which displays the personal arms of a late member
of a very powerful house. Giving most magic items special
characteristics like those above has two advantages. TFirst
it "personalizes" the item, it keeps it from being just another
+1 Sword (incedentally, magic weapons seem to be one of the
rarer items in Harshmel). Second, these characteristics allow
me to create a moderately high amount of magic without making
the characters super-powered (of course there is some really
good stuff around, but it is mostly owned by beings who may
‘not want to give it up}. :




The above paranthetical comment brings me to my next
point. There ARE things in the dungoen/wilderness which
you are likely to run into and be unable to beat. Some
of these you might get powerful enough to take later on,
others, forget it! After all, dungeoning in general, and
the Valley of the Maur in particullar is dangerous. This
is not to say that ever time you meet one of these things
vou will die; many (maybe most) of them will not attack
unless you do something stupid. Some of these "unbeatable”
things are Non Player Characters (NPC's). Partly through
creative laziness, partly through "plot" necessity many oI
my NPC's are placed at levels that a typical party ({at time
of first meeting) is unlikely to be able to beat. I am
doing this in order to keep my main NPC's around untill
after the inevitable "kill it turkey" weeding cut process
is complete. I'm not sure that I'm handling this problem
in the best way though, comments will be apprecilated.

One of the other things that I've been thinking about
is economics, particularly price lists. Not only is the
standard price list crocked, but so is any fixed price list
(though you can do a hell of a lot better than the basic
books). TFor example, a suit of chain mail bought direct
from the armorer would cost a varying price depending on the
armorers skill, reputation, production specialties, and greed.
The same suit of chain mail bought from the general store
in the farming village in Shadow of the Families Vale (where
most initial characters will start out), where the nearest
known armorer is a month leng overland trip distant will
probably cost at least 4-8 times as much. 1f you consider
that an average armorer's price for chain mail should be
closer to 150 GP than 30 GP and that armorers don't grow
on trees in most places, it may be a while before a first
level fighter can atfford chain, let alone plate!

As you can tell from the above 1 am very interested in
what I concieve of a realism. This means that I feel compeled
to: adjust many things for high and low characteristics,
allow weapons to be nsed as I and the only people with practical
experience (the SCA) think that they can be used, enforce
harsh rules for firing into melee (spells or weapons) , and
most important give the dungeon inhabitants a logical structure
and reason for being where they are. The lack of such a
structure is my main complaint with Terrizon Arcades.

L B e L




My interest in realism and a typical DM desire to
fiddle with the rules occasionaly leads me to consider
new game systems. Since T must always way theé attractive
features of these systems against the effort necessary
to convert my dungeon and teach my plavers new rules,
this consideration seldom lasts longer than a minute.
Well, I think that something really good may have finally
come out. It's called Melee and its a mini-game produced
by Metagaming Concepts. It’'s not perfect, some of the
parameters probably need adjusting, BUT:

1)It defines and allows combat opticns such as
"dodge"” and hand~-to-hand combat.

2)The basic premises are more sensible, e.g. armor
takes damage rather than prevents hits.

3)It regularizes movement during combat.

4)0Once learned it should be as fast, or faster
than the alternate combat system.

Of course many of the ideas in Melee have been kicking
around A&E for a long time; the difference is that Melee

is a complete, workable system. Melee is evidently part

of a role-playing set of games designed to be used together
and called The Fantasy Trip, Metagaming is zlso coming

out with something called Labyrinth - the first Second
Generation role-playing game. I don't know if Labyrinth

is part of The Fantasy Trip or not, however if either or
both together are as complete as D&D and as good as Melee
I'1ll probably swith rule systems.

COMMENT TIME COMMENT TIME COMMENT TIME COMMENT TIME COMMENT TIME

Everyone: One of the things that I liked most about the first
issue was the friendly tone of all the zines. Let's try to
keep it. We all had our feuds in A&E (fights at least) and
we now know in general where each cther stands. Lets leave
the feuds and the turkeys in A&E and talk to each other
rationally and politely in TLOC.

Lee: There are a couple of peints in your 1list of city rquireu
ments that I disagree with. Frist, elaborate defenses against
magical and/or military attack. Some cities would have such
of course. But on the other hand I can imagine cities which
grew up arcund and are defended (but not protected) by th}ngs
which no one in his right mind would attack. Or cities which
are too convenient to all sides as trade and meeting cen?ers
to be seriously attacked. This type of city might be fairly
common, after all cities are militarily inefficient; 1? th?y
stay out of the fighting all of the combatants might find it



profitable to leave them alone. This is not to say that
such cities would be undefended, merely that the defences
might not go beyond walls and guards. Such simple defences
would be effective against common bandits while more

pwerfull threats would be kept in check by politicall and
ecconomic forces.

Also, I see no reason why a city requires a fancy and/or
high technoloy (magic or other) transportation system. Feet
and beasts have worked well in past cities, they should work
Jjust as well in D&D land.

