


This bi~monthly quasi-APA is brought to you by Wicolai Shapere, This fanzine is
rot intended to make any great profit, but to be run instead primarily for the
contributers. Fse scheduals have been adjusted accordingly...

(ontributers may print up their zines themselves (copy count 200)-~75¢ credit if
stencil included--or they may type up their zine on a SHEVEN HOLE MIMEC STENCIL
(suitable for use on a Rex Rotary M4) and send it (along with 50¢/side for
rinting costs) tos

N, C. Shapero
8886 Harhart Ave
Los Angeles, Ca.
G004 5

UNPAID FOR MATERIAL CILL KOT BE RUN OFF OR IICLUDED IN THE LORDS CF CHAOS.

Those unable to find stencils may send letters (typed please) to the editor--~
he will have them typed onto stencil and printed (please include $i.25/side
for printing and typing charges).

COSTS:
(1) Contributers:

(a) 4 or more pazes--free
(b) 1-3 pages--postage only

(2) Hon-contributers

(a) If vuying in a hobby shop--pay whatever the man asks

(b) If 4 or more pages in the previous issue--postage only
(¢) If 1-3 pages in the previous issue--postage + 75¢

(d) If ne contribution in the previcus issue---$1,25+postage

Unless otherwise requested, editor will send all copies Ist class.

This magazine available for trade ONLY with other D&D and FRP fanzines
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YE NE!S FROM MEXUS

Missive the £ifth; a TLOC-zine by:
Ken Pick, 6123 H. lee Ave,- Nonrovie, Ch 91016

Greetings from Cats Keep, my new address Beyund the fidge, This month T will br
bring you the final part of my comkgat system {called "runes & Dragons" by some
of the locals), as Well as some- BQ—based flllers 1§ space allowsh
EEEE B0 IﬁlrﬂEXﬂn GOMBAT sYSTEﬂ

o " gl i R 3~~haelc
Part 2 Addendar-Multigme attacks/Strike rank A ik JE ol
Number of blows/shots as covered in the previous part is fbr missiles onlyh~other-
wise melee becomes meatgrinder and suicidal. Iarge engagements are fought with = .
simueltaneous combat; small brawls (the limit varies, but is: between 107and 20) are ?‘A
fought using stra*ghi RQ Strike. Rank. . This preserves.the effect of" sequencing, but -
saves time when melee -meghanies threatens to s1ow the pece of ihe game‘ b

Y E vea

Fumber of blows Wxth e melee Weapon 1s stralght R egues sone attack ﬂﬂﬁ ne“'
parry  per Weapeﬁ per 5Gﬁ-expertise*(fractlons roﬂnded do;ﬁ} 5

Minor Magle

This is Runequest's Battle Magic (RQ Chp.5). These are the simplest of the known
spells, and require no special training'ofher than tutoring and practlce as outlined
in RQ. -All characters my. use Mlnor Hegicn,“: o g, 3 Lo

Great Magic o
These: are the equivalents -of D&D spells- the mortal mind nmust’ be. specially ”uplpcked"ﬂ}
to use such -powerful fagic through special training. Such' treining is the, mnnopoly L
of the magical guilds or member wizards. Entering such a guild &s.a sorcerous appren= -
tice is similar to Joining a Gloronthan Rune Cult, except +he Power reqnixbment ;
is only 13. 4 . ! A S BT

|,-. + e

,,,,,,

"power riﬁua "'such as’ described in the Deryni Chronicles of v1sualized in the Dr._”A:;M
Strange movie.- Gnce—unlocked, the mind can never be relocked against the nana. fTux . -

Such magi are: tteated.as Shamans exCept fbr the following eyceptlons. f.: L "
1. A miage does not zet an Allied Spirit as part of the Power Rituel. Any'familiars e
he/she has, he/she must bind or ally indepéndently. - '
2. A Vage Cannot link with unbound/unallied spirits, or bind his own spirit to his
body (with one exception covered laten in spe01a1¢st magl).,, ) i
3. A Mage, unTike a Shaman, cannot memorize more points of spells than he has .
Intelligence. Hoever, he offsets this by the power of the spells he does krow.
L, A mage may create Spell hatrlces 1n the same manner .as an RQ Rune ﬁriest.’__:‘“
Great Magic spells ‘are’ eonverted from D&D spells as fbllows._“ ' . ’ . g gl
Spell Level is equal to the point valué 6f the spell, éxcept for the "do—it—yourself
Divine Interventions” of Wish and Gate; these also require a permanent loss Qf 1D6
Power from llterelly "burning out" from the tremendous enerey. used.__f-v Co ,

Such powerful spells require hlgh Intelllgence to know and high Power to Qast..The
minimum reguisite is computed as follows: A Tirst-level spell reqndres 8 Intelligence
and 13 Power to cast., For each additional spell level, add 1 to the power required
to cast., Intelligence is figured as spell level X 2 or 8, whichever is higher.



Ye Tlews From Nexus # ' 2 ..

Spell range is twice that of D&D indoor range; effect @ieqfié'D&D5indoor area;
damage is spell level in D6 for D&D variable-damage spellsi Strike rank to cast
is flgured as fbr RQ Battle haglc.

A mage using this system is powerful but still well—lzmiﬁe&. uXample——a mage w1th
Int of 15 & Pow of 16. 'His intéiligence means he has the’potential to eventually

use 7th-level spells (15/2 rounded down), but he can only have 15 points of spells
avalliable at any time (of which some would be taken-up by batile magic) His Power,
though, limits him at present to a maximum of With-1ével spells (13 for lst-level spell
+3 spell levels), and he can only cast 16 points of spells/day, maximnm.
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Spec1alist maglc ; B sk i _

For taluNexus, I have divided the D&D spells into ten major gmotps: harth Alr,

Fire, Yater (includes told & ice), Sun' {Caltech heat spells), toon {(aka Mind-- =
psychologicallyh1nf1uenc1ng spells), lifefDeath (this is the one that includes the
Shaman spirit binding powers), Summoning, and Tllusion (TSR Illtusionist). Kach of

these classifications has 1ts unique spell list, with limited crossovers between

related schools, i4ifh this addition, the mage has a miieh more limited and coherent’
repertorie. (In the future, I.plan to.pub these lists-and the straight D&D use of them).

Clerical "lagic" e
Minor and Great-lzgic aile'performed by the mage[caster uszng Jhig ewn psi abllity as’’

a triggér for natural energles-écllectively:called “mana’ .L“G}exica; oriRuile Magic is
performed by partaking of the energy of a god to whom the caster is . gworn. . .-

This latter form of spellcasting is taken directly from Runeguest's Rune hagic- {RQ,
Chp.:7)-with only twe:changes: First, special runes are used,beypnd-those ligted . 777
to symbolize the aspects of the god; secgndgandtmost important, -the rg¢harge time - .+
for Rune Spells is not a fixed 7 days. - Instead,, K recharge,time depends on how:Bogn. - .
the priest performs devotions after using the spell with a minimum of one day* = g
This varies with the particular god and situation, i.e. an Egyptian god would wantvpf
the devotions done in a main temple, conditional on not harming the god's spe01al
animal, while one of the Valar:would search-for .a pure heari in.the priest:before i~ .. i»
recharging hin:© This'is:largely 4 matter of -the D predeiingng_¢he gods.and the. .. ...
behaviof-they expect -of-their foliowers, thérd playing fast and. looge While the playerfri
characier priests see how much they can get:away with. This hel;s thg DM orchestra iy
his scenario as it happens, and allows the disciplining of the more gonzo players.

The relationship of. theiRune Priest-and. theiged (fronting.fer.the II).is. that.of a. .. -
contract--in return.for: the Rune Spells and.pawers,:the pr;est has. to pbey the god ot
and conform to the standards of bebayvior.set by the goﬂ. Breaking thls contract

on the priest's part leaves him subject to. penalty, such as, wlthdrawal/suspen51on

of Bune lagic or general "bad Iuek";. however, the god Wll; not harm his .own. prlest
unless seriously provoked... 54 t;?:e- (= v B gm, e Lo L o

Rune Lords . the temp&ars attachad te -the. temples (1 do not like the term "cult"n- )
especially after the Jonestown Massacre!), transfer intact from Runeguest with
the addltlon of Hune Lordronly erders 11ke the Rangers and. {edl. N il -
Character Conversian ” -
Magi or Clerics convert as in part 2, except for topuouts in experﬁlse and the :
following speclals: HMagl gz2in one point in Power for every 3 levels, and are limited
in spells as previously stated; Gler1cs convert with a Power of 18 plus one; point

of . Rune Spells @ez ievel. i;._; . Py = W : foy o gy s

s ALE

A1l fbr thls TLOC-;out of:.space and tlme,,;_; : R Ken Plck D
D of tal—Nexus.



WITCH WORLD # ALL THE COLORS OF MAGIC
by DIANA MYERS

3532 MENTONE ﬁ g | B i Cor o

L0S A‘L&Luo, CALI PORNIA 90034

In THE JARGOON PARD by Andre Norton, the character Kethan o ¥
medltates on the nuture of Magic. .

"Some men soeak 1gporantly of White Magic and Black,
‘méaning that which is wrought for the benlflt Giff manklnd
and that of the Gréat Shadow; which ever threatens him.
‘But those well into the Mysteries do'not speak sb-' rather
they aver ‘that Magic is dlvided otﬂerw1se5 and each’ part
has both a‘’dark and a light side. ,

There is Red Magic that deals with the health ot the
body, physical strngth the art of war also, Secondly comes
Orange Hagic which is a matter of self- confidence and strong
desire. Yellow is the magic of the mlnd ,needing logic and’
‘phllosophy, that which the Thaumaturgists most dealt in.

Green 1is the hue not only of Nature 5 ‘growing’ thlngs_ .
and fertlllty, but also of beauty and’ the creating of beauty .
through man's own efforts Blue summons the' emotions, the ~ =
worship of whatever gods men believe in, prophecy. Indigo
is concerned with the weather w1tb storms: and’ foretelling
by stars.

Purple is a force that is drawn uporn warlly, for 1%
carries the seeds of lust, hate, fear, power~ and 1% g far
too easily misused. Violet 1ls- pure power dmong the splrlts
and few, even of the Voices, can claim to harness it. While
Brown is the' Magic 'of the woods and glades, of’ the animal
world.

' ‘Those of 'the woodland gbout which .1 knew aught were =
learned in the Green and Brown. And of all Magicds, these are
closest to the earth; the 1ess ea51ly misused i

‘Since my overland campaign is the W1tch erld then obv1ously
I needed to develop a 'color based ] Magic’ System. I otumbled acroess
a teh page, one dollar publlcatlon by P.E.I. Bonew1ts called Authentic
Thaumaturgy. This is not the expanded’ book he publlshed with the same
title later. This eariier publication. contained simply a 1list of
all the Laws of Magic Ulth explanatlons, ‘a list of all the Psychic
Talents with deSCflptlonS, and a’ 11st of all the Colors of Maglc
with’ descrlptlons The colors Andre Norton mentioned were listed
as well as some others Ty the nine colors Norton wrote. of I have
adgded the follow1ng flve colors from Bonew1ts(with modliications)
White is Ice Magic, dea11ng in snow, cold, winter. Grey is the
Magic of fog, clouds, mist, and water. (Bonew1ts divided water magic
into two colors~blue green for fresh water and greygreen for salt B
water.However, I couldn’'t see putting water under two colors because
of differences in mineral concentration or size of the body of water.
Furthermore, in’ Norton's descriptions blue-green magie is Blue Magic
and Green Magic combined. . So I combined thobse two with Grey for fog
and clouds, which seemed most appropriate.)Black is the colcor cof
necromancy, insects, and arachnids. Because it deals with Geath,
undeath, using 1ife energy.it is most easily misused. No Good mage
can handle Black Magic at all and Neutral magi are rapldiy corrupted



by 1t. The cnly good people who have anything to do with Black .iaric
are cleriecs because under Dlack llagic also come the Faise beads, tho
restorations, and the turnins and destruction of undead. The cleric is
not affected by Black lMagic because he/she does not use it{or any other
color of Magic) directly. The delty concerned uses the cleric as a Tocus
through which his/her/its own power is transmitted to this plane.I added
insects and arachnids to Black Magiec partly because of a suggestion by
Lee Gold and partly because by putting insects under Black Flagic it 1is
possible to define all clerical Hagic in three colors. (Lee Gold said
that she dislikes the ldea of a winged queen insett coming under the
realm of Blue Maglc which includes all things related to the air; and
when she losesiher wings coming under the realm of Brown Hagic which
includes all the animals of the Earth.She suggested that insect thought
processes,especially of, colony insects, are closer to undead than to
birds or animals and,therefore, insects should go under Black Magic.
Arachnids are more similar to inseckts than to other animals, so they
go here also. .. .. o _ a
Silver is the Magilc of the Moon, the Metal Silver, Illusions,and
Lycanthropes: Since the dMoon is traditionally regarded as feminine,
female characters may have a closer affinity for 'it.For example, Aylinn,
the Moon Witeh in The Jargoon Pard. Lycanthropes have & definate
affinity for 1%, since the Moon Influences their change and the Hetal
Silver can cause them harm. The Were Riders of the Waste in Year of
the Unicorn by Andre Norton(obviously), are an excellent example. Gold
is the Magle 0f the Sun, heat, light, fire, and the letal Gold.
"In the ancient learning the gryphon symbolizes gold: ‘the
warmth and majesty of the sun. Oftimes in legends it is the
guardian of hidden treasure. Thus the gryphon 1s mainly pictured
in red and'gold which are sun colors. Yet the one enclosed in
the globe was the white of ice - a white, gryphon."
w v The Crystal Gryphon by Andre Norton(again)
Since the Sun 1s traditionally regarded as masculine, males may have
a greater affinity for it. ‘ o
There is one Color of Magic that i1s my own additlion basged in
part on another recommendation by Lee Gold. (Needless to say,her opinion
1s one that I highly respect,even if I don't always agree with it.)
She suggested that I create a seperate color for the creation of and
enchanting of Magic Items.Since most magic Items are of metal and/or
gemstones,the color is Copper the Magle of Smitheralt.T¥ selected Copper
because 1t was -punique; 2)close to the color Gold, for fire for the
forge; 3)close to the color Brown, for the Barth, from which cones
the metals, ores, and gemstones; 4)because Copper is one of the two
metals found commonly in metalic form in nature(Gold 1s the other),and
was consequently one of the two first worked metals(hammered copper or
hammered gold); and 5) because Copper was provably the first metal to
be melted down fron ore.Alloys of Copper followed, initiating the Bronsze
Age. Also .the quote below hints at a speclal significance for Copper.
ol ke he lifted out divers small bags and boxes,some of 3ilk, some
of wood, others of carved bone or crystal. From each he shook its

contents, to be flattened out upon the cloth in_a‘d1591ay of such
wealth I had not believed existed outside scme anclent tale of a
' Firedrake's treasure hoard. s : _ - '
There was gold there and moon silver, even the ruddy copper,
wrought into very ancient setting for gems." = ‘
* The dJargoon Pard by Andre Norton




Besides adding five colors. to my list, Authentic Thaumaturgy
(the $1 publication) by Bonewits also helped to broaden my understanding
of ‘the nine colors Norton' named. With my own addition of Copper Magic,
this brings the total number of colors to fifteen. Most if not alil,
of the colcr associations are familiar, traditional, or both.
Remembering them will not be guite as bad as you might think[

ALL THE COLORS OF MAGIC ‘ ‘
RED -Health of the body,physical strength,the art of war.
(clerical healing,battle magic,altering the body-pclymorphs)
ORANGE-Self confildence,strong desire,materialism,political power
(controling others-charms,obtaining wealth-thelf skills)
YELLOW;Logic,mathematics,philosophy,learning,'anti_psi'
(Magic resistance,turning,amplificating,inverting,dispelliing)
GREEN ~Plants fertllity,strengthening healing,creating beauty
(Magical healing,herbal alchemy,plant growth) =
BLUE -Emotions,worship of deities,prophecy,air,wind,sound,E.S.P.
(telepathy,elairvoyance,clerical bless,sonic & esp,illusions)
INDIGO~-Weather,storms, time and space travel,teleklnesis,astrology
. (weather control,teleport,fly,T.X.,d~door) z
PURPLE-Hate, fear, lust, power, violent emotions '

; - {fear,confusion, tapping the energy of vioclent emotions)
VICLET-Pure Power among the spirits.raw magical nower,pure ‘energy
S (Pure enery spells,this is very hard to control) :

BROWN -Animals,woods,hunting,the Earth T :
: (espescially the Earth above the ground).
COPPER-smitheraft, enchanting objects,the Farth e
o (the earth-underground,mining,chemical alchemy)
GOLD = --Sun,heat,light,fire,the metal Gold ‘
i (fireballs,detect gold,continual light) _ : ‘
SILVEH—Moqn,lycanthrcpes,illusions,sleep,dreams,the metal Silver
m (sleep-spells,illusions—espescially visual illusions)
WHITE -Ice, snow, cold, winter ’
(ice storms,wall of ice,blizzards)
GRAY -Water, fog, clouds, mist, rain = . .
e (control fish,lower water,acid rain,liquid alchemy)
BLACKX -Necromancy,insects,arachnids,Life and Death:and Undeath '
(Ralses and fingers of death,drains and .restorations) |

'However, no one with the talent ever draws unon one :
""agic alone, Lut ringles this spell with that, seekinc to dravr
_the innategcnergy of vhat is most inclined to the result the-
sorcerxer desires.’ The Jardgoon Pard by Ancre Morton

IS S

To institute a system of color mixing, hotever, vwould increase
the complexity beyond the point vherc most D.M.'s and nlayers would
be willing to worl with it, (even if I could ficure out a nlavahle
way to do it). "ost spells.are predoi:inently of one co'or go they are
readily classifyable under that color. Cther snells are not that
eagily classifyalle. For simplicity’s sae I have rMit snells of L
obviously mixed color under z11 of tiwe predor inant colors. Txamnle:
Command Pnimals(not hirds) comes uncer Erown “‘agic. because it deals
with aninales and under Orance llagic because it deals with controlling
others. Also there are a variety of smell effects . that can be dunlicated
(more or lesg) by different Colors of i'agic. Fxamnle: Tagic Ciesile;
Fire "issile=Gold.Ice 'issile=t"hitc.Sonic Burst=Rlue: T.%. Punch=Indigos;
Silver "‘issile=Silver:; Lasically each causes.ld6+l pts of damcoc.



P AGLIC USER SPELL PROCHELSION

Level Experience Level of Spell -
of Mage Points R e L 5 & 7 8 910
1 0 ] ; u ; ‘
2 3.5 2
3 8 3 1
4 15 I 2
5 30 43 3 1
6 .50 42 ho 2
T 80 43 b1 - 3 1
8 120 uy o g2 4 2
9 170 hu3 43 41 3 1
10 240 byp b 42 ¥ 2
11l 330 kys hh1 43 k31 3 1
12 hsp . Wby W42 iy 42 -y 2 _
13 600 Bhll 443 w43 41 3 y
14 800 hhhkp 4yl - 44D Ly T 2
35 1000 Lu43 4441 k43 w41 43 41 3 01
16 1300 - yynh-oohhhoo o huy uh2 by ho 4 2
17 1600 yhuul - akyz 441 443 441 A3 4131
18 2000 YT S TR A T 2
19 2400 LuEN3 uphni 4E43 0 b441 o k43 AR 43 4 3.1
20 3000 BU4LT ubhh2 Cob4d huh2 o Lhko 442 hhe h L2

Each single digit number indicates the number of sapells of a gFiven
color that a mage can carry. Example: a fifth level mage carries four
first level spells, three second level spells, and onec third ievel spell
of his/her initial color.He/she is also carrying one first . level spell
of his/her new color. W '

A specializing mage takes the sum of the sinpgle digits a&s the
number of spells he/she can carry of a given level. Instead of carrying
four first level spells of one color and one of a new color like the:
mage above the specialist carries five first level spells of the ceclor

he/she 1s specializing in.

Each mage has a Color in which he/she is competant(needé 2 pts
less to save and takes -1 pt per die of damage (subtract before rolling
to save) from spells of that Color: causes the victim to need 2 pts
more to save and adds 1 pt per die of damage (or cure) when casting
spells of that Color), and each mage has a Color in which he/she is
incompetant(needs 2 pts more to save and takes +1 pt per die of damage
Tadd before rolling to save) from spells of that Color; causes the
vietim to need 2 pts less to save ‘and subtracts 1 pt per dle of
damage(or cure) when casting spells of that Color). To find the mage's
(or non-mage's 1if you wish)competancy and liability, roll on the chart.

"COLOR  ROLL * °  €OLOR  ROLL COLOR ROLL
1.Red 001-072 6.Indigo  361-432 - 11.Gold ~ 650-721
2.0range  073-144  7.Purple  1433-504 ¢ 12.8ilver . 722-793
3.Yellow  145-216 =~ 8.Violet 505 13.White 794-865
4.Green 217-288 ' 9.Brown  506-577 - 14.Gray " 866-937
5.Blue  289-360 10

.Copper 578-949  15.Black = - 938-000
. If your competancy is the same as your' incompetancy, reroll.

No. good ‘person may be gpmpetant'with“Purplé'bf'Black. IT the

character is good and rolls Purple or Black as a competancy, reroll!

Mo evil person may be competant with Greém or Brown. If the charaeter

1s evil and rolls Green or Brown as a competancy, rercll! The chart

above is for humans. Other species may have other distributions. (I.E.

Eiven types will have higher proportions of Green,Blue,Indigo,and Brown. )

.



