\ \\\

- //////// 4//1
( é SOLL“AN/




This quarterly quasi~AFA is brought to you courtesy of ¥.C. Shapero and the
other mad members of the TLOC crew (special thanks this month to Jordan Browm and
Dan Jurafsky for their help during collation}., This fanzine is meant 40 be run
Tor the clntributers primarily, and the rfee schedials have been adjusted accordingly,
It is edited and published by Kicolai Shapero {aka Fiall Snapero) in the fervent
hope that it will not lose toc much money.

Cortributers have several options. They may print up their own zines
(copy count for issue number Four--to be distributed at iunbralon--is 150;
normal copy count iz 100). They may type up their contribution on a SWVELT
hole stencil (stencil width ¢ 1/16" or roughly 23 cm for those who cannot find
seven hole stencils) and send 55¢/side printing costs tos

T

H. C. Shapero
200 Davey Glen Road 4pt 420 -
Belment, Ca, 354002,

If you are reading this Jangzine after february 1978, and wish to contribute,
please send your contribution (or subscription money, if you are nct contributing)
te¢ the feollowing address:

f. U, Shapero
225 Creekside Drive
Palo 4lte, Calif, 94306

Camera ready copy may also be sent (along with $2,35/side for printing costs),
Or, if none of the above methods seem desireable, send a letter to W. Shapsro
(along with $1,25 + printing cost) and he will type up your zine for you and
run it off (limit of Four pages). '
UNPATD OR HATKRIAL - -WILL HOT BE RUF OFF OR INCLUDED IK THEIS. ZINE!
COBTE:
{1}  Contributers:
(a) 3 or more pages--free
(v) 1-2 pages--postage. + 35¢
(2)  Mon-contributers: - _
(a) 1if buying in shop, pay whatever the man asks,
(b) if 3 or more pages in previous issue--postage + 35¢
(c) if 1-2 pages in previous issue--posiaze + 90¢
(d) if no contribution in previous issue--31.50 + postage

+h t-h

Unless otherwise requested, the editor will send all copies of TLOC first
class. Bhould insufficient funds be provided for first class mail, the edltox
will attempt to deliver by the fastest alternate method. If no Sfunds are
provided for mailing expenses, copy will be hand delivered (probable delay--
one year for subscribers outside the San ‘rancisco Bay area and greater LA arsa).

This issue is dedicated to three people: Kay Jones (who puts up with my
insanity on a daily basis) and Lee and Barry Gold {who got me started in this
madness lo these many moons ago).

If you find TLOC entertaining, it is stromgly suzgested that you also
Sabscribe to the father of all the D&D zines, Alarums and Excursions,

Lee Gold # editor Alarums and Excursions

2h71 Oak 3t.

Santa Monica, Calif. 904035
. A& 1s a LARGH LA based magazine (400+ copy count) with contributers from all
ﬁﬁﬂer the western wotld, and is of great interest to any D&D player or DM,



nEADLIEHE (OR ISSUE LURBER #0UR: 12 ‘ebruary for prenrlnted zines, 3 Jebruary
for awaes needing to be mimeod, 28 Janunry for zines nemdlﬁa’uo be xeroxed,
and 1 Jafuard for zines needlng Lo e typed

“'ntmnts sor Issue Lumber L As of 1 December
OERATION: CHAOS #9 » 1. by Ficolai Shapero &
On= fyed Mystiec #2 - .7 -+ . by Charlie Luce 3
Tnaos Helgns supreme #3. - by Kevin SIimsk T3
S i ' _ ' by Xay Jones’ , B
Archilowe * by Lee Goldl 7
Te Hews from Rhexus by ¥Ken Fick - 2
kews from mania by Jordan Irown 8
nilded Hole #3 by iark Swanson 2
Liyriad, Universes L by Leraafet Gem*gnanl 3
Fleming Hourglass #3 " by Yayns Snaw 4
“laikases Tiwer by Steve Harsh 1
Dunlralon ¥lyer Dunfralon committes 1
' L2

Zditoxial Comment: I (N. C. Shapere) intend to edit this zine. I consider
"to edit" a very active verb. T do not intend to allow fan fsuds in this
znine, and rude or ill- mannereﬂ commcnus #ill be removed from submitted
zines in consaguence., Constructive ériticism is ok—~but ONE TRUE JAY-ism
is not acceptable. Zines ragected will not be run off, and the “coniributer”

will recieve. zero page crediti:

FAIRNTING FOTE:  ‘or those submitiing zines on stencils--please type from line
Tive through sixty three on siencil., Several zines for this ispue were tyved
Tron line one through line sixty eight or so, and were VERY difficult to run off.
Ona #ine had to be cut and reglued to fit on my Rex Hotary and did not come out
too well as a result. In order tc avoid totally frustrating the printer (yours
truly) please try and leabe reascnable (3/4”) margins left and right. Thank you,
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This issue:

DEATH DEMON (Class I)

Hit  Armor llove I3  Dexterity
Dice class Range Range
808 2 12 6#2D6 12#D6
Aignment: Chactic

‘ourd in: Ruins, temples, dungeons

Fumber Prob, of Treasure
(and type) '
Lair(100,7) - 1 1004 A(i)x2
Yancder(0,:) - = —
ttacks:

1 special (see below)
Description:

The Ciass I Death Demon stands 10'
tall, an obsidian pillar lacking &¥yms
with a single blood red eye in thé

middle of its forehead, It 1574004
immune to all magic and magical weipons.

“urther, no weapon in the hands of a
character employing any magical strength
* booster (potion, girdle, or othervise)
may do damage to a class T death demon,

Cold steel weapons do double damaze,

The eyebean (which the demon may use
once per melee round) always strikes
its desired target,. The target must
then save as vs mazic or he annihilated,
IF the target fails its save, the

soul and body are hoth destroyed, and
W0 MISH WOR ACT OF GOD HAY RESTORE

THE CHARACTER TO EXISTANCE.

Death demons, it is to be noted, take
a distinctly dim attitude towards clones
of creatures whose souls hhey have eaten.

If Xilled, a death demon class I will
leave behind a cateye gem of great
magical power.. The first persan to
touch the gem will gain an additional
tvo lives (vhen:killed, he and all

his equipment disappear, then reéappear
a8 millisecond later, a1l damage
restored), 5

-Only cold steel weapons may damage the
class I death demon.

All the Demens of StormGate (or, all you ever wanted to know gbout death)
DEATH DIMON (Class II)

Hit _Armor ilove ig
Dice "Olass
1008 24 12

Dext,
Range Range
6+42D6 15+1D5

Aliznment: Cheotic.
Jound in: Ruins, temples, dungeons

fumber Frob of treasure
{and type)

1005 A(1)x2

Lair(100,7) i
ander (Os) -~

‘Attacks:

2 eyebeams (as for class I)

2 attacks with flails of
life blasting (iDB+Hlife
level blast if target
fails its save vs magic).

Descriptions:

The magic immunity of the Class II
death demon is the same as for the
class I ceath demon,

The Class ITI death demon has
the same immupity to magical weapons,
and magically assisted aitacks as
the class I death demon,

Cold steel weapons do double damage,
and, as for the class I, are the
only weapons able to do damage to

a death demon, class IT,

dhent killed, a death démon class II
leaves a cateye mem of Tour lives

(twice the posency of the gem left

by'a class I). Also, when the demon

is killed, its flails disintegrate ,
(no wish can prevent the disintezration,
unless it also prevents the death

of the demon),

DEATH DEMOH (Class IIT)

" Dext..

Hit  drmor llove IQ
Dice {lass Range AHange

1208 246 T1Z 12+106 184106

Alignment: Chaotic
‘ound in: Ruins, temples, dungeons
Attacks:

b Byebeams (as clss I for eflect) .
2 42 flails of 1ife blasting
(effect as class II)



OPERATION CHAOS: .9
DEATE DEAOF {(Class IIT) {cont.)

Foscrlatloﬁ.

The class III dcath demon is 14'
t211, has two arms, and four eyes.

1t has the same magic immunity as
the class I & class II, and the sane
immunity to maglcal and naxlcally
amplified attacks, I

Cold steel weapons'are the only
weapons capable of hitting a class III
desath demon, and they do triple damage
Wwhen thej hit. : -

Jhen killed, the demon leaves behlnd
a cateye gem of seven Iifes. 4nd the
demon’s flails disappear when the -
demon is killed, '

DEATH DREHON (Class IV)-

Hit Armor  Hove 'IQI Dekf.
Dice (lass Ranze Hanse
1508 248 12 12+1D6 21+iD6
MAiegnment:  Chaotic - 7 o
cound iny  Buing, temples, dungeons
éttacks: -

% eyebeans {effect as class I)

" Page 2

DEATH DEHON (Qlass ¥)  (cont,)

Alignment: {(haotic :
round in:  Hulns, temples, dunseons

tumber; probability of treasure and.
type, 1s as fon class 1 & II
(class f1T and IV are iikewise)

Attacks:
8 e ye&eams(elzec+ as class T)
4 flail attacks (see below)

Descriplion:

As For class T thzu IV, class V
death demons can only be damaged
by cold steel weapons (used without
any maglcal amplification of the
user's powers).. (old steel doss
guadrupie damage.

Hach of the demon's flails .deoes
108+ pips damage (and is # tc hit)
and in addition does 1D& 11fe hlast
(cut 1ife blast in half, rounding
iractlons up, if itarget saves vs magic).

ihen killed, the demon leaves behind

2 cateye gem of nine lives. Alsol when
'tbe‘&emdn dies, its flails disintegrate..

L flail attacks (see below for eLLECt) e DLATHCOD (Death demon, class VI)

DGSCKWPthﬂ.

The class IV demon is 15' tall, has
gix eyes and four arms. It has four
~§/+3 rlails of life blasting that .
do 3+1D8 pips dam ge plus iD4 life
levels blasted (§ x 1D& if target
saves vs magic--round fractions up)

The class IV death demon has the
sane immunity to magiec, magical atlacks,
and magically amplified attacks of. the

class I thru class III death demons,

Cold steel weapons {the only weapgons
that may do damage to class IV death
demons) do triple damage.

Jhen killed, a class IV death demen
will leave behind a cateye gem of
eight lives. then the demon is killed
its flails disappesr,

DEATH DEHOM (Class Y)

Hit Armor liove Eel Dext
IHce (Class Range Rarnge
1808 2+10 12 ib+4D6 244Dé

it Armor Move i Dext.
Dice (lass FRange Ranre
2008 22 - 12

1846 27+D6

Alignment: Chaotic '

+“%ound in: Ruins, temples, dungeons

Humber,—pfohability of treasure, and
treasure type as for types I thru V.

Attacks:

8 eyébeams(eﬁfect,as class I)
6 flail attacks (see below for damace)

Description:

The deathzed is 20' tall, has
eirht eyes, and six arms.,. As for
class I throuzh ¥V, the deathgod is
immune. to all atiacks other than those
employing cold steel (in the hands of’
users whose attacks are not amplifiec
in any way by magic)., Cold steel
does quagruple damage.

wach of the deathgod’s flails does

1DB+5 phps (& is +5 to hit) and does
178 1ife blast (half if save vs magic).
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The Deathsod (contlnuea)

If the death- ~od 15,&1lled, it
leaves a cateye gem of ten lives
behind,
disintesrate,

FIRE DEMON (Class T)

Hit Armor tiove T4 & Dext,

Dice (lass Hange Range

608 e 18 6+2D6 12406
Aipgnments Chaotib
-ound in: Ruins, temples, dungeons
dumber: O wander, 1 lair (100%)
Treasure: 100,5 A(1)x2
Aﬁtacks: -

heat beam (6D6 fire damage) once’
per melee round (Tan e 9 )

Description:

The demon appears as two glowlng
red eyes floating unconnected in the
air (see invisible adds an amorphous
black body).,

ilormal weapons do & damage, silver
and magical weapons do full damage.

“IR& DEMOY {Class II)

\,'.'.

Hit Armor liove I Dext.

Dice Class range range

808 .z2+2 18 -6+2D6 14406
Alignment Chaotic

Jound in: Temples, ruins, dangeons
Fumber: 0 wander, 1 lair (100x)
Treasure: 100, (&{1)x2)

Attacks: o

heat beam, range 9", of 8D3
Description:

Appearence identical teo Class I
fire demon,

Immune to fire magic (which

restores damage,bather ghan doing same).

{lass IT {ire demon does not gei a
saving throw vs cold magic (whlcb
alvways does full damage, as a result).

Can only be hit by silver or magic
weapons, -

On death, the demon explodes-~-doing
8D8 damage (divided among all within
20') no saving throw,

ilhen the demon dies, 1ts flails

ire Demon (Class III)

Wit Afmor ove I3 Dext.
Dice {lass Bange Ranze .
1008 243 18 124D6 124206
Aiignment: Chactic
;ound‘;n: Ruins, tenples, qungﬂons
Treasure: 100, A(1)x2
Mumber: O wander, 1 lair (100,0)
Attacks:

2 heat attacKs, range 12,

805 each B
Descrlptlon:

It appears as a giant (12' 1all, 5°
diaméter) piliar of blue green Tire,

Tt is immune to all non-macical
weapons, and is immune to all fire
and energy spells (which restore
damage). It takes double damage
Lrom cold magic (full damaze if saves ).

__then it dies, the demon explodes
doinz 1008 damage (divided amons “ZXT T
within 20'). This damage will nos
regenerate, nor can it be cured by
any fiasical ‘heans. It may only be
cured by time {1 point per day of
coemplete rest, starting with second
day of rest).

“ire Demon {Class IV) (Iaaor vire Demon)

Hit Armor ilove Ni®) Dext.

Dice Class Ranme BRansze

1608 245 24 18406 24+D8
Mignment: Chaotic

cound in: . Temples and dungecns only

Fumber: O wander, -t lair (100.)

Treasure; 100, A(i)XZ +30,5 Misc, magic
item £1 only)

Amtac?s.

2 heat attacks (12D8 range 36"}
1 soulfire dart (1Dé 1life levels)

Description:
It appears torbg class IIT. demon sf
Tire to all outward appearences.

It is immune to non—mad;cal attacks,
and is 755 resistant to 12th level mage
mazic, Clerics above 12th level, and
Paladins above 7th level have 4 2, chance
per level of driving the demon off,

iiay summon a Firewind of 12+iD6 D3
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FIRE DEMOW {Glass IV) {cont.)
Description {cont):
three times per day,

The magor fire demon mey only be
hit by magical weapons (o¥ silver
weapons in the hands of a paladin}.

ilhen it is killed, the demon
expledes, doing 24DR damage to all
within 30" (divide the damaze among
those within rangs). In addition,
all looking on the expleosion must
save as ve power word blind or be

blinded. Hit point damsge may ornly.

be cured by time (1 point/day of
complete rest, startins with the
second day of complete rest),

DEMO® 07 COLD (Class I)
Hit Armor Hove . T4 | Dext,
Dice C(lass -~ Rahge Range
6010 2 12 - 124D6  12+D6
Alignment: Chaotic”
found in: Ruins, temples, dungeons

Humber: 1-2 Vandering, 1D6 lair (100,)
Treasure: 1 misc magic (BDA)+2xA(1)iOOﬁ._

Attacks:

Chaotic +2 sword of cola.that does =
2D10 cold damaze (sword disappears

when the demon is killed)
Cold beam (6D6)
Description:

The demon appears as a silvery
skinned humanoid with -gray eyes and
silver halr., Usually wears flowing
white robes.

Tmmine to all cold magic, 600
resistant tp all other magic. If the

demon fails its resistance roll against

fire magic, the demon then saves at
minus two, If it then fails this
save, it takes 1.5 times damage

rolled,(lF BaAvVeSs, ‘Qniy takes @ damagé).

DEMON 07 COLD ((lass II)

Hit Armor Hove ig Dext,
Dice Class Ranse Ranee
12D10  2+2 12 12406 12406

Aignment: Chaotic

Jound in: Ruins, temples, aungeons

fumber: 1 wander, 1-3 lair (1004)

Treasure: 1 misc magic {50,5)+
2xa(1) {100,.) .

Fage 4

DEHOF 07 COLD (Class II) {con%.)

A?t&cksifruy

‘Sword of"cold+2 (does 2010 damase) .
(sword disintegrates waen demon
is killed).

2 ‘cold beams (6D6 cold da—aze eacn)

:ijescr1p+1on

It appears to be just a class I

cdemon--save that those who ase

very perceptiwe—{2,s chance P’f wisdenm
point) may notice the greater aura of
evil that surrounds the class II demon,

-

After combit is joined, af course,
the demon will show its colors. Hon-
magical weapons are the only weapons

- that can do damage to class 1II demons

of cold, lagical weapons, cr normal
weapong in the hands of ar 1na1v1duals

whose strength of other combat

capabilities have been magically
boosted, pass harmlessly through the
demon., This effect will be noted
even when the individual attacking

is a demonfighter or other special
character type with advangises. against
normal ‘demons,. ..