Wayne: Would it be possible to get a complete and ledgible
copy of both of your futuristic technology tables? They're
not usefull for Terrizon or the Valley but maybe I can work
out a sub-universe.... Anyway 1'd really like them. Please!

Mark: The consensus I seem to be reading from low magic DM's

is that the trouble with high magic campaigns is that they are
much harder to do well. I agree, its one reason I'm making

my available magic less usefull. But not all hich magic
campaigns are easy (see...shudder...Dave Hargrave) nor are all
high magic players tactically unskilled. Please reread the
Litchpit adventure (Tuesday Morning Report - AsE 12+2) and
comment on the tactics used by both sides. I'm really interested
in your opinion.

Kevin: I like much of what you said but...

You say {or imply} that rolled characteristics should
be less important than the way the character acts. It sounds
good but two things disturb me. First, if rolled characteristics
are not important, why roll them at all. If they are important
they should significantly affect the possibility and success-
fullness of relevant actions (I will cheerfully admit that
Charisma is the best argument for your side ~ thats why I
1nterpret it to mean looks, bearing, voice, etc. - phy51cal/
acting 1mpre531veness) Second, if the way the character is
played is what really differentiates characters, why do you
seem to dislike role-players? It seems to me that without
role-playing and characteristic bonus/penalties the rolled
characteristics become basically meaningless and all of a
players characters tend to become cut of focus copies of the
player.

Gelnn: Where were you last issue? We missed you!
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THE WINDS OF DEATH

A11 of ﬁhe winds of death are immune to nonemaglcal attacks. Other
special properties with regards to magic are as listed b2low:

JIREYIND: fire restores damage, cold does double damage.
COLDWIND: Cold restores damage, fire does double damage.

HWATERWIND: Fire does 3 damage (no damage if save) and
Cold does 13 times normal damage (5 damage if save).

SANDWIND: Jire does & damage (no damage if save) and ADDS to the.amoumt of .. i°
damage done by the sandwind in iis attacks for the next 10 mlnute
period (this effect is cumulative). g 3o :

LIGHTNINGHIEDs .All:energy-damage -adds to-the.number of hitpoints {ub to - =

: 2 total of twice the original hit points). GCold:does;double .
damage. If more hit points are added by energy blasts (above the
Texinun) the - Tightningwind’ explodes doing damage’ eQuaI tc the
numbér of hitpoints~the wind has to all within 3" of the CIEEuHEE
at the'time of astdnation; s4+5% RS

SOULYIND:  Immune to -zl Clerxcal migic, 60p re31stant to 11th level azs
o mapc. (add 405 réstétanteper ‘level below, dedudt 3. resistance
?er level above), Cold and fire restere damace, lighining doss
damage {no damage,if save) and soul blaSTS/ilLe level. biasts
refleet 1OBN on,castor. ) e

HELLWIND: Immune to all mage maglc, immune to all clerlcal maglc below
Patriarch 1evél ’ Tokes quintuple damzgé friow Taifl “Paladins
(who are Smmune to its soul drain capability). .Saves.at # vs
clerical magic agalnst which it is not immune, ol

ARMOR CLASS PROGRESSTON . = . ..
Hit dice--=Smmemm 3 6 .9 12 5 18 | o
firewind Sy o g Uaal 246, 248 dnen mimes
Coldwind B 3 24 243 248 1 s o o
Jaterwind 9 677 3 242 "2+5 igyg e IR
Sand‘find ] 3 :J_ LFZJ ?J"t\;f 2+5 ; 2+? - _2;':9_: Jyg'{':if_}_!r_:_ TS AT LEATE
Lightningwind 5 3 2+ 243 246 249 s
Souwlwind 9 4 5 3 24 2+ _
Hellmnd 9 8‘_; e 6 w §° 2 - .=2-+5 v L.'2+10 =i -,5" +
SIVE = (1/10)“XHD (Scale inches). subgeai toi the: fbllewing modifications:

lightning wind. +20;; g £ LoraifderawT

coldwind, firew1nd, uaterw1nd _+ﬂlm s B e aiond

Sandwind, solwind -10%
Hellwind -20%

HOVEMENT = EBB/ED subject to the following medifications: : -
1lightningwind +30% firvewind +10% waterwind -15% 3w T

Dexterity = Movement speed {so speed of 15" /turn yields dexterity of .15).

g - = £
g B

YL ereewr . - -z Has : e ol F eivnd i s -
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DAMAGE DONE: : | " e mme T

iirewind: 1D6 dama*e/HD to any creature caughi w1thin the w1nd.(save
as s maglc cuts damage in half},

Coldw;nd 1D6 cold damage/ﬁD to every cxeature cuaght wzthzn the w1nd
"(save vs magic cuts this damage in half) plus-4P12 impgct damage
(from ice rarticles and/br gens suspended within the w1nd) = zv?ﬁﬂﬂrzf