At the beginning of a mage’'s career he/she goes to a high level
mage or the local magic schocel or whatever for analysis.He/she/theyle/she/the
determine what area or areas of study the neo-mage would be best suited
for. The neo-mage then seeks out or referred to a master to study un-
der. The mage starts with one color. The mage can use only spells cf
this color until he or she reaches fifth level and can carry a third
level spell. At this point, the mage has a choice - speciaglize or
diversify. If the mage chooses to diversily, he or she then takes a
first level spell of another color. When the mage gets to carry a
fourth level spell of the original color, he or she can carry a second
level spell of the second color. VWhen the mage gets to carry a fifth
level spell of the original color, he or she can carry a third level
spell of the second color and can start a third color with a first
level spell. Thus it can be observed that at fifth, ninth, thirteenth,
and seventeenth levels the mage can start a new color. Your highest
color is always at least two levels higher than your second highest
color. Ete. At no time can the number of high level spells of any
one color be greater than the number of spells of that color of the
level below. Example: If you carry three fifth level Blue spells,
you must carry at least three fourth level Blue spells.

If the mage chooses to specialize, he or she gets a bonus in cas-
ting that color of spell. The mage 1s +1 castlng that spell color and
+1 to saves from that color and also adds 1 polnt per die of damage of
his or her spell and subtracts 1 point per die of damage from spells
of that color thrown at him or her. Example: A fifth level Gold mage
is hit by a sizx~die fireball, average damage of 21 points. Six points
are subtracted, equalling 15. He throws a fireball back, averages
17.5 points for an average fireball. He adds five points, equalling
22.5 polnts of damage. When a specilalist reaches ninth level and can
carry a fifth level spell, he or she can agaln choose between continu-
ing to specialize and thereby gaining another bonus or diversifying
and adding a first level spell of another color. A ninth level mage
who sprecializes is now +2 to spells and saves and +2 to damage he or
she does and -2 to from damage of that color done to him cor her. By
17th level, the mage has a 4 point bonus and is effectively immune to
damage from his or her color.

If you think the bonus might remotely be too much, consider how
much fun it is taking your high level Gold magiclan against a nasty
monster that's totally imune to fire or your Orange magician against
undead who cannot be charmed.



In-iiteh World, clerics are sonethine-of a nroblem. All healing

is done by Wise Women or,more rarely,Wise Men who are effectively
Magic users speclalizing in Creen and Brown Magilc.There might be
clerics among the Sulcar seafolk or in Karsten,Alizon,or the Dales

of High Halleck. In Estcarp, Escore, and Arvon however,thare aren't

any at all. Since I do play a D&D Varient open. campalgn, I do have to
deal with them. Locally most D.!.7s use some sort of spell point systenm
for magical and clerical 'spell! throwing. I think, however, that
Clerics should operate in a mode that 1s very different from magle
_users. Otherwise, they play/feel lilke poor imitations of liagic Users
who just happen to be able to do cures. Clerics,therefore, will no
‘longer be using spell point in my campalgn. Instead, the cleric's,
deity willl be the power supply for the clerics'prayers. The power

of the deity extends wherever 1t has worshippers. Because the deity .
supplies the power, a clerical spell does not stop when the cleric dies.
The number of Prayers the deity will answer 1is dependant on the Plety
of the cleric expressed in levels, while the maximum Prayer level the
deity will answer is. dependant on the Wisdom of the cleric.

PIETY OF THE CLERIC IN LEVELS ' : . O MINIMUM WISDOM

L .1 2 3 4 5 6 _ 7 _8 91011 12 13 14 15 16 17 18 19 2¢ ~ TG CAST
EPI1-1 2 2 3 3 3 §°E 8T 5 5755 576 6 6 6 6 3-5
VR 2- 1 2 2 3 3 3 4 4 4 4 5 5 5 5 5 & 6 6. 6-8
E A 3~ 1 2 23 33 4 4 4 4 5 5 5 5 56 G-11
LY i 1 23 3 3 4 4 4 4 5 5 5 5 5 12-13

E 5- 1 2 3 3 3 44 4 5 5 5 1415
O R 6-, ' 3 2 3 3 4 b 45 16-17
F Pt i 2 3 4 5} 18 up

Seven Levels of Prayers is the maximum allowed in my campaign.
Those campaigns where higher level prayers exist will have to do ‘thelr
own spell progression.l never did understand why clerics had to wait
until second level before being able to Tcast'! anything.Il assume that
the cleric proved that he/she was worthy during the zame period-of.
time when the neo magic user was being taught the:basie-principles of
maglc and his/her first spell.Those who may want a more reasonable
clerical progression, but who ‘disaprove of-a first level cleric 'casting’
anything need only shift the chart over one. CAEY

Each day the cleric has a specific number of uses-of a given
prayer level. The cleric gets a complete set of prayer-uses at the
beginning of the'day, according to his/her religion. Thus a Jewish cleric
gets a new set in the evening just after sundown. For many Amerinds -
the time is dawn.Others may start a midnight or noon or 3:33:in the
afternoon. For Church of Gygax{kein eine horeh) or inspecified clerics
it is random-before each expedition roll d24 to find out what hour is
the start of the day for a given clerie.

A cleric will usually have memorized all the prayers appropriate
to his/her level and may even have memorized prayers of a higher level
in case of a sudden level advance during a expedition. It takes
Level of Prayer/(Intelligence+Level of Cleric) X 3days ((72 hours))
to learn a prayer. A prayer that has nof been memorized may be read
from a prayer book but it takes(2 x level of prayer squared longer 0o
‘castf,haS'a‘Level of Prayer/(Level+VWisdom of cleric) chance ol failure
{(due to mispronouncing & word,chantirng the wronpg note,skipping a line,
etc.),and does not work at all if the cleric 1is trying to read from
the Prayer Books for some other deity. In fact the cleric may take
possibly substancial amounts of damdge from the attempt. ; :
 If the cleric has memorized Prayers of the FPourth Level for
example,but ornly has a wilsdom of 10 the deity worshipped will not .



answer the Prayer.The cleric does not know that his/her Wisdom is too
iow until the attempt has been made.The Fourth Level siot,however,
may be downgraded(as any prayer level can) to a loweb:level prayer,
if necessary.If the cleric above gets his/her Wisdodm ralsed during
the course of the expediticn, then he/she may immediately ‘'cast' a
Fourth Level Prayer, since they were already memorized.

A1l clerics use parts of three colors of magic. They use the part
of Red Magic dealinp with the health of the body, but not the part
dealing with the art of war and battle magic which' 1s the part used by
the magic user. They use the part of Blue Magiec dealing with:' the worship
of deities,but not the part dealing with air,wind,sound,perceptive psi,
or telepathy. They use,if they are evil, virtually the same set.-0f-spells
as the Black lagician or Necromancer. I the:cleric is good, he/she uses
the inverses of the Black Hagic spells. If the ¢leric is neutral then
both versions may be cast, noting of course’ that the more evil spelis
that are cast the more evil the cleric will becone and vice: versa. - -

As you will notice, most. of the Prayers a cleric knows can bé
inverted(I.E. Raise Dead/Finger of Death,Cures/Uncures,etc.)IT the
‘need is great enough the cleric may attempt to. invert a Prayer. (A1}
Detect  Prayers are exempt. Bless/Damn type Prayers are also exemp?t
because deities will all commonly Bless thelr followers and Damn the
enemies of their followers.) If the need is great, the clerlc may _
attempt to invert a Prayer. If the deity and the D.M. Jjudge that the
need 1s great enough, then the Prayer will be answered. IT the need
i3 not great enough,' then the Prayer will ndt be answered. Nothing
happens or, 1 the deity has a bad temper, it may backfire. The delty
is not likely to be happy with the cleric who asked this in any case,
especially, if it wasn't necessary. {(An evil cleric can throw Raise
Dead,” but, the evil deity will .undoubtedly object.) Therefore, the clevie
must do penance. o | : j L I T

If the Prayer was Judged to be necessary and -the deity answered
it, then the perance wlll be (Level of Inverted prayer) x 7 days of
fasting ‘and prayver(or whatever the deity usually'requires for penance).
If the Prayer was judged to be unnecessary the deity will be even
. less happy with the cleric. In this. case the penance will consist of
(Level of Attempted Iriverted Prayer) .squared. x 7.days of whatever
the delty usually requires. for penance. The perilod of Penance need not
be continuous(Jewish cleries cannot fast on the Sabbath for example),
but the penance should be completed before the cleric goes on any more
expeditlons.The longer the cleric puts off doing penance, the greater
the chance that the clerics alignment may change (requiring then a
sultably difficult quest to correct). S . ‘
£ If the cleric has hils/her alignment changed, then the deity may no
longer aceept worship from that cleric and will no. longer answer Prayers.
If the cleric goes on the quest the deity will answer all pr@yefs,“
except the one that he/she inverted or attempted to invert. When the
quest 1s complete the c¢leric will be fully reinstated. If the cleric
does not go -on a quest, then he/she may elect to change worship %o
a different deity. The cleric,at the start,does not know the Pravers
that call upon this particular deity and must learn them. The .delty,
on the other hand, does not know thils new cleric. The new. cleric
must earn the attention of the new deity the same way that .fhose .
who start out with this ‘deity do. He/she must advance in levels. . .

The cleric still retains his/her o0ld hit dice and fighting skilis, .
50 1t only takes one half the E.P. to advance in clerical levels
under the new.deity. When the cleric reaches the same level of .-
clerical Prayer use under the new deity as.he/she held under the
old deity then he/she begins to advance levels normally again. That
is the hit dice and fighting skills advance along with the clerical
Prayer use.



CLERICAL PRAYERS
REL FPAGIC
FIRST LIVAL
Detect/Analvze Iinjury Ruﬂgﬁ—?”, Duration=12 hrs. -
How much daiaze 1s there?What level of curing is likely to be
needced?is there 2~ criii Cil injury(assuming that ‘it isn't
. obvions) and what Is 1t? ETC. TLimit is nine questions. o
Detect/Analivze Disesase . ?anpe=?‘y Duration=12° hrs.: ' g
Wnat. disesse is present?What chance does the Viakim have o¢ )
surviving without aid?How 10@9 before 4g 1““iimely to klll the.

i2fim?What:- are the disease’s rTfects? If there is no ‘cure

avalliaeible.what can be done to:1mpfove the" chanceo'of r'urvw

BEEC ig nine guestions: .
Detectfﬁz&lyz~,?oison 5 23", ‘Duration=12 hra.flv

I3 there polison pressnt? T are 1ts effects?How long before

iv 1g likely to kill the Lotin?What 1s the chance the v1ct1m

WILY survive without 2314977 there is no Heutralize P01son_ﬂ‘f

avidllanle, what can be done to decrease ar stop . the effect, it

aingening 20, Limit (is nlnasqteﬂtionq about poigon in a v1ct1m,

Tor poissn poiions or poisoned objects,ALL you will detect is

that 1t is chere. g s
Cuire A i Range=3% Affeclts ane entity a

Cuves 1dbh+1l pis. of damage Lo lifelorms. s Emer

Caus=2s 1d6 pts. of damage %o unlife. s
Uncure I Rarge=3", Affects’ one entlty ’

Causes 1d6 pts of damage tc lifeforms. ff 1

Curees 146+l pts of damage to uniife. ;
Constitution I Range=3" ,Duration=1 day, f\rrwt A entity

Add 1 pt. of Constitution to 1¢Ieforms. g

Subtract 1 pt. from the Constitution of unlife.- -

Affects all Con. related funetions.HOT Permanlzable.
Debilitabion 1 i Range=3",Duration=1 qay,Affect: 1 entity

Subtracts 1 pt. of Con. from LlfoOPmS,
Adds 1 pt. of Con. to unlite. . P
Affects all Con. related runciions. NOT Permanizable.:, .

Infra-hearing : ' Range=3", Uuratlop =1 daysAffecto 1. entlty
Increases hearing séhsitivity and 1rﬁquency range. .Humans..
increase to doglike hearing.Animals who hear about ;like. dors
hear even bettef Cancels Decrease Hearlnf

Decrease hearing ’hangc~3” Durdtion=1 day Affects 1 entltv
Decreases hearing sensitivity and fragquency range. I“hose with
dogiike hearing decrease ‘to Fuman 3evels. Humans get even worse.
Cancels .Infra-hearing 7' s § b :

f s

v T

SECOND LEVEL

Cure IT : : Rdﬂwe 3%, APfects 1 ent ty;ﬁh_
Cures 24d6+2 pts. of damage to lifeforms. ERTE
Causes 2d6 pts. of damage to unlife. S
Uncure II Range=3",Affects 1 entity v
Causes 2d6 pts of damage to lifeforms.
Cures 2ao~2 ruo. ox damage wo unlife.
Iﬂffa—V¢olOﬂ ' " Range=3",Duration=1 day,AlTects .1l entity
ge in the darl as elves,ebc. Canéels Night Blindness.

Night Bllngness ‘ R npe=3",Duration=1 day,Alfects 1 entity o

Cancels Infra-vision. Those with natural infra vision gef.a"
saving throw. : o



TUHIND LTVTL

Curce II1 canee=3 L rffects 1 entity
Cures Ac¢6+L rin. of Jdarace te lifeformna.
Canses 4df nto. of dawage to unlife,

tneure ITX _ - nonae=3 ,MMfoctt 1 apntity
Cruses 4d6 ~te. of danac~ to 1ifoforms.
Cures 446+ ~ts. of daracs to unlife.

Constitution II , Range=3' ,Nuration=4 day,7ffects 1 entity
As Constitution I but changes 2 nts. of Con. A

Debilitation II Range=3",Duration=4 days,Affects 1 entity
As Debilitation I but changes 2 nts. of Con.

Cure Disease L Pance=3",Affects 1 entity,Cures 1 disease
Cures natural and magical diseases..

Cause Disease Range=3",Affects 1 entity,

Causes one disease,caster snecifies. DPisease has normal
incubation period. :

Cure Deafness , Nange=3" ,Affectz 1 entity
Cures deafness from any cause. , C
Deafness ‘ Rance=3' ,Affects 1 entity

.Causes deafness by destroying the inner ear and/or nerve tissue.
Lasts until Cure Deafness or Peceneration II i= thrown.

FOURTH LEVEL
Cure IV Range=3" ,Affocts 1 entity
Cures 7d6+7 pts of damace to lifeforms.
Cause 7d6 pts of damage to unlife. :
Uncure IV Range=3",Afecects 1 cntity
Causes 7d6 pts of damge to lifeforrsz.
Cures 7d6+7 pts. of damage to unlifec. _ , ‘
Cure Critical Injury : ‘Pange=3" ,rffects 1 entity : -
Cures a critical injury to a life form. Cures no hit points.
Only a Cure Crit. will cure & critical injury to a lifeform.

Uncure Critical Injury . Range=3" ; Affects 1 entity
As above but affects unlife. .
Neutralize Poisoh Range=3" ,Affacts 1 Poison
Generate Poison Range=3",Affacts 1 entity

Creates a severe metabolic imbalance-causing the body to
poison itself. Take 1 ot. of damage every Constitution of
Victim minutes for Level of Cleric x d6 .. 20 minute periods,
Cures are only one third effective unless ieutralize Poiseon
is thrown, . . s

Cure Plindness " Range=3",Affects 1 entity
Cures blindness due to glaucoma,nerve damage, spell, etc. .
OR it will regenerate one comnletely destoved eye(takes 2
weeks to regen).

Blindness Range=3",Affects 1 entity
Causes blindness in both eyes OR destroys cne cye cornlaetely
{the sight goes first and by the end of tvo weeks, the eye

has completely degenerated).
FIFTH LEVEL | ' ‘

Cure V » ... Tange=3",Affects 1 entity
~ Cures 11d6+11 pts. 'of damage to lifeforms.
- Causes 11d6 pts. of damace to unlife.
Uncure'v - - - " Range=3" ,Affects 1 entity
Causes '11d6 nts of damage to lifeforms.
Cures 11d6+11 pts. of damage to unlifn.



Of GHOSTIES, AND GHOULIES, AND LONG LEGGED BEASTIES AND THINGS THAT GO BUME
I‘q HE-\JIGHTI'I!IIE

being the seventh contribution to TLOC by Kay Shapero, 8886 Earhart ave, los
Avzales, CA Q0045 ;
X—**%%***%**********%‘*******************

ONE MORE COMMENT ON IS}—f 6

IOKE GUNDERIOY: in re gems: Thanks to a rather massive amount of information

I have received from, amrong others, Lee Gold, Steve Marsh and Peggy Gemignani,

1 am currently working on a fairly comprehensive list of the uses of various

types of gemstone in my campaign. I may run it in here when I get it finished.

lMeonwhile, a few notes. (Flease note that these are for a specialized personal

compaign - not all are the traditional meanings of stone or color by any'means)
In general, gem usages are related to color:

zed - degllng with healing and damage causing magics such as Gause Iight
Wounds", also firc maglics.

v2llow - for treasure finding and migics dealing with gold.
green - for fertility, plants and growth, also weather magic.
~ive — for magiecs dealing with water and electricity.

violet =~ for maglies dealing with the mind and intelligence, including P
and illusions

vnite - for clerical magics dea¢1ng w1th curing of disease, blessings and
4 the llke 8

tlack - u%r anti-clerical curses,- dsmonolegy, etc.

clear - for pure powsr, dispelling cf magic of all kinds, skrying and such
spells,

Mrst other classifications of spell (ez. metal working,especially weapons
Forging) require specialized metals rather than gens, although gems set in
Luch metals may be helpful (such as a ruby in the hilt of a flaming sword).

Yith the exception of clear stones, devices meant o permanently contain
;,-Js of the 6th level or higher (example, rings of regenera*ion, or anti-
2gzle shell) require star stones of the appropriate.color as follows:

6th level - catseye gems (censidered as a two pointed "star')
7 level - four pointed stars

8%h level - 6 pointed stars

whlle for clear stones, various grades of opal are ‘used:

&th level - “catseye” opal

vih level - fire opal

&l level - white opal

Devices permanently containing 9th level spells of any sort require blaok
orals as do ALL demon/éngel summoning devices.

Tn the case of temporary storage, limited charge and/or one~shot devices

{ wxample, rings of one wish, wands) gems are not necessarily required,
nlithough it helps to use items of the apropriate color.

in the case of rechargable sfuragc dev1ces (example,-spell storing rings),
el



-------

opals, star stones or other gems that change color (alexandrltes, for
example) are reguired. .. -

-}{%*”1”(—%%%-‘{-*%%,{-%*%&"’-“—%-ﬁ:—%-)’r-)(-%%%r*n%%*v ® W OK % o X

So much for that Hav1nb finally finished getting ny wanderlng monster
tables typed up, I may as well put them in here. Note that these nerely
give the type of belng encountered. In general, level, number and guality
of ‘cxitter:should. be figured based on the rarty size,armament and level
,qand it.is, 39551ble o .roll. g . creature too powerful for the party, in

" which cage 6ne, .can always roll agaln... .

.llrst, roll fo general type or creature, u51ng de01nal dlce

01 —ROS Anlmals

09 - 11 Cleanup Crew

iz - 19 Lragons

20 - 27  FExoties

28 - 30 Forces

31 - 38 Humanoids

39 - 46 Insects

Ly - 54 Lycanﬁhropes‘-'f*
55 ~ 62 Plants

63 - 73 Something Silly
74 - 81 © iisc, Sophonts:
82 - B4 Specials

85 - 92.. , Undead . ...
93 - 00 Vance Dragons

(Wote - this is mostly an outdoors chart, Indoors plant probabilities
should probably be reduced. )

Now, roll on the correspondlng table'
ANIHALS

01 =~ 04 ﬁlttyhawk (ATNh I)
05 - 08 ‘Hell Hound ¢

09 -~ 12 . Rust MOHSbGI

13 -~ 16 = Stirge |

17 -~ 20 Gyl Rear

21 - 24 dobra (DH)

25 - 28 Flame Tiger (DH)

29 ~ 32 Giant Ground Octopus (DH)
33 ~ 36 Hight Hound (DH)

37 - 4o Pybra (DH)

Ly - b4 Ice Tiger = (DH)

bs ~ LG Sun Devil " {DH)

4o - 52 Jind Devil (DH)

53 ~ 56 Giant Owl {IDH)

57 - 60 Bear (ATUM I)

51 - 64 ilolf (ATUM I) : T
65 =, 68 Roe L o : L

69 < 72 " Purple Worn

73 - 76 Rockworm (DH)
77 ~ 807 Vanmpire Bat (Dé-u 1*3 LeSSer, L6 Greater) (&g)

81 -~ 84 ... Fox (KS) i Tt
85 - 88 Rat (KJ) . -.\'{‘..-}: u ':"i‘_'-i ) ) .]‘v i

89 -92 ., 3Bat (KD)

93 '~ Y56 “Spaké (varies with type)

97 ~ 00 Horse o



UGLEANUF CREW

OUTDOORS (roll D10)

Carrion Crawler ‘

1 -2
3 ~ 4 Green Slime
5 Grey Ooze
& - 7 Yellow liold
g -9 Ochre Jelly
10 Black Pudding
DEAGONS
1 50 Dragon
51 - 75 Pern Fire Lizard
7& - 00 Harreki

N

3

"N FIRE LIZARD {roll D6)

result in
Dragons

" INDOCRE (xoll D8)

Ochre Jelly
Black Pudding
Green Slime
Grey Oogze
Yellow Mold

03 Ghy W N

- Independant (Neutral (5) or Iawful (6))

NEUTRAL -, ©:

Tan .
Chesthut
Arber
lazel
Cinranon
Qusget
Uiver

1 -2 Accompanied by a Lawful
2 -k " a Neutral
5w 6

TRAGON {OR“HARREKI E

1 -2 Tawful

3 -4 Neutral

5= 6 ~ Chaotic

1.LIEUL (118)

T Zinc

Z DBrass

3 Copper

L Bronze

5 Silver

6 Gold

7 Hithril

8:00 Flatinum

M““O”ﬂqv

Carrion Crawler
Gelatinous Cube
Scrubbing Bubbles

(A&E)

lote ~ in the case of Harreki, ignore the 8:00
the color table, Otherwise as

TCHAOTIC

White
Black
Green
Blue

Red
Yellow
Violet
Chrematle

(kdﬂve non~standard dragons credited to Charlie Ivee and appeared in ASE -

T forget which issue)

If 8 is rolled, roll decimal dice.
NOTE: If the location of any of the 8:00 dragons is known,

die ignoring 8.