Demon fighters (and 1ike character

types) will be atiacked prelferentially

by the class IT demen of ccld. Such
types mmst sSave at minus six .wvs the
cold beams or-take double damage (normal
damage if save), 'IF demon Tighter

fails save vs the eyebeam, he must also

. save as a normal. man (without special

ability) vs a lifeblast of 2D4 levels.

(lass II Demons of Cold are 80,
magic resistant at the 16th level
(add 105/level mage is below 16, deduct
2,5/1evel above 1oth), save vs fire
magic {against which it saves at minus
four, and has no special mazic resistance)

DEMOE CF COLD (CGlass III)

Hit Armor .HMove 18 - Dext.
Digce (lass Range Range
16010 244 12 124D6 12+4D5

Aignment: Chaotic
ound in: Ruins, temples, dungeons
iumber: O wander, 1 lair (100,)
Treasure: 1 book, i misc, magic,+
50,5 chance of ring+ $xH+10,000 gp




VAJOR DEMON OF

OPERATION: CHAOS 49
DEHON OF COLD {Class ITI) {cont.)

Attacks:.

2 attacks with =2 2 handed swords of

cold. Swords do 3D8 vs mansized,.

3D12 vs larger than man-sigzed targets.,

In addition, hill glant strength of
demon adds a damage bonus of 2D8,

2 cold beams (8D& each, save at -2},
Description:

In appearance, the class ITT demon
of celd is identical to the class IT
demon (save, of course, that it uses
twe two-handed swords rather than one -
regular sword),

Only non-magical edged cold steel
WeATOns can hit a class IIT demon of
cold, - 7. As Ffor the
class 1I, such weapons will not
nit if the wielder has beeri magically
bossted In combai capability,

(This includes denonfighters and the -
like, as for class II),

The effect of the cold beams on
demonfighters and the like is as for
the beam of the, class IT demon, save
that the saving throw must be made
at minus eight, and that the lifeblast
is for 2D6 life levels),

Anyone striking a class IIT denon
of cold with a conductive weapon takes
2Dk cold damage (% damage if save),
This damage will rot regenerate, and
carnot be cured by magic--it can only
be cured by time {1 pt/day of complebe
rest),

Class III demons of cold are 100
maglc resistant to all magic save

Tire magic (against fire magic, class IIT

demons of cold save at minus six
and have no special magic resistance).,

Hit Armor Move 18 Dext
Dice (lass Range Range
24010 2+10 18 18406 18+D6

Aignment: Chaotic '
Found in: Ruins, temples, dungeons
Fomber; 0 wander, 1 laiz (100:)
Treasure: 305 chance of 2 misc, nagic,
100,7 chance of 1 misc. magic +
606 x 1000 gp + 1-3 magical wepons
+ type H treasure

COLD (Class IV.Cold Demon)

ttacks:

Touches (2) for 1D6 1ife eust
blast (save at -4 cuts liss in

half--round fractions up}, |

Breath of cold (cold clo:a, 9"x9")
in which 21l must save vg§ magic
or be rrozen solid and’onverted
to statues of ice), Save must

be made each melee rothd} mnd
cloud lasts for 1Dé neted founds.

(Demon may hreath only tdte per
day),

z cold beams {10010 col¢ damage)

Description: :

Only mazical weapons mar hit"
a major cold demnn, with one
exception. Demonfisghters :nd the
like may only nit with non-nagical
Weapons, which then do triole danage,

The magor demon is immune to
all magic, save rire magia, which

‘does triple damage (no save) and

cold magic, which restores damage,

Demonfighters who fail “heir
saving throw vs magic wher hit by
the eyebeams are annihilated,
The soul is eaten, the bofy
destroyed, so no reincarnits or raise
dead is possible., NO 4ISH HOR ACT
0™ GOD ¥ILL RECOVER A CHARACTER S0
DESTROYED,

BLAY, THE DEMON LORD OF COLD

Hit  Armor Hove JQ  Dext,
Points Class Range Range
350 2+ 24 24 30

Alignment: Chaotie ;

sound in: Glacial areas, mountains,

Yumber: 1 wander (100)7) 0 lair (0%)

Treasure: Staff of frogen power {see
below) '

Attacks:

Glance (fear + ilesh to Ice)
2 Touch (Paralysis + Death + 8D20)

Descripﬁion:

RLAM appears to be a short middie
aged man with a flowing silver beard
and silver hair. He is immune to ail
magic, and can only be hii by magical

weapons. His staff {ires CONES {as cold
cone) of any of his attacks, (200 charges)
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The Wind Demons (aka the Windriders)

A11 of the Wind Demons are capriform humanoids. They cannot be harmei- by
swords of any kind, Wormal weazcns do % damage, sllver wezrons do normal dimage,

and magicsl weapons do £ danage.

AT — I II 111 IV v VI
Hit Dice--4D8 508  6D8 808  10D8 1218
ArmorClass 4 3 2 242 24 245
Hove 1z i2 iz ig 15 18

IQ ranze 3D6 HED6 642D6  9+2D6 94206 9+2D8
Dex 12406 12406 124056  12+4D6  18+4D6 24406

Mignment: Chaotic, gll :

Found in: Ruins, temples, and dungeons,

Fumber: 1-2 wandering, 306+ lair (1003

Treasure: A{41}x5 + 10:5 chance of magical item per class of deman
{continue rolling until fail to yoll in:. indicated percentage rarsze).
When killed, demon leaves a cateye gem {as per death demon)
of 1 1life/HD of demon,.

Attacks: 2 attacks with +1/+2 2 handed sword {dedicated--purpose to
slay non-demons), ({Sword disappears when the demon is killed),

HMay summon one of the Winds of Death (see TLOC #2) per class number
of demon., Precise HD of wind summened and types that may be sumncned
vary with class of demon as folloss:

Mass of Domory I ) TLL Ty v VI
Coldwind 1gg 100 256 306 .335 54206
rirewind 126 118 2D4 206 306 64206
Lightningwind 106 118 204 206 3D6  642D6
Sandwind —— 106 158 2Dh 206 3D6
Haterwind -- 14D 1D6 1D8 2D6. 3D5

" Soulwind - - - - 1p6  2D4
Hellwind — e vt ms GO

M1 of the Wind Demons are 90 magic resistant to 11ith level
mage magic {+104 per level below 11, -54 per level above 11th)

H#* 2 *

So much; then, for the Demofis of StormGate, There are others,
of course, but they will have %0 walt uniil another day,

s 2



According to Plan of a One-Eyed Mystic/Plan Two

! : T 41t : ‘ g ) ' _

(or, "I am, actually"). , Chaos-zine by Charlie Luce, 4252 5ist St.
Apt #%, San Diego, CA 92115, Phone (71k) 281~7897.

MYSTIC MUTTERINGS--Brief comments on 2%

George Cole: You have a reasonable ststement of the purpose of a IH
although you seem to imply that 2 good deal of your rulings are by
whim of God--and that just ain't the way to do it; it contradicts the
idea of the referee providing 8 game-balance to the players.

b

Kay: Ghu save us from tables! Not that yours was anything bubt exele
lent,you understands; but this last year I have seen so many beginning.
DMs substltute tables for imagination that I'm beginning to get nasty
on the subject..a. ‘ - : :

Glenn: I don't know if you are doing it by comission or omission, bub

I am getting a bit tired of being lumped in with every other T on the
West Coast that you have ever heard of. I play my own game, not Wayne
Shaw's or Nicolal Shapero's or snyone else's. Criticize my game if

you wish; it has been improved by jou in the past, and I hope will
continue to be-so in the fubure. But stop lumping everything east of
liassachusetts in oune pile and sticking labels to it, please.

Ken Pick: If the natural laws of a universe are different, and the DM
has a reasonable idea of how they are structured, drawing the line be-
Tween tech and non~tech items isn't too difficult. You seem to imply
that it takes a low-power game or the whim-of-DM styie of play to re-
stricet "fechnology" in an open campaignsg but Non=tech games exist
which are neither of these (mine is oné of them, in & way; low powér,
perhaps, but not whimical by any means.)

Kevin: At last, somone who is at least low-key about pusing a D&D s%
style. I hope some day to run with you in a game that allows tactical.
skill to operate--I do Try to be & better than average tactician, when
the situation (DM style) 21lows it. 3

A STATEMENT OF ATTITUDE. , ; . o
(Nicolai has informed me that he is not interedted in turning TLOC into
an essay zine, and I wish to respect his desgires in the matter. However,
it occurs to me that eéven those people who have been reading my AKE
zine since it began in #13 have little conception of my philosophy of
the game,. This is an attempt to explain where I'm coming from). ‘

- I run a game where a low-level type id 1st-Uth, medium Wh~7th,
high 7th-12%th, and yery high 13th-20th. Treasure and Experience seem
to be a bit less than that mythical "average" (partly due to my pol-
icy of not giving any experience directly for treasure), incidence of
magic somewhat more than "average®, ' 3

L hayve one hard-keyed dungeon and attendant tovym,-which may some
day develop inbo my first true would;y I have one almost totally ran-
dom dungeon which literelly floats out intc the middle of nowhere; : and
g have a not-too-detailed wilderness and psudeo-world. My lack of a
sWorld" ig basically due to a lack of time and enough lack of talent
%o moke a world-creation a very slow and laboring process. All three
©f. my psudeo-worlds run under siightly different rules, primarily in
the way magic is run.



My game~locations (dungeon, wilderness, or whatever) tend tc lack
the details and trapping of a fruly rich situation (again, a factor of
the lack of Time spent setting them up), most of the effort of detail
going intc the intellegent .creatures orvc can encounter, As my game has
meny more of the Traditicnal fabulous -"monsters" treated as scphonts
than that febled "average" game, this tends to provide the intrest in
the games that I DM, rather than dungeon detail or intricate puzzles,

Perhaps 8% of my dungeon rooms would pe called “Whimsibal”jor ngy 7
1y". These spice up the game a bit for those who prefer sitvations Lo
encounters, '

As I do not have an actusl regular group of players, my games tend
To be geared for the "visitor from the muitiverse", and my rules such
that I can adapt to a wide varieity of playerls worids of origin (though
there are occasionally glaring exceptions to that claim). Only the base
six characteristics are required (though others can be handled}, there
is a limit on sub-classes which can be intreduced, and no drastic alt-
erations of standard magical itemg are enforced (well, not too MATLLY o
anyway), I dd use & twin-axis alignment system, but 1t is quickly ex-
plained. " : L :

In Cliverdyris Keep, my hard-keyed dungedn and scene of most of
the games I run, wagic is treated as a learned talent which exausts a
developed but innate power in the wielder, Thus, magic can be thrown
quickly and fairly easily--but is exaustad rapldly, leaving the HMage
easy prey. Magical items tend to-be very userul, and doa't get des-
troyed too often, but have never mnaged to confer invilneability on a
party. B : . : ; T .

- The K¥11' Rate runs, around 304, but the permenant kill rate is very
low, mostly due to the availability of Reincarnatcw—Dbut- Few players who
have experienced my system Great it as a free lunch. '

The incidence of monsters and traps designed to maim a character
(Undead, Rust Monsters, 37-crock items, Characteristic Drainers) or
specifically Lo take a charvacter away from the player {(Various Godd,
Bigher Demons, Super Undesd) is extremely low. I don't need those run-~ .
ning around to feed my ego. On the other nand, things which the player
sends his character into with open ayes (sitting on a Black Throne,
drawing from a deck, having Reincarnation done) which might grant nice
bennies alsc tend %o have quite sharp and nasty teeth, e Wish~proof,
elc,~~but -a player is sekdemiforced to deal with them,

I believe. that the emphasis of "gkiiin over "role-playing" -4is an
artificial situation, The character develops their own personality, and
should be .played accordingly (just as the personality should be comsis~
tend with the alignment and chargeteristics of the'éharacter}; but the
characters whose persconality does not allow them *o develon skill in
edventuring will not survive, or ag leagt not advance too fast, in the
game ary more than they would iw-an actual world,

I use a double~handful of ménsters cutside of. B&D book II/Grayhawk
(around three dozen), Most of those are from the other suppliments or
the Tirst few issues of The Stratesic Beview, are mythological beasties
Left out of those sources which 1 felt belonged, are the 12 dragons to
£111 out my three Dragon Pantheons, o a few interesting. Lycanthrope
types, None are designed to fulfill s specific way Lo confound or des-
troy players, . T L - o ' '




I remein convinced that almost any creature (as opposed to Demon,,
Elemental, Undead, etc.,) or subeclassfclass can be played in DZD sg long
gs Lhe exverience required as each stasse of bower is the same £8 Ghet
which a splitecalsgs human would need o re the same amounc of power,
All too often, the person who develops a new elzss tends Lo PUT in nume
bers which look pretty, rather than atlempting to actually guage the
offensive and defensive power of each level of the class, This ‘35 res-
poasible for much of the unpopularity of new charscter classes,

As far as the character vs, the arsengl-~where ig it writzen that
a powerful magical item can't be used skillfully? A character more POV
erful in levels seeks riches great enocugh to be guarded by monsters who
ratch his power, and the character more powerful in weapenry wiil too.
As long as the item doesn't allow the wielder to blow an adventure!s
worth of monster!s cut of the way, it's not a problem. If it does, yeu
have s perfect right to refuse ita importaticon.

I have a reason for everything I do. I try te play fair as a DM
and as & player, and I try to Xeep an open mind Se match my citen open
mouth, I don't restrict wy gaming to those who totally agree with mej
there ain't no such animal, and there never will be. I have played in
Tenmporalana and enjoyed it: the evedence is that T could play in Edwyr
and enjoy 1%, I feel no neéd to imitate either,

0f course, the above is my own opinions, prejudeces, and sore
points, I claim none of it as Yproper--the nicest thing zbout I&D is
that you can #£ind people to play almost any style you want Ad WAL EEY
A FepdgddrE, still, 1 hope that the above will help the people who
read my articles in this and other publications decide how many grains
of salt I should be taken with., I have been knowa to contradict myself
oh many occasions~~I'm 1o any more perfect Than the next grifsiv PeErson,

A TAD OF MAGIC FOR YOUR CHARTS:

& good 37 spot on a Mige, Yagic chart can be filled by The Gems of Af-

fect. These are seml~precious stones cub as one of the five regular

solids (or a sphere for the "one-sided! gem), A second %ile roll is

used te determine the gem type, The gems are usable by anycne, and the

number of faces which glow indicate the number of charges remsining.,
Roll # faces Gem Type

01-40 20 Reincarnation (Same as the spell)
-5 42 Stone~-Flesh (does not do.Flesh fa Stone)
66-80 38 Clerical (Cure Disease, Cure Serious, FBeubtralize

Poison, or Raise Dead)
81-90 6 Restoration (deces pot do the reverse)
91-99 I Raise Dead Fully (doesn!t do the reverse)
o 1 Yagnificent Reincarnation (this will do a normal
Relncarmate, without a body, and irregardless of
eny Tine print surrocunding the death)

%—gocd " oroakh item for Mise, Weapons is the Arrow of Protection., When
’5?18 +2 arreylhlts its target9 it deoes nc damage, but acts as 3 com~
ined Protection from Bvil/Good and Protection from Normel Missles.

35 Qayefful'Rings can be obtained by substitubing One Wish and vari-—~
48 Limited Wishes for Thres and Many wishing rings.