N
1

'%ierw1nd, Save as. YS p01son or, dle (of strangulatlon) (save means take +
total hlt po;nts in, damabe). Any c:eature qaught wlthln the.waterW1nd
¢ musﬁ 50 save. - .- x : ATE

Sandwinds> Save ds Vs podson dr die "5 above, B 138/2 HD sandblasﬁlng damage.
L1ghtn1ngw1nd 1Do/HD llbhtﬁlnc damage.s . n ape T STOL TR
Soulwxnd and. e11w1nd damage depend on Hd:aSwiyﬂlcated below. :

soulwind T Ta¥ % Ipen 1D6 iptz EDE.. -

Hellwind, = 1D6 , 2D6..;3D6:. LD6.. . 5D6 yJﬂéﬂé oo W “ifiE% zenliLiEs

5

......

Numbers:indicate -éither- nﬂmber'of llfé‘levéi dralns, or number of’

dice relled Yo Qstermine’ number of llfe levéi drains, Save where
indicated by ¥, save ve fagit . résults’in"3 that ‘wimber in Ilfe level
drains {round fractions up), ¥° 1ndicates no save allowed.:. ~ s ... & LLLE it

All within the soulwind or hellw1nd must save (where save allowed)
or take full affect. m S e .

TEEASURE: per o onan e Cw : ot L
firewind: nil. generally used only.as a’guardian of other treasure. i iwi:i:.
Coldwind: Ge”9‘3113'(fﬁbolmobablllty) caifies 17100 zéms. - S

Haterwinds . -son - (457 probablllfy) contains” 5.20 (2D10) pearls;iﬁ“'i
{usual value belng dec1ma1 dlce tlmes 5 in gp/bearl)

Sendwind: nil. ", _
Lightningwindesmsp = iioil ot s woalden fansh ol

Soulwind: nil o o T
Hellwind: nil .o st

Next time: A1l of the StormGate Demons...(See Hayne, I told you by e
get around to it evqntually) e T L D AENMEE -
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THE SECOND GILDED HOLE

Typed by Mark Swanson for the second LORDS OF CHAQS, Frinting by
Gnomon due %o my procrastination. I reside at 71 Beacon St, Arling-
ton, MA 02174 617-648-4469, I run the Corree campaign when I'm not
bungling conventiors.

Last issue I got a number of people mad a+t me. First of a2ll, Nicolai
did not eare for some comments I made in AR when I mistzkenly thought
TLC 1 was late, Even more importantly, Slimak claims that all *oo many
cf you decided that I was Preachlng THE ONE TRUE WAY. Backing off a
little, I believe that it ia easier %o run a good low or moderate
ehergy game than a good high energy game. Nuff said, by me anyway.

TRAVELLER

At the recent ORIGINS III convention the most exciting new product
was the new GDW game TRAVELLER. This ie based on Space opera, with
the characters flitting beiween planets for their adventures rather
than wandering around a derelict generation ship, as in METAMORPHOSIS
ALPHA, I consider it a better game than M4, but is is clearly a
GDW game. They love charts.

For your $12 you get a black box the same size as the DgD box
and three booklets, The first covers "Characters and GCombat", then
"Starships™ and lastly "Worlds and Adventures," The rules are well
written with only occasional holes. (Starship fuel rules conflict
with the “Cruiser' specs. A standard design starship can be built as
a4 non-Starship for half cost. This makes Them cheaper than the listed
small craft types.) However, the holes nowhere make it impossibie
to understand or play the game.

The temptation is to sit down, if your D&D game is not going well,
and start running "D&D In Space.” This will not work well, Eirst of

vall, the combat system is "real world." If a character survives

threeimelees rounds he/she/it is lucky. There was a saying: "God made
man, and Sam Celt made him equal,” Characters get oclder; They get
richery They become more skillful tus they don't turn inte superman,
With neither patriarchs nor wishes around games with a strong combat
emphasis will socn lack characters (and players),

Characters start differently. Before they start the game prover
they roll dice for a "career” in one of six services: Navy, Marines,
Army, Scouts, Merchant and "Other." Other is either the Mafia or the
CIA: the book doesn't specify. Characters can die, get promoted,
gain skills or be prematurely retired. Eventually you get out, witnh,
say, a 3% year old Colonel (forced into retirement) who can use a
selection of weapons, has tactical abilify, can handle a computer
and is 2 good hand at brawling or peker, He has 43,000 credite and
a ticket on a starship to anywhere he wants o go. He also is not
guite as quick as he used to be. It takes about 33 die rolls to
reach this point, but everything I just mention is in the rules.

There are obviocusly some limits here. A "normal®™ “first-level"
D&D geme Jjust isn't going to interest this charscter. He's not 2P E.,
tut neither is he hurting, (Minimum cost for = starship is 32 MegCr.)
For a Traveller game, you are going to need 2 good background from
the beginning.
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