If 00, then as gliven, otherwise reroll

adjust likelyhood of encountering them accordingly.

RXOTICS

01 - o4 Cockat¥ice g - 48
05 - 08 Basilisk hg = 50
0% - 12 Hledusa 51 - 52
i3 - 16 Gorgon 53 - 56
17 = 20 Manticore 57 ~ 60
21 - 24 Hydra 61 ~ 64
25 - 28 Chimers 65 - 68
29 - 32 dyvern 69 - 70
33 - 36 Gargoyle 7i - 72
37 ~ 40 Minotaur 73 - 76
b1 - I Shadow

77 - 80

Soul Feed (HS)

Magic Absorber I (WNS)
MA II (N8)

Will O' isp

Harpy -
Salamander

Beholder
Eyes-In-Darkness (KS)
Sentient Mist (XS)
Golem

Mind Snake (H03)

-3

81 - 84 Nightgaunt(Xs)

85 - 88 Typo (?)

89 - 92 Wind (NS)

93 -« 96 Drean
Beast (KS)

97 = 00 lce ice
(ks)



FORCES (recll D10) DEATH DEHOSS (roll D6)
1 -2 Type I
1 Vatch . 3 Tiie 1T
2 Death Demon (N3) I Type IIT
3~ 5 seleog 5 Type IV .
5- 6 Blemantal - 511 ~ & Ty%e v
G Lich
10 Fagzgul (NS)
LD PVTAL {roll T4) ICE DiOS (roll 56)  SHAY DEHONS (D6)
1 - Paxth - 1 -3 Type I 1 - 5 Lesser
) Alr L - 5 Type IT & Greater
3 Fire 6 Type III
& Haten
HOMANOILS : .
s IN DESHRT (Di2)  FOREST (D12) OYEN TAND (Di2) TS (D12)
Hen 1 -4 1 i-3 1 -2
BElves ~ 2 -3 & 4 ' -
Diwarves - - 5 J= 5
*0ros 5= 8 LIS & 6~ 7
Ogres 5@ i 8
Trolilg o 6@ | 8 9
Urber Hulks - 7@ 9 -
Bugbears - 8 @ 10 -
*(iants 10 9 11 10 -~ 11
Ogue Magli 11 - 12 10 iz i2
Miries - X X X
Dryads - 11 - 12 - -
nts - ¥ - -

&-In Elf-forests, Elves are encountered on roll of 2 — 8 and Ores, Ogres,
Trolls, Umber Hulks and Bugbezrs are deleted.

X-IT near water roll decimal dice for 40y or less for Nixies. Tf higlier,
roll DiZ'as'usual,

Y-If in an Ent-wood, roll decimal dice for 30 or less if party.mgréiy
passing through, 904 if trees are damaged in any way. Ctherwise, roll Di2
asusual. o7 - L Y 2w s v
* (RCS (T6)

1 =3 Snages only -
4 =50 Snaga plus Uruk-hal officers
6 Uruk-hai only gl
ROEIANTS oo s e PARTY LEVEL DICE SIZZ (rolled for giant type)
T CHIIL {, w3 D2
2T stons 4 -6 Dy
e JFrogt 7 -9 o6 .
by Fire 10+ , D8 (ignore 8)
. .5 Cloud ; '
el Storm
7o Ice
e



HUMANCIDS (Continued)
ALIGNMENTS OF HUMANOIDS:

Dwarves and en:(D6) 1 - 2 Lawful 1 -2 Cood
3 -4  Heuiral 3 -4 Amoral
5 - & Chaotic 5 -6 Hvil

Elves: {D6) 1 Lawful 1 -4 Good
2~ 5  HNeutral 5 Amoral
6 Chaotic 6 Bvil

Oxes: (D6) i Iawful 1 Good
2 -3 Weutral 2 - 3 Anmoral
4 - 6 Chaotic 4 - 6 Evil

NOTE: If Orcs consist of Snaga, roll chce; if of Snaga plus Uruk-hal roll
twice and take highest number; if Uruk-hai alone, roll 3 times and take
highest number. . : : :

Ogre Magi, Ogres & Trolls: (D)

1:1 Lawful 1:% Good
1:2 - 4 Neutral 1:2 -3 Amoral
5~ 6 Chaotic 4 - 6 Bvil
Giants: (D6) 1 Lawful 1 ~ Good
2 -~ 5 DMNeutral 2 - 5 Anoral
6 Chaotic 5 Evil
Nixies & Dryads:(D6) 1:1 - 1:3 Ilawful 1 Good
1:4 - 5. Neutral 2 ~ 5 Amoral
£ Chaotic . 6 Bvil
Entss (06) 1 lawful T im 8 . Eoed
2-6:5  Neutral . 6:11~615 Amoral
6:6 - Chaotic . 66 Bvil
NOTZ: 4here number is separated by :, roll D& for secord numbéer.
INSECTS & INSECTOIDS : - GIANT SCORPION (D)
01 - 14  Giant Tick D o
i5 - 28  Mosquito (KS) ack
29 - L2 Killer Bee (ATuM I) T —
43 -756  Giant Seorpion- GE 5U¢ (DY)
o e m : 1 Fire Fly
57 = 71 Gen Bug (£s) : 2 Lightring Bug
72 ~ 85 Trap Door Spider (KS) 5 'Izz Beet%e &
86 - 00 Spider (see be;ow) i Siirk hus
SPIDER (D6)
1-4 Black widow (A&il)
) Fhase
S Power (KS & DH) (roli decimal dice)
0t:= 11 Ice 89 - 99 ditchfire
12 - 22 Purple 00: {(I4)
23 ~ 33 lLightning 1 -2 Pearl
34 - 44 Gold 3 Stone
45 - 55 (reen 4 Hell

56 - 66 Star
67 - 77 Hire
78 - 88 acid B



LYCANTHROPES

01 -~ 09 Holf
10 - 18  iolverine
9 - 27 Fox
3 -« 35 DOtier
7 - k5  Fenther
46 - 54 Tion
55 - 53 Tiger
6l - 92 Boar
71 - 81  Bear
Z - 80 Fagle

91 - §9  Rat

00 ‘

1~3 | Human (reroll for not-were form)

b - 6 Special (reroll on wender table for were form)

(I'z not sure where most of tqe non-"tanu@;d types came frou - I've been

uzing thenm for almest as long as I've been playing.)

PLART ' .
PLAINS FOREST DESERT HOUNTATIS

Archer Bush 01 - 25 01 - 30 - 01 - 20
Bloodgrass (DH) 26 - 60 31 - 40 - 21 ~ 50
Goo Tree 61 ~ 65 Li - 60 - 51 ~ 55
Upas Tree &6 - 80 B T - 56 - 85
Voliree 81 - 85 71 - 90 Co- 85 - g0
Snap Dragon 86 ~ 90 21 - 00 ~ . 91 ~ 0C
Forcupine Cactus - . - - 01 -~ 415 .- =
Cholla - - : 16 - 30 -
Okatidla - - 31 - 50 -
Tumbleweed 91 - 00 . = - 51 - 65 - -
Joshua Tree - - - 66 -~ 80 -
Barrel Cactus - ; - ‘ 81 - 90 -
Saguaro Cactus _ - ‘ - 91 - 00 -

(with the exception of the bloodgrass, asll of the akove are ny owna)

SOMETHING SILLY

Anything your sneaky little train can think of - preferably amusing
ather than deadiy. (example ~ a bird becomes fascinated with youxr ne¢nert
cﬂd keeps pecking at the shiny surface, or you meet up with a man with a
stack of leaflets advertizing Dungeon Dell ght. Or maybe one of Glean‘s
dungeon inspection teams.) '

not wishing to split up a tabieg see next page for Misc, Sorhonts,
UNDEAD

01 - 10 Choul

11 ~ 20 ight-

21 - 30 raith

31 - 40 PHummie

L1 - 45  Spectre

46 - 50 Vampire

51 ~ 60 kin  (4&E)

61 ~"70 Banshee (7?)

71 - 80 Screamer (DH)

81 - 00 Skeleton ;



MISC. SOFHONTS

OUTSIDE INSIDE
01 - 07 Griffin 01

08 - 14 Centaur 02 - 14
15 - 21 Lammasu 15~ 27
22 - 28 Alacorn  (CL) 28

20 - 35 Pegasus 29

36 - b2 Hippogriff .30

43 - 46 Blink Dog 31 - 37
47 - 4o Displacer Beast * 38 - 43
50 - 56 Cheshire Cat (A&E) Ly - 56
57 ~ 63 Waga 57 -~ 69
64 - 70 Sphinx (ATWM IT) 70

7ho- .77 Fhoenix (ATWH I) 71

78 - 84 FPanther (AT I) - C 72 - 8L
35 - 91 Kedry's Wight Deron (only after dark) 85 - 98
92 ~ 99 Great Fzgle (CL) 99

00: . 00:

1 -3 Unicorn ' C . 1

4 - 6 Couatl 2

Re-roll 3 -6

these might be placed in the animal table if desired.

SEiECIALS

This list should include known entities of your world, For example,
mine includes Ja'ala Uindrider, the Rainbow Dragon and followers of the
Dark Foet. If some god/godess enjoys interacting with characters on:
occasion, this is the place to put him/hex/it/them...

VANCE DRAGONS (ATWH 1)

(Dp12)

i -2 Termigant

3 -4 Spider Draszon

5~6 “rocwtriding lorderer

7 - 8 Tong-Horned lurderer
9 -~ 10 i Blue ilorror '
it Tieng

12 Jugger

NOTES: initials in parentheses are intended as a glide to finding the stats
on the creatures in question as oprosed to a definitive list of credits.

ATdiL = A11 The Voxlds' ronsters (edited by Jeff Finper & Steve Perrin

A& = Appeared in Alaurums & dxcursions; I don't remembet when or by whon
written, :

GL = Charlie Iuce (published in A&E ér on his ep charts)

DH = Dave Hargrave (possib;y in the Arduin Crimoire -.mu information is S
from a set of xeroxed notes from hin well before the AG was published)

KS = Kay Shapero (published in 44E or TLOC and/or printed/ieprinted in this
zine) bom

NS = Ficolai Shapero (published in A&E or TIOC)

#3 = layne Shaw (published in A&E)

? T have M0 idea and/or there are HANY versions.

If no notes, either from the oriszinal or something that variss with each DH.

e



As some of the creatures of ny own creation are unpublished, or were publi-
shed quite a wulle back, T will put them here. Hy thanks to All The Worids'
Monsters for the format.

VAMPIRR BAT. HD  AC HOVE FLY 13 RANGE DEK. RAHGE
Ureater 208 6 3 24 2D 16 + D4
Lessear 8 7 3 18 204 12 4+ T6

ALIGNHaNT: Hungry
Z0UMD IN: Caves. dungeons, wilderness at night

NUHBER PROB. OF TREASURE
LAIR (304) + ° "i0Dio 30,5, C
JANDERING - 4. 2Di0

ATTACKS:
1 bite, D6 (Lesser) or I8 (Creater} and attaches to victim.
blood drain after attachment of D& (Lesser) or D6 (Greater
Per round. . - ;

APPEARANCE; Reddish brown bats of from 1 foot wingspread (Lesser) to 3
foot wingaspread (Creater). Lesser Vampire Bats attack as 2 die nmonsters,
Greater as 4 die monsters. BEcho lccation gives them the equivalent of a
Robe of Eyes. Occasionally colonies develop rabies. {Hence occasional
expeditions to keep the bat population down.)

FOX
HD AQ HOVE SUTi T3 RANCE DEX. RANGE
8 o 30 5 I8 12418

ALIGNMENT: Hungry . - :
FOUND IN: Anywhere outdoors where it is possible to dig a hole safely.
{type of fox varies)

MUMBER
LATR (25/4%) D8
WANDERTNG T
ATTACKS: bite, T4 : -

APPRARANCE: Regular foxes - above stats meant for red, grey or arctic foxes;
desert foxes (fennecs) and kit foxes are slightly smaller, If in lair,
assume all but one or ituc are cubs. Jarents will attack at plus 2 if cubs
are threatened, gt

RAT
HD AC MOVE SWIH I RANGE DEX. RANGE

4 ¢ b i, 3 D6 | 12 + I6

ALIGUHENT:. -Hungry -
FOUND IN: Tields, cities, ruins etc., Flaces where tunnels are available or
easily constructed.

NUHBER PROZ., 0F TREASURE AND TYFE
LATIR (300) 10 D10 10y, 06 of gems (accidental acquisitions)
HANDERING _ 2010 ' : . L
T v
ATTACKSE 4 pive, DO
APPEARANCE: Black or brown (Norway) rats. ILive in large colonies ~ when in

lair many will be females with babies. Those found wandering will be adults.
If cornered or females with young, fight at +2. Colonies scmetimes develop

rabies or bubonic plague. Cenerzlily will not attack unless very hungry or
desperate, =8=



SNAKE
HD AC HOVE SHIM IQ RANGE DEX. RANGE
D8 6 12 5 D4 12406

ALIGNMENT: Hungry
FOUND IN: About anywhere - depends on type of snaks.

. NUMBER
LAIR (20%) ill?
WANDERING D

ATTACKS: ‘ )

1 ®bite, D4 plus roison of anywhere from I8 (rattlesnakes) to fatal
within a few melee rounds (krait)

some snakes {cobra) can spit venom for 6-8 feet doing %+ normal

damage. Note that all poison damage is halved if save,

ATPPEARANCE: Generzl snakes., Especially sidewinder rattlesnakes, vipers,
cobras et al. Constrictor snakes constrict for D2 - I8 damage/round, instead
of doing poison damage. ‘

SENTIENT MIST (4n earlier version appeared in ATHI II)

HD AC HOVE LEVEL 1Q RANGE DEX. RANCE.
1-20 D8 4 i2 1~5 12+I8 12+D8

24 =10

36 11~15

48 16+

ALIGIMENT: Any. (Normally Neutral, may be geased to guard treasure)
FOUND IN: Enclosed plates

NUMBER FROB. OF TREASURE AND TYPE
TN LAIR (4004%) 1 - 80%, A

ATTACKS: : 4 _ - : ‘
" 1 .envelopment ~ may at one time envelop 2 beings per die of mist.
- this creates confusion so that any party attack roll of 2 or more
. under the number needed to hit (or 1 in any case) has a 30% chance
I Ritting ancther (enveloped) party member, increasing by 10, for
every party member over 6 enveloped,
1 strangle., Once it hits an enveloped party member, musi roll as if
to hit AC:9 to remain attached, Fach round it does so, it does
1 I8 of damage.

APPEARANGE: A swirling faitly blue cloud of mist,

EYES-IN-DARKNESS

As Sentient mist with the addition of 1 "Bye" per die of monster.
Eyes are AC 7 and Rave 1D8 hit points. They draw their strength from the
Hist and operate as if they were the dexterity and level of the mist (Tees, if
the ¥ist was 3zd level, a Lightning eye would throush 3 die lightning bolts.)
Roll D20 and pick from table (duplicates ARE possible - do not re-roll them)

1 inti~Magic Ray (as beholder) 11 Disintesgrate

2 Dispel Mapgle Ray 12 Repulsion

3  Haste L 13 Flesh/Stone

4 Slow 14 honster Summoning IV

5 Cold Ray 15 Heat Ray

6 Lightning 16 Protection/normal missiles

7 “TK 17 Ice Storm _

8 Bvil fye (save at -2 or drop 1 combat olass for rest of nelee) 18 liaze
9:  Hold Being 19 Confusion

10 Fhantasmal Forces 20 Polymorph others

+O-



HUTE, A1l Rays are single target, damage causing ones doing one die of damage
per dle of Hist.

!1¥EARANu&' Dense falntlj blue mist containing several basketball-sixed
“Eyes'. Actually a symblotic colony creature composed of a sentient mist.

and a group of "Eves" descended from a now extinct sort of free-living

varicly. Thic is a defensive alliance and, as the eyes are powered by the

Mist vhich in turn feeds on mana (much as a mage draws on it for magic),

it has ravely any reason to attack a party unless geased to guard somethlnga
They may be found wandering, being only 50 in lair.

BTIGHTGAUNT: see ATWM I

DREAN BEAST . om, L
HD i AC HOVE 1Q RANGE = DEX. RANGE .

613 7 0 14+D% . ;g+ﬁ6
AZTLﬂHmNT ?eutfal-amoral s g -

TCULD Ils Deserts, dungeons

NULMBERS PROB, OF TREASURE AND TYFRE
LATR (1005) D8 605, A-1
AR i Attrastion. Semi-telerpathic ability similar to Fhantasmal Forces .
makes the creature resemble whatever the viewer most wants to
see, If vietim is alone, saving throw is 20, if accompanied,
save at -2. Anyone fooled by the illusion must save as vs.
Charm or they will approach. Uthen victim is in range, monster
will drop thé illusion and attack. To retaliate, victim
must save again at +6 ’ :

1 attack per tentacle‘doing 106 each. Has 5-10 tentacles.

APFRARANCE; when not proJjecting illusions (and two viewers need not see. the
samne, hing at the same time, by the way.; What the beast projects is the
iliusion that it is whait the viewer most wants t0.see - it is the viewer's
mind that produces the specific-illusion), resembles a clump of black,
intertwined ropes with jJasged teeth. (Irom "A HMartian Odyssey' by Stanley
Weilnbaum, )

I0y MICE . : . ;
ED AC HOVE I RANGE DEX. RANGE
D 5 iz D 12406

ALTCGNHENT: Neutral/Hungry
FOUND Id:; Cold axeas

- NUHBERS 1}303 oF TRLASURE ARD TVPE
LAIR (70,5) 10D10 205, I

VANDERING 5D10 ‘ : -
ATTACKS: . o
1 Tite, D2

i single target cold breath, D6 ) -

DESCRIFTTON: Bluish-white mice about the size of fleld mice. ihen killéd.
become lumps of slightly dlrty ice. OQccasionally infest the homes of Ice
Giants, :

10~



MOSQUITOES
HD AC MOVE FLY 1Q RANGE DEX. RANGE
1/88Hp 9 - .1 - L8 insect 396

’O in the air) .
FOUND IN Marshy places, anywhere there's stagnant water/

HUMBER

- WANDERING 100D10_
ATTACKS:

1 bite - drains 1/8 hp worth cf blood after which bug is full.

15 chance of a given bug carrying malaria.

They attack as 8th level fighters treating targets as if 4C:9
- andrsave as 1 die monsters.

APPEARANCE: "Mosquitoes, basically.

GEM BUG
HD AC HOVE - FLY DEX. RANGE
1 pt, Q 1 48 12406

. (0 in the air)
FOUND TN: damp wildernsss areas (nghtnlng Bug)
dry wilderness areas (Fire Fly)
cold areas (Ice Beetle)
swampy areas (Stink Bug)

NUMBERS PROB., & TYPE OF TREASURE
WANDERING 10D4 1004 - bug becomes 10gp. gem when killed:
S sapphire - Lightning Bug,
ruby - Fire Fly
diamond - Ice Beetle
emerald - Stink Bug

ATTACKS:
1 pt. single target breath weapon: Lightning bolt - nghtnlng Bug
flame lance -~ Fire Ily
- ice lance ~ Ice Beetle
' ‘chlorine gas cloud - Stink Bug
APPDARANCB 4" beetles of electric blue (Lightning Bug), flame red (Fire ! :1y)
crystal: (Ice Beetle) and grass green (Stink Bug)

TRAP DOOR SPIDER
HD AC HOVE I0 RANGE DEX. RANCE
1008 5 15 6+2D6 12406

ALIGNFENT: Chaotic/Neutral
FOURD 1IN: Wilderness, underground
T NUMBERS PROB, & TYPE OF TREASURE

LATR(100::) 1 305, A-1

ATTACKS 1 Trap - digs trap underground ﬂlth thin roof. Anyone stepplng on
the trigger point falls 10 - 20 feet into the trap taking
106 damage from fall, and must save as vs. magic or be
dazed for 1 - 5 melee rounds.

8 Claws, 1D6 per claw
1 Bite, D4 plus 4D8 poison.
Vay spin a web as per Web.spell

T “1

APPEARARCE: Grey-brown splder about the size of a Creat Dane. Averse to lisht,
but not hindered by it.
. -1~



FOJER SPIDERS

HD AC HOVE
1“11{']38 ? 6 ‘ ; -
5~818 5 12
9-12D8 3 18
13-1618 1 2L
17-2008 -1 24

WEBS: 411 are 10'

Iy

3506

5216
12+06

TNADY

16+

in diameter and hold 2D8 beings.

ATTACKS AND DAMAGE

DEX CL&I(8) BITm(l) POISON  WEB

64206 1D4 iD2 108 (see,
12+DG iD6 104 - 208 below -
14+D4 108 106 308 ags type
16D 108 106 L8 ' of spider)
184D 108 1D4 5D8

s

Except nhere noted, all

may be destroyed by doing @th danage with cumtlng WEApOnS (treat as AG 9).