‘N?Xt time, I'11 see about putting some more substance in. Till
: he Mystic will mutter snd plen in his mystical den...
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CRS/tFW...Fage 2

technolesical iten which has been tried

diffizulty in

reaction does not function. The only cths:

Was & nerve gas grenzdec...it alse feiled. I have found very 1itil

keeping technology out; the trick is Just to be f£irm about it., One wmight

the technological items do not work, but then might alsc ask why the ragic dess
I trust I've mads it clear that this is not something I!m going to conecern rys

about./ //Vo“r solution once you allow technology is laudable....keep it TEra...and it

apparentlj works ///I thirk that you and Gle m are both missing somaihing in the
magic vs. ftechnoloxy arg“cncn:; what is the history of the soclety?l If the soclety
w2s industrialized vrior to the 1ntroda0uloq of 23"13 (the grOLAds from which Glern
usuzlly argues), or if magic has just been introduced by interdimsional travelers,

o

asl vy
"

one gels vastly different results than (your grounds) if the socieiy has been running
for some time with magic (so that magic is the well established arit)}. CHESE ARE TWO
DIFFERERT GAMES!  Advanced tech can be indipencus with magzic 1ot i

I just do not like the intrusion of tech, so I don't allow
to handle this wmy, for roasons below. ///np zgida; to sitile
kind of sociely ariss when magic is introduced into a non-magd @ ,
where the adventurers are, at first at least, the only ones who can use
Tho germe Tell you what will hapben.....this does, of

of course, virtually
he 1§ forszkes so“, ot Bl accustcmei control over the Tlow of the ra_u,///
Or o8 adlng aEy from things like rifles is the ezsa with which Anyors
2 of thelr exlstonce may use them; in other words, thay co tend to lead
vy i

i1 - 21 o s sy g Gy J'"rﬁl o e .
S oarries..s.cf history of ihe Napoloenle period.///All of this is
' ag the beginning of an arguernant; 1 hope it

5

(3]
Howard and Burroughs re the chief inspiraticns for the fantasiss tha
world, ///fouM ire?lnrﬂ are different than larkr mine aprarently; I don't enjoy just
guarding the IUs in the party nor, for that maitier, cutting down waves of Kobolds
with a super techno weapen (ez., a machinsgun)...it!s not loﬁlc, itls tasts.///I%11
bhave to dig oub back A&¥s to sece your spell system but I didn't aim the comments at
vou (about balance tetween character tyﬂes)..oulb s alse not the type of thing that
one can analyze by looking at svell systems and such...you have to play to fesl it
(or at least, I uo)

5 £ N - o o ' — f
Flaming Shew ~ Sheesh, half The zine o respones Lo moe; I feel flatiered, I think! /;
485 your game iz shaved by your dislike for bonds, my rame is shaped by my recognition
that there are hou is upon all things. As Norbon and Harrison served to inspire wou
i Tk [ 2
El

Flowing Pierson ~ I think I'd be disturbed if you did agree with all thai Mark and
I said, considering the fact that Fark and I don't completely agrec on the matter of
how a D¢D game should ke run.///Right on about characters interacting 1009 w1bh thair
world.// [Rolls supply the physical aobectq of the character as well as those nton—
physical uSPECLS which the player cen't supply (macic using ability and clerical
ability); how strong are you, what is y ur congtitution, your deoxterity? I roll as
a way of determining these. /[//I aon" object to role-players as ruich as I object
to the use of VOWe~Dlav1ﬁJ as an excusz for not thinking, or worse, thinking of ways
to de the wronz thing. Hells bells, scme of the folks writing in this zine roll dice
to see if their characters will say what they think up...and thet in some pretiy
dangerous situaticns!///I, for one, an a person of many mixed-up emotions and mal-
titudincus moods. Lach cnaracter I play‘i- mr, or a reflection of some part of me...
; thatls it: I fantasize most
5
3

perhans out of feevs, but ;
of what my characters zra, ; £ wed Tizhters, some dedicated clsrics,
7hat belongs to others.

some vielders of rezric, othe =3
p w0t fully understood

ns
3
o
i

ey

as to
wel. Org

13

rzincarrnation that brought the
;amegqocana udpt rat B log wo 2 one that tock nim on most of




GRStV asPare 3

Kondor . . o don7 2and Wy
In ry desire bath
aid lsst time, I ih
my worid, as wall aa

ﬂmtAmnm1ﬂMtdwu _

irensions, oub tisr: Is o
=h % w‘at is known is that cnly one in ten of itk2 shins

which devarts the homeland ever makes rort in Kendor...a fact that is usvnll

: s ters infesting the waters off the Kendorian coastal ol

hy
P
¢
©
j—
\.J
f','
6
1]
b
[
8
B2
=
‘0

The homeland Trom which the players cowe is known to ba relatively mountainous,
so most of the players arrive as somewhat less than excellent horsemel...2 facsh
that offen drives yleﬁ ¢ crazy! In addition, the players are sssumed to have
left their homeland because of population p assure there...and arrive with
place in the socicl ordsr of Kendor. It is for them to find a vlace in that order
that is a 10% of what the pame is zbout!

Kendor is the chief city of the Duchy of Kendor, the remains of a
empire still fighting a battle with a tribe of bLarbarian horsemen call i
The Duchy stretches out from \endor for about one days travel (20-3C nile

directions; within the Duchy, law and order more or less reigns....zt le
are patrols from the various border nobles who try to meintain a uemblanc& of
erdzr, EReyond the border rarches lie the holdings of Rober: the Snake, Theolore
the Bull, Theodore the Bear, Black Bart (brothsr to the Lord Tessus...and his
archenary) and the PaleErPh of Minis Veritas (whose holding borders ths Great
Swamp of Kendor...z strongnold of the Servants of the Unliving and the Undead),
Hendor itself is scmething like Cons anlnople. everything can be had there (som3~
‘imgﬁ ilieoall y, for the right price. The town is in a state of uneasy peace, the
Tuke s poace, impossd upon the Churches to insure that the final battle tetwern
IM: and Chaos dozs not spoil the town's business,

L

dungeon near Kendor, nor is there one to which overland journies

zular basis. Instead, the playsrs are forced to enter inte th:e
ately. Socme choose to work for Seras and Deervuck, great merchonts
me apprentice to MUs of the Collegium Arcans, Uther" taks service

i he nobles Scme have gotten in well over thelr hesads,..and died as a
re Ve Cthers have buen lucky and survived to make higher levzl! But ew
thus far who has played in the world seems to have enjoyed the feslins that dﬁath
is always at hand...and that klngaoms are there to be won!

> on this ;ﬂan It is ro"r something which can, persay, be tau
be taught ths form, but it is only inspiration that enab7es ona to ua
Thus, whenever the MU gets a spell, he specifies which one he wants and rolis the
die vs the chance known table in GREYHAWK; if he makes the roll, he gets the sacll,
If not, he tries for another spell until he gets one. I find that this introduces
some of the randomness of inspiration into the game.,

A1l creztures have the capacity for magic. Thus, whenever the target of 2 sprell
rolls a natural 20 ST, the spell is reflected and the MU must make a D2C vs his
Talent (some call it Inte¢lLsence)g 1f the roll is not less than or egual t¢ his
Talent, he must make 2 ST or be effected by the spell; note, he must fail both
throws to take damage!

More mext time mayhbe!l
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Being the third contribution to TLCC by Kay Jonegt %00 ﬁdvey Gien ‘Rd,
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such a state thL{bjdhn Hfadld¥ ' § cRdtacters tane bag% Tromt dﬁ .expedition "
to find their home 1nvaded So gulz;c and friedds" accepted a long stdndlng
AR at ford &nd’ took’ 1efuge inGAETan Wlth tié Finégle proup for a
whild to Work ‘out stféfe?y and '"Féldartdh a Few spélis.: Yinde'the gn@up__,

. consisted '6f a numberor Tlidnor8g, +twd 'PETHAEE drafons’ URE B g " sy,
and a pewter drapon (Shiggoth the FVEr~Dy1np) the castle wag a bit over-
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EYES -IN-PARENESS »:ido don 107 aomgbe J 0% 0 mf preead ., auge 3-'"-' .

- fThis leritterocoisistd Y64 a  Gifiber - df’indeﬂéﬁ&dﬁtﬂ"ﬂyesﬂ in‘a synblotlc
relat10nsh1p with a Sentient Mist., The mist provides protection,. Whl}?.;
the Eyes prov1de a dlstance weapon, 31mllar to those of 2 Beholder.,

IS J 4 s AR O i Akii
Hit chez 1= 20 D8 (mxs%} i1 Dé ) A“, o Bo e g o ome “ERHE R soned ‘i‘ r))f!; :‘
Armor:Classt 4 (mist); v(eyeﬁ*iﬁéth ‘Bet déxféfity bonus, 1f anj’;H o
IntelX¥igence:’ 12 ¥ Pg _’ff ! ’; ) e e o
De‘ﬁkerlty‘ TR op@t At bl Tl o b amarieie ¥ o s ‘:,"‘i
Move: Level love P T
1 -5 iz _ . )
6 = o SEgpd ik #Tyldan ppnsr 2nng: o 5 =5
i1 - 15 3€ _ ] . .
AL 16 - 20 Pyise “‘”48 Freeitid iy ZairDoapideercs o3l rmmptor.. . .o n‘ o

Attacks: - Mistidoone! ‘pEr “person” enVelopeﬁ;*'Gnce it’ hlts, 1t must roll ‘as
to:hit vs. AC¥@=to: ﬁema:ﬂtﬂt%ached‘5d01ng‘r Hg’ ddmage per'round in dnsi -
atbempt to stradgld the vietin. Hludw s RO e “"',”d: L
nootiee o -0 hiag J<dbnfuéfdn4 db§trdc€§ view S0 thdt any detV dftadk rofI of
2 or-more undertHEWumbér hd¥dda v Hilt! (or'a n&ll of " L in any case} hgs
a.30% chance &L HItHINE anothéry party Mémher” envefoped fhls prqbabl;lty
1mcreases;byul0% 'f or-téach rebe of‘the’éﬂvglcpediﬁﬁdﬁp over 6 people._”,
it fin coreniichy mepion i sIong o Tyoritiicers & aluog. s -

Eyes'~ Monster thas leone. Bye per‘h1ﬁ”dle. E’Roll DZO and plck from

the table. NoteéthatJdup}rEAtPs ARE possfblé,— de ot reJr011 1f they_
OCCQB;, 7. g Yimti i T - TR R “ti, 03T DR R r] FAETG b o 5 =

. oy - 4 -
i ; - — S h0 EA oy vy [ I: ki TV Era
Tr oepav e snead 2l i o anitiiuol} = L TR S B 5 O S ,.}j

EYES l-}AntlﬂM&glc Péyx(as for-“BéhoXder)y - - 0 masen G ierie ;’il phaet

2.5 . Rispe koMagie. Mgy Hids -5th devel HE L vy mons%er iéVeI 3  Hi ﬁé@e
higer.) Laeeris ot mais o iy wense
. 3: HBaste . s s .
Thags, rfﬁ‘} -;rSlow L oagnigem T B YVt SRR TTC U I SIS N P AP SR P S P '5-""'“'“ "

-p:@bﬁS.LCeld,Rayl( ﬂwﬂﬁfbevel}ﬂf nonsterf dingle target ™ Liimnve at"%}_”i
6: Lightning (3, ‘D6 /level -of monster Dimensions ‘&s 'spell) Afup’ e
7: TK (as 10 th level MU or level af moristers, whichever is Figheid)’
8: Evil Eye (save at -2 or drop one combat class for melee)

S: Hold (Person OR Monster). ., :; Fh G CWETL, . vhood SRS

1G: Phantasmal Forces 7 7 e
vaibd 2 Disintierate . Coocal T L by h Lr:-;-;'i. Hop :75-_1'{-.‘} g el 5

12: Repulstioni: -- --- - i’ sis g o0 R R e Do WY BGER Dk

13: Flesh to Stone ‘

14: Monster Sunmoning IV e swasmiy ¢ ol



15: Heat Ray (1 D6/level of monster.single target ~ save at -4)
165 Maze S e s ks o s L o
17: Ice Storm R ST AL Pt T A
18: Pypte¢§1og/qurma1 migsiles . L '
19: Confusion S TR RAE ,. LS Y IS TS S A
- s 20: Polymorph Others. o ondiiE S st R A
Eyes are the size of a man's head {they look rather like 51ghted bagketballs)
and may. act independantly, HMist covers an area of apprﬁklﬂatelv _ 7
(6% 1evel/4)feet in Tadius, A e Y Y
_Thelr natﬁral a111 nment is Neutral, aithough ‘o€easionhal chaotics specinens-
‘have heen ‘found ;én&”they'are usudlly lodated in'didngeon rooms or caves.

Wander;ng-unes_iya;Farely'encountered, ‘and’ dlmost always at might, - + sl

#Te E x PR T M A S R e L B

Further developments on the random room generator will have to waing x
I haven't really had the time to WDrk on then. 'One ‘rote - the onky R
surfaces capablé "of being maded 'df packed dirt ‘are Tloors -~ substitwie i
"metal™ for "dirt" on tbe wall chart. Oh, yes - if one wall is made of a

particular substance, there is a 70% chance for each other wall ‘that = 7°
it is made of the same substance. Hrmm,...guess that's THUO notes- Oh Well‘

P 4=
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MARK.SWANSdN In re Weres._ Might_l suggest 1)treat1ng monister§ 61" 4+ Bl w2
hit dicé ‘as t*magu:" weapons , VdIK6holds with silver plated swoﬁds,s} e
traps., Poor Asharin the were-wolf has bitten it from_such thlngs in

the Roost so many tlmes I hear he's con51der1ny sfartlng all over in’
human form. .U ( d o | sunpoée ‘the’ Hell ‘héurids may have had sonethlng
to do with that.) e iR

LR R

NC5: Strategic Nuclear Weapons mean nobody's LEFT to say they'ré?éorryPYJV

KEVIN SLIMAK: I believe Stormgate contains a chest trapped with cold blasts

aimed at the 35%- 40%ngles...//On tactics — do you norrmelly run parties of
2 - 3 high levelers plus. 10ts of f1rsts9_ Frankly, the usual effeet of
using a low—level thlef as, po;nt man wohld seem 1o be to lose the polnt
man whenever you hit anythlng in front of the party.' That and to 1nsure a
delay of at, least one melee round before yoﬁr bést fighters can close. y
"And if ‘the’ enemy ‘Have' @is t@nce weaponso..' leen any meathod of detectlng
traps. Bg?fgr than %alklﬂi intn“them, it’ migh
frontiﬁﬁﬁ dfe da ble b sﬁrv;v1ng attécks and doing damage, and ‘save the;
low-1ével ‘thief for' ‘opéning’ traps. // If your first wave of attack ig '~ '
your low leve}s, unless the opposition is relatlvely weak (and your

party too powerful 1n the flrst lace) Fou are going’ to lose the first o
wave. ' After 411,7"it the Fight' 35 100L1ng Teally bad after the first melee
round, they aren‘t poing to be ABLE to disengage long enough to let the

better fighters in, plus blocking any area spells, wands. or whatever your;
_mages are trylng to thrt:sw.L “ies e =

F Pew s v e P S i3 i ey

WE PAUSE HERE FOR A PLUG: If you haven't seen the game "Cosmic Bncounter™

yet, by all means try te latch on to a copy. It's one of the most delightfu-

11y funny games I've .encountered s;nce_”Nuclear War It's alsv .

about as hard.to explaknuﬁalésp-- : Py o iﬁ?z!lw” : © o ;w
v BRI IF=¥ 4 £3 RS ! i HUol sl

JCﬁN SULLIVAN lety,qowerﬁ,u Kbepwlt up,u

CHARLIE. LICE:: My, what;aslovely idea. If Tevel' flnd the tlme to rev1se
my tabies again (agaln, agaln again...} I'11 have to try 1t., '

Bye, all. save —~2-
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First,. my apologies for not being present in #2, but a trip fo DC -(+o:
meet John Sapienza, Lee Burwasser, Joel Davis, and Regina Cohen.and to. ¢
renew ‘acquainfTanceship with Dick Ehﬁy,,Sherné Comerford and Dan Rierson)
Took, up- what:time that preparing for GenConWes+ didn!t fake. -1:.have-
acquired a copy oft All +he Worlds? Monsters, The Arduin Grimoire and

D&D RéFIgitéd - Basic Set. Maybe-someday whem all.ihe copyrights

have expired some genlus. cum computer will be aple to integrate them

atl apdsproducéasomefhing-Fefaffﬁéi?feasy to use.. :

Meanwhile %o‘make complexity s+iil more multiplex, here’s my lates+ 7. il
contribution L . s v o8 B 2 '
A DECK OF MANY THINGS (few df them gross)

This is not modeled on The D&D deck but extrapolated friom the +radi-
Tlonal significances of the 52 card deck as recorded .In TARGT FOR THE
MILLIONS by ‘Sidney Bennett, ‘Sherbourne Press, 1967. .There .was an
earlier version of This but at the moment it seems, to hawe strayed
away from my Nyosa ikij+: Luckitfy 1 stiitl have. the basic.reference work
close 2t hands. = ds F oo L o : '
CLUBS. 2 Heotq priball ewta o g Bgeg
Ace: Acquiré Crystai BT 'which allows user ¥o project Phantasms +
level. Carrier/owner mus+ save as Ist level, .vs..lilusions of any

sort. If not used'ofice/expedition, Crystal Bail vanishes.:.
Two: Persoen.wiitt be'ifivited to Join hnexf.soclal gathering. {feast,

parfyyietc.Y ha encounters! b B o -
Three: Person wiil be rudely Ih$q1?ediby,nexfﬁpresfigiousuperson S

encountered in the dungeon. A fight is almost lpevitable. :
Four: Charisma +D4-- &1 - S T _ -0
Five: -Person will Fight/speélit ‘as, Ist level unhiess given most powerful

magic item avaijiable to party that he doesn't own to -use for dura-

tion of exsedition, @ 17 _ L 5 4 s gk - TYVR
Six: +i0% chince of ‘making & good impression on others. ,
Seven: Detects don't work uniess spacifically concentrated on, FEaE
Eight: +1 vs. such spells affecting the emotions as Fear,  Lust, etc.
Nine: 7l item 'of jewelry worth D2 K GP, ; '
Ten: Acquire a Ist level apprentice of the same species.

Jack: Acquire a Flesh Golem servant. & n .

Queen: abidity:to summon crce’ and once only a 12+h level Druid. .
priesftess. Depending on'fer F*eaction +o +he basic situation, she
may-:heip of. s¥and aloof.: R CL mee

King: AbidTty to’ summononce and orce only a I3th leyel Lord, who

places primary-stréss tah loyal+y and honesty To assess theisitua="
tion and either heip or stand atoof from the summoner. i 5
D AMONDS ' kAR ' B S

Ace: a bracelet worth I'G,000 'GP whibh confers ?He~aﬁiiify‘+o;#ead -
magic and -languages., -~ - . ' L : et

Two: inheritance of [-10 hundred GP

Three: 2 Lawyer with some sort of document apparently or fruly per-
taining +o person appears. (lInheritance, marriage license, divorce
license, lawsuit, business contract, insurance, etc.)

Four: 3-18 hundred GP

Five: -3 vs. Charm, Hold, Suggestion, etc.



Six: Goid-pieces owned. doubie. ® s g

Seven: Will always be -2 vé. next spell falls to :save .vs., . unless 7
set Quest by Patriarch which is fulfilled. . . . L

Efght: Reacts to ego weapbns as If Three !evels higher. ' '

Nine: .One Wish o

Tenz - _Must spend’ nexf DI2 months faklng oare of estafe In Town or be L
umprlsoned .on dccdunt-of debts. contracted by parenfs‘ bus:ness f e

Jack: Person may become MU or Cleric-if so wishes, .even if INT or
WiS is normally too fow for such ar change. Unless does so, W{il
be . ~3 vs,. spelis. g

Queen: ability to summon once and omnce: only a IZTh Ievel femaie MU
who is passionate and quick-tempered. ~She will. help +he. percon i
she. finds himer aTTracflve, attack himer if she finds himer
annoy;ng/repuisxve _

King: Ability to summon once and once on%y a l3+h level Clerlc who'“”
is deeply religious,tends fo see things :in black and whife. Will
help or attack depending on his assessmenf of the situation.

HEA_RTS ' ' ; # oo I e oo Rt
Ace: Person will find a mate by whomshimer will havechildrencn or Y
.immediately after this exped|+ton.4 iy : o Lo
Two: a map : o -
Three: Person will be -2 to Charm, Hold, iltusion this expedition

Four: Gets 10% greater EP for any action fThat resul+ts in rescuing a’
comrade from death.

Five: 1f person has any weapon with high.ego, 1t .decides it disapproves
of him and wighes fto gb to someone else.:. e D R
Six: a clue o +he whereabou+s of a Map 1o Treasure

Seven: Parson is'¥10% to have his fumbiles injure. fellow party members.
Spelts are also +i0% To affecT tellow pariy members insfead of :
opponents.

Eight: One M|sceilaneoﬂs Maglc {tem usabie by person

Nine: .one Wish (Though not for any magical item nor for Treasure}

Ten: . a mgssenger Arrives from a favorably d;sposed -and high status’
non-party member Hw T = ‘

Jack: +10% char:swa to aTTracflve/ed gender

Queen: abilify fo sdmeone oricg:@nd once. only a !2§§ Ievei ElF
Cleric (femaie). She assesses the sifuotion and dedis with it as
5he sees fit.

King: abifity to_ summon once and once only a I3Th,, Ievei Merman Cleric
who will assess the situation and deal with it as he sees fit.

b

SPADES ;
Ace: Strength +D4. Person may change specna%:zaf;on at this point
to Fighter if hesh, wishes.
Two: Lose at random one magic- itTem's use for D6 mon?hs.
Three: ACQUire“a’jewei worth™5000 GP which if broken releases a
Power Word Stun affecting all in area but owner.
Four: One Potion of full healing. (one dose only). Heals all HFP losT
Five: PRerson must change specialtization or be under Geas not to go
out with any of current fellow party members for one year. °° il
Six: Person Is -3 vs. Fear. : ) : L "%
‘Seven: .a,mep. Coeelp - s T
Bgght: +104 durrent GP held, +3 vs.. Fean. T
Nine: Pérson loses any' €urseéd or crocked mag;c i fem hesh hés- P R
1 there is none such, pérson- losés- ong random minor mag:c‘ifem"
tf nore such, a random magic iTem, ST

T

Vi omd ey
b i

L. oyl -



Ten: Person is surrounded by a Prismatic Wall. Archi

-Jack: Person acquires an Amulet of Mifitary Advice, aiving aood . lowe
advice on. large- scaie-sfra#egy and. fac+|cs Useah;e 3fime$ page
and them vanishes forever. -

Queen®” Ability to summon once and onceronjy a- 24fh iev94 Frghfing

Lady. She is regal-but cold In- manner, strict in her alignment
(DM's discretion what it is) but generous. Has suffered a great
toss” of:an ireeplacable. loved one., - She wWill assess™ the situation
aha: help or attack the summoner. ..

Kings abiklity to summon.once and .once- only a. 26+h Ievel Lord/CIerlc.
He has the wisdom of Solomeon, but is stern. He repesesents law -
and order. He will assess the s;fuafron and act as he sees fit.
On returning home from GenConWest, | found on my doorstoop a copy

of D&D: +:Basic Set (seant by a loyal and trustworthy A&E subber, not
by TSR). ".As most people .now know this is 8. 20x i, 1t has few of the
old typoeg {{though TSR still believes in paralyza?ion ‘rather thanm .

3

paralysis) and fewer new typos. Its organization .is. spo+?y. Mons+er§

are now alphabetized, but there is no overall chart as there was in
D&D Bk 1t giving a general summary of monsters By AC, HD, % in lair,
etg.” Spe!{s are now a!phabe%lzed w:+h|n speil Ievels (and thgre_are
numErous new spelfs) ; - . - e

There are aiso qu;fe a few +hangs +o nlfplck Thls kIt among i
other. things says that the Kobold- chieftain: fsghfs Elke a.gnoll- buf
omits< anywhére to mention what, gnolls fight Like, //1T says: "Mggic f[
users, bf ‘¢ourrse may be either good or evil, Jawfu! or chaotic” -and.
+hereby gives the :impresslion that they. can'f be. Neufra! There are ..’
quite a few tidbits about various monsters/spelfs Tossed ‘in_ through '@
the book but net found in the listing of That spell or monsfer, as™ -
for instance the fact that sleep requires a grain of Sand to throw or
+ha+ zomb!es are poxsoned by saiT. :

S Some ?idb:fs of (nfermaflon Dwarves defecf Traps efc, I/S:b?.“
the  time, not invariablg.//Thieves are as |:kekv to steal. from their
own ‘party as from-others.//A +tinder- box costs 3 GP. [/Commcn i1s.-the

language spoken in common. by.Elves,.. Humans, Dwarves and Hobbifs*;even-;

most -ofher -humanoid monsters- don!t. know it. /7B melee’ round equals 107,

a melee turn 1'; a non-melee +urn 107 .//Magic swokds, shed IIghT //DM ’
shoutd roll for wander;ng monsfers every Three +urns /J {

may make sciriclls of spells .they know at a cost. off, 1006P and one week,

- Maglc sys+em is Greyhawk sfy!e.! So are. EPS and HP;, BUT aj¥ MUS?

per level of spell and carry. these scrolls down .into the dqueon.uff;;-

Such scrolls can be used on!y once but don't need Read Magic to use.

Mogt ofi-the old spells remain the same, but . DETECT EVIL now detects

an "evi ly ‘enchanted .object,” CURE LIGHT WOUNDS How fakes. only ong, ;-
round and:-'so can ‘presumably..be thrown during melee, HOLD PERSON =~ ~

it

holfds victims "rootsd to the spot unless released o spell . wears &ﬁf*”

One’ of ‘the grossest new spells is a 2nd fewvel Clerlcal KNOW ALIGNMEHT
which tells exact -alignment -on_ the four~ ~-fold; path .and . also lets +he p P
clerie -krow thow lawful, chaof:c, qood, ev:i a creaTure !5...and whtch
way ia - neufral persen is -leaning: g=‘- ;Qy- oy

b W
e

Ihere is a.detailed -and -useful secT;cn {p. 19) on Flre/BurnLng
1O|f and ‘Holy Water.//Light weapons may be used +w:ce/round normal
once, and heavy.-every ‘other round. Crossbows +ake +wxce as Iong as?;
sfandard bowsand -apparently do equal damage.. : )

P



The parry is introduced.as an option, and rules on retreat are codified.
//Thé melee phase system of -EW is notf introduced. Standard order :
twithin ar comBatlor melee-round is prepared magic—*mrSSIle——meYee.
Missiles seem to be forbidden once melee-is-joined, ‘or at ieast The
DM is encouraged to have Them h!f all- combafanfs af random.
Qui+e a few more freasure types are given, bu+ as before there
is fic ‘explicit iratiagndte as to what sort ‘of monsters get what sort
of treasure. (See Tantlivy in AZE #26 for -my own: affempf to give some
sor¥- of sys?emcﬂvrarﬁonale +0 freasure Types y ]

Scrol[s are now given The mpflon of ‘having poTion, ring or wand
speils on them. Aside from that 1| didn'tT notice any new freasure
types. oo

Note “that the old= sfyle D&D (currenfly rénamed’ Origlnal Dungeons
and ‘Dragons; Coliector's Edition) 'is to be séld for $14.95, so if any-
one wants :a spare copy (for a friendperhaps) of the old ruies we have
all grown famitbbar with, it would be wise To geT Them now if you ‘can '
s?irl find +hem at $iO - : ' ' " AR

1 e i gt

. =My generai |mpression of D&D Basic Set was' Thaf it was very ,
pretty . I'f-you care for $uch things (I don't). The dice supplied w;+h
+the set were sufficiently rotten that | threw them out. “They had’ h
bubbles on the vertices, bumps and depressions on The faces and noT
much ink on the numbers. The organizaf;on of the booklet Is rather
better than that of the origingl set; but nheeded Tnformation Is still
scettered about and not cross- referencad so that {'d judge 1t very '
ditficult for.:a total beginner to use +hls witthout guidance from an.
experlenced player. !

g o i o v

Nicolal Shapero: given that D&D werewolvés are 4th level, 1've ‘always’
had player werewolves top out at 4th level also. [1'd be Interested in
your rationale for allowing player characters to do more damage per
bite thana standard werewolf., (Std& WW does 2D4, 9+h level Shapero
WW does: 2D6). Same queries as to Werebears and werefigers and such.)
In general 14d assume a were-character after topping out adds | HP
per leveliand never increases damage done over that done by the stand-
ard represen+a+IVe of the species save on account of ex#raord:nary
strength or magic:items.//Havé you noticed the Blackmoor specs on
Lycanthropes: "Add 1-3 points To STR and CON, but feave the rest of
the ‘charactéristics alone," seems a reasonable way of handiing the
characferfsfic change thle keeping the -sense of a sing1e person.

Siimakw A rolﬂed Charisma should be a Kint to the player to' ptay his -
- character as befits the Charisma, "(So of course should ro{led intelti-

gence and Wisdom.) 1f the player talis down on the Jjob,’ sureiy the

DM will find.a way to change the charactersstic.//What | Try to offer

pltayers 1s not experiences but suspense/mys?ery!wuerdness ‘Ideally

they should emerge from the dungeon somewhatly fredked" out rather

+han merely afraid. At one adventure at GenConWeést, for instance,

an’idiot C€ldrie drank a potion which transdormed h:m intéra Bcnsai -

Rowan Ent. Later he insisted on ileaning on a spear and sincé it was.

a pointed weopon and he was still nominally clerical promp+ly fumbied

the whole thing'and Instead 6f spearing an Owl-Bear in a Web felt into

+he Web on top of-him.- "3 HP -damage to The Owli=~Bear from being faflen

on;: 4:HP démage to-the Rowan Enf for Twng breakage, efc.

[



Kay Jones:i%0oes the Wineskin of Holding hold only ten quarts Archi
of wine as one quart--or ten quarts of any liquid?//What i a’~ “{owe
major limb and what is a minor fimb? | assume the neck is page 5
major and the tail minor, but the rank of the legs and arms =~

remains unclear,

Shaw: The EE-Smith Lensicould be touched by anyone when it was in a
satisfied condition--i.e. on its owner. I+ was In a dissatisfied state
when not on its owner, but crembled to bits about an hour after its
owner died. The Lensitypically acted as an amplifier 6f its owner's
Tatents :but-had ‘the additional properties ©f giving him |)-Speak and
Read Languages . (including todes and cyphers-and 2) Permitting the”
powerful Enfity who had constructed the Lenses fhe chance to observe

In full detail-anything taking place iIn the vicinity of a Lens-wearer.
Note that going up a stage requires a high constitution and is acutely
painful, 'The use of the Lens for Locate Object, ‘Hold Pérson, Teleéport;
Telekinesce, Dispel Energy Field, Cure Critical Wounds, or Pyrotics’ is-
unprecedentéd In the Lensman Saga. They do, however, give Speak 6 = -
Lifeforms (includinginsects) as a-virtue of thelr Speak Languages 7
field, Ra 7 B ’ a s

George Cole:  You omit to mention species of your whorehouse icfew. -
One of the more popular Establi shments in Nyosa is the Dopplieganger-
staffed House 'in which you can find yourself having sex with anyone you
desire...inciuding 'vourself. There's another Place in which you ¢an
for exftra-monéy arrange to be polymorphed fo any race for the evening: ™
and .bave a partner of that race. Ever fancied finding out what fhe
sexlife of.a-Dragon might be like? o e, = :

gark*Swansona Hello there. Wonder what your attitude would be to a
warea D&Der | recentiy met who claimed i e “dre - 33

R TR U T TS R A R YD G

;ould pick up-a Snake'STaff_and break it across . his -kpee? My feefing™
gs alﬁqys'hegq'ThQT_Snake Sfaggs and .all. other .Staves are .enchanted

wood aqd{qr méfai, but NQ more unbraeakable -than any other wood/mets].

iiff ?a(r: Enqoyed‘your handy dandy guide Yo opening chests but you
rgoT one vital point: Always Check around for Another Way’ln-; There

gay pgjarhfddenfsecref}ggy To open that chest with fhe~0bv?ous‘éock

C::n%‘;TfQQegmably ppoby;tragpeg.‘-ﬁiso, if the box/chest is not movabie
rerully check out the ceiling directly over -it or the wall beside 1fi
O ST P % . i . COE R ok ek ERRE A

e

While | wait to recover m ' ntosk :
_ Sk 1L, e Y copy of TLCZ from the Mclntoshes. 1}
:iﬁfign;gha%_ffye recently been plowing through Chivalry % ‘-:ZOrccé-,';-ffr‘%xffi't‘:l'i
3 g?-do~‘§v§ §~char§§+eg sheet avallable by the +ime peoplécread +this, -
:nnﬂfhe gamg_infrjgu:ng,,like a cross between EPT and EﬁGarde-;iu;%h'
& few“???@?“f?;of D&D mixed in here and there, y B ' o

Chatacter creation takes about +wo hours)’ Characters can be
fighters (Knights, Sergeants, Mea-at-Arms, Yeomen, etc.) of N a- o~
‘Fighters: {merchants; tradesmen, farmérs;-hérBSmen;”cié?gy,'efc.ﬁ.’jﬁny'
gﬁharacfer may if his alignment is high enough, enter Holy Orders.;‘"
:{¥hat to do with a character with high Wisdom and evil alignment isn'?
i{ear, except perhaps make him 2 Monster:)" "Any charactér may Tf the
tars and his 1Q are favorable learn Magic (16 different specializa-
Mlons avalilable...and mandated by the stars).