TYPE OF SPIDER & COLOR
Ice Spider (white)

Turple Spider
lightning Spider

(electric blue)
Gold Spider

Oreen Spider

Star Spider (silver)

Fire Spider {flame red)

Aeid Spider
(yellow and green striped)

witchfire Spider
(B8lue with red markings)

Pearl Spider

- where at random;

TYPE- OF EB

Frosty white - does 106 cold'd@ﬁage per
melee round of enitanglement. Flaming
weapons do double damage to the web.

Glowing purple - paralyzes all entancied for
reriod oi entanglement only.

Glowing metailic blue - does 1D6 electric
damage per melee round of entanglement,

Sparkiing metallic gold - drains. i :point .
of strength per melee round of entanglement.
After web is destroyed, drained strength
will return at 1 point per full turn.

Remove Curse will restore drained points
immediately.

Heb is composed of Green Slime!

Translucent silver - shrinks by 1" per
meleg round, shrinking those entangled
proportionately until it disappears al-
together, teleporting it's contents else-
‘Web armor class lhcreases
by 1 point per foct shrunk due to difficulty

- of aveiding hitting those entangied. If
iweb destroyed, victims return to full size

at 1 foot per melee round. -

| Iuminous translucent red with tiny flames

on it - dees 1D fire damage per melee round
of entanglement, Cold weapons do double

démage to web.

Bright yellow - does 1 D6 acid damage per
melee round of entanglenent '

lowing bilue with blue flames - raralyzes
all entangled plus doing 106 fire damage
per melee round of entanglement, while
mairing a-loud ‘roarirg noise. Cold weapons

'.-dd'double damage/ heat weapons RESTORE

.Ludamﬁg,

'SHiny pearl ~ shrirks those

ertangled by 1
armor size per melee. round. . Save as vs,
magic each round or loss is permanent -
vach round save is made the lost point
will return when removed from web at 1
point per full turn. UHote - ¢lothing, armor
etc, does NOT shrink.

C-12-

Paralysis only lasts while entangled.



SPIDERS (cont) JEE TYPR

Stone Spider (urey) , Grey-green - Does stone to flesh to those
entangled. If save vs, magic is made,
victims are restored when web is destroyed.

Hell Spider (black) Smoky black - Drains one life level per
nelee round of entanglement. Victim must
save vs magic every round - if save, life
level lost that round will return 1 full
turn after web is destroyed, otherwise loss
ls permanent,

Those entangled in the webs (if not paralyzed or stoned) may attempt to
cut the web but will need a 20 to hit regardless of wearpon, strength or
other bonuses. All hits will de¢ 3 damage due to the awkwardness of the
situation except daggers and similar small weapons which do full damage.

NOTE: Those in the target area of the web must make % dex. roll to avoid
entanglenent. Once entangled, unless otherwise indicated, there is no
saving throw vs. the effects.

DESCRIFTION: All spiders are man-sized.

iy thanks to Dave Hargrave, whose Rune-weaver spells gave me the idea.
ARCHER BUSH, GO0 TREE, UPAS TREE, VOLTREZ {and BLOODGRASS, for that matter)
Are in ATUM,

SNAP-DRAGOY

HD AC DBX. RANGE
Lp8 8 12406
FOUND IN: Temperate forests, grasslands
NUMBERS PROB. OF TRBASURE AND TYIL
LATR (100%) 2Dk 30%, & type I
ATTACKS:

1004 flowers, each breathing IDb flame (single target)

APPEARANCE: 4 4-6 foot bush with light green serrate leaves and yellow
flowers shaped vaguely like dragon heads.

FORCUPINE CACTUS

HD N DEX. RANCE
208 -8 12+06
FOUND IN: Desertis ‘
, NUMBARS FROB. OF TREASURE AND TYHE
LAIR (1005) 108 20,5, 7 type I

! S 3 1] i1 «_» i
AEDHCE Has D8 "arms" each containing 10D10 spines, each arm capatle of

firing off it's load of spines independant of the other arnms.
Spines do % hp damage each. Treat target as AC 9 unless in full
plate with the visor down!" {(roll once for each arm fired - if
hit, roll 10D1C for number of spines connecting,)

APFEARANCE: Looks rather like a Cholla - fairly narrow brarches furry with
white spines.

~] 3



CHOLLA - A real . plant... 4 sort of small, multibranched cactus with

an incredible number of spines. These break off easily into Iittle spiky

balls which tend to be dlstrlbuted wilthin 10 or 20 feet of the plant. Those

pa551ng near one rust save as vs. magic or they wiil rick one up somewherc,
hey tand 2o do i or 2 points of damage and are rather hard to dislodge.

OKATILLA - 4 tall, slender {about 47 in dianeter) green cucculant which ETOWS
in clusters. The edges have spines. Will not do damage unless grabbed.

TUHBLEWESD ~ Standard timbleweed. Tc &' in diameter. Tend to drift together
in corners,; alorg fences and the like. Dark brown woody bush which “looses
it's zeote, diies out and is blown about by the wind to scatter it's secds.

JOSHUA TREE — 5 - Q Ffeol tall fibverous rﬂa L with Jous rarrow leaves,

bultipie "arms” which ilend %o talke the wiecrdnst forms.

BARREL CACTUS ~ Liké the rame implies, Short {to 4% +all) and wide (to 2°
yE s

A very Julecy succulanit - if cut open

hlthekm}amlmW@mdv&ﬁ;qmﬂam :

will sunply sater-ior i - 5 iDeopie.

SAGUARD - Thie phoictz ol arslys, il ‘"':“ﬂ-'"!o*l of the barrel cactus
with from 0 to 4 "wius™ bAlng off - tez oot various belghts. . Also a
good source of water (inlrzs i+t's heen dv o, JOhG Lime. ).

All of the nrbove {on this page ) ars existing plants.

KEDRY'S NIGHET DEWOM g
HD AC OV IO RANGE DEX. RANGE
14D8 2+ iz A42T0 1+l

ALIGNIMENT: Ary -~ usuvally neutral
FOUND IN: Dungeons, wildernesc afiter dark

HUNBERS © PROB. OF TREASURE 4ND TYLR
LAIR(307%) 1 I8 50y, F
HANDERTING N 2055, T

ATTACKS: (laws, D8/claw

Bite, Di0
Fug (2s per Owi Bear) 203
reath (usable 3% por day) ~ 1008 flame.

APPEARANCE: Man-sizod vrsinoid with thick, coarse black fur and large,

razor-sharp claws. RNot a true demon, but o rather rare Intelligsat creature,
Generally prefer their own company to that of any other be*ngs, tnouﬂn they
have been known to itrade with otler ba:nps on occasion. !

= = s 1N
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Whew! That took up more eracé itha. I thousht it would! )
Next issue L hope to have an article on how “o create beasiies to fit with
specific envirvonments, Heanvhile, unless some Ffiller turns up, I may as
well ‘leave the rest of this page blank. .See you al] nextisha.a

T ,



MYRTAD UNIVERSES - ..~ - By largaret R. Gemilgnani
S 3w ool 3y ol ol ol A ool sk 3200 NE 36th St. #9907
- 2 : : : : Fts Lauderqale, FL 33308

Complaints about the typlng should g0 t» Charlie Luce.

The Laws, of Hlstorlcal Chaﬂge' :
(How I vrefused to 1ntrnduce the Atom Bomb 1nto a liedieval
Wreld)

1« Thou shalf not give to the people knowledge they Uould not dls-
cover with-the knowledge they have w1th1n,thelr reach : ,

2. Theu shalt not give te the people aﬂythlng thelir 5001ety could
not create,

3. Thou sheit rotiteach bad habibs bosthe peopile.

t, Thou shalt notiintroduece:a life styletto.the peoble ;that would,
alter their lives te the point of destroylng thelr world.

S.PThqu shat not kill the Butterfly, for. all the Universe: shall be
‘changed, 2nd ye shall ne reSpon51ble £Or 1t

j The Para~Cleric, or how to wtillize spells not useful in all uni~
verses, alsSo, a means to brevet for .first level clerics so they can
do some healing.

The example used is the Spelis of Patrlarch Duncan ef Galen for sale
in the 1ast 1ssue.

The clerlc may pay'15 000 for the spells f?om haj s unlverse or the
vear of work. Then he or she will be able to brevet at first Ievel -
to second level sgo that they may usge light healing spellis. Reeleves
such spells as Cure Disease, Cure Serious Woundsy Neutralize P01son9
ebe., 1 level earler brevetment than BEP earned would allow, For brev-
etment, you must pay back the EF but have the use of the material -
“while doing so. To do so otherwise would cheat a hard working player
and character out of his or hei due.

& the BM sells levels, he may agreﬂ Lo sell the level to you for the

" cost of the difference in fee; paid ‘o the Clinic, for example if the
level costs 20,000GP 15,000 goes to the clinic, SOOO goes to the L,
and yeu get the level.

Clerics already having the spells get for their time and money the
following:

+1  +2 months or %,000 GP

+2 +5 menths or 9, OOO GP

+3 +1 year or 15gOOO GP.

Shamans and Healers are alsc elegible for the deal.



211 the Myriad Universes Margaret Gemigneni Pase 2

Plus ynunT601eve the LLlLOWlﬂg percentage chance for both brevet ond
thuse owing the level Tor yor money or services:

.2 gianths or the money
r 5 months or the money
¥ one year or the money.

Identify diseases 10% £
QOL’ pap
oo L

f

30%

a frr Adontify poisons: “or Ldentlfy herbsﬂ'ﬂﬂo 10% Ie
od and water. : :

alst the sarn
i pULEDRE L6

D

~

¥epian issue; the coming Df-MiTrorlightg GCity of the Bronze Dragon |
King, Place of the Dancing-Doll. %, . L Eem

CommentSeoee - E e e E _ i

Charlie Luce, could VOLJ *eve'hm Ter L'L]u Lty tables for demi i tics?

o -

B, Gary Gygax 5ays yuld Person on one nefson 1c ~? Oﬂ savep DM 5
wlar seve, third evelwspell, - o

Sucrp,twnn is Higher, IllUFlOﬂlub spell may be run.uhe ‘sane way.
Some [Ms run Hold Pewson like Charm pe“SOﬂe I think thatts WfJﬂ“(
because if Hcld Person and Charm Person are the same, why ha WD
spells which are the.same:din use? - : , _"

o

At
Sl

Jordan Brown, you don!t remember starting as an MU in Niewlaits worlad
“apprenticed -t hlS hlgb»;evel maglc user? You wrote the story tvo
issues agd. y : ;

Bd Simbalist, the mage who tried to learn the spell’ and “fook two T -
veards was an example of a drug. trance daughter of a stableman., I
wish we krniew more about her. With the adjustment, _ 1t may not have
taken so longo C

Couldn®i- 5 Serf be bought from hl ‘master an@iso tecome ég'agprentice
and earn his freudomO : T “« 3 S

Duncah Kunns Antl Wuglc users were orlglnally used as Mad Scientists
by New YDWK Eungeoae@rs,‘aﬂo thelr favorlte weapon .was an Ice. Picx +1.

1ke Gunderloy, did you ever hear about . tne Dthlebt.TrlC£ of thc adls
the El Zip or Zero? He was a poor roll caaracte“ belcw ave“age Lﬂd+
the TM stuck on =& player? but the duﬂmy had luck JL chlex TﬂSpeCLO“

CLOHS&@H:

W,
L

Peggy Gemignani



ILLUSIONISTS

4 sub-~class of Magic~Users for use in

Dungeons and Dragons campaiens. Adapted from the original presentatlon

by Peter Aronson in The Strategic Rev-

This adaptation written by Charlie iew #4 (Copyright 1975 by TSR Hobbies)
Luce; these rules are a GriffinGame and supplimentzl material in The Dragon

production, . #2 (Copyright 1976 by TSR Publications).
CHARACTER AT A GLANCE: |

Prime Requsites: Intelligence and Dexterity must be at least 12,

Race Limits: As Hages.

Experience per level: As Hages.

Saving Throws: As Magés.

Hit Dice: As Mages.

Armor EErmltted As Mages; in addltlon, races which can wear armor and still do
Magic {such as Elves in many universes) are restricted to armor
which is nonencumbering (such as Mithril chainmail).

Heapons Permitted: As liages.

Fighting Ability: As Mages.

Magical Items Permitted: Items which Mages and at least one other class may use,

: Scrolls with Hage spells, znd Items which are related
to or act like Tllusionist spells, such as: Crystal

“! Balls, Illusioen, Fear, Paralysis, and Polymoxrph

Y Wands, etc.

BACKGROUND: Tlliusionists are of the lesser-known scholl of Mamual Conjuration,

using gestures, as opposed to Mages, who are of the school of Thonetic Thauma-

turgy, using spoken spells. While both schools usmally imploy both spesch and
gestures in the casting of their spells, lMdges can cast by voice alone, Whlle

Ilusionists can cast by gesture alone,

Tllusionists specialize in the casting of ﬁagics which affect the mind.
causing the target(s) to believe things which are got true., As their command
of Magic grows stronger (i.e., higher level spells are acquired), they begin
to mix a higher and higher proportion of reality into their spells, until at
the highest levels they are able to create or alter reality in a similar
fashion to hlghwlevel Wizards.

NOTES ON ILLUSIONIST MAGIC: Non-I1lusionist spells and devices to detect
illusions or give Truésight ghould be played with the restrictions given on
the spells to de so glvgn in these rules unless specially enchanted or of
Artifact type.

To cast a swell of Requires an ind a Dexterity
this level: Intelligence of's of:
7 13 14
8 * 14 15
-9 15 18
10 . 16 20

Illusionists may bégin enchanting items at 10th level, There are no
Illusionist serolls. '

JUAYING ILLUSIONISTS: aAn Tllusionist; especially at the lower levels, loses
much of iis effectiveness once the opposition realizes that it is an Illusion-
ist and not a lage that they face. Because of this, a saving throw against an
I1lusionist should not automatically identify the spell as such. A system such
as (Int. + 3ifis. + Lvl) times a factor from 0-4,: depending on the situation is
a good rule of thumb for recognizing an Illusion; of course, creatures with

-



1ittle mind to fool or someone with mind shields will also be illusio
resistant,

In addition, an Illusionist often needs two or three spells to be as
-effective as a Hage can be with one or two. WMaglc systems should take this
vinto account, in glving the Illusionist more spell roints; shorter prep
ctine, smaller XKlutz %2ge or similar adaptations (Fure Gygax/Vance*systemS'
¢ may want to give Illusionists a few more spells). One rule that woxks in nany
systens is to use (Int. + Dex/E) as a substitute for Intelligence in formulas
involving Prime Reguisite, o : 5 L

AD Q0 OV 4T D

TLLUSIONIST SPELL LIST > A, =
1st level 2nd level - - 3rd level
. Fhantasmal Forces 1. Suggestion 1. Change, Self
- Pogwall 2. Seif-Infravision " 24 Misdeteétion .7
» Light 3. Hypnosis .. 3. Deafpess. . = .
. Darkness L, Read Magic .4, Hyphotic Fattern

Hirror - 5« Illuglonary Forces | 5, Continual ILight
- Detect Illusion 6. Invisibility 6. Contimual Darkness
- Mirror Image 7. Detect Magic " 7. Spectral Forces
. Ventriliquism . 8. Detect Evil . ’ 8, Dispel Magic
» Dispel Image = . 9. Shadow Arrow 9. Fear

‘ © ... . 10. Fog Cloud .. 10, Invisibility, 10'r.
', 1i. Hagic Fouth = 11, Illusionary Script
" 42, Blur ' 77 o 12. Super-Hypnosis
13. Pyrotechnics ' 13. Sleep
1l Mind Shield
A 15, Truesight '

. Wthlevel . 0 ' 5th level © . . 6th level 'L
‘1 Blindness 1. Skrying Flus i. Chaos. o
2. Self-Blank 2. Faralysis = 2. Demi-Fhantons o
3. Full Illusion © 0 3v-Cohcealment. oo il 3. Demi-Wall :

L, Ignore Wounds © 0 4, Bmotions .ot oo T L Demi<Missile
5e. Yass Suggestion 5« Shadow Shield i +» -+ 5, TFiggered Iilusion -
6. Hassmorrph 6, Programmed Tllusior -+ 6. Folymorph! Others
7. Fhantons 5 7y #inor Creation ¢ 7o lajor Crestion
8. Shadow %all 8. Polymorph Self - 8. Summon Shadows
9. Shadow Missile 9. Projected Image 9. dindow

10. Confusion ' 10. Change Others ' ~ -~ @ 10, Illusionist Eye
11. Infravision o g . 11. Visioh

i2. Spellbind « - Si T ‘ 12. Mind Blank

13. Fireworks 13. Disenchant
14. Hold Fortal _

15. Knock
16. Skrying
7th level © Bth level 9th level

1x» Super-Invisibility 1. Alter Reality 1. Empower Others
2. Create Shades 2, Permanent Spell 2, Shape Change’
3. Astral Spell 3. Power-Gesture- . 3. Disbelieve

4, Lycanthrope’ 4, Symbol - ' ' -

5. Ignore Disability - :
6. Prismatic Tllusion A 10th level
7. Magde "y , S 1. Prismatic Wall
8, Illusionist’s Trap , Y T R. Create Reality
9. Trarsform Self ‘ e g e,

10y Bend Reality’ .
Do



Tllusionist Spell Descriptions (R=Range, A=Area affected, D=Duration)
1st level: ' ’ ' '

Fhantasmal Forces: Same effect as the lHage Spell; prodﬁcing purely visual
illusions. R=24", A=3" diameter, D=As long as the caster concentrates:

FYogwall; A wall of fog, cohesive byt not hindering movement through itself,:
It blocks norpal vision and cuts Infravision through it by a factor of 6.

R=12", A=6"x1"x1 foot or 3" diameter by 2" by 1 foot. D=1D4 turns in the -
open, 2D4 turns below ground.

Light: Same effect as-Lage apell. R=12", A=3" dia, D_6+Gaster S level in turns.

Daxrkness: As the Light spell, except that Darkness is produced. The darkness
cannot be seen in even by Infravision but can be negated by- Iught such
that IV works. :

Mirror: Creates a 1 square foot Surface, totally reflective uo‘light on one
side and black on the other. The spell can be used agalnst stone~gaze and
magic mirror attacks. #=12", D=i turn. B

Deteect Tllusion: This spell detects the presense of an Illusion in a manner
similar to the spell Detect Invisible (which is included in this spell), It
is ineffective against illusions generated by Illusionist spells of: 4th level
and above, natural abilitles of creatures of 6th level and above, laze spells
of 6th level and ahkove, and similar magical items., B=1" per 1evel of caster,-
A=1" path, D=2 turns. :

Mirror Image: Same effect as Mage spell. A=3" dia., D=5 turns.
JNentriloquism: Same effect as lage spell. 8=6", D=2 tuxns.

Dispel Image: Slmllar to the spell Dlspel liggic, but limited to illusions.
,{ 12 (13 .

2nd level & ‘
Suggestion: Same effect as Hape spell, B=6", D=1 week.

Self-Infravision: Same effect as the Mage spell Infravision, but castable only
on yourself. A=6" rad.,, D=24 hours.

)\

Hypnosis: spell simllar to Charm Person, but regquiring the castez to
look the vietim in the eyes. This spell has.a +2 chance of success. '3";
D ad Charm Ferson, '

Read Maglic: Same as the Yage spell, but with the same rastrlctlons on the=
use of hlghwlevel magic as Thieves. '

Illu51onary Forces: Dlmllaf to Fhantasmal Torces, -by* produ01ng toth v1sual
and sound illusions. AR=24", A=3" dia., D=As long as,caster conceritrates’ +°
3 durnis. : ‘ ' o ‘

Tavisibility: Same effect as hage.spell. R=3", DsUntil negated or dispelled.
Detect Magic: Same effect as Mage shell. R=6", A=1" dia, D=2.turns.
Detect Evil: Same effect as llage spell,, 3=6", A=i" dia., D=6 turns,

Shadow Arrow:. An illusionary Magic lissile which does full damage if thourht
to be real and 1 point if known to be Illu51on. Only one m15511e is thrown.
A=15", . : :
Fog Cloud: A cloud which pbqoures normal vision and cuts Infravision range by
a Tactor of 10. The cloud moves with the wind, but stays gtill if there is no
wind. -R=3", A=1" per level of caster diameter by 2" high, d=6 turns. .

T aa



lMagic Mouths 3ame as the lage spell.

Blur: This spell causes the caster to be blurrea, adding +2 to defensive
capabilities and saving throws. D=1D4 + Caster's level in turns.

Pyrotechnics: Same ag the Uage spell.
3rd level

Chanze Self: A 11n1ted Polymorph Self, which allows the caster to appear as
a creature of similar size and shape (foz example, a human could appear as a
Gnoll but not a Wyvern.) D=1DM+8+Caster's level in turns.

Misdetection: This spell can cause a Detect (Maglc, Metal, Gems etc.) 4

give & false reading when cast at the object or creature the Misdetect is om,
The target gets a save vs detection egual to that of the caster (vs. ‘wands for
magical items, vs..spells for spells or natural powers). R=6", D=Until
dispelled for objects, 2 turns for ecreatures.

Deafness: Causes total Deafness to the target if save is failed, After the
first day there is a 2, per level cumulative chance per day of recovery. ‘
_12 13 ‘ .