Connents Oﬁ"’TE‘QC'L#é ' ,, e sxe _ ::" woags, Lo e
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Nicolai, I urge you invest in a ruler and a. paper; punch and tell

would be contributers whether you'll take four hole or 9 hole stencils

subject to repunchlng Dh yves, AQE'S copy count 13 now around hOO

a3 i

] B A s & .-_v‘,-r_v._l, %

STORMGATE HOUSE: BULES' P ppdie BE- T @ Pes pm

Preparatlon- how lang do players generally take changlng veapons
in your woridy I usually reguire .one melee round not .2 part of -one ’
round. Espec1ally glven mour rounds are 12 seconds.x

~HWhile Ilet missiles and magic go off before melee, I generally )
haveﬂat edst the maglc {and. sometimes the misEiles) hit after close °
up melee. has occurred s0, the, . fighters won't decide- to .ignore the
pipeushion or the’ perhaps now Charmed opponent. I. try4to make sure
rlayers:realizd that _our. separatlon Of- Maglc/M1551les/Melee is a4~ :
purely: arbitrary way of handllng TOTALLY - SIMULTANEOUS action. In
your wirld, dreé these actions sequential instead? s

Having seen my husband continue contemplating & computer program"f
and scrawling notes on a flow.chart when not only ‘heing spoken t& but
zlso upon helng tapped .on the head, Irbersonally question: whether a',
mage -may nok opt to contlnue hig maglc even if attacked..“but of course
he would “have’ no shleld nor dexterity protectlon and be a far~ea51er
target to.hit. I night even make him #4' b hit, (same as 4if" pérson
were attacking' from back- with: full surpriseé). Certainly: i¥ a”fighter
can getion® with his work (sw1nv1ng) while bEIHg swung at 1t seems,;
rather hard that a mage mayn't go on with his. . - '

If no matter what .your dextebity, your AC ‘can only be boested by
it for Lipoints) thenm I fail iborsée why Haste wouldn't: he;p your ‘DEX
for AC purposes. Surely hikting somneone hasted would be Aike trylng
tn hit somédne at least. four AC classes higher, - -

Knocked Down characters- tradltlonally draw daggers and attempt
to stab those kneellng over them.” In any case I fail to see.why a"
knocked: down character though he mey, be: too tlredflnjured to:get up
right away, w111 be unable to contlnueﬁto attack (always the best -
defense). - o mer e R 3 b WY e & i B
; e person in combaﬁ which “is one- on~one may Toy be able to break
off combat perzactly Dbut hesh'™is able to. retreat’ toward comrades, out
the.doory; behlnd.the mule or: the’ pillar or trap or otherwise attampt
evasive actlon. Sometimes even a run by is possible. It all depends
on strength and dexterity and luck.

L]

Snark Cole: An enjoyable zine. ) o mlog § O CEER

ey

Kay: lovely room chart. ' It wbuld llke however, to suggest very'
diffidently that there shouldi'be a greater chanee that Cellang and Floxr -
and Walls shonld correlateISOmehow in materlal The idea’ .0f & room ! '
with paeked dirt walls a metdl celllpg and .foam pa&dlng floor seems
somehow unllkely Dlrt implies & strong lack of bulldlng expertise:
contradicted by the other mgterials {unless samethlng 1s-concealed: . -7
behind the.dirt). Angd’ graffltl on either tapEstries br pack -dirnt - ’
would be a mneat gesture Basically a more cooralnated system iwould
be nice. . R . i e G g Ay le i

Blacow: : ‘Greetings éﬁ&_é%;ufatiouﬁ. . ‘ ig}'ﬁl

1. % S8 i3 e TEL ™



Barry Eynon: interesting system for correlated characteristies. I
don't suppose you'd be wiling to do up one for those of us who Jjust use
the original six characteristics would you?

You might find Chivalry and Sorcery an answer to sonme of your con-
plaints about D&DP, Most magic users spend weeks or months learning
one spell, if they can learn it. (EAch spell has a level. and a Basic -
Magic Resistance. ZEach magic User has aggoncentration bevel which
determines his magic-using level (different from his fighting level)
(but both of them go up with experience though not at the same ratio)
and the Concl.vl determines how rapilidly he can lower the Magie REsist-
ance to 0 and then work success with the spell to 1007 at throwing it
with no backfire. "Any failure at lowering Magic REsistance raises it
instead, so you can if unlucky and pigheaded work up a spell so you can
NEVER master it. And 1t takes days to weeks to months to master a
spell completely.

EAch character has a certain fixed number of Body Points and =a
number of Fatigue Foints which go up with experience.. Tou-use fatigue
points to absorb "damage" on the first few "hits"” you take, so your
body isntt actually wounded, but eventually you're bound to get tired.
And critical hits mEua ly injure the body directly, not just the
fatigue points. Oh yes, spells are cast with fatigue points. TYou can
cast 2.5 you haven't fully nmastered before getting all tired oub...or
five you have fully mastered, Then you have to rest an hour »r so.
Luckily higher level magic users devote themselves to making devices
to store spells in so they can bring gre ater fire power %o bear.

Shaw: I will mention again that I don't consider Luke Skywalker (Jedi

1st level) would meet any of these requirements: mnot STR 13+, not

INT 15+, not WIS 15+, not CON 13+, not CHA 13+. He may indeedhave

DEX 15+, but certainly didn't check it out first. As far as I can tell

a Jedi Knight is an ordinary fellow who has INT, WIS, DEX of 9+ and

canr find someone to train himer in the Use of the Force. A genetic

disposition might be needed, but this somehow seems unlikely. Of

course low DEX Jedi might tend %o kill themselves while first experi-

menting with a Light Saber (surely an easy weapon to fumble with awe-

some results) and a shrewd Master would tend not to choose such people.

But in order to do specs for Jedi, you will have to define how the

Force works enough so Force Feel can get integrated into the present

D&D mishmosh of magic, psi and whathiot. I see no evidence in the movie

or book $or such talents ag Missile Defleetion or Heal Self or Others.
//Given the Light Saber did not go through nor melt the steel ball

Luke was using as target on the ship, Light Sabers should not hit

armored figures as if they were AC 9. Metal does stop them somewhat.

Den Pierson: hello there. It was good meeting you again in DC.
Does Melee contain a gsystem for...um...well, I've been calling it the
Grab-Wriggle problem?

Fighter One has fallen prey to a nixie, say, and Fighter Two grabs
him. I generally run the grab in terms of relative dexterities and
strengths plus having grabber roll a hit (to hit) and grabbee if he
knows grab is coming moll a hit (to evade). However next round when
the Grab-Wrigpgle Out situation goes into effect is more complex. I
need someone to do up & sort of Wrestling Matrix.

Nicolai: WINDS OF DEATH. 1I'd appreciate some stats on these winds
reactions to being hit b v a Whirlwind (as by a Djinn or Air Elemental)
their effect on Air Elementals if they run across them, the effect if a
Waterwind and Purify or Corrupt Water cast on it, and similar inter-
action effects.
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Foinsettia Ave., Monrovia, 91
Greeiings once more from the City RBeyond the Bdge. At present I am
living on-campus at Cal YToly Fomona. Ny address as such iz Alamitos 1118, Cal
I'oly Pomona, 3801 W. Temple Ave., Pomonz, CA 91768; however, I will be 2t my
Morrovia address over Decembsr.

Tal-Nexus is currentlv inactive, due to a heavy class load which has
also cut down my Dungeoneering time considerably. Thave alsc branched out into
Traveller and hope to start 2 carpaign soon. Alsc, Phil Fclamee wanis re in on
the playtest of his new SF game... at least there's a month after Finzls.

This gquarter a history of tal-Nexus, zs a way of comparison
with the story of Bdwyr ) . Tre two Dungeons are both similar (in
the world idea) and different (in entropy level and Techno philesophy) s0 a
comparison could be interesting.
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Tnen came the wilderness. I had recently read quite a blt of Conan,
so I wanted a Hyborian Age flavor as well as Middle Earth. My early skeiches
of the land looked much like the Hyborian Age map, but I found a more manage-
able map to te California, suitably modified., Several splinter groups could
easily be put in the valleys of the Coasti Ranges, allowing for the "ciiles and
creatures drawn from a dozen,..universes" that gives West Coast games thelr
great variely.

Iavirg imagineered ths rough layaut T ran into a probler thet Gienn
Blacow mentioned last issue--origin ldl ty in population. While Melnitoneans
such as Lord Stendic D' Immryr it in, the specific Prince Elric did not. While

Jedi knights can be consistent with a D&D
Imperial Cruiser is a2 total anachreonism,

anachronisms. I also like to run a- consis
Ky way out of ihis was to move 211
in the wilderness called 2 City Beyond t
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e s s e NEVWS FROM MANIA

T First of an unknown number of
! g for The Lords of Chaos,
S (T = Total nanber; OCX<Xr1)

Conjured at probably very odd intervals by

Jordan Browh

¢/o Hellsgate i7J Guild

‘Hellsgate, StormGste Universs

VIA Jordan Brown

€80 ¢irsida Dr.

Los Altes, CA.

94000 :

(415)048~500 4, Call anytime if it's

- ) interssting.

The major part of this 'zine is going to be tables, as that
is what I have nost of., However; I will try to think of some
text to put in ... (approximately 40 seconds later) ... Aha!
You misht be curiocus asbout my - address zbove. ¥Well, you seeg,
gbout 2 year and a half ago. (dungeon time -~ 7 to 1 COmpresg., ) _
I ves playing D&D in {on?) the Gamedoard of the Gods (Kay Jomss' -
world). After the geme, we discussed quests and geases to send
the poor characters vwho had been killed on. Kay mentioned that
she wighed that she had her dungson box with her in D&D lard
(ref 4&E 23 for that story), .as it had all her maps and such in iy
I sugzested that since, after-all, she was going to Rainbow Dungeon
(StormGate) and using the Gateway to 4ll Time/Space for anoiher
expedition; she might as well open it to my house (vhere we vers
playing) approximately 10 minutes” later so we could pass through
the dungeon box. Then e cane. to the brillisnt rralizstion thnt -
a8 lonz as the gateway was opan, we {the players othor than Key)
might as well walk throagh and try ocur luck at taking out naety,
icky beasties. Upon our arrival at Hellsgate, I went and gougnht
training as a magic veer. I eventually ended up EAFTd¥4d apvorenticed
to Sir Micholas, one of Nicolal'g-high level wizards. Since then,
for about a year I cleaned 1ap.-.the office, swept out the stablel(sg),
neld the books, ard in his spare time Nieholas tavsht me to cast
magic, For the last six months, I have been awaiting an expedition
into StoruGate of a level appropriate to a Tirst level nase .,
Wlsh me luck.., (2 few seconds later) ...Oh, and by the wey it
was a good thing that I locked up.Sir Mcholas and applied Tor s -
job soon after my arrival, The two people who accompanied me wailted
and as a result got themselves killed in some -Xind of bravl.
(8igh... Anybody want toc do a .counle of Reincarnstes cheap?)

tmile T am on the subject, here is the Reincarnate taple that
I regently drew np., It has on it almost every areaturs that I
have ever heard of. It is also-the ohly table that T know of on.
vhich you can get a Verebear/Pernsse Fire Lizerd, for instance.
(Vhat did someone say in TLOCYZ about conserving mass?) Anyhow,
it 1s on the next page. (assuming-that Micolai getls everything
in the right order,) For those of you vho can nog Tizgure out the
rolls reguired, you should roll two sets of % dice and put them
together, one zfier the othesr, Have fun!!

Fage The
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werg RN YANTA

ROLL

$100=0599
0600-1099
1100-1342
1350-1599
1.600~-1749
1750-1992
2000 ~-2249
2250-2749
2750-28399
Z000-3249
3250-3459
3500-3749
3750-37S2
3800-33899
3900-3949
3950-3599
4000-4040
4050-4099
4100-4149

L150-4199.
42004049

A250-42T4
LoTE-4374
LAT7E-A4T7h
LA4TE-L5T7L
L5T5-4624
L625-4724
47254749
47504774
AT T5-4799
4800-4849
4850-4899
4900-4999
5000 -5005
5006-5009
5010-5013
5014~5015
5016-5019
5020~-5022
BC23-5028

EREATIRE
Same as before
Human
Hob®it

1T

mif
Dyarf
Gnione

Orc

Gnoll
Hebgoblin
Foblin
Eobhold
Iizard Man
Troll

Ogre
Kobbit
¥noblin
Nizxie
Pixie
Dryad

Roc
Fheoenix
Grifion
Hippogriff
Pegasus
Alacorn
Unicorn
Lammasu
Coustl

Ki Rin
Centaur
Minotaur
Blink Do
Werewolf/Human

Wit

Hobbit

Elf
& E1T
Dwarf
Grnome
QOxrec

5029-5030
5031~5033
5034-5037
50385041
5042 "
50435044
5045-5049

Kobold
Goblin .
Hobgoblin
Gnoll
Troil .-
Exotic#

—_— -

5050-~5055 Wereboar/Human

5056-5059
5060-5063
5064-5065
50665069
5070-5072
5073-5078
50T9-5080

Lcobit
=11

£ ®B1T
warf

Gnome
Orec
Kobold

RTLIC RNATION TASLT

ROLL

5081~5083
5084-5087
5088-5091
5092

5093-5094
5095-509¢
5100-5105
5106~5109
5110-511%
5114~5115
5116-5119
5120-5122
51.23-5128
5129-5130
5131-5133
5134~5137
5138-5141
514p

5143-5144
51455140
5150-5155
5156~5159
5i60=-5163%
5164-5165
5166-5169
5170-5172
5173-5178

5179-5180 .

5181-5183
5184-5187
5188-5101
5ig2

5193-5104
5195-5199
5200-5205
5206 ~5209
5210-5213%
5214-5215
5216-5219
5220~5222

- 5223-5228

5229-5230
5231-5233
5234-5237
5238-5241
5247

5243-5244
5245~5249

CREATURE
Wereboar/Goblin

Hobgoblin
Gnolil
Troll
Exotic®

——— T

Weretiger/Human

Hobbit
E1f

% B1f
Dwarf
Gnone
Orc
Fobold
Goblin
Hobgoblin
Gnoll
TEHLL
Exotlia®

———

Werebear/fHunan

Hobhit
Elf

+ ®if.
Dwart
Gnome
Oore
Kebolad
Goblin
Hobgnblin
Gnoll
Troll
Exoticei

Dl
—_——

Wererat/Human

Hobbit
T e

+ 21T
Dwari
Gnome
Gic
KoboTld
Goblin
Hobgoblin
Grioll
Troll
Exofic®

AR e
- — s W

¥Roll on Reincarnste table
Tor alternate form.