Hypnotic Fattern: a 1"x1" projection which will hold creatures up to 2" in
front of it motionless. Up to 5th level creatures may be held, and only
I1lusionists get a saving throw (in systems which give normal saves vs.
Sleep give normal saves with Illusionists saving at +), It will affect -
306 level 1 creatures, 2D6 2nds, 2D4 3rds, 1D4 4ths or 1 5th. A mirror can
be used withim- 3" to try-and catch the caster and break the spell, and any
attack on one of the held creatures breaks the spell. R=12", D=As long as
caster concentrates.

Continual Light: Same as the Mage spell, R=12", A-Z&" dia., D=Until Dlspelled.
Contlnual Darkness~ The opp051te of Continual leht (see Llcht/Darkness)

opectral Forces Similar to Phantasm/Illu51on but fOOllng all five or so
senses and not dispelled by touch {though they can do no damage in known
to be illusions). R=24", 4=3" diameter, D=As long as caster concentrates+
+ 6 turns.

Dispel Magic: Same effect as liage spell, R~12”.

1

Fear: Samne effect as Mage spell. A=l cone, D=6 rounds/turns as .
applicable. ZTES this for_the cone, or ior the length of time those who ,
fail saye are feared? xs 7 : .

Inv1sibillty, 10" rad.: Same as the Mage spell. :

Iilusionary Script: A .spell similar to Hagic Mouth, but when trigsered
produces glowing words visible only to the target{s). Maximum length is
50 words. D=Until triggered + 2 turns,

Super-Hypnosis:s 4 spell 51m11ar to Hypn051s, but not requlrlné the caster to
look into the target's eyese If the eyes are looked into, the +2 chance of
success applies, R-9 as Charm Person.

bleep. As the lage. spell. R=24",

I

Mind Shleld A shield VS mental spells, dev1ces and POWETS. It gives a

saving throw against stuch effects which do not normallj get saves and a

+} save against those.that do. This shleld is castable only on yourself.
D=2l hours. . T

Truesight: Allows caster to see the truth behind illusions and similar
effects, It ig ineffective against Tllusionist spells of 5th level and
akove, natural powers of 9thilevel crea%ures and above, and Artlf&CbS-

O= 1 turn per:level of caster.- T
e



4th level

Blindness: & spell similar to Deafness, but producing total Blindness in thé
target that fails save. . There is a 14 chance cumilative each day after
the first of recovery. R=12". I

Self~Blank: Same effect as the Mage spell Mind Blank, but castable only on
yourself, D=24 hours. : e S , ‘

DullAIllusiqnz.A.spell,similar to Spectral Forces, but containing a part of
the caster's mental/iifg force, and thus reaching to such detects., I'or each
full illusion in operation or stored in a spell or device thé-caster loses

2 Kit points until the illusion is dispelled or dissipated. R=24", A=3" dia,,

D=1z turns, -

lgnore dounds: The recipient "of this 'spell is ablé to igrore-the effects of
wounds up to but not including the disabling of a 1imb or organ, The spell

is ‘dispelled when the récipient has taken ,90% or more damage. ¥hile the spell
is in effect; the person the spell is on has a 5% chance per own level of
resisting Sleep,- stunning; shoclz/unconsciousness, and other effects of this
type. inindividual may only behefit frem this spell once per day. R=6",

D= 304 turns. ; C S o .

Mass Suggestion: As Suggéstiph,;but able to affect one being f%r each two
levels of the caster (drop halvés). The same suggestion is made to all the
targets. R=0",. A=1" dianeter, D= ] week, : e :

tassmotph: Sane as lage spell. R=24", A=4" dia., D=Until didpelled, -

Fhantoms:, .This spell credtes semi~real monsters having 1 point per hit die
(no hit points for adds) inder the command of the caster. IT thought -to be:
real they attack and defend normally (a& per Spectral ‘TForces); if known to
be thantom they are Armor @lass 9, have no special abilities, . do + normal
damage, and take double.damage fromsilver. An illusionist may create as
many dice worth of Fhantoms as his own level, R=12", D=6 turns. -

Shadow Wall: Creates a semi-real wall (Fire or Ice, caster's choice) .which
does full damage if thought to be real and = damage 1f known to be Shadow.
R=6", 4 as Fog #all, D=6 turus. _ . o ekl .
Shadow liissile: An imitation Fire Ball or Iightning Bolt (caster’s choice).
which does full damage if thought to b2 real and % damage if known to be
Shadow. R=24"; A is as imitated missile.

Confusiohé §ame gffect as Mage spéll. E=12", A=3" dia.,. D=12 roﬁnds;

Infravision: Same &5 the bage spell. R=touch, D=24 hours.

Spellbind: This spell has the same effect as Hypnosis, but can be used on

1D6 persons or one monsier, Araingt one person the spell is +3f against a '
monster it is +l. There is no need to lock a tarpet in the eye; nor is there
a penalty for doing so, R=18"; A=3" diameter, D=2l hours. o

Pireworks: Similar to Pyrotechmics, but a -crcature caucht inside-the fire-
works (%" radius from source) will take 208 damage (half if save), while

. creatures below four hit dice who look directly at the source will be daziled
(generally operate at -2) for 2D neles rounds (half if save). If smoke is pro-
duced rather than bright {lashes, it will'covér a volume of at least 80 '
cubic feet. R=12", D=Caster's'level in rounds. s Uy e -
fold-Fortal: Similar to the Hage spell, but while the caster is concenizating
a save ve., spells is allowed vs, for?ing the door or opening it via magic.
R=1", A=i portal, D=As long as caster concentrates + 104 turns.,

Knock: Same as the lage spell. &=3",

-5 ’.



Skrying: A spell similar to Clairvoyance, but not reguiring a mind on the
other end. It is blocked by lead and anti-magic, as well as Mind Blank.
R=4" plus 1" per level of caster, D=1 turn per level of caster,

Eth level

Skrying Plus: As Skrying, but like a comblnatlon ov Clalrvoyavce and Clair-
audience,

Para1y51s. Produces a cone similar to that of a Paralization Wand (but saved
as vs. spell). A=12"c3" cone, D=8 hours or until dispelled,

Concealment:This spell allows the caster to Move Sllently and Hide in Shadows
as if a 10thH level Thief, and blocks detectiong such as Magic, Bvil or ILife.
When combined with Invigibility hormal Detect Inv131b1e will not detect the
caster., D=3 turns per level. §

Emotions: This spell influences the emotions of intelligent creatures within
the target area (saving throws apply). A number of different emotions can be
projected: Fear, as the spell; Battle Lust, which makes creatures fight
Berserkly (but can be countered by Fear); Deprivation, which causes loss of
morale; Bravado, which can give immunity to rear (but not counter it) or
counter Deprivation;y Friendliness, which catses feelings of friendship
toward the caster; Annoyance, which causes short tempers in the affected -
beings:; and Hate, which has a variable effect on each target according to
the roll on a D10: 1-2=Hate nearest enemy; 3-li=Hate nearest friend; 5-7=
Hate nearest creature, 8=Hate self, and 9-0=Hate caster, Creatures under Hate
immediately attack the object of their hate {if self, attempt suicide),
R=18", A=4"x4", Duration of the area is as long as caster concentrates; the
effect of the Spell lasts for ‘2D6+level ¢f caster in rounds {turns, ‘if
fleeing in Fear). : ‘

Shadow Shield: Creates a Shadowy shield surroﬁnding the‘Caster and acting as
& combined Protection from Evil and Brecers of Armor Class 2. This spell may
be combined with Blur for maximum effect, D= 1 turn per level of caster.

Programmed Illusion: 4 Spectral Vorce or Full Illusion (caster's choice)
which will appear, perfoxm actions specified by the caster (limited to 25
words), then vanish. Concentratlon néed not be maintained after the 1llu31on
is programmed. R=24", A=3"' diameter, D=12 turns maximum.

Hinor Creation: Djinn-style creation of material up to Wood in hardness (mo
metals can be produced)}, Up to 100 GPW peér level per day can be produced at
a rate of 50GPW per melee round. Feod and drimk last indefinitely, other
materials last up to eight hours per level of caster. R=1", D=i2 hours,

Polymorph Self: As the Mage spell. D=1D6 + 10 + Caster's levelliin tiurns.
Projected Image: As the Mage spell. R=24", D=10 turhs.
Change Cthers: A spell which has the same effect on other beings as a Toly-~
moxrph Self bas on the caster. R=9", D=1 hour per lével of caster.‘

6th level ' ' '

Chacs: Similar to Confusion, but creatures below 6th level get no saving throw
(save for Illu31onlsts), and if save is not made the spell takes: ef;ect
immediately, R=12", A=3" diameter, D=12 rounds.

.'Deml-Thantons' Similar to Fhantoms, except that they have 2 points per hit
die and are Armor Class 8 and do half damage 'if known not to be real., R=12",
D=12 turms.

Deml—lall lee Shadow all, but doing® — dama@e even if not belleved.

Deni~liissile:r Like . Shaddw: Mi5511e, but- d01ag damage if known as bhadnw.
-"O"- 5



Triggered Tllusion: A programned IXdusion which can be set to go off similarly

to the spells Magic Mouth and Illusionary Scrlpt. R=6", —Untll trlggered +
12 turns. _ . : .
Polymorph Others: Same-effect as the Mage spell R=6", —Uritii dispelled'."_

Majoxr Creatlon- This spell gives the caster full Djinn creation abilities: up
to 300GPY per level per day can be created, at a rate of 100GPT per nelee .
round, f=1", D=Indefinite for materials up to wood, aﬂd up to 2& hours for
T"ieta.ls . e : i

Summon Shadows: Thls spell summons. Shadows (see GRLYHAHK Gopyrlght 1976 by
TSR. Rules) te do the caster's bidding (similarly to the llage spell Inv1slb1e o
stalker), one for each three levels of the caster (round off). The Shadows -
react as do Stalkers at long periods of service, R=6", D=Until dlsmlssed or
mission, completed.

M1ndow~ A spell which creates an image on a wall as if a 3 foot by 3 Ioot window
(oneﬁWay) was there. The spell can penetrate any normal material (stone, lead,
iron, silver, etc.) but is stopred by anti-magic. The spell penetrates up to

one foot of material per level of caster. R=6", D=2 turns.,

Tllusionist Eye: Same as the MNage spell Wizard Eye. R=24", D=6 turns.

Vision: A spell usable to gain information on one cuestion, in a more
detailed way than Contact Higher Flane, but less so than Legend Lore, The
amount of information given is determlned by the DM by rolling 3D6—3, mult-
iplying by 5, and adding half the caster's level; this is treated as 2 bercen-
tage of the total 1nf0rmatlon available. The_spell is usable once per week,

#ind Blank Same effect as the Mage spell. R=1", D=2k hours.’

Dlsenchant alﬂllar to Dispel HMagic, but more fazr- reaching; it can be uged
against many types of spells and powers in a way similar to a combined .
Dispel Maglc, Remove Curse, and Dispel Hvil. It does not act as a Rod ef
Cancellation, R=12", :

7th level.

Super—Inv151b111ty* blmllar to Invisibility, but the caster may attack using
single target non-missile spells and only be revealed to the intended target.
In addition, when combined with Concealment only a Robe of Eyes or simiiar
sensing will be able to detect the caster, and such detection is allowed a
save ehch mnelee round, with the caster being unseen in rounds where save 1s '
rade. D=2 turns per level.

Create Shades: This spell creates a Shade to house the soul of a beling which
has been killed (similar limitations as Heincarnation). The Shade is as the
be1n~ kllled, but has only half the hit points (round up) and spells and most
special abilities are at half power by level {i.e. the Shade of an 8th level
Mage would throw 4 die Lightning Bolts, and Locate Objects up to 12" away,
Fly for 10 turns, ete.).The Shade has its mind, memory and all characteristics
intact; it does not come under the control of the caster., A Shade can be:
Reéincarrnated (though not against its will), or can be made into a full-
powered duplicate by'use of Alter Reality, limited Wish, or Faise Dead ! TR
L_3"‘ ' : y

J Astral opell: 3ane as the liage spell.

<~ Lycanthrope: A limited Shape Change, allowing the .caster to take the form of
a Lycanthrope. (The referee should limit the possible. forms to one land, Qne
water, and one sky; I use Jeretiger, Vereotter, and Wersagle.) Only one of the
possible forms can be taken by one spelly hit peints do not change, nor do
characteristics (except in a relative sense). The caster may shift into
humancid form to cast spells and bhack into the were~form, but is limited

=
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Lycanthrope {cont.) to spells of éth level and below. D=2 turns per level,

Ignore Disability: A special combination of Change Others and Ignore Wounds,
allowing the recipient to be to appearances unharmed by and able to ignore -
the effects of any wounds including loss of limbs, Sleep, stun, incapacitations
effects, etc., but not including loss of an orsgan (although the side effects

of such a loss are ignored.). However, the subject will die after taking

85% of nmormz! Hit Points in damage, will heal at half rate {normal, spell, or
regeneration) all damage taken under the spell, and if killed can only be
Raised by a Raise Dead Fully, which will have the effect of a normal Raise
Dead. R=90", D=BDE + level of caster iu turns. '

Frismatic Illusion: i imitation Prismatic 421l which gives similar. protection
to a combined Cube ot Force and Anti-Magic Shell, but is subject to dispel or
can ‘be brought down as per a Cube of sorce {see GREYHAWK, Copyright 1976 by
TSR Rules). I passed through by a being, the Illusion is passable but has

a % chance per level of caster for ‘each layer of having the normal effect of
a rrismatic Wall on the cueature. The bViinding of creatures below eight dice
who lock on the wall is allowed a normal saving throw (save at 44 if normal .
throws are given for Teismatic Wall). The Illusicn can be brought down as

if a normal Prismatic Wall. A=2" dia., D=i hour. - '

Haze:Same effect as the Mage. spell. R=6",

Illusionist's Trap: Similar te Triggered Illusion, this spéll creates a 3"
radius fleld which can be set to trigzer ancther spell cast into it; such spells
must be thrown by the caster of the »ap and be 6th level or below, but have

a +204% chance of being believed {or are -2 to save against if this does not
apply). R=6", D= Until triggered + duration:uf trigsered spell. .

Transform Self: & spell which has the effect of a Polymorph Others but.is
cast on yourself (limited as per Shape Change,. Only one form may be taken
per spell, but the spell is dispelied at will. D=1 week,

Bend Reality: 4 "wild card" spell, similar in nature to Limited Wish; it is
capable to cause temporary alterations in reality which could be accomplished by
a 6th level or below spell (Mage or Iliusionist) such as Passiall, Folymorph
Others, etc., though rot full trensformations such as Stone-Flest,

8th level

Alter Reality: Similar to Bend Reality, it is capable of permanent as well as
temporary alterations in reality, limited in power to 8th level and below
effects, such as Polymorvh any object, Remove Curse; Disintegrate etc.)

Permanent- Spell: Same effect as the lage spell, R=Touch, _”"
Fower-Gesture: Similar tO'the'Mage's Power~ﬁord/Blind in speed, effectj,été.
H: 12"‘ . i

Symbol: As the lMage spell.
9th level

Disbelieve: A very powerful Trussight-type spell allowing the caster to discern
the reality behind illusions and temporary transformations, as well as other
magical-type deceptions. However, the caster is limited to 4th level spells

and below while this spell is in effect.(NOTE: It is vital to play-balance that
a similar limitation in power be placed on any spell or device with this

order be placed on any spell or device with this order of illusion penetration).
This spell can be dispelled by the caster at will. D=1 tumm per level.

S



" Empower Others: This spell allows the recipient to create a Spectral Force

as 1f a 6th level Ill&SlonlSt it .can be cast on any intelligent creature

with the proper characteristics to Dbecome an Iliusionist, regardless of class
or race, except for those classes which cannot use magical items or Illusion-
ists of 6th level or above. The caster may empower creatures to throw one
illusion per four levels (drop fractions), in any combination (a 19th level
fllusionist could empower one creature to throw four Speciral Forces, two

to throw two each, four to throw one; etcs ), R=3", D=until all illusions

nave been thrown or 24 hours, whichever comes first.

Shape Change: Same offect as ﬁage spell, DﬁéD& + caster's level in turns.
10th level

Frismatic dall: Same as the bage spell. An Tllusionist brings down a Prismatic
Yall with the following spells: Red=Confusion; Orange=Shadow Lightning;
Yellow=Shadow Arrow; Creen= ”1nd0w, Blue=Bisenchant; IndlgO-Dlspel Imaue,
Violet=Continual ITdight. A=2" diameter, D=1 hour.

Ureate Reality: The creation of reality cither to create a large amount of
eriwnent material instantly (1000 CPW per level of caster) or to perform an

ct of creation of 9th level power or below (see Bend and Alter Realitiy for
uidelines). This spell affects the caster as does Wish to a Masme.
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Still being emanated by Mike Gunderloy,whoever he is. Address
and phone number are in limbo--if there's none at the ead-of the
zine I don't know what they are at the time. If you need to get. in
touch with me, you can always call Nicolai. This is. TIOC zine #3,
intgnded for TIOC #7, and is Pretzel Prese publication #48. Begun
12-6-78. ' ’ s S : T

COMMENTS ON TIOC & *few, far between, and rushed® . LIy
Jordan Brown: Thanx fro the enchahting stuff///What would
happen 1 case of Presidential assassination via Diszntegrate/Teleport
wand? About 500 innocent bystanders would be killed by Secret Service
bullets passing randomly through the space where the mage wae :
standing. - P e o
Nicolal Shapero: Begt printing job I've ever had on a stencil .’
cut by THis typer. Many thanx. - = =% Lo . o
Charlie luce: Hmm,; lots of nifty new magic- items. Think you're

: Commenting on.the, previous ish in the prewious
o demons i% this zigem I think.- P

eate s
DIVINATEON: g b . o P
A while ago Lee Gold wondered,in my earshot if anyone had a.

1ist oﬁeggagcys"étwg%%'oéegév?ig%iﬁg'é%'eYerté ‘ghe pame gf, the
5 4 : _ : g I b
pethed ot EE sl R TaR0g oY, HAe BBl 218 20s Bint 08875
AEROMANCY: Atmospheric conditions.
ALECTRYOMANCY: A cock pecks at grain on an alphabet board.
ALEUROMANCY: Questions written on slips of paper and put into balls
of dough, the eater sees prophetic visions.
ALOMANCY: Salt.
ALPHITOMANCY: Wheat or barley cakes, which those guilty of crimes
carmmot swallow.
AMNIOMANCY: Examination of the caul at birth.
ANTHROPOMANCY: Intestines of sacrificed children.

APANTOMANCY ¢ Objects taken haphazardly from the surroundings.
ARMOMANCY: Observation of the shoulders of a sacrificed animal.

APSIDOMANCY: Practitioner sits on a shield, in a magic circle,
falls into a trance while muttering conjurations and then
pronounces revelations.

ASTRAGAIOMANCY: Knucklebhones.

AXINOMANCY: Axe

BELOMANCY: Arrows.

BIBLIOMANCY: Random lines in a book.

BOTANOMANCY: Burning briar branches with inscribed guestions.
BRIZOMANCY: Invocat%on of Brf%o, Godgéss of sléep. R £

CAPNOMANCY: Wreaths of Smoke.

CAPTROMANCY: Fumes from poppoes on live coals.

CATOPTROMANCY: Lens or magic mirror.

CAUSIMOMANCY: Fire

CEPHALOMANCY: Donkey's head.

CERAMANCY: Melted wax dripped on the floor.

CERAUNOSCOPY: Air, thunder & lightning

CHIROMANCY ¢ Palm-reading

CLEDOMANCY: Observation of utterances.

CLEIDOMANCY: Movements of a Key hanging by a thread from =z young
girl's third finger nail.

CLEROMANCY: Drawing of lots.

COSCINOMANCY: Sieves.

CRITOMANCY: flour sprinkled over the blood of z scarifice.

CROMNIOMANCY: Onions on the altar at Christmas

CUBOMANCY: Thimbles.
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DACTYLTOMANCY: Finger-rings.

DAPHNOMANCY: The way in which a laurel branch burns and crackles
in the fire.

EMPYROMANCY: CObservations of objects in a sacred fire.

EROMANCY: Exposing objects to the air.

GASTROMANCY: Ventriloguism

GELOSCOPY: Observing laughter )

GEOMANCY: Observing handfuls of earth. _

GYROMANCY s Walking around a chalked circle, the position stopped at

- determines the answer )

HEPATOSCOPY: Sheep's liver.

HIPPOMANCY: Horse's pace. _

HYDROMANCY: Gazing into water surfaces, works as a Locate Object

ICHTHYOMANCY: Fish Entrails. .

LAVPADOMANCY: Flame of a lamp. )

LECANOMANCY: Sound of gems dropped in water

LIBANOMANCY: Incense smoke

LITHOMANCY s Gems

MARGARITOMANCY: Pearls :

METOPOSCOPY: QObservation of lines on subject's forehead

MOLYBDOMANCY: Melted lead

MYOMANCY: Mice :

NECROMANCY: Evoking the spirits of the dea

NECYOMANCY: Nerves of a corpse

OEONISTICY: Flight of birds

OINOMANCY: Wine

OLCLYGMANCY: Howling of dogs

OMOPLATOSCOPY or SCAPULOMANCY: Shoulder—blade of a scarificed animal
heated over a fire

OMPHATOMANCY: Navel

ONOMANCY: Letters in a person's name

ONEIROSCOPY: Induced dreams

ONYCHOMANCY: Reflections of the sun's rays

O05COPY: The way eggs break in a fire

OPHIOMANCY: Serpents

ORNISCOPY or ORNITHOMANCY : Bird-flight

OVOMANCY: Eggs

PETCHIMANCY: Brushing clothes

PHYLLORHODOMANCY: Rose-leaves

PSYCHOMANCY: Conjurng the dead

PYROMANCY: Fire

RHABDOMANCY: Divining rods

RAPSODOMANCY or STOLCHEOMANCY: Opening a poet's verse at random and
reading the first verse seen.

SIDEROMANCY: Straws thrown on hot iron

SORTILEGEY Drawing lots

SPHONDULOMANCY: Spindles

SPUDOMANCY: Cinders form sacrificial fire

STICHOMANCY: Random words in a book

STOLISOMANCY: Person's method of dressing

TEPHROMANCY: Writing in ashes

TEROMANCY: Cheese

TURIFUMY: TIncense smoke

XYLOMANCY: Position of twigs on the ground

A short zine this month as I'm in the process of moving. I
hope to do more nextish. Until then,

Mike Gunderlocy
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First, a few corrections to Part 4: ((See TIOC 6)) o ;
It's Dale Malec, despite the way I had it last time. Sorry about
the misspelling, Dale. Dale rune the Beach Ball Pool Hall, which is
at the corner of Beach and Ball. Stop by for some D&D if you get the
chance. _ : : ,
The trick involving a little man with a claw hammer which was
credited to Sheldon Iinker was actually the creation of John Bradley.
Sorry, your editor screwed up . . L

From Dale lkalec: : :

Try using a Magic Mouth spell as an after-the-fact tactic to
trick PCs. Install =z chest/coffin/Iron Maiden of Undead/Demon summoning
rigged so that .when they open the 1id the monster is summoned. Upon .
slaying the bad news merchant they search for foes/treasure and find
nothing. When the 1id is closed it triggers the magic mouth into
saying something like "Ha, ha, you missed me." If the 1id is re-raised
to check, the U/D summoning is re-triggered and melee resumes, Be
sure to set multiple uses so there can be more . than two fights.

Somewhere on each dungeon levél is a viewer that can be
activated by inputting the next number in a geries (like 1-4-9-16
would start if 25 was input, three wrong guesses shut the machine
down for the day). If started the machine hag a 25% chance of showing
or hearing the scene in a random room of the same level for 206
melees. DM should check if anything is happening..

Always give the PC a chance to make a mistake, many make a
career of taking any opening to screw up. Ex.: The door opens and
& crossbow trap puts a bolt in the opener. He then charges forward
to fall into the 10' deep pit (spikes on the bottom) covered by the
straw-on the floor. The spikes are poisoned and the straw makes
rescue difficult. The chest is still trapped and has contact. poison on
the lock for thieves. The chest contains maybe 200CP--worth maybe &

a GP but much harder to carry. S W

My Ranger, Ambrois (LG) has criticalled 4 times in his brief
career and because they were gll groin crits he's considering becoming
a part-time rabbi. Y o ] :

The Ring of Exlax works as if the wearer had eaten a full box
of a strong purgative--thisg is truly a crock of shit. » B

I put a Hydra that was Change Others polymorphed into a 57
cube with 2KGP inside my dungeon. lNo one has tried to dispel the
stasis but unteld hours have been spent trying to find its secret.

It detects as magical. I must Tind some way to drop a hint of a
Dispel Magic... : p | - .
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T define audzcity as a secret were-creature trying to buy a
set of maglc chainmail that can be removed immediately for a needed
shapechange. '

After the party twit had dropped 4 multi-ton blocks of stone
onto the floor--we had found a door rigged to drop random parts of
the ceiling, fortunately we were on the safe gide--we Tinally drug
nim From his enteriainment and restarted the expedition. He jumped
21l over my Cleric for softly intoning "Onward Christian Soldiers"
to keep morale up. He was also surprised to find that everything
with ears knew we were coming already.

The Tirst three times a party entered a particular room they
found a Mirror of Opposition and had to go efter themgelves. They
learned to simply break the mirror as a solution and then I put in
a Mirror of Life Trapping full of appropriate-level nasties.

From Dians Malec (wife of Dale):

Put a Feeblemind on a Helm of Brilliance. Then a mage uging it
will have to save at -4 anytime he puts it on or uses 1t.

I put the treasure in one Dragon's lair behind = fully visible
locked door. The party checking the room over found, benecath a loose
stone, a magical bag, and assumed that this containd the treasure—-
so they left. When they got back to town and investigated they found
the key %o the itreasure room and are now organizing to relurn--
pity something moved in. . L

I put a 10' tall head by itself in a room, it had an empty mouth
and a -8 save Death Ray from both eyes, which it couldn't open. When
T ran the room, = thief opened the eyes and looked in. He failed to
aave and fell clearing the view for the rest of the party. #*Sighi#®

From Kelly larceau:

T created a semi-ariifact sword that originally had 24 Lth-
level berserkers it can call upon, up to 12 at a time. When they die,
they are not replaced, until the last dies—-—then the owner of the
sword dreps it and runs off screaming, eternally out of play.

Anyone chacking the sword finds that it now has 24 berserk clones of
the owner in it as he was when he left. The berserkers cannot be
brought back from death, nor can the P¢. Usable. only by the owner

or someone who peermanently got it from him. '

From Ken Rowands,

Helm of Former Brilliance: As a normal Helm of Brilliance.
but cursed, eats (permanently) a point of the user’s I4Q per use.
Does not detect as a crock. User will not seek a Remove Curse until
at least 6 points of IQ are used. Can be made less dangerous by only

giving an n% chance of loss per use.

From Charlie Luce: '

Wings of ITcarus: Like Wings of Flying until you get about a mile
up on a hot day..
From Phil McNamee:

After following a hydra for three days we watched it fall aslecp.
Then we had our Clerics cast Silence and Purify Alr (ap it gouldn't
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hear or smell us) closed in and tried for a head hit. Great idea--
if you survived the four melees 1t was berserk.

During the day while = Vampire slieeps, try having your top
Cleric use Holy Water and intone the Lord's Prayer to sanctify
the coffin where he ig and the ground nearby. This also produces a.
berserker but you can .always retreat to sunlit ground and the
Vampire is cut coff from his native soil. 3

#ilitary Advice: There is no enemy who has ever existed who
cannot be bluffed. Try showing hair, then do the absolutely
unexpected and surprise them. When surrounded by about 1600 hostiles,
ranging from normal Orcs to Greater Uruk-Hal, a Dwarf Fighter named
Happy calmly walked down from the high ground, brandishing his war
hammer and chanting "1600 ghall I slay today". The various orcs were
unnerved by this display and broke ranks, allowing the party
pretending to be the Dwarf's retinue to gain a serious advantage and
rout them. Score: Party 350 killed, 1100 captured, Orcas 2 slain in
a melee that should have been total disaster.

Try an Expansion {growth) potion laced with black (window
pane acid)--it not only gets you high but wide and deep as well.

From David Friedman:

David followed some of my ((Ken‘s)) basic tricks, like using
trip wires and having people with crossbows duck cut of
sight after firing and with 3 1sts and 3 3rd level orcs managed to’
take down about half of a well-levelled party. The orcs shot from
ambush in. a preset sequence: From front, then back, then the side,
getting the party to charge the last one seen. They tripped three
times over the pre-rigged wires, giving the next orc his chance to
strike and eventually the party fled because they heard the reinforce-
ments (2 1lsts and a 2nd) running up. They left friends and equipment
behind. The orcs collected the stuff up and because of the
magic wand captured started rumors the orc king (a pretender) wanted
the services of a capable mage. Several weeks later an NPC 14th
level mage, lured by the promise of Gold for services, accepted the
hospitality of the orc encampment. The wand, he found, had 47 shots
of Prismatic Spray left. A symbiotic relationship was born, with
the mage supplying advice and mystic protection and the orc king
supplying manpower and a base. They then started a campaign to
ovverrun the nearby human lands. More to come...

Reasonably high-level mage casts "Symbol of Death” on a door.
The symbol is made invisible and the invisible permanent. Over the
door, a FITB "Bucket-over-deor” type trap is filled with ordinary
dust. Door has no handle and must be kicked or bashed open. When
the character does so, he or she touches the dcor and gets dusted .-
in both senses of theword. Others, of course, assume the dust was
deadly and have lots of fun trying to figure out what this idiot
non-magical dust is. -

How about a room, well sealed, which holds an uncorked Decanter
of Endless Water. Door opens outward and is locked. Note that, while
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dwarves will tend to detect this as a trap (tunnelers asvoid larze
quantities of water), magic swords, spells, etc., will not. "hat fun
as severely injured characters flow down various and sundry corri-
dors! et clothing in cold damp dungeions is also fun.

From Nicolai Shapero: o,
Don't stick your schmeckel in the pickle slicer! But seriously:
Place a tidal basinr somewhere in the wilderness. Then, when the
players venture out on to it, describe what they see, but do HOT
refer to it as a tidal basin. A4 large moon helps of course (30
meter tides in Hellsgate...) '

And now back to {who else?)
Ken Rowands. ;

D& Question of the week:

flow do you pick up your fingers after you grabbed the buzzsaw?
The common twit answer is "Jith my other hand." ‘hen point out that
the buzzsaw is still running. One guy said he would pick up the fin-
gers carefully, one by one, with his teeth. He doesn't play in my...
world any more. '

Wanted: Worshippers. Apply at the Druid camp. Tired of attending
church every Sunday? ell, just join thie anecient reviving religion.
Commune with nature and talk with trees. Learn the mysteries of collect-
ing TMistletoe at midnite on All-Hallows five. Only two wecks left to
join before the first of spring orgy (the only requirved yearly
attendance).. o . =

Ring of Iirection: A modified rope trick working on the most
rope--1ike portion oI the male anatomy ({the intestines?)). Very well
Tiked by female PCa, married or not. Since anything that climbs a
rope trick gets transporled to ancther dimension, it also includes
birth control. This is the only treasure that anyone has actually
killed a fellow payty member in my world Just to get. A totally twit
magic item.

Ring of Lordly Might: A switch-ring possessing a small knife
blade ™ long, when striking dees dagger+fist+l point of danage
(D4+D2+1). When brandished camses viowers to save, those who roll g
1 on a D20 giggle at the user for a melee round before striking.

Whenever attacked by an enchanted monster of ar conjured by
someoneg of the opposite alignment on the good/evil scale, use the
good old tUl, CL1 standby Prot/Good {(or Evil). This mezns the monster
cannot close on you.

A great protector for your overland camps would be the spirit
of a dying high-level druid. He could watch the camp without needing
to interact with the party, by using Pass Plant and placing his
alling self in a nearby giant oak. The first party to hit this area
in my world did a Detect Undead, got a slight possible Yes on the
tree and then blew it away. Now the camp is unprotected.

In working out a campaisn with a fellow Di. the idea of using
a simulacrum of the nastiest NPC came up, and of course we put in
a large explosive bomb rigged to go off whenever the snowman is
accosted by a party. Yho would ever detect traps on what appears to
be a human? ’
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... Define Grogso: A PC run by Frostbite Frigbee, a local player,
once toted Turkeybane (A Chaotic, Returning, +5 war hammer with the
gpecial purpose o slay gross or turkey.player characters) into my
dungeon. i/hen a hobbit thief used his thrid ‘"natural” abiliiy for
the day, Ffrigsbee's Cleric drew Fforth the hammer and started berserkly
throwing the Grosso-seeker at the party. Since I never check what
comes into my world, this obviously threw me for a short loop. iow
Ken had to find the borderline between normal and gross.. Thinking
fervently about the basic behavior patterns of players and not
wanting to fall into a Deus Ex liachina method of personally deciding
that_this 1s and that 8in't, I decreed: Gross chall be defined as
any FPlayer Character who has more than one 18 on his basic 6
characteristics and a magic item not out of Grevhawk (The item yould
have to be more powerful than a Greyhawk item, i.e. a new staff’ '
parallel to a GH one is OK). A quick check’ of my PCs shewed that they
are all non-grosgs by this definition. A quick check of the party
showed that other than a-few low~levels and Elizabeth ilolcott's
PCs all of the party.was grosg. “Sigh!® Since then every player I
have met falls nehtly on the right side of this definition: Those,

LI think are non-gross have non-gross PCs, etc. The best players
may have one orx fTwo gross PCs, but that's all. o S

So, then what: Well, as Turkeybane flew into the party of ten
secking targets, I rolled randomly amongzst the targets and bizarrely .
enough, a second hobbit thief, played by the individual that started .
the whole thing, was hit--and failed to save with a 2, thus belhg
disintegrated (remember the special ability). Then the Cleric fumbled.
hit himself--and becauge of_ Turkeybane qualifiecd as gross! He saved,
but was still stopped from PC sla¥ying. ’ _

The player of the two hobbits.(Father & Son, Ripoff Artistes)
then tried to hire an assassin' to slay the Cleric., He found a semi-
avallable lad and offered a fabulous sum for the slaving of the
turkey-killer. Hands were shaken, and payment in full was made—-—
as the assassin said, "I won't be findable afterward." Then, as
an afterthought, the PC wanted to make sure the Clerie would never
come baeck, without any dffer of further pay. The NPC assured him
he would be toially satiufied. e

The NPC :shadowed the %arty until they entered the Anti-Titan's '
room and while they were still battered Tfrom the melee approached
the party and .said, as he stepped from the shadows and gald, "No one
move, 1've come for the Cleric that slew my master.” The hobbit -
quiclkly threw down his arms and the party followed suit handing over
Tthe Cleric. They reasoned that no one would ever give' them a chance
to surrender; if he couldn't take them out. (Well, he ‘couldn't): He
then placed the now-stunhed Cleric on the alitar in the back of the
room and started chanting. The altar was on a Demon Portal ((See
part 3)), but the 4" of straw on the floor, obscured the lines from
view. He started the portal (on 3) and intoning_vaﬁue,phrases tore
the living heart from the Cleric and threw it still warm tc the
hobbit, who as I'recall quidtly puked. The coritract for the death
was complete as paid for. &= - ‘ Py B g e Eolwn . ow

The hobbit player didn't realize it but the temple's Ghod was a
Ghod of Nature, the altar was intended Ffor ritual animal sacrifices,
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and the Ghod's import was to allow, when a2 soul was properly served
up, the s8rver would receive a limited wish and = limited (within

the dungeon) teleport from the DE. The NPC was actually chanting in
his native tongue that if the Chod returnegd the offered soul, allowed
the wish and teleport, then 500 sheep would be sacrificed to him on
the altar. The Ghod acquiesced, and the NPO cried, "As it has been
asked, let it so be done!" while bathing the altar in Lisghtning bolts
(Phantasmal) from a Ring of Spell Storing. The body was telepoted to
a walting confederate, who used the ILimited Wish +o raise the body.
The NPC, still busily hamming it up, was informed via Telepathy

spell that this was done. He then went to the Hobbit and told him
that

1. The con%ract was fulfilled--spectacularly {The only part
paid for and agreed upon was the killing of the Cleric), and

2. The cleric was, in his present state, incapable of
being raised, cloned, reincarnated, or otherwise returned, even by
a full wish. (A1l true, since the PC was alive ag the Assassin spoke).
He then allowed an ESP spell to check on the truth of both statements,
and the client was satisTied. '

The NPC then charged the Cleric a large fee (including Turkeybane)
used a Glrdle of Femininity on him and polymorphed new features on
her, thus earning a second large fee and preventing retaliations by
the Cleric's friends.

fou_get what you pay for--and what you_ask for. An NPCs honor,

especlally a paid assassin’s, has definife 1imits and won't stand
in the wey of his making a profit. _ '

The Ghod had not baen called in several hundred years and was thus
very interested; besides the consumption of souls makes a Ghod
chaotic by definition. He had the sheep properly sacrificed to him

from this and the assassin is becoming his riewest priest.

The ancients used Deadfalls as a trap: Over a 30 foot fall place
a wooden floor rigged to rotaife on an axis between the twd opposite
doors in a 10x10 Fdom. Then rig the inner door so that the onor supports
on that side of the room can be remcved. Then when anyone enters
the room almost everything seems normal (Detect Traps comes up "Yeg"
but Find Traps leads to +the entire floor.) About halfway across the
floor the PC*'s weight rotates the floor dropping the PC into the pit.
The counterbalanced floor then rotates back to normal.

Whenever my PCs experience long periods of no melee or nothing
to do, they perform Monster summmoning Zero: Banging on your shield %o
nake noise, or frying baloney sandwiches in garlic. That lag+ one
usually brings all ldcals with noses =nd pissed Vampires. :

Somecne really must develoﬁ a Leyden Jar (early cavaciitor) to catch
a pet Will-0'The-Wisp in. a e

Anyone trying to bring a PC into my world with a gross natural
"Ghod-Given" talent is told that the talent will work just fine if
he brings the Ghod along with him. |

. My NPC alchemists are guickly researching and brewing up both
boigsons and acids with a Silver base. Lycanthropes 811 take double
damage Trom thig stuff, normal humans take normal amounts.
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Figure out how all items, spells, abilities, etc. work within your
2orld. Is regen based on metabolism and barred to gargoyles who are
jugt animated statues? How doeg fireball work ((0H, NO, NOT THAT:!))
does it come from the energy of the mage himself, or does he open
a small portal %o z fire-filled place? How does infravigsion work,
and can you see invisible with 1t? Figure out the results, how they
work and why they work, and write them down. Try to stay close to
the original writeup, though this may produce a few strange results.
Then stick by your guns, changing your mind slowly, and then only
to bring the item/spell closer to your thecry of piay. Don'®t make
things more useful or safer or more poweriul, Jjust more realistic
within the context of your game.

Once in my world = studly male fighter was criticaled by the
dying blow of a nasty he was dispatching. Upon dreopping his weapon
and clutching his groin, he found a reduced inventory and copious
bleeding. He cried medic, and the party's only Cleric hurried over
to help. When asked to heal him (Quickly! ), she replied that being
a good Catholic she couldn't possibly lay hands on that part of a
man’s body--unless they were married. Sinking fast, he proposed.
She replied Alright, we'll post. the banns, then in 6 months we can
become engaged and wed in a year and three days. ’

He did make the raise, though.

Worlds where parties have a tendency to launch massive attacks
against anything that moves should start to include wandering welrdoes.
The Abode has been. infected with a conman who tries to sell the party
Gideon Bibles (stolen from a nearby hotel) by claiming to be God doing
a freelance autograph session. He always manages to misspell God,
though.

spell, Cl2: Pits: Researched by Alylaya my 7th level Snzke
Dancer and FPriestegss of Set. Gives the recipient z set of wviper pits
that are heat sensitive. Duration as infravision. Allows you Lo
sense targets in ftotal darkness by body heat alone, but you cannot
tell who is who. Sells for 2K Gp and a male human without important
family ties. ’

How do you tell a real statue from a person turned Flesh to
Stone? Simple, just use X-Ray vision to check the inside. People
hzve bones, statues don't. ‘ Co '

On an overland trip to the dungeon known as Andralockfs Abode,
a party was accosted by a random beholder. One of the studlies threw
Obscurement on it, while hig shield brother shot an arrow with- green
glime in the tip into it. The arrow disappeared intc the Beholder's
mouth just as the mists hit it. Random rays were still taking effect
as the party tried to missile the BH to death. One of the lads was
a Dwarf using a +6 War Hammer. As the green slime ate the flesh of
the enchanted beastie, he kept tossing his mighty Dwarven basher at
it, ignoring the effects of the dripping weapon on his fellow party
members due to low IQ. Finally he critted the dying BH, and the War
Hammer returned carrying about 1% gallons of what looked like lime
Jelioc. The Dwarf ducked, and recalling that slime eats weapons he left
it. Well, it saved. Somewhere on my overland is a +6 WH with 12 abili-
ties that no one wanis.
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Zyes of Ghod (00): Go with your dice! If you start to see a
pattern to the flow of dice stick with it regardless of the odds
involved. When bizarre rolls come up, use them. Once CGlive was
fighting well over his capability (8 to 1) and got a lucky Instant
Kill Crit with his left hand and enough damage with his right to ‘
kiil that individual outright. Iuck, sure, but the effecis of this
plus the misses of his opponents created a sirong illusion, thaz
he had struck once and casually blown them away. Clive then sheathed
both short swords and informed the second rank, who had the initiative,
that 1f they didn't leave immediately he would get mad and start
fighting. (They did). _

Dig 'should worship the great Ghod Polyhedra and when Ghod's
Eyes stare back from that 00 on the table, strange and wondrous
things should happen in the game. Try painting an eye in the center
of all D20 zeroes for effect. ‘

I am told by one RoverBoy that he plays D&D for fun. Unfortunate-
1y he considers that the fun should be a part of the game and not a
result of it, This inconsigtency has led him into the Valley of
Temﬁtatlon. Since winning is fun', he %layS'onlﬁ,ln games where he
wlll always win. Since high stat fighters who kill everything are
fun, he runs them. Singce powerful mages are fun, he plays mages.
Since capable Ninja, vho slay anyone/thing with a nasty lance and
hide in a light bulp ape fun, etc., etc., etc. The result isg a predic-
taple D&D experionce where the RoverBoy goes through the motions he
likes without significant difficulty. I don't understand this form of
play. To me the fun should be the result of a game played well or
at leastwliantly. The bPre-programned run may have all the ftrappings
of the game, but I don't see the challenge. ‘ '

The Vampire Ninja, and his equipment, atltacked an illusionist
and a bard 0% mine. He Gtook exception to the bard's D.Jjinn Summoning |
Rln% and pouved aclid on that hand while invisgible. My PCs then attick-
ed The VN and ran him off, only. to be annoved from_lon§ range. He sent
a pet trivern with poisonous talls against them. With Tuck and skill
they slew it. Then the VN brought in another. Realizing the baddie
was too persistent for their longevity, they devised an escape plan.
They sait caimly walting for the tryvern to charge. As he suspected
a trick, he went up with more acid but just as he started to pour
the illusionist used the Djinn major creation ability to form a thin
porcelain shell about the pair. This use of the accursed Djinn abili-
ties (the VN was part efreet) berserked the bad guy and he ordered the
tryvern to smash the fragile igloo and less fraglile bodies. Within
two melees all that remained was raw meat with shards of bone and por-
celain intermixed and jutting from it.

it was a gcam. Having realized that they were being watched,
the PCs sat pretending to chant prayers but the illusionist was creat-
ing random body parts, a process hidden by hig robesg. When the tryvern
closed they stood their ground, then raised the shell to ward off
the acid when the VN investigated in a predictable way. The bard
annointed them both with 01l of "Etherealness while the illusionist
made blood. They then dove into the earth and swam away while the VN
was distracted by all the blood. The VN was satisfied that he had
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slain them and left. The moral is, if you want not %o be found out,
you've got to give them something te see. 5 : :

My Illusionis®t still uses thisg principle. He puts up a Spectral
Forces "eelif” whenever he goes Improved Invisible, so that he can
8till he found and his absence goes unnoticed. : :

Once Nevair, my high-level mage, Change-Selfed into a hobbit
thief, and suffered a memory loss head crit. I rolled for Memory
and got an 01, as little as possible. He then asked "Who am
I" and was told "You're the hobbit thief." He ram in the next 18
expeditions as a 1st level hobbit thief with 17th level mage hits.