*#There is no alternate form,

Page The
Second



WEVS FROW 1l

ROLL
5250-5255
52556-5259
5060~5253
5264~5265
5266-5269
SoTe S
5273-5278
5279-5280
5281-5283
5284-5087
5288-5291
5292
529%-5294
52895-529¢
5300=5305
5306~5309
5310-5313
5314~-5315
5316-53310
5320-5322
5323-5%26
5329~5%30

BIAl-8030

53545337
53385341
5349
534%~5344
5345-5349
5550=5355
5356~5359
5360~536%
53645365
5366~5369
532705372
5373-5378
5379-5380C
5381~5383
53845387
5388-~-5391
5322
5393-~5304
5385-53G69
5400-5405
5406~-5408
5410-541%3
S4lb-5h15
5416-5419
5420-5402
54035408
5420-5430
5431-543%3"
54345477
S438-5441
5440
54435444
5445-5445

ANT L

CRELATURE

Werepanther/Humen

Yierecagl

TPFGUOTVer1nﬂ/HUmaq i

Hobblt

"l .
FRai A g S

Dwarl

Grnome -
Gre. -
Tobold:
Gohlin

Hobgoblin

CSnoll
Troll
Txoblico®

Fooold
Goblin

Hobgobiin:

Groll
Troll .
Exotic™®
e/ﬁuman .
Hobbit .
ELT 5
o TAE
Dwarf
Fuome
Ore
Kubold
GFonlin ..
. Hobgcblin
. Gnoll
Troll
Exotic*

Jerefox/Eumap

Hobbit

Rl

% EIf
Dwart
gnome

Crc
Kobhold
Goblin . - .
Hobgobllin
Gnoil
Troll
EXOulC

s T g

RET IC

RELL
5450~5455
5456-5450
5450-5467%
Bi6h-5465
54565469
SHTO 5472
54735478

5}\70 5480«

5481-548%
54845487
5488-5491
5497

5493~5494
5495-5499
5500-5599
5600-5626
56275640
5650-5667
5668~5681.
5682-5691
566 2-5697
5698~5699
5700-5714
5715-5727
5728-5737
5738~5744
5745-5749
5750~5764
5765-5777
5778-5787
5788-5794
5795-5799
5800-5804
58055849
5850-~5879
5880-500%
5904-5922
59235935
5937 -5945
5046-5949
5950-5961
506 2-5086
5987-5999
5000~50 24
6025~5049
6050-6074
6075-6099
6100-6112
6113-6134
6135-6154
6155-6174
6175-6104
6185-6234
6235-6259
6260~6284
6285-6300

CREATURE

Wereo tt f/{uﬁan

Heobbit

ELT

& Bif
Duarts
Gnote

Orc

Kobold

Goblin
Hebgoblin

Gnoll
Troll

Exotig#

e WY

Typo Monster
Hill Glant
Stone Giant
Frogt Giant
Fire Flant
Cloud Giant
Storm Giant
ice Glant
Brass Dragon
Copper Dragon
Bronze Dragon
Silver Dragon
Gold Dragon

hite Dragon

Black Dragon
Green Dragon
Blue Dragon
Red Dragon

Pernese Dragon

Fernese Fire Lizard

Termagent

Striding Murderer
Long~horned Lurdefer '

Blue Horror
Fiend -
Jugger
Uyvergon
Tvern
Tryvern
Hydra
Mantlicore
Chimera
Sphinx

Purple Worm
Guardian Maga
Water Naga
Spirit Maga
Bugbear

Viil o'Wisp
Umber Hulk
Phase Spider

Pz

ge_The



FLUS FROM

ROLL

£310-6312
6313-6362
636%-6412
6413~646D
64636512
£5513-6562
6563%~6562
6663-6962
6963~T037
TO38-7337
T338~7362

T363-7412

T4 -"PATF
T438-7462

T4E5-THET
T4BB-T490 .
T491-750%

T504-T7525
T526~T5%8
T539-7588
7589-7601
T602-7613
TE14-76025
7625 -7650
T651-7662
TEOE-TOTL
TET5~7699
TT7TO0-7759
7300-7899
7900-7219
TO20-7950
T660-8059
8060~-8119
8120-~-8179
8180-8219
8220-8259
8260-8319
8320~-8339
8340-8379
8380~83%90
8400-8419
8420-8439
84408450
84608479
3480-8499
8500-8519
8520-853%9
8540-8559
8560-8579
8580-8599
8600-6619
8620-8639
8640~8659

RANTA

CREATURRE < o
Beholder Beast
Balrog

Ogre Mage .
Displacer Beast
¥Medusa

Gorgon

Gargoyle

Tribbls N
Glommar (Tribble Predator)
Denebian Slime Devil
Homonuclous
Salamander

Eell Hound

Loe Tlgen

Deodanth
' Hell Star

Carrion Crawlier

Barpy .

Stlingwing

Vroat.

Red Fangs

Grey Horror

Spiga.

Storm Hound

Aly Bhark

Buletite

Panther (myth-type)

Ent '

Dog

Pig

Glant VVeasle
Snake
Ant
Beetle
Spider

. Centipede

Livard-

- Toad
ThglE
Porcuplne
Slunk
Lynx -
Owl
Ram
Goat
Scorpion
Frog
Turkey
Slug
Hippo
Turtle
Crayfish
Crab

REIRCARNATION TABLE:

ROLL
8550-8719
8720-8744

87458765

8765-8779
8780-8789
8790-8799
8800-8319
8520-9039
90 40~9099
9i00~9139
0140-~-C159
9150-9199
9200-9219
9220-2239
9240-9279
0280-~9339
9340-9379
93580-9399
9400~94%0
QU4L0-540G
PEQ0~-9510
9520-95%9
0540-9559
Q560-9579
Q580-9599
9600-9619
9620-9639
8640-9659
9660~0579
96809699
9700-~9719
9720-9739

2740~9759

9760-9779
9780-9799
9800-9840
9850-9899
9900-9949
9950-9999

Q000-0099

STCREATIRE

pea(‘

Muade _
light Horse
dedium Horse
Heavy Horse
Pouy

TTolf

Cow

Boar

Owl Bear
Volverine
Stag
Cockatrice
Basilisk
Iountain Licon
Lion
Baboon -
hgs

Camel
Leopard
Tagle
Great-ragle
Ape

Vart Hog
Hyena
Elephant
Rhinc

Tiger
Panther
Buffalo
Cateblepas
Crocodile
Dragon Turtle
Rabbit
Stirge
Rock
HMushroom
Tree
Weapon:

Plus Tormer 1v1
divided by 4: -
let Plus O

(75Z) -

Plus 1

(25%)

" 7th Plus 1. .

(257)

Plus 2 .

('757)
and so on
I NT=zame
TGOz same

g

ROLL

ON RANDOM

MONSTER CREATION

TABIE
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Fow, for suyone who is interested, here are the tables
that I use for a wospon's inteiiigence-rslateqd poOWers
They are designed especially for weapons with intelli
greater than 12, such sz thoss rolled using David Harszra
tables, These powers ars besically the standard (M&T) poier
combined with some of his and g Tfew that I thougat of.

Well "nuf caid. Here they are: :

o

15

@ O
5]

5
!

207 -

n

1) HORMAL (Roll on Tum 7+9,31,...) 3) Speeial (INT 15,20)

ROLL.  POVER - . ROLI  POWER

01-10 Detect Hagic ' C1~05 1009 Cold Froof
11-14 Detect Life 06~10 100% Fire ProoTf
15-20 ©Detect Alilgnment il flOO%lLightning ot
21-25 Detect Poison . . Proof.

26~29 Detect Distance - . 16::20 100%Pisiriegrate
30-34 Tetect Yechanical Traps Proof .
55-39  Detect Magical Traps: 21-25 100% Acid Proof
40-4G  Detect AlL Traps 26-20 - 100% Stom’ng Proof
50-54 Detect Indesd - 7 51-35 100% Dragcn Bresth
55-59 Detect Enemies - 36-40 1009 Gleri asl..
60-66 Detect Tvil / Good ' . Magic Pro-f .
o7-70 ctect Shiftinghwalls,& Rooms 39-41 1009 ¥y M zie -
T1-74 Detect Sloping Passages . "Préof

75-81 Detect:Secret Doors: ‘ 42~48 Function :n Water
82-86 Detect Metal & What Kind .88 in Air

8791 Detect Gems # & Size © 49-51 Hits as AC O

92-98 B8ee Invisible 52-55 Paralyze

99 Roll Twice 56-58 Polymorph: to Any
o0 Go To Extraordinary Tabhle YWeapon Tyre

, : » 59-61 Elemental Conjuration
2) Extraordinzry (Tw7 12,15,

_ 18,...) 6265 gpell Turaing
ROLL  POWEZR _ : 66-68 gpell Stering
01-05 +1 Dexterity 69-T4 Ogre. Strength
06-08 42 Dexterity 7579 Hill giart Strength
0¢ *3 Dexterity 80-83 Stone Giecnt Strength

10-13 +1 vs Undead Paralysis & Draln  84-86. wrost Giznt Strength
1416 +2 Vs Undead Paralysis & Drain 87-83 Fire cisnt Strength

17-18 43 Vs Undead. Paralysis & Drain 89 Cloud Giant Strenzth
19 T4 Vs Undead Parslysis & Drain 790-92 41 on A1l Saves
20~25  Clairaudience .- 0 93-94 42 on A1l Saves
26—~3], Clairvoyance g5 +5 on all Saves
32-41 ESP .96 Ttherealnsss o

Lp k7 Telepathny o7 Djiinn Powers

48-52 fMelekinesis | . 98 Efreet Fowers

53-55 Teleport 99 Dancing

56-59 Dimension Door ] Q0 Roll Twice

60-61 Mind Blank-

62-64 X-ray Vision

65-69 Infravision

70-74 Tllusion Generation
75-81 Tevitate

82-86 Fly

87-89 Healing

90-91 Haste

92-93 Leaning

94-98 "Invieibility

9% ' Roll Twicge

00 Go To Specisl Tsble
' Pa e s A~



NLFD Boiosn malis A

A rings table, agsain with alwnost everything that I'vé
gver heard of:

EOLL RIWG : P omenoze D RGLT. BRI MQ :
01-05: Mzmmsl Congfol o - 63 ... Antimagic thell

06-10 Human Control Conm 64265 Spell Turnins

11-13 DNormal Regen & Bk Spsll Storing

14-315 Troll-like Regen - 6768 Typowwit :

16 Vampire~like Regen 69<70 Flight -

17-19 Vamplire Regen® 71-72 levitation

20-21 Troll Regen¥® 2 Ciwa  PHL . IESE '

22 Normal Degen® T4 Rapid Transit

23 .. Leaning 75-7T6 Invisibility

24-31 . Weakness T See Tnvisible

32-34 Protection +1. 78-80 Infravision

35~36 Protection +2 81-82 H-ray Vision

27 Protection +3. 83-84 Telekinesis

38-45 vulnersbility -1 to -4 i g&.-" Shooting Stars

L6-47. Fire Resistance 86-87 Djinn Summoningz

46-49 Cold Resisctance 88 3 "lishes

50-51 ILishtning Resistance 89 % Fishes

52-53 Fire Suscentibhiliiy = 90~92 1Hagicel - Fo Proper-ies

54-55 (old Susceptibility

2 92-00 " Sex Change*¥
56-57 Lightning Susceptibiltys: A .

58-59 Autodestruct Removal s ,
B0 . As Cat's Tye Cen 1 chg. SRemove Curse
61 Reincernste 2 as Gat's Tye  swmyrr vrep
. Gem 1 chg, ¥ .. . wEFinger Comes OFff First!!
62 Reincarnzte 1 .85 Cat's Tve S ;

Gem 1 chg; *
What Same Of'The Kbove Rings Do: (If.You: Llready Xnow ‘hat The
: ' Does, DOﬂ,t Loo“ At

TROLL-LIET RIGEIN: Regenerates 3/turn starti ng. 3. turns after -
Teking Demage. = ;

VEMPIRZ-LI®S RIGEN: Regenerates 5/turnfstartﬁng ihstapily.
VAMPIRE REGEN: Regenerastss B/tufﬂ.utaftlﬂg instantly. When
vearer drops below 257 of his hit points, he tarns into a

17
HINGRY (th' £ty ?) Vampire with the pefqon s original hit points.

TROLL RIGEN: Almost exactly the same as Vempire Regen.

-y

IORIAL DEGEN: Yhen put on, does one point o damage/melee turn.

LEANING: UWearer does not fall down until dead. (He 'leans'
on the ring

VILNERARTLI o Self-explanatory.

A ZETRICT: Vhen user i1s killed, he explodes in s 20! #adins- -
Fireball that does wearer's level 1n D6 with no half-blast region.
The body of the wearer is completely destroyed,

Page The
Sixth



NEWS FROM MANTA SR A

What Some of The Rings Do (cont)

AS CAT'S EYE GEM 1 CHG.: Vhen Weaper is killed (by any mesns -
even something like a Sheen Baitle Spider or similar GROSS thing)
he disappears. An instant or two later he reappears, stahding,
with all his hit points and wmagicsl eguipment intact. ONZ USE.

REINCARNATE 2 AS CAT'S BYE GXI 1 CHGE.: Oreration same as sbove
except roll % experience lost in transsction, ONE USE,

RETNCARNATE 1 AS CAT'S ZI¥E 6T 1 CHE, : Operatlon same as sbove
excii roll for what.XKind of creature the wearer turns into.

ANTIMAGIC SHELL: Self-explanatory.
- i _
TYPO: Any spell or wmagical device fired within 100! of viearer
will TYPO. Referce's discretion on what any pariticulsr spell
turns into. -

RAPID TRANSIT: Reference Arduin Grimolire.

T INVISTSLE: Self-explanatory

2 FISHEZS: This ring appeasrs to be a Ring of Three iishes.
hen wearer aitempts %o wish something, a very large fish
(ref's choice of species) lands on his head with a 75% chance
of knocking him out for 2D10 minutes.

HMAGICAL - IQ PROPERTIES: Thie ring does absolatély nothing.
It does, however, detecti as magical,

SEY CHANGE: Self~explanatory. THIS RING WILL KOT NEGATE MR WILL
IT BE NEGATED BY ANY OTHER SEY CHANGE ITH.

A - oa-

T T S VR
riy BN METE e RS LGN %

And now, one Tinal table. A complete experience system
for dragons on one vage. (the next one, I think). Thie system
is Tairly easy to use both for player character and monster
dragons. The numbers a2t the very top of the. columns are the
nunbers of hit dice that the dragon hes given for it in thé book.
(The average value, not either of the extremes,) To find the
number of hit dice to roll for a given type dragon of a given
age, slmply cross-reference the hit dice and +he age (the age
is exactly equal to the level) and roll the number that you find
st the intersection. The armor class and magic use are found
in much the same way. Note that high level .dragons can use
very nasty spells. The experience is enough to compensate for
this, however any comments will be grudgingly accepted.
Please note that if you don't use lOOk/level for mages, the
experience numbers MIUST be nodified., The tables have been
tested up to the third lsvel by a bronze dragon that a frisnd of
mine is runaing. Above this, I have cnly the couple of monster-
dragons that I have ran, which were not too nasty mainly because
the #%7 &' "4 dragons kept failing their saves versus Tireballs
and puch. But I digrese. Anyhow, try them and if you.like them,
tell me, and if you don't 1like them ther tell me that aliso.
Of course, T would much prefer that you liked them. AND THAT
IS5 AN ORDER! (I just redd over the last peragraph and nust .. ¢
appologize for its lack of continuity. SORRY.) '
Page The



WS FROM MANIA

il BREATH/DAY
22 1
5-1 2
i, 3
0-1 4
o] 5
52 8
i Ji
0-2 3
MOVEMENT
2 —— a3 /g
e 6/15
0 6/18
=4 9/ 24
g 9/ 2%
=2 9/ 27
> 12/ 30

i~ =
Y 0 0N B T O ~T Ut

HIT DIGE IF BOOX IS
IEVEL EXP ) 7 8 9 10
1 0 1+1 1v2  2-1 2 2+1
- 2 10k 3-2 3 . chopran 4y b
-5 5Ck 4 h-2 B4l 6 T2
40 1B0k . Bl S BF1 07 & o-1 1
.b 30Ck. T-2 8-1  9-1 10 11 i
6 500k & o9+l 1l-2 12 L5+1 L
7 M 9+1 0111 1gs2 14 16-2 1
8 il 11-2 1232 1441 16 18-1° 2
ARIZIOR ZCLAEBEGS
L 7 6 5 4 3
o 6 5 i 3 .2
5 5. 4 B & 3,
4 4 3 2 L 0 -
5 3 2 1 G -1
6 2 1 0 -1 -
T 1 C ~1 -2 -3
8 0 -3 ~Z -3 =4
HMAGIC ™ USE
LEVIL
1 - = = - 1
2 - - - 1 Z
5 - = A & 5
4 - i 3 5 7
5 1, 3 5 7 9
6 3 5 A 2 12
i 5 7 o 12 14
8 7 Q 12° i 16
INT REQUIRED 15 14 1z 10 3
DAMAGE DO NE
BIT FCIL NS CLAYV 511k
To use damage 2-10 & D4
teble, simply 11-34 1 - D6
index dragon's 15-20 1 DS
hit peinite and 21-25 D2 2D6
find damage for  26-30 D2 2D8
each attack. 5135 D3 3D6
' 36-40 D3 2010
A1-45 D& D8
4550 D4 3010
51-55 D& 3D12
56-60 D5 5D&
61-65 D6 706
66-T0 D8 806
LT3 D1C 9D6
76-80 °D6 5D12
81-100 206 B8D6

Just for a note,

Many thanks tc
Bill Bryg who
drew up the

table at left.

SAVI MG THROUS .
Dragons save as
a Tighiter of

thelr HD, or as

a MJ of eqguivalent

level, {¥Which-
ever is better)

those of you who use a spell point system

with one of the variables being constitution should know that

I give Dreégons double constitution for speadl points.

Aficr

all, the things have godawiul comstitutions compared tc humans.
Do you know any humans who can walk for three weeks STRAIGITS

Psge The

Eizhth (LAST)



THE TEIRD GIIDED LOIR

By L'ark Swansen, 71 Teazcon St, Arl agton, A 02174, 617-648-LLEg,
Intended for the third LORDS OF CHAQS, . Printing by hiall Shapero.
Typed RNov 1? in the ‘fervent hope that it will pot be ton izte.