When Nevair met Iron Golems he immediately realized he wag
helpless with no magic weapons and climbed the ceiling to be out of
reach of thelr arms. Iron Golems don't jump very well. He eventually
managed to lead the IGs back to the party and cried "You guys take
these, I'm going back for more!" He then went into the room and claim-
ed ‘the Treasure, which, being mindblown, he returned to +the party.

After becoming an 1ith lével thief, a random mind probe restored
his memory (The DM's device, not mihe! ). The resuiting combo is
welrd to play, an obvious high level who eschews. magic and money and
allows me to try strange ways of dealing with problems.

When his party was attacked by a 12-headed hydra, breathing
such things as Dlslnte%r te, green slime, and fire, possessing an
Armor Class of -12 (2+ #? or 80, Nevalr calmly declared -"i'll tsake
it" and vanished. He had D-Doored behind it, lifted it's $ail and

released three bursts of 7 maﬁlc migsiles, one from each spell-storing
ring plus one conjured. The DN ruled that it's AC was signmificantly

lower there and a luckly series of die rolls killed it. The party,
by now half-deady and very relieved, started making cracks about
suppositories of secret strike, which I ignored in a rare fit of
good tasgte. ;

Try graphic explanantions to get people into using their braing
in the dungeon. The vendor outside the Abode had many greatly crocked
items for sale at 5GP per item. You were told they were made by
gomeone with a reputation for screwwing w and that no one on the
entire planet would ewen touch them. o '

The first one was the "Boy Boffo" brand Raise Dead Fully
suppository. 5 GP and you guaranteed a RDF if you were "wearing"
the item when you died. Upon purchase, the PC was introduced to:
Guido and Nunzio the No-Neck twins who gave Him a demonstration of
how to use the item. It was 15" long and 5" in diameter. There was
an 80% chance of death in the demo, but it was a Raise Fully item.

The second item was a light saber, a creation of one Shack the
Quack, a noted local inventor. If the purchase was made the item was
to be turned on to see if the PC had enough of THE FORCE in him
(4% per point of IQ plus 3% per point of Wisdom). If the force was
strong in this one, 1t turned on. All expected the blade to come out.
the back so the saber wasg held at a 90 degrée angle then activated. .
The device required belng turned on twice a day to stay active.
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The only flaw with the deviece was that S the Q screwed up the
projector crystal: it was set for area instead of blade effect.
Everything within 1' of the handle, except itself, was disintegrated,
ne save. The vendor just happened to be running a special sale on
tourniquets and first 21d manuals. Only by having the entire ramifica-
tions of the device pre-thought and written down saved me from being
guest of honor at a lynching.

Someone sold me a bag of 10 giobes known as the ballsg of ‘
Dramatic Entrance: Allows the globe-shatterer to use a spectral forces
plus a D-Door te enter any area. The limit to the device is that you
cannot gain any strategic advantage, or damage anyone with the device.
Lt also negates all chance of surprise. o

My use was to have a giant-sized celestial hand reach through .
the ceiling and point. A deep, booming voice intoned "ILet there be
Fred." Amidst lighining and soke, a pillar of flame erupted and
coalesced into the figure of a.-man who looked about, spotted the
room's inhabitants, smiled and said "Hi, I'm Fred." I ask you, would
you blow him away? ) " '

From David Friedman: )

Usge non-human zombies described as typical FITB monsters who are
slightly slow and clumsy. No one ever tries to dispel anything that
isn't specifically described as a zombie. ‘ :

From Jdohn Bradley:

Tired of parties throwing flasks of oil on the floor, seeing
Them burst, and lighting the resulting pool of o0il? Try a porous rock
or sand for the dungeon floor. '

From the Editor: :

How about summoning a Demon into 'a pentacle placed just inside
«. door, and then attaching a chalk eraser to the base of the door?
"Open the door, erase the lines, close the door..." (If you can!)

For a crocked item, try using a potion of Excluéive Water—-
Breathing: User breathes in water and chokes in alr.

Everyone knows that a door can be jammed shut with a chair under
the knob. If there are no chairs around, improvise. Y

Or you can try the same thing with a stick. The stick will most
likely break when the door ig hit. Imagine the excitement if it's
really a staff of Fireballs... '

- Natural gas will percolate slowly through porous rocks like
sandstone. Try putting a vein of such rock in your dungecn and walt
for the turkeys with torches o come along. Fortunately, untreated
natural gas is colorless and odorlesg. ' ‘ ’

That's about it for now. .Ideas =zre solicited, as always, for.
future installments of this listing.
Hail Rris! ' | DEI
; FEIFE -
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(C) 1978 by Wesley D. Ives, 5415-B Dana Drive, Raleigh, N.C. 27606

Wherein the Acolyte, in hig debut issue in the Gunderloy Dirty TAicks
Ligt, endeavors to discuss Tricks, Traps, and Pitfalls; their applica~
tlon and logic. : = ,

To help with this discussion, please allow me to introduce N:P.Cu, who
has graciously agreed to appear here, so long as we don't use his name,
but rather only his initials."

NPC: Hello. Pleased +t0:be here. : .

US: Tell us about yourself, NPC. wWhat do you do for a living?

NPC: Well, I don't know if you'd call it work, but what T do ig, I de-
sign dungeons and places of mystery.

UsS: Oh, you're a DM, then!

NPC: No, not in the sensé you mean, 1 think. No, I'm the character who
was once around in every FRP world: you know, the one who actually
built the dungeon, deserted castle, or whatever, bunches and | ‘
bunches of years -ago. R :

US: S0 you're a character in the campaigns, then. ‘

NPC: Even that isn't exact. I don't really have any actual existence
in most campaigns--I'm just a shadowy figure that wag there, =z
long time ago. e * '

U5: I'm still not entirely sure what you mean, but perhaps that will

become cledar™if you'il tell us a little more about what you do.

. You say you design dungeons? ) ) .
NPC: Yes, Preécisely. You s8e, I exist in every campalgn with dungeons

and/or any ather sort of non-standard residences. When a DM designs
a world, he can only cause so much %o happen by geological acci-
dent. If he wants something for his monsters to live in besides
caves, he calls me in, and in one of my many guises--I've been a
highest-level mage, a former civilization, a2 mad computer, you

name it--I build the Ps of M.

Us: I seel So when I go adventuring in Joe Blow's dungeon, and I ask
him Jjust how this place came to exisgt, and he says 1t wag built’
by a mad mage thousands of years ago--

KPC: Then he's talking gbout me. Yes. . iy

US: Well, I had no ideal! I've been looking for you for a long %imet’
When we asked your agent to get you onto the show, we thought you

- were a DM. ' o '

NPC: Not to worry--nearly everybody makes that migtake. But you sesa,
the DM can’t do his own designing, since he doesn't even exist in
his’ own world. His characters exist, but he himsels does not, gnd
that is a vital difference. ' =

Us: Of course! It's so obvious! But tell me~-given the vast differences
in guality that one observes among dungeons and places of mystery--
how do you account for this disparity in quality? Do you have off
days, like the rest of us? 2

NPC: Oh, no! Never! You are making another common mistake that people
make when they think about me--and that is to think that I have
more than a bare minimum of free will., That simply isn't true.
I'm always and everywhere a complete tool of the DM--and let me
tell you, it surely ticks me off at times? :

US: Why is that?

NPC: Because I get saddled with some of the wimpiest deBigns you ever
saw in your l1life, that's why!




THE STONED ACOLYTH THE DIRTY TRICKS LIST, PART 54 . PAGE 40

U3¢ For instance? ' _

NPC: Okay, I1'1l1l give you an example. Now, keep in mind that the designs
I'm talking about are designs that are supposed to be dangerous,
okay?

US: Sure. So you aren't talking about the "Sporting-house" dungeons,
run by a character type who enjoys seeing other tharaciers risk
their necks, and gives them a reward if they succeed.

NPC: Exactly--though I've got my gripes there, too--znother time. But

here I am, designing a place of mystery in the far past of some
DM's world, to his exact specifications. This place is usually
chin deep in loot, with magical items that I would. give my eye-
teeth for, and how does the DM have me protect it? Well, lemme
tell you, Jack--he usually doesn'+! :

US: How, specifically? :

NPC:.Specifice you want? Ckay. Levels. Explain to me the logic of Levels
in a Dungeon. Why, precisely, are creatures segregated below the
ground to an extent unimaginable aboveground? I mean, hell, when
you're in the wilderness, you're in the wilderness, and no bones
about it. Think about levels in a wilderness: what would yvou do?
Have bands running along the lines of latitude, with some mons-
ters existing on one side and mot on the other? Kinda silly,
right? But why should Dungeons be any different? It seems reason-
able to assume that any monster with any sense at all would be
fighting his (its?) way toward the surface every minute, simply

_ vecause the competition isn't so fierce up there.

Us: Well, there are some pretty good theories put forth for the exis-
tence of leveled dungeons.

NPC: No there aren't. I°'ve heard =z lot, and they surely do strain the
credulity of myself and, I would assume, the players. If there
are logical explanations for Levels (besides making it easy for
the players), 1'd like to hear them!

US: I'm sure we will. But getting away from such structural problems,

what other beefs do you have? , ' ’

NPC: Well, there's one basic one, and that's this: whenever I'm call-
ed on to set traps or such, I always get the sane gong and dance
from the DH. He always whines at.me, "don't make them impossible
to get out of! Leave an escape for them!" Now I ask you, ig that
or is that not stupid? What the hell good is a trap that can be -
escaped from by the very target you're trying to trap? That is
desligned with this very idea in mind? The mind designing the trap
elther wants to keep the trapee in one place while the %Trapper ..
decides what to do with the trapce--or else the designer of the
trap has already decided to off the invader, in which case the
trap should kill anyone caught by 1t. : L e

. Face 1t, these hoods are coming into some honest monster's home,
with theft and murder on their minds--and I'm supposed to set
traps that won't hurt them? Keep in mind that these felons can fly,
levitate, teleport, or simply bust out by raw strength from most
traps, so you can't hold them long. Not hurt them? Leave them s
way out? ‘ _ o
I will bet my whole hoard to ten coppers that if one of thesse
player characters designed a subterranezan home for himself, he
sure as hell wouldn't use silly little nuisance traps te protect
it! You better believe he'd have poisoned spikes in the bottoms
of his pits; the gas coming from the vents in gas traps would be
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the deadliest available; and if he wanied to trap the bandits
alive, you can be damn sure that there would be no conveniéntly
provided secret passageway out! He might arrange a listening vent
to allow him to check the contents of the room éevery week or go--
but he wouldn't negotiate with his prisoners. Ever. The deal would
be something like "give me everything you own and I'11 sell you as
- slaves after I c¢ripple you--otherwlige, you can stay there until
o you rot." But what do I have. to do? I have to set up traps that
~can be escaped from--cor if not escaped from, then the ransom is
set so low as to ke laughable... ‘
US: Whow! What do you suggest, then? : 5
NPC: I gon't really know. It would be more logical to have the denizens
of a world defend themselves with as much vigor and imagination
as their opponents, but that might be asking too much. I mean,
really--given the inherent advantages of defensive fighting, it
would be a rare player-character that could make a 1iving at smash
& grab work; the players would probably lose far more than they
won. Now I wouldn*t mind that at all, and neither would my Ffriends,
the monsters; but it really ign't up to me--it all depends on the
reactions from the DMs. ’
US: Yes, that it does. I hope we’ll be hearing from some of them in
our next show, butl until then, this is the Stoned Acolyte saying
"Bon adventure” and "Mike, I hope the list is around for a while
to come. I like iti"

((Retyped onto stencil for TLOC by Demon #3. Grew from 2 pages to 2&.))

T T o R g L L 0 S e L A
THE DISMAL LICH #3A : . : :
A short note about the Dirty Tricks List from its Editor/Publisher,
Mike Gunderloy. This is Pretzel Press publication ;#46. o
Well, this is the mimeograph reprint edition of the Dirty
Tricks List part 5. Based on the acceptance the DTL has received
so far, I am golng to take the possibly somewhat radical step of
actually trying not to go broke on it. :

Part'6 will be out. RSN (probably sometime in Janusry). Part
6 of the Dirty Tricks list will be somewhere in the area of 15 more
pages of stuff. It will be charged for at the rate of 2 cents per

page. :

Contributors will get 50 cents credit perpage they contribute.
Thig should assure that they get free copies of a2+t least the installment
their work sppears in. Minimud contribution credit will be 10 cents.
(For 1/5 of a page or less).

" Obviously, I can no longer accept conitributiong on ditto masters.
You can either send me manuscript to be typed or 9-hole mimeo
gtencils. I am not at all sure about the fee structure that will exist
for these things--if you're interested, contact me. -

This also means that this is the last installment of the DTL
that will run through TLOC (unless Nicolai wants to purchase 200
copies) (HA!). If you want o continue receiving these things, send
me some money and I'11 set up an agccount for you.
: That's about all I have tlmeﬁspace for. See ya later

Mike Gunderloy.




BEYOND THE CURTAII OF VAFOURS #1 .

A zine perpetrated by the shattered mind of Gary Martin; 10527 Palnms
Bl., L.A., CA. , 90034.

I am brought into TLOC on the urgings of the Lord of law himself to bring
news of an obscure game called Space Quest, a game that appeared in our nidst
when Jason Ray returned with it from SunCon in '76. It is a very good SF role
playing gane, though it does lean toward blood and thunder artillery duels,

In it's course it had generated 2 good deal of material in the form of new
races; new weapons; etc. All references are made assuming that the reader
knows the game.

New Haces=—-- e e

RASSTAR/ reptilian ~—~ 77~ 77 7 native G (D10}
Physical Power. 2D6... .. .lifespans 250 + years 2 _ é f iS
Speed 3D6+3 initial age: 34+ 1D6 9 -10 i >
Coordination 306+1 :
Intelligence 306 rating: XKAHHE

Pai 4D6 ' '

Empathy 1D6 :

Vitality 306 Boron, Based

Rasstar are desert dwelling creatures that are raised on oxy-nitro, and alth-
ough they find human real-estate cold; they can live there. There are two
,sentient sexes; of which the female is an egg layer. Rasstar are very cynical,
as well as racial atheists. They also bear great resemblence to the alligators
from Fantasia. By : ' : .

THARAAK/ saurian native ¢ (D10)
Fhysical Power 306 lifespan: 1000+ years 1 1
Speed - 206 initial age: 45 + 2D10 2 -8 ¢ 2
Coordination 3D6 2 -10 : 3
Intelligence . 306 . rating: JAIEE : :
Psi 2D6

Empathy 3D6+3 skin: 1D6+1 (cum.) armor

Vitality LD6 Carbon Based 0

Tharaak are swamp dwelling oxy-nitro breathers who make up a large seghent
of the philosophers of the galaxy. Slow and deliberate, they make exceed-
ingly poor spacers. They also have the interesting ability to breathe fire
(range as Gamma liace on fan: 2D6 Pen. 3DF) once per day for every five points
ov vitality. Tharask are squat, talled and bi-pedal. .

Notes on new races:

All races should have a total number of dice in characteristics equalling -
21 (total adds to dice, with each three points counting as on die), and
should be fitted into & characters class instead of given random powers.



CURTAIN OF VAFOURS - F. 2

JBAFON TYPHewmmmmmmSUTTING-~ROF--~8 1 L B ~=PeD-=CE )
Sonic Pistol beam 2 100 30 50 150 310 10
3 fan i 5 .40 Z8- 0L + 2 8 15
Laser Pistol - | ..’bean 2. =20 35 100 350 o L5 4 40
laser Carbine - " beam 2. 30 75 475 500 . 7 -4 20
Force Rifle beam 2 30 100 200 1000 9 1 40
Cannister Pigstol shot i 15 30 45 75 mag cap: 1
Pellotomm—emmem e 2 5
& 0 HE—-”——'—'-T-? ———————— “-._'-'2 10
PO ren 0 flétchettem—emmmmreol 8 o
LI : © v 7 incendiary-—ee—-m=v-3 8 (burns 1f3=mt)
Gyro-Jeét Pistol shot 1 7z 358 40 50 mag cap: 10 R
slug L 5
GaussPlstol " shot 3 10 25 50 100

mag cap: 10 slug or 20 needle.
CaussRifle .- shot 3 20 350 100 000 »
Ty SRR E ) oy e ‘Y mag capi 20 slug or 30 needle
(Ndfé{?,ﬁéﬂégﬁéapong are pfojéctile'weapons that fire by magnetic acceleration.
They fire all standard slug and needle rounds, which cost the standard
prices, Rounds for a GaussWeanon are not interchangable with slug guns

or needlers,) ,
!.\:\: .
Costger=4 ¢ vk ) fa s )
Sonic Fistol lf; 80 ' (Other note: Gaussveapons adapted - -
lLaser Pistol 55 "+ from Harry Harrison's Stainless
Laser Rifle 110 | Steel Rat Trilogy.) o
Force Rifle 25 T ’ ’ o L
Gyro~Jet Pistol 30 ¢
Gyro-Jet ammo 5/clip (10)
GaussFistol . i v i ¥ :
GaussBifle, . - 250 « v oErel )
| BASIC FSI. SYSTHN -
For any qualified NON-FOWER USING characters.,
Psi score A i PR o i
15  .io 0 Telepathy Y250 m)
16 e o e (500m)
17 P.K. (1 kg/20n)
18 " (5 kg/25m)
I'm running out of time and about to crash into my deadline. Hext month
nore races (world conquerors, too!), and new classes,
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BUT T THOUGHT THIS WAS ALL A DREAW. . . #t

Born in the mind of the Dreamer Deanna Sue :shite and leakingout through her
fingers into a creaking Smith-Corona and thus onto paper. I reside at Skyhome,
3851 Keystone Ave, #24, Culver City, CA, 90230 83?~O955

bany people have asked me to relate how Hlstlgdr ‘cane into belng, its
~golorful and tragic rast, and various heroes of which the bards sing. iJell,
now that school is over for a while, I can finally get a hold of the proper
parchzents and begin translating. Thus, it is with the greatesv of pleasure
I now present to you the follonlnchn

TH; CREATION OF HISTICAR

I an the Firstborn of the House of Ayd, an entity of pure thought, pure
energy, pure power that far surpasses any of your small 1nagln1ngs,,l an
not a god, thﬁugh your kind would have pade mé one, I wWear the crown of
Faeia, our ndme for your salaxy, and wield the Rod of Fower. lo, I Want
aothing to do with godhood for that in 1tsel¢ 10 ‘a type of chain, and I “too,
value my freedon,

I was soul-born just as you, but unlike you I an immortzl. I. can also
assume physical shape if I wish or else stay as a glowing. 1ncandes¢ent
cloud.

I amn also a creatir, i though my kind can give death easily, only a
Tew exist-with encugh power to give life.

) Do you wish my name? I an called many names on many worlds- Illylle,
Tsamila, Threena, Leelakl, ﬁovanna, the list is endless, but none of them is
my true name. That, I'm afraid is my secret for names do hold rower and though
you could not harnm ie; there are those who dould. Therefore, you may call

me anything you pledse. But for ‘now, wntil T bFir a calllnv from one OL you
that rleases ne, you ma3 call me Histresa. _ o e, ;

_Ah, but on to my Storyo.o ; '

“Know, that’ durlnp each: eon there are Sureatches of time where gven I get
bored.' Stars are born and Join thelr voices in the Eherral songs ome of
then bearing planets of ice, heat, gas, dust, and only a very few with life.
iy Holding and I have watched many lifeforms struggle to sentience, many of
them dying along the way. But for those who do achisve intelligence, ah,..
their road is always the hardest. They are the ones T try to aid: to make
their road easier in the climbing.

Still, there are the Wull Times, and it was during one such that I tried
an experinent. I called to me & star whose solitude had cried out at me over
the vast distances of space. dith my mind I took a little of its own essence
and created a small planet. I made it a world of wonder, a place where beauty
might dwell and be at peace with the universe. I sculptured two large landmas-~
ses and surrounded them with wide, deep seas., Then I sat for a long time and
considered what I would create next. drapping my world well in the mists and
shadows of space to hide it from prying eyes, I traveled Fasia for ideas.