GONCERbL@C THE ALLEGED MECESSITY FOR TERNMINOLOGICAL EXACTITUDE,
or THE RESEDUCLLO“ OF TEAT ANCIERT "HOR& ENGLISH- ”PTUuPhAblLf JUSTIFIED,

Last menth Sam Konkin oeclared thqt if he or any of his were to
encounter go unnatural an object as g’ "Death Flemental®™ zkey would
laugh and ignore it. Apparently he believes in the "four elements"”
theory. ; : "

ShalLas
e

Once upon -%ime a group of. anarchofen wruld go. adventurir ng. Step-
plng hbough: a nearby nexus point, they Tfound, themselveu on a wide
pralrle. A little 1nvest1gatlon revealéd, that this was Kansas, about
1820, "Deciding that:. they would a58a51nate Jackson, thus blocking the

growth of the American State, they began marching East,

A Tew days later a mountain man came riding hell for lezather over
& crest, surprizing tkem.“ "Run for it, by Jesus,_%here's zillions
of buffale comini™ . 2w Lo : : _
A few of “the Teqs purev%n §§g¢ s;ayteﬁr¢@3£§llOWAh;m,ukggigfmef:ﬂ Tl
their leader explained That Jesus was pufe myth, zillions wag not &
avmobeyr @ﬁﬁrﬁﬁrﬁuweﬁﬁ nosdmerdganthenigphers spegdcnilsbuifad antnayovodiy

all s38t1ls dagggﬂiic ghﬁ mﬁr@nb§u§§ §@5$h§ dead @gAlgi@Lsﬁgﬁm@ﬁrgﬁ -tohYn
thousand hmad herd of American bison arrlved. '

Ow1ng +o fidbis n:ortunaue occurence the great defender of Liberty,
Biddle, was defeated by the tyranu Jacksod aﬂd line 10AB46. 76FL34 fell
a victim of te:m1n01051ca1 exactltude.‘“ B

X ;’~'"- "a” Prdanee

how then, I wanted a class of- mons»ers bhab were not dedicated to

anything much nutside nf themselves® and were the pergonified essenses
nf abstracts. An elemeﬂtalﬂhclasolcly, ig the persenified essense

o

of one of the four elements which the unlverse is constructed out of.

In Gorree, it is well known that the universe is nnt constructed
out of four elements., However, there ig a large claszss of personified
abstracts, eof which the classic ?cur are the*most“easily controlled..
Inev1tably, the convenient word "elementals" was applied to this
class, lany of the class’ mongters, who de not have a relativeldy - o . .
pure natural manifestation, are ‘6bliged to occupy 2 host and modify
@ame for their convenience. Hence, "Death Elementals™ If you
don't like it go:argue with a- stampedlng buffalo herd. The name
of a thing out31de of LeGuln magic, is wht it is called,

(fj‘ . SOCIB Y TY?bS

A4 encounter with the Ch‘VALRY & SORCERY rules forced me to con-—
sider what kind of society I like to run. The answer seems to-be
some form of a warlord period soclety: a fairly high culture, memories
of "the good cld days"” and enoqgh 1nstab111ty *o Iorce ‘Tho. charecTers s
to get involved, For*&ome réason, I do-1Tot care for lTagful” kwngdomS'“
1mmed1atly bordered by the, fopgeshof eyll £Uﬂwn_w1thﬁjh£ Fourfedd .
Way! )?—‘S‘Ch“a"SItnatiﬁﬁ‘sgems ;r;slmplg A jlke mirs amblguity
concerning ' moPA1 choices ) what & & menster.. (%here are these MR UL "

% S



what kind of sfcietles do the rest of yshu prefer? If I run
a C&S campaign I know it will not be a pure feudallsm._

MANTFOLD ARE THE VETHODS OF FAGICK .

Lasm manth Ndco?al publlshed hlS ﬁouserules for atormgate dun.
geon. The differemtés betWween his ruled ang” mine are an 1ntere8u1ng
coptrast. we geem to be worrJlng ab ut entlrmlv di iierept thlngs.:;;

v I’have gnneralWy 101mowed zhe theory that it is easier to‘geﬂA
eraue illusions than +to azfeot the local phvsics. Confu51ng ong. 's

RNl Oap?ep*s, I hold, -ig’ éesjor EBheén swwmaning- Sl wpe un;versal
fire (or- forcing 411 "$he fant atir mowotﬂeq in D ore awea 1f you '
prefer Thi. explandtion.) : s

in Stormgate. however, ﬂhmntaqws o,ot more Than the gpell itselft
Judging by tha ‘other commen‘tss I.assume thaufthere wag- a period when
nirtles were sTaughuerlné monsLer hewpily with phantasmal: fireballs"'
o a1l vou. even get all the trezswyre v My solution to the problem.”
wag gt bo rule that L WaS very dlf¢1cult tg fool someone into think~o-
ing were belng charred to a crlsp when tﬂey weren't.,

The. numberof spells a party could fhrow in Stormgate is probably
iecss than in Gorree. However, Charms are far less effective and ~T
nave a_;:vs refused to allowed tailored flreballe. T think that
had SHmvualng to do-with the 17 constitution- magioian who had the
habit of +hrow1ng ground zero Tireballs when about to =~ go down
under an crc\assavlt., A-mlzard in a 51mllar situation is almost -
certain te survive a 6 die fLreban, whloh lS ne t true of the local
oRCS8., 5 4 B ] =

1 do permit throwing magic while you aré beiag attacked, tHough
it deés . :reatWy-zncrease the charnde of somethlng going wropg. ihe :
only magic - ‘v better off in- 5tormagate than Sorree “other
than the artllllery,seems to be wands and staves, I rule that wands
Tire abt the same +tine as other mazic; at théf end: oﬂ the melee round.
108t of +*hem can- only Tire eévery ten felee rounds: the exceptions are
the "hair-trigger" wards, which fire at once unless the holder mdin-
tains -tetal “condentration keeping it under control Understandsy,
such wands are rarely carried on advenuures- the other players obgect.

A1 in ally’ Nlcolal 3 rules constraln maglc more but equipmernt
less, . Ix'the‘bnemy does c¢lose maglclans are going to have problems,
but I wonder what happens in the open.

—-—.e.——--—-mn.—.-———-—-——q——a—n—-—-.-...-——————--g-._.--——-———.———————.——.—nn-——a——_nu-n-—-&——-—

WAFD CHARGES ANDP THE PREUICTABILTTYhOr CAPTURED YAGICK

I have someulmes been’ﬁepresseé by players carefully calculatlng
whether they have enough charges left to make it worth whil ~ carrying
some plece of equlpmenu. What the heck, dces the wand have a- L&D
display? Therefore, since I prefer uncertainty in my magick, captur-
ed magick theseaays usually has a % chance of exhaustion after every
use. Runtiing out of "ammo™  -in the mlddle of a fightv can be depressing
and I want the mages to be inproving thelr talenis, not, thelr HYBCHALE: .



MYRTAD UNIVERSES; A D&D-zine for Thé Lords of Chaos #3.. -
. Written by Margaret Gemigani  Typoed by Charlie Luce
A SHORT SECTION OF GOMMENTS: ‘

KAY--The Brothers Whitemoon, have purchased Wisdom T frem Lady”

Lianors DuFinagle for 3,000 GP apeice, They are Lawfyl Elven brothers
and” my chafacters: -Jafe, -a MI/Fy and Peleis, a MU/C;v?hey-oTiginally::
come from Tryiliivan. : a ' ' .

-:Does anyone -have Jason Ray's Hew address? Hejwaé:aththe_Suncan and
The Brothers revisited their birthplace. S ‘ -

e A i s e el G o e S S s RS o e S A T — - Gl S o AL o e R e T T T S My S S S — o (9 P —— o

JMAKING THE MOST OF YOUR TIME IN A D&D GAME: Too much time is used
up during a game by setting up the game and keeping track .of the chan-
gesy sometime a third of the playing time. With some coopération this-
can be shortened and help get more playing tine out of each adventure,:

Players who are taking spell users should have a 1ist 6f &1l the -
Spells available to each character, including‘both'the“regulaf'sgelis;
and all the ones bought or resesrched, The spells you chooge can be
marked in pencil (or_grease pencil is covered in plastic) .so spell us-
ers ‘can easily 'colpaied séléctions £or -a-good party spell wix, Then .-
the list can be used to record when each spell is used, waKing it ea-
sier to compute spell points, Klutz Factors, and similar things. .

The DM should have on a card posted where all the players can see
the system used for spells, and any other calculations the players are
going to have to take during the game,.. .- Sl P s -

For Melee the players should have a ilist for each characteriof the
Weapons used so that bounuses. and penalties can be added in-easily, and
a 1ist of bonuses and penalties due to charachteristics or special mag-
ical devices.. R . * o &7 e menmt :

- The DM should keep & running list of the actions. of. each character
(monsters hacked, spells thrown, heals done, ebe.) in order to hilp.c
--calculsbe -experience, Also a 1isting of the monsters present -as the -
party hits the room, noting who killed who and how {(especially if you
give the monsters EP too).

Set up where everyone can see should be the Marching Order (using
miniatures, counters, diagrams, or whatever), and it should be changed
as soon as the characters change position, This helps the D keep
track as the macho in the third row charges the door, running over-
everything and everybody in sight.

fLJThe'players shoutd keep interested and pay attention to the game.
1f you will not be interested, don't waste .the other's time, That's

how To avoid wasting two hours out of a five hour game.

B T T S —
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Sﬁﬁﬁgﬁa;,ﬁ ﬁeutral Ciériéalﬂplass for those who want to be éfﬂéuf;
tral clerig-~no definite religion. PR W

- Characberistic -requirements: btrength,12—16,-Intellegence,12%t
Wisdom 12-16, Constitution 14+, Charisma 12+, FopnBe st g



Shamans mist posess a talisman (a symbol of their totem, or-sacred’
animal/plant)-in order te cast spells. They are zllowed to choose one
major totem and up to two minor totems (Specificlanimals or plants}. .

1st To 3rd level Shamens use spells as a Cleric of. the sames. level,
hthxlevelzandfabb?e-Shamaﬁsfget the following special powers:as.well -
as:the regular Clerical spells: - - T ST T S os o
" Wth level-Speak with Totems (as Speak with Animsls or Speak with
Plants, but restricted to the Shaman's totems}. _

5th level-Double Hééling (théfamoupiidf'healiné:&&ﬁe_bjﬂapﬁégiing
—-speli will be doubled). ~~ - | L

. 6th leveliSpesk With Déad (as the spell).

) /th level-Double chance to Raise Dead (the Sheman recieves sacred
double-headed drums at this level; by beating these drums while do-
ing a Ralse, the character being Raised gets a second try at making
thgir-constitntian.ﬁbllgifiﬁhe¥fi%sﬁ-;ﬁll:is failed. If both rolls -
fail, the drum:is broken.’ A Shaman’ must go on a quest to replace losh
or broken drums)... . . o 7 0 T o TERT :

. 8th leyel-Shape Change to Major Totem (similar to the Druid abils
ity, but limited to the Hajor Totem). ' B

'»-9thfleve1éﬁuman100n$i0l (tﬂe+8hamanlmancontrol crowds as an or- .’
ator). SR e T . T
Shamags_of&the_highest levels gain influence as follows: -
10th level~Village adviser-(+3 on.reactian)
11th level-~¥ribal -advisor (+6 on reaction)
12tk level-Clan advisor (+9 on reaction). 7
NOTE: If straight Clerjeal spells do not seem appropriate, a sgell.;"
list ceari'be made up with a mix. of Clerical and Druidic spélls dealing.
with nature, animals, and Man. {(Cure, Raise, Protect, Communicate, and:
‘Control). ) : Do

WARRIOR PRIFESTS: A Combination Fighter/Cleric Class.

 Characteristics Tequired: ‘Strength 14+, Intellegence 12+, Wisdom -
12+, Constitution 12+, Dexterity 14+, Charisma 10+, _ L

Eﬁperience: As Fighters, with no Characteristics Bondses. Prime
Requisite is still Wisdom.

Warriar_Priééféfééézépéllsiof a oleric that has gained teice thier.
levels (thus a 1st level WP casts as a 1st level Cleric, 3rd WP as 2nd
-Glerkc, 5th WP as 3rd Cleric, ebc.) = :

Warrior Priests fight and save as Fighting-lien, and use magical -
items usable by both Fighters and Clerics (except for Wweapons, as
showm below), ... | . | B 2% sa o -

A& Warrior Priest may choose six weapbnSAto attempt td‘méster, and &
may include if he wishes up to three edged weapons -in the list. &t -~



each odd-numoered level, & determination is made as o which weapon
on the list is mastered. If there are no edged weapons on the list,
the Warrior Priest has his choice; otherwise, a D6 is rolled to de—
termine the weapon. As soon as o weapon 1s mastered another is chowe
sen by the Warrior Priest to replace it on the list. Only mastered
weapons can be used, and magical weapons of any tyre mastered can be
used.

At each even-numbered ievel, the Warrior Priesgt may make gn Ex-
pert roll for any of the weapons he has mastered (19 for each level
he has had mastery}. If he mskes the roll, he has an additional +1
to hit with the weapon. Unly one borus per mastered weapon is al-
lowed.

A Warrior Priest of Strength 14-15 never wears armor lighter than
chain; one with Strength 16+ never wears armor lighter than Plate. A
Warrior Priest with a Strength of 18 may swim in plate,

A Werrior Priest prefers riding a War Horse, and will purchase and
train one as soon as he can afford it. After this is done, each level
he gains afterward he can make an Bxpert rell for lance skill. He ey
continue the rolls at each level as long as he keeps making them.

Steps: Light Lance

Heavy Lance
Light Lance and Barding
Heavy lance and Barding

Sixth Level Warrior Priests can make the Staff of Warrior Priests,
capable of storing one spell per level above fifth of the maker (time
Sn@ c%st at DMs diseretion). Such a staff is usable only by Warrior

riests,

—u—n--———...-._—-.-—.-_—__._—....-...-.._-———-—_--..—--_......—_-..—...._-_.__—....-.-—--..a—-_-‘q_--—-.—-—--—————-———---

_ VARIOUS OTHER HUIANCID TYPES (or what to do if you don't guite -
have the rolls for a Melnibonean):

fgr ggmgarison, Melniboneans (a la Ray Jones) require 5-13, I 13, W
3 3e

Half Human/Melniboneans: Omit the minimum Charisma.
Half Dwarf/Melniboneans: Omit the minimum Intellegence.
Half E1f/Melnibonesns: S 15, I 15, W 15, Co 10, Ch 15,

Eull Vuleans: § 12, I 15, W 15, Co 12; Primitive types need Ch 10,
logical types need Ch 15

Half Vulcan/Melniboneans: S 12, T 15, W 15, Co 103 Primitive types
nheed Ch 10, logieal types need Ch 12.

CLERICAL CLASSES F(R VARIOUS HUMANOIDS: Full and Half Humans and
Dwarves may become Warroir Priests; Elves and Half Elves cannot, but
cgghpecome Shamans (or Druids). Full Melniboneans cammot become oiih
either,

I will see all you nice people next time
I am able to get into print.

Peggy G.



> FLAMING HOURNTASSH
; _ o G .
= f vayns ghaw
My pilece thig month vwill no doubt go to wrove that 1 anm :
an incurable-techno-tvne. 1 don't kncw'Wﬁ“'%% is that 1% seeéns -
to work out this way, dut it just seG1S"to.. wext time TI111 Have:
To mubligh SOﬂe oFf mv migecells rie or @ncq, JH3E e DxovE
that 1 do dothing & arain.g T
QUL aNYUBFE; Orl L0y vy
w0 tho TSy A THYE ig g get of
rules for tsct the future. whe original’
edition was ¥ L DY I warEs of the second edition ’
(which is ooﬁDLdCfale Rl gel or the first), and all of IhHe
gunnlinent OLTLﬂﬂ ig Dby Johd regwen. gollectively, the tTwo- sule

books coatETn gix all TTaree human Cthﬂfep, a sectlon on
robote and other ‘conﬂsgucLﬁ‘ an ewiznsive 1igt of VIe2nons and

of course, 2 considerablc anount on gaae nechaqwcu. D
tihen T wes Jlooking arowid for - QLFSO to -atock my wilderriess

¥ es ig

vith, 1 decided 1 1ik ed the flavor of the gtarsusrd races. nh
started of & serx ies of edaptations thot finally led to The set -
I’ going Lo nresent o vou-How, rhere were several false siarts .
in this oﬂoce95——thé?décisionrto be too literal wi%h the autofire -
ruleg Tor éxsrmle. =ut T bhelidve T finslly heve o set of consistant
rules for these that 1 hove gome of you will find useful, Y

(mote, wyou will d that there are several thiags in the
following article which ere vague., ~hilsg ig deliberate. T have
enougnh resnect for the vriters of these rules, that 1f anvone's
zoingz to get a freeby cowmy, it isn't soing to be from B )

TTATONG

mhe gterzuard wvespnonry ig qulte varied. 1% will be broken dovm “in
the following section into seven catagories, =wnergy weanons, PwOJeCL—
ile wreanons, 1issle treanong, Hedvy ifeapons, 1"elee tleznong, and Afrmor,
Thergy veanons, All enersy vieapons conable of autofire, and with
ammo sunnly listed in the rules zg wunlinited Tor the. ulrﬂOGes of
the gamer should be considered to have a2 naxi £ 600 charges.
mhoge with Tthe same charze Iisting but - without ofire have a

meximum of 100 charges

.
Projectile “ecnonsg: the Heavy cone achine oun, and orilla pachine
nun have, ressectivelw, 72 and 100 rounds per canister. 7
rissle veanons; mhe numbers ziven For missle weapons are those
needed To hit by o Lfirst experienoe grown user at ghort,mediun,
and long ralges rather vhan the nluses at thoge ranctes. -
HeoVy tjeznong.: mhe vehlcle: Vouateo Taser, and tThe Tasér cannod
have 2 ﬂaxi?'ﬂ of 100 charsmes, ' o
armor, wote that addition to it's armor wvalue, nowersd armor hag
bullt in sensors, multinlies giren-th by four, znd can take U0
noints of damege hefore it;géases to Funciion.

Autofire, mhere are two weysg.of doing this.‘*rbe one T used To

ok

use, and abandoned wag that afier a hit wes determined on the groun
in the autofire temmliie, = Ué_was ruiled, 1-3 indicating one blu,

h-5 gwo, and & three. whe current method 1s itwo roll a 10 ner
autofire burst, ghd Lthsy 1s,ﬁLu huiher 8F »ulges actually fired,
and the nunber of zossiBDle hite in the autofire temdlate.

nate of wire, mhis vaories gonewhat dewnending on local convention
dealing with te ~icel “eanoaLr., Tn nv wlace technolosical
vieanonry can be iz three times 2 nelee Turn., mhisg nesns that
single shot weanons can be Tired thred times a melee, while un

to three autofire burst, or one continuous burgt (roll 2nl0). = -

).



 BONUSES | DAVAGR

EAPON 3ONUSTES VS. 2
AC 5+

TITIRGY TRAPONS:

T2ser pistol +5/=-1/-7 én6 0

Ieser Rifle . $7/s2/-5 8p6 +3

=i geavy 1aser zifle  +5/-1/-7 1056 +3

orilla yaser pistol +5/-1/-7 énd 0

orilla 1aser mifle +5/=1/-7 1006 +3

rlasma oun w7/ +28-5 20n10 +10

pisruptor w7/ w2/-5 8pd +3

Disruntor pigtol +5/=1/~7 66 o]

algver misintergrator  +3/0/-3(ac 9) = | -

wekrton gonic pistol +7 /w5742 66 +10

relston gonic Rifle +7/+3/40 Opb +10

merrelian mlaster . w3/-3/-8 30m6 +10

parasonar : +3/-2/-7 stuns/4 turns +7

=11 mlast nifle 0/ 4/ 7 16910/5n10/4p10  +7/0/-3

PROJUOTIT “TRAPONS s -

woz gyrojet pistol: - +0/-3/-8 3pl2 0

Azbuk cone mifle +2/=3/-8 hpiz £3

mezek yeavy cone nifle  4+0/-3/-0 5p12 +7

veedle Rifle +1/40/-C 1pbsyerve poison -3

merrelian weedle nifle ~2/~8/-9 1nSywerve poison =3

vekton gaus 2ifle +5/+2/-5 3n10 +3/4+0/~7

MISSLE VWHmAPOMS '

ocket Assist grenade 8/13/1% (-7 blind fire)

nocket assist portar | 13/10/13

chigz gonic grenade tauncher 8/153/18

neathwind pultishot Tauncher §/15/18

v-rack tauncher 8/15/18

portable tiissle tauncher &/10413

orilla grendde jauncher &/15/18

ETAVY WEATONS L

orilla necoilless nifle §&/15/18

vehicle pounted yeuncher §/10/13

vehicle pounted Taser +3/-2/~5 2006 +10

Taser Cannon 27/ 45/+3 honbd B

riagor goigot yortar 10154 10

gonversion neam 3/13/17

MELRT WRAPONS . : '

monochrne wnife B, ~2pk : 0

worce nlade - 46 2n8 a3

woree gword i 3nd +3

gtoalkes goagulator ], . 3nl2 -0

meurconic whip - +2 i o 0

YIARHTADS . . : ’

H.%, +6 12pd

vuclear -+20 : BUps

mridex +14 1616

gonic grenade 2 +14 . 20D

Hammer T ‘ 6 cone fifle autofire bursis

3 hv, cone rifle autofire bursis

Hammer TT > _ ] i
6 gyrojet pistol autofire bursts

yammer ITT

orilla armor piercing  +14 2406
orilla gtick momb +14 1216
orilla antipersonnel +6 16n6
nody Armor AC 2(?+5g
511 Armor AC =1(3+%)
powered Armor o An =6(3+9)

worce pield AG =6(9+15)



6 sver Disintersraiorn

3 hi 2 % ire temnliate., 17
L is scored, the range i ned g 2 né is rolled. . .
AT short range the effect is LGQdablC, 2% medivm range it taltes
effect 1f a four or hizher is rolled, 2% long ronge on a six
or nigher. ' N

weuronic hin: ¥ the neuronic vhiv hits, the nart is nars.-—
lyzed Tor one turh, and the nerson is minus one from dexterity
for the next 4n% of turng(the effect of the wesnon is 'very nain-
fvi,) : ' - : P -
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Rr riors are consldered too valueble
casualtv taCulcaa UﬂelT

sense of honor ig high, howsver, and bhe¢ will no 'surfendef or

& .
allow themseiveg To be’capuurea melinzl get pi2's, znd their
strength and dexterity is rolled on 5@6. mhe peathmamter is

.._l

Sth level, ﬁﬂg castellen 4w /uﬂ,'yzﬁ yniﬁh+s are 5th level and.

p,
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of an wli clan is UsuaTT“' “OU“G 9u1 lewel, his leuitenents are

usu

h, g hpé 7@ o*v10asWV'
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around 7th, the rest are 5th. s player characters, they can be L
g¢ither Tighters, magi, or thieves, getting pb's as magi or thieves,
mhey also pay 3.5 x normal experience. -

ORIIIA: Orilla are guite placid individuals ordinarily. They
will gzo out of their way 4o no% start trouble. ‘once it has been
started, however, tThey tend to be very tenacious. ghey roll 1018
for strength, and get 3n8 per level. The Hinfard is 9th level,
the Riffhard is 7th, the niftheme &th, the winghar 5th, and the
rest 3rd. AS player characters grilla can be fighdsrs, maszi, or
clerics. As magis théy get 3ph, as clerics, 3p6. wxperience
is 10 xxnormallk _ L :

MEIITONG - The welkton should be run as containing a large amount
of paranoia. 7I1 requires caution to not get in a fight with A
them, and once you do:get in a Tight with them, it is difficult
to make peace. They roll characteristics and get hit dice ag -
humans, . ghe Traternkapt is 9th level, the gnord masters 6th,

As player characters, +the require 1.2 x experience.

TERRELIANG: mhe merrelians behave relatively gtraightforwardiy,
“men their forces consist of primarily merrelians, they tend %o
be a bit more cavtious than normal, but that's about all,.poh, and
they have 2 notable hatred for nreenoi., tThey get pl2's, roll
5n6 for strength and dexterity.a the rorce paster is 9th, the
Rattle onerator 7th, the ronitors 5th, and the rest 3rd. as
»layer characters they zrixp&Xcan be fighters, magi, and thieves.
They get nb's as magi and thieves. theyypay 3.5 x experience.

ROBOTS AND CONSTRUCTS: I'1l go over each type seperately,

xrell mobot; A¢ 2, 1 attack per turn/2nS, hit -dice 6n8,

Philpot pk. VITI: AC 2, 2 attacks turn?634, hit dice 8pb.

Arland ponowheel,; ac 2, 2 attacks turn/2n1o0, 5D10.hit dice,

ragrab gungle patrol, 210(2412), 2 attacks/4pd, 2818 hit dice,

worgal nestroyer,ac-10(2+12), o atfacks/2n8, 40n3 hit dice.

Beserker(ist wdition), ac-6, 2 attacks/2p8, 12n8 hit dice.

- Meodogy AC¥, 1 bite/2p4, 3p3 hit dice.

Androids(1st mdition),a¢ variable, 4 attacks/4p6, 12p8 hit dice,

vecromorphs, As human soldier, but get ps5ts ,

geveral of these robot types may have built in weaponry in
addition to the listed types, and most of them will often carry
other weanong, : :

s =, 2

BARRY TYNOM: The characteristic linkage idea is excellent;
unfortunately, like many &deas, it may not be too workable to those
of us who run onen vorlds because other people would raise cain
about it, 7 - ' Y .

CHARLI® 1UCT: If § was running a twin axis alignment systen,
any naladin(as apposed to antipaladin)who kept killing qoods of
any sort wouldn't remain 2 paladin'long./7blap-c1ap-clap—clap. hurrayt
(think long enough, and T think you'll figure out what the applause
is fo’l". : '

Ke&in Slimak, 1 don't agree with all of your statements in
regard to factical commitence and such, but 1 suspect 1'd rather
go through more detail with you in DEerson.

e nan pierson, gorry, pan, the tech tables in pAem and 7100
are just about as clear as the ones I've got.

Marl swanson, ne mraveller: ome group discovered that its
remarkable what 200 longbovmen can do to ten peopnle with auto
rifles. ' gecondly, a group without a ship but with money and
skills, can generally find someone with a shin, but without money
and skills, .

' clenn nlacow; vou know, Glenn, if you ever learn to Wwrite without
the subtle sneer, the resuls will be truly amazing.



ELATKASES TUWER
By oteve Marsh
2909 kidwick in Alhambra (91803)

In the use of pai peower I would like te say the following:

ey Yy o

eagong fer denying paf fte noenhumans was based eon rathier
foelish assupptions waen I develsped the mystic class.

ing playtested tsr's version with nonhumens in ny ovn
campalgn I find it very play balanced.

Currenily I allow &1l races psi as per the nodificatiecns in The
Dragon (deleting the penalties) using the recial exitras (azs fer
dwarves and elves) in the place of tne first few povers fer outb-
siders and rurning then as for humans for insiders whe are sub-
Ject to delta doubling peunaltiss,
A5 for my mystic class whicihh I brouzghit back frem the editers pl.
I run then as nen (or dawarves) who have elected to turrn inward
Tor enliy nue;_cAu. Tney wre transiucent to psi at a rate sof +2
to their saving throws aguinst 1t per level gained., Beczuse sf
the form ol tneir devotion they cannot be detected (as a ypsi
spell can for example) by psycaics but tnen tney de net detect

psychiics in ection bluner.

Thus I roll 91 %te 00 to be psychic and rell % for strencth of
seme and allioew &ll classes 1o have psi witnout penzlties (ex-
cept Lor monks wnich gein at least 1 power per levci are wli
ways psychic and pay tne ¥ penalties for tﬂlEVEbﬁwceuSl“g to
Pregress wnen ithey fall below the required reguisites to be &
monk--makes then remarkably play balanced).

For people whne don't like psi I us e a medificatien callied the
Divine (er Isycnic) fron GLw's TRAVILER. W-U progression, db
(5£6=4 the), the use of ons win per 4 dex pts., Reoll 2d6 per
level for usl Btrenith znd Fell Ffob aallitlec 2% eacn lievel,
Check for Improvement eof ebility by level not Dby menth. 1
cnart per 4 levels end suve as clerics. kax of piate arzsr Tut
ney 8 shellé. IT.is Ve prine veg.

That is how I run ihe powsrs ef the mind and keep my uaiverss
safe and sane. Other zpprcaches would be apireciated.

Hext issue I will i1resent ny ideas on "events not alterable by
wishes or acTs of Ihe jods" assuming I survive midtercs and &,

hagic in my system is run by assuming homeopathy and Simularity
work, OJSpells are the equivelent of FCRTRad and runes ef AFL.
The ernergy comes Trem entrepy (&s in our werld),

Cost fer magic items fellows the general formula 1% ep + 10%
ep/menth tius cest of precuct to m-u. {(The 1% is the sterdard
upkeep price for & m-u, the 10% fair wage and the cost is of
course peassed on.). }ea da you rigure whnat teo charge pleyers?
ABROUNTS are in seld pieces. )

kay your enemies drown in their own bile.

/ /
7 Vdfu/””“
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IhhmDraCon, the science=fiction, fantasy, and rolew
playing gane convention, returns for the third year;
bigger and better than ever!

¥e've moved to the Leamington Hotel s¢ we have
more roon for Hucksters, Seminars, and the
Tournaments., There will be plenty of room for
all night games and expeditions. We have even
zdded & film program!

DunDraCon will occur over President's
Day week-end, the 18th, 19th and 20th
of Febtruary, 1978, Memberships cost
$5 wntil October ist, then go up to
$6 until February 1st, Membershivs
at the door will be $7.50 for all 3
days, or $3 for a single day,

We have firm room rates at the hotelj
$18 single and $22 double, Flease
contact the hotel for reservatlonss
Leamizston Hotel
19th and Franklin
Oakland, CA 94612
(k15) 835-5200
and don't forget to mention DunDraCon,

This year's committee is:
Clint Bigglestone , Chajrman
Jexrry Jacks . « . Hotel Liason

Janet Bigglestone , Memberships
Steve Perrin , , , Seminars
Steve Henderson , ., Tournaments
Jeff Pimper , , . . Files and
Publications
For information, write:
DunlreCon III

386 Alcatraz Avenue
Oakland, CA 94618




GENERAL

In order to keep the convention small snd conzenial, we have to decided
to 1imit the membership, =0 join early as thare will be only a few member-
ships available at the door, 8o that esveryone zoie 2 fair chance at the
tournaments and seminars, we plsa to pravesgister z11 the participants,

SEMINARS
There will be four seminars on Sztuxday and fou_ moxe on Sunday, Sone
will be repeats (continuaiZons) of last year's seminars and some will
be on new toplcs, 4ll ths seminars will velate to role=playing and
fantasy gaming, If you hawe anf ideas Tor seninars or would like to
volunteer to run one, contact Steve Perrin at ths convention address,

FILMS
There will be films, If you have any vequests; contact Jeff Pimper,

HUCKSTERS
The hucksteris aresn ¥ill to aw thres 4 lerger than last year's,
with many more companies rapresentzd, For huckster?s information,
contact Clint Bigglestone,

TOURNAMENTS
There will be ssversl polzs o > definitely set and
more may be =28dsd latew, z dafinit L8 arsy
Stellar Conguest = limited %o ié ?ar%iCiE@”%Q
Ancient Conguest = limited %o 1€ pexiicipanis
Dungeon - prokably open entrants

Ogre -~ probably open entrants, using a pre-sst senario
no GEV defenscs)
Tactical Prodlem - differen om last yvesris
DED = we will b= uslng thz sxe ellenﬁ systen dabuted at Gen Con West,
There will be e;e?“1 ﬂiﬁ;e@? 5, run by different DM¥s. Each
DM will dscide heow msny players he willl allow inte his universe,

how many tharacisrs they can play, and what levels, The entrance
fees for this tournament go directly to the DM's and t

determine the winnars basso on how well ths charaeters are
played and how nuch experience and loot they get, We would
1ike fesdmarck from th:z nenbers 80 that we can determine what
level dumgepns we vill need, IT you have any comments oxr
suggestions on the D&D tournament, contact Steve Henderson,

u’J «r&'
bty
i
3
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DEMONSTRATIONS
There will be a fightizng denmongis A ?zz on Ty menbers of the Socliety
for Creative Aznachroniznm, GDE» and : now Teal swords and shields
woTk,
There will be & terraln table for fantasy miniature demonstratlon games,
There will be &easnstrat:cnu of nev neg and new miniature rules,

OPEN GAMING
There will be sevaral rooms availabtle for all night gaming and areas set
aside for gaming during the day, ¥e will have a DM contact service to
aid you in loecatling gamss to run or ic play in,

PROGRESS REPORT
We will be sending out the Progress Report tc all registered members
in December, It will contain the preregistraticnl forms for the seminars
and tournaments gnd further informetiion zbout the program and events,
This is your conventlon, if vou have any suggestions or comments, please
feel free to write any of us at the conventlon address: DunDraCon III,
386 Alcat-iz Avenus, Oakland CA 9618