Cn a planet little larger than my own, I came upon a battle Just as the
sun broke through the golden clouds in the pale,sreen sky. Thirteen creatures
fighting against the minions of night were trapped on a high hillock. The
black ones made one last desperate rush and then retreated hastily in the
growing sunlight. The exhausted survivors sank to the ground in desmair. They
were hopelessly outnumbered and were fully aware of their fate, yet they were
determined to survive,

In the guise of a cloud, I hovered above their hill and studied them. They
were a tall and sirong limbed race, humanoid in appearance; with golden hair,
slanted blue eyes and pointed ears, There were eizht males, one hardly older
than a child, and five females. Reading their thoughts, I was pleassd to
still find hope among them.

-



Laughing. to nyself I streatched iorth my. hand and answered their hops.
~Jhen they would wake again, it would be elsewhere. E ,

On another far distant world, one of my Holding, laliost, told me tales
of a great city destroyed by a holocaust, He spoke of a large island devas—-
tated by earthguake and fire before sinking beneath the sea and though the
race itself had survived, they had never been able to find the city again. -
iy euriosity raised, I traveled back in time to ebserve the eity and its fblk
before its destruction.

They were a proud and spirited race not much different from the others
I had saved except these were darker in halr and eye and not pointed of ear.

I made my decision quluklj and what 1. willed was done.

I worked according to a plan now. Going from- planet to planet I took:
what pleased me and planted &y world with the blosséms of a thousand stars.
I brought many different folk to dwell in places suited for their way of life
and called forth those whose way of life was algo one of power. To each and
all I gave a gift; Fowers, much scaled down in strength for thier use, and -
left in places that thelr growing wnowledge and wisdon would be able to flnd
and unlock. )

' But the Null Times came to an end and duty called. Yet, before I

left, I looked with satisfaction at all I kad done and saw a shadow not of my
making reaching forth like a hand toward my work.,

Anger filied me that Evil had dared to come and sp011 my ‘¢reation. Then
1 reallzed my mistake, I had tried %o create only Beauty, Good and Peace’
and’ did not heed the law uf the Great Balance. Evil opposes Good‘and hence
is necessary. ” To omit it upsets the balance and that in itself ‘'is evil. _
Thus I spoke to the Father of each Folk and to each of the unaligned powers
and bade them to remember the balance. If they wished to dwell in the paradise
I created, they would need to struggle for it, I had done all I could do in
the way of aid. The final decision would be theirs.,

1
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THE RAMBLING RUNE, a collection of questions and answers about RUNEQUEST from
Steve Perrin, with a tittle help from his friends. All- contents Copyright 1978 by
Steve Perrin and the CRAOSTUM. “Perrin can be found at 372 Adams St., Oakland, CAS4610.

Introductory Notes: o
When we put ftogether the rules for RUNEQUEST, we figured we had a complete set
of rules. Once they were [ully edited, we ngured we had a good set of rules with
only the question of " What happeuns next?" to worry about. Once the rules were
published, we knew we'd have to deal with the typoes. But that was all,right?
Wrong.

As happens all too often, we couldn't see all the problems because we were too
close to the situation. So the following is a series of answers to questions sent
in by several RUNEQUEST players, in hopes that the information provided will help
everyone else. 'This is being sent to all of the APAs, and may be excerpted for the
next Wyrms Footnotes. T

Jopn QAPIENZA is a name not unknown to the FRP? world. We were most gratified with
his immediate interest in our game, and his questions have already prompted a number
of revisions in the upcoming addenda. Herewith his questions.

1. The prior experience rules on pp 106-107 give peasants basic militia training plus
the chance to JOln a guild for skills enhancement. If they make their roll for
becoming mevcenaries, can they also join a guild, or does being a mercenary count

ag their guild membershlp.

Baing a Mercewnary counts as Guild membership.

The same question applies to barbarians, who get a set of skills as such--can they
also become members of the mercenaries or other guilds and gain addirional skills as
part of their prior experience?

Not according to the rules, although we have played that amy Riding ability will
qarry over, L '

You give nobles a set of skills for being nobles, but you also speak of buying
skills, How does this work-—do nobles also join guilds as part of their prier
exparience?

fiobles both gain skills ag a part of their "irvheritance’ and can buy skills like
any beginning adverturer. They do not join o quild, they puc chace training from it.

2. We need a rule on handedness, one that doesn't totally eliminate the possibility
of lefties out there (particularly among those whose training is not that of the regular
army, especially horse barbarians) or of ambidextrous characters.

Aa 1 told Jdokn in an eavlier Letter, we had intended to have "handedness’ as a
charaeteviotie right up to the [inal month of writing., However, our research showed
that most aneient and medicval amies tended to train everyone right handed, because
Lhat A n't break up shield walls. However, if you are really kot for such rules, [
qive vou our ortaivel rulea on the subject ...

Foll D6, I 3-14, the chavacter is right honded. If 16-17, the character i
left hemded. An 18 indicatas anbidest rousress.

A Lleft handed character has a 5% add Lo his chance of hitting a ﬂumanoid weapo -
uning opponent . However, he must spend 70,: more per five pereent increment in traimning,
due to the diffieulty in training a left handed [ighter.

Aw nbridertvous fghter gets to learn two wecpown use of the usual rate for
both wenhonu, rathey than the 1.5 times usual rate specified in the rules.
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3. We need a rule for establishing probability of a player getting a nonhuman
character. This can be one of those several-option things, but T suggest that one
option be a die roll to select among the most likely player ~class races {(no dragons,
probably none of the dragonewts). How likely do you think nonhuman PCs should be?
Five percent? 30%7 25% with the really exotic ones at 5%7

We down't see where this needs to be vequlated by the cuthors. I can see someone
having an all ronhuman campaign, as one lad I talked to ab ORIGING told me he would

We vun a primartly hmen cenpaign, but perhaps 1/€ of the characters played are
novhunan, winually baing elves, though ve have had centours and baboowms, az well as
one young gilant . Narrven Jomes keeps threctening to play a Wymm, but we haven't
seen it yet . ' .

4. You get a chance for a POW increase when you thrown a SPell that the enemy failed
to resist. Should you also get a chance when you have thrown a protective spell on
yourself that the enemy failed to penetrate with magic? 1 am thinking specifically
of Countermagic, but there are other Battle Magic spells that wounld qualify. It
seems to me that logically you should, since this is the converse of the regular
system. You have quaLPssfully used magic¢ against the enemy, which is the standard.
Sorryt.  The standard is gg,fc,;gjfgsf‘ulm guercomt g the enemy's resistarce, nok
suceassfully wsing magic against him. There 18 d defimite difference. While we do
not use b, wou might give o chawves for having successfully res sisted an eremy 's
magte abtack. Thot, again, is the Power versus Power conflict whi 1ohu=11 ean rsﬁsult M «a
Power Gatwn Roll.

§. Why didn't you give breakage figures for shields and armor in the RQ rules? You
talk. about it in the text, but you have no gawe mechanism for it. Should a critieal
hit be required to break shields aud armor?

Onee again, we originglly had such a rule, but gave it up as too cumbersome.
Begides, what ezperience we have in the SCA demomstrates that both chield @ armor last
forever us far as game time is concermed. And where did we mewtian it in the text? I
thought - we gol rid of all those references.

I f wou want shields and armor to shatter in the find hervoie tradition, you can
have shields bronP on @ eritteal hit (as wou suggest), but we feel that the eritical
Att result of ignorivg armor amply takes care of aw need to destroy armor.

Our former vule was that 4f a shield took 1/2 anain as much as it could abosord
in one attack, 1t would shatter. Thus. a small shield would shatter urder o blow
of 124+ poirts, a medivum at a blow of 18+ points, and a large at a blow of 24 pts.

6. Was the length given for the one-handed spear a misprint? It says'"1.5-2", but that
overlaps the Strike Rank categories "1" (1.5-1.9m) and "0" (Zm+) T suggest that for
simplicity all Il spears be Strike Rank 1. )

The petnt 16 that a one-hawled speor can be avwywhere from 1.5m (suitable for
use ag afevelin, 1 balamce corvectlu) to m (which can be used i+ erchamwieably as
a two-handed epear as welll We are actually giving the player a choice as to which
he would like to uae.

However. making all ome-honded spears Strike Ravk 1 is a legitimate ruling, as
a spear used in one hand must be '"choked up' on to have gny control.

7. There appears to be an inconsistency in the rules comcerning the damage done by
a weapon when used one-handed or double-handed. The Large Axe and the.Bastard Sword
do the same damage either way. But the Heavy Mace and the Warhammer/Pick do more damage
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double handed than single handed. The latter makes more sense, since you impart
more force to the blow hwen using two hands than with one. This is the reaspm for
the Bastard Sword, to give a weapon that can get in extra damage éy using a hand and
a half on it (when you have an unceccupied extra hand) So 1 suggest that the Bastard
Sword should do 1D10 one-handed and 1D12+1 doublehanded {(that's only a small increase
because it is not a true doublehanded weapon). And [ suggest that the Heavy Axe do
1D8+2 one-handed-and 208 doublehanded (the same damage as a Greatsword, a doublehanded
seapon). - : ‘ )
Firstly, the reason a Warhawmer/Pick does more damage two handed is because it
ig a differevt weapon. Look at the weapon Lengths of the ore-handed and two-handed
models. The latter is the eguivalewt of the "Lucerns Hanmer" so beloved of the Swiss.
one does wot necessarily do move darage with a weapon two-handed as he does one-
handed. Do to the freedom of movemeyt of « one-handed weapon, Equal power can be
given to an edged weapon with one hand as with twoe. Wote that it takes a goodly
strawgth to use a Bastard sword one-handed, which, by the rulés of RUNEQUEST,is
iikely, though not necessarily, to mean that the one-hand user wi'l actually get -
mere damage than the two-hand user. :

o

3. I suggest further research into the ranges of missile weapons. There is a strong
tradition that the Composite Bow had an effective range of over 200m%. S&T's recent
orticle on the Battle of Agincourt gives the effective range of both the crossbow
{type unspecified; probably your version of "light Crossbow') and the English Longbow
at about 100m, so your "Self Bow", being defined as a longbow, should have that range,
«<ith a shortbow having a range of 50-75m. '

See Pa%e 109. There is no Ewngligh Longbow equivalevt: on Glorontha. You can
- M L B 4 ey o hed
wead "Shorthow!" for

neifbow%{ you Like. ) .

I also suggest that your bow list should include the Horsebow, a short Composite
Bow gavored by the mounted barbarians and having a range at least equal to that of the
Iongbow. ’

OK. Assume the Composite Bow mentioned in the Rules is your Horsebow, and assume
.. Composit. Bow/LowgBow actually has a range of 100m. Some damage, however.

The tradition of the super long range Composite Bow is wothing much more than a
togdition, T'm afreid. Most of those extra long shots-were done with flight arrows,
which were lightweight shafts with wo penetvating ability. .o

The same. S&T article suggests that you have greatly shortchanged the damage
figurés on the crossbows., Crossbow bolts apparently went through armor far more
readily than arrows, including the so-called armor-piercing arrows, which explains
why the crossbow remained a favored weapon {aside from the easier time of learning
one when compared to the bow) despite the higher rate of fire of the handbow. I
suggest rerating the Light Crossbow: at ZD6 and the Heavy Crossbow at 3D6 (if yo u can
only fire the silly thing every fifth melee round, it jo.ly well better do-emnough
damake to justify the long wait, or it simply won't exist on the field of battle).

An alternative would be to rate it at 2D8, but let it fire every three rounds; I prefer
this version. . o * x

Tf we weve playing DED, T&T, or some other kigh kit point system, I would agree
ith you. However, an itmpaling Crossbow bolt does an ungodly amount of damage to a
RUNEQUEST character already, so I think we'll kecp the ramge as t8. _

#(do you remember the asterisk? Look up at the second line of ?his questlo?.?
NOTE: The Composite Bow also did more damage than the Longbow fquestionable)}, raising
questions of what damage did the Horsebow do. Perhaps the range of damage should be
Shortbow 1D6, Longbow 1D8, Horsebow 1D8, Cemposite Bow iD10. STR/DEX ratings:
oo~rtbow 9/9, Longbow 11/9, Horsebow 11/9 (11/13 mounted), Composite Bow 13/11.

A proper Lomgbow, assuming there were any in GZorqntha, takes no less stre nth
than a Composite Bow to use. As for damage, T am still covtent with what we
have . |
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9. The wealth provided for a Rich Noble (average 2500 Lunars per game month, 30,000
per game year) seems very our of proportion for a player-character, amd az 5% chance of
getting it seems too high. 1 suggest the following replacement:

96-99 Eich Noble 10D100 Lunars available per Game Year (2)

00 Royal Noble 20D100 Lunars available per Came Year (2)
(2) A noble must collect his yearly stipend at a certain place each time. A poor
noble's money usually (30%) tuns out at age 21.. A Rich Noble has.a 60% chance of
the stipend runiing out at age 21, while for a royal noble the chance is 30%. 1If the
stipend continures, it does so at 1/10 the previous amount (use a single D10 instead"
of D100 when rolling the amount} (Why wot just divide the previous amount by 107},
and has the percentage listed above of rumning ocut each vear.

Sounds okay to me. T would elimirnate the t1t Le Royal Noble, however,
substituting "Very FRich Noble." Would rather +hat any royual comections be
devised by the refaree, not a roll of the dice. :

If tha: waesn't enough, T then received another letter from John, before I
could answer the above one . 1t continues.. .

1. We need a list of the languages of Glorontha, and an explanation of how well a
native speaker player-character speaks his native language~~ 8047 85%7 90%7 Higher?
Does social class affect this?  Does social class affect the odds of reading/writing
one's native language? ‘ ,

Aa stated on Page 51, native speakers speak at 80%., with an add or subtyration
depending on Knowledge bonus. Social class affects this rurely as o matter of
promunciation and phrasing. ALl classes have a comprehensibility level of 80%.

Nobles and Townsmen who are Sage cpprentices vead and write theip language
a8 well as they can speak it. No others can uynless they puy” for it .

Theoreticgl Note: A Rume Lord/Priest with and 100%+ ability in writing and
speaking con have a chance of purposely corfusing the issue to his own benefit.

2. We need hit location tables for rider and mount (two and four legged mounts) in
the RQ rules—-please supply same for the various races and their favorite mounts.
This seams like on unngecessary complication. The character declares ahead of
time which, vrider or mount, he i trypivg to hit . If successful, but the area of
the rider op wouni his is tryiny to hit is coveved by the &t her, then he hit the
other in the appropriate location. This will usually happen when the Hit Location on
the rider comes up as Left Leg when the right side of the rider is tou the a tacker.
Thus, etther the forequarters or hindquarters of the animal, depeniing on the angle
of attack, takes the damage instead. Some prineiple as firimg at someore behind a
wall.

3. How {ast can an alchemist make the various potions? We need a fuller disserta-
tion on alchemists and alchemy, since some players {Dan Pierson in particular) want
to get into this area as soon as they can,
o I'moafrald the Alchemy rules were one of the major holes in our rules.
Assume 1 weck per 10 doses of 1-10 level poison or antidote
4 weeks per 10 doeses of 11-20 level poison or antidote
2 weeks per 10 doses of 1-10 level Blade Venom or antidote
4 weeks per 10 -doses of 11-20 level Blade Vewom or antidote
I week per dese of aeid or Magic Potion
ALL time making potions takes a full working/learning day. HNothiwg else can
be done in the way of learwing, prepard-ions, efe.
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Afso, the Pﬂev&ou& EXP@#&@HGQ of Alchemists suffened from bedng wiliten with
no clear {dea of how the §inal Alchemist nules woubd Look. Thus, the two have Little
refation Lo one anothex. Use the {ofzowéng Anstead. ..

An apprentice spends 2 hours o day for the entire 5 yeans of - h&A appﬁ@ni&c&éh{p
Learning polion making. The xeal of the time is spent being a slavey foxr The Masters.
This amounts 1o approxdimately 25000 Lunars worih of Training.

AT the end ¢f this perdiod he can make 3-5 d{{{anent potions {playens choice as
to which and how many within the nange} with a maximum wie of 10000 L. {¢ years)
fok any one pofion. '

tsual Cost of Potdons - 1/10 the. cost of Learning seme, which &5 divided-
between Guifd and AlchemisZ on a 70-30 basis.

4. Is a doublehanded spear encumbrance 1 or 27 . We .are hsving 23d argument on
that round here, with the majority inclining to the view that a P spear 1s no
greater trouble t¢ carry than a onehander.

See -my answer to #6 above. It depends on the length of the spear. A 1.5m
spear 18 eustly handled and ie encumbrance 1. A &mt+ spear 13 much trickier to go
down a dungecon corridor oy forest vale with awd i{s encumbrance Z.

5. Why doesn’t. a character's strength affect the effective range of thrown weapons?
Does your damage bonus apply to thrown weapons? TLocal convention in D&D is that you
get half your damage bonus on thrown weapons, full for melee, none for missile weapons
hurled by mechanical means (bows).

If you want the range of a thrown weapon to be controlled bg the Strength of
the characﬁer, feel free, apthough his Dexterity might have just as much to do with i,
if not more. We are adopiing the additional demage for throun weapons, which we had
been doing in our DED play, amymway . :

DAN PIERSON has also managed to come up with a few stumpers, althcugh gome were
answered above in the comments to John. Herewith a few of Dan's questlons

1. T assume that the Sage and Alchemist CON increase is 20C7% Lunars and 10 wecks per
point. ' : ;

Scrry. At two hours a day a week, which I assume is the regimen you are asswming,
it takes 20 weeks to gain the point . For each 100 Lunars, -a trainee. gets two hours

a day Jor a waeak. TF a skill inerease costs 500 Lunars, you know % will take § weeks
a two hours a day each week to gain the increase. Reread page 14.

2. The filled out character sheet on page 17 implies that a character can get starting
credit from hoth the fighting and magic {and possibly thief?) guilds. TIs this true?

Yas.

3. Is it specifically required to be a Rune Lord, a Rune Priest, or both to become
a Hero? Will any of the above do? The remaining requirements can wait, but players
need the answers to this and question & below to play their character's career.

The best documented and aﬂeerted way to become a Bero is to be both Rune Lord ard
Fuwme Priest . However, the upcoming (but not too soon) HEROQUEST will also address waye
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to become a Hero without "qoiwmg through chuwmmels " Amore out there with iiput on this
is urgaed to write to Lhe CHAOSIUM.

4. Ts = S$haman able to become a lero? (Do shaman characters obtain great poweT now
in trade for the potential of greater future power?)

Ae a rule, this is correct . However, there have been Shoman Hevces knoun To
Gloronthan history. Again, walt for HEROQUEST Put assume that you must go Lhrough
channels until told otherwise.

S If a character has 7 Hit Points in s leg and that leg takes? 13 damage points;
{1} is the leg severed even though it has not taken double damage? Yes.
{(2) Is the character functionally incapacitated? DNo.

6. Can a character with a Strike Rank-of 6 or less strike more t.an onge per round
with the same weapon? No. remember that we are dealing with an entire gttoack, ot
Just a simgle blow. * ' )

Or is an attack probability of 100%Z+ required as well? Correct .

7. Can a Baboon, for example, strike with both claws (2 attacks) in a round if
{1) the Baboon's Strike rank is 7 or more - o
(2) the Baboon's Strike Rank is 6 or less = Yes

$. Can Strike Rank points be carried over from ome round to the mext: T hope the
answer to this is "no." It's hard to justify but will probably speed melee. -

I think speeding melee and keeping things relatively stmple is a perfect Ly
good justificaiion. In other words. start over again for Strike Rark with each
Melee Round. ' .

9. 1 assumc that a spirit bound in an inanimate object may engage im Spirit Combat
with anyone other than its binder who picks it up (touches in any way?) the
object. Am T correct? < :

"Fraid wot. As lowg s the Bimder is alive, the Spirit staye inthe ohjact, wo
matter who handles it. OF course, it will not work for the mew hendler and is still
in Mind Livk with the binder . OF course, if the Biwnder is dead the Spirii can
stay or go as it pleases, and someone pieking up the okbj ect hay have a Spirit Combat
on hi- heds,

MARK SWANSON has ome fairly vital question:

If a Derect works, does that give a character a chance of improving Power?

No. /A character must use one of the domen or so "resistance overcoming’ spelle
to get the chance of a Power Gain Roll. A character with just Ded ect Spelis wili
have o eorm the Lunars to buy ancther spell. ‘

SEAN SUMMERS astks:

My campaign has a great deal of Oriental and Aztec influences in it. This means
I have to set up 10 to twenty Oriental weapoms-- damage, % to hit, breakage, exotic
abilities, etc. Tt would be very helpful te me if I could get some information from
you, if-you have set up any Orieintal weapons within your campalgn or playtesting.
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Sorry, Sean, but we have done almost wobhing with Orierial weaponry. When
you fiqure them out, sewnd them in, maybe we can use them in a cwpplemert .

T am a student of Aikido right now, and had hoped to put a similar organization
in the game. Have you had any thoughts about Defense being taught?

Sure, Jjust treat it as a regular [lghting skill. Meke it very expensive .

Nan PIERSON again, with a comment T didn't think I would have room for before.

The experience system appears to have the potential of causing characters to
do some "unrealistic things. Examples of such are: using a weapon for which they
are relatively unskilled in a fight, or worse, switching weapons during a lull in
melee to get the opportunity to roll experience for more than one weapon. Despite
this problem, T am considering a convention which may aggravate it.

PIERSON CONVENTION: fTraining will not increase a chavacter's skill in any

area unless the character has been eligible to roll for experience in that

skill since he/she last received training in the skill in question (NOTE:

vou don't have to gain experience, just be able to roll for it). ‘
Obviously, the purpose of this convention is to prevent characters from buying
additional training in all skills after only using a few of them on an expeditiom.
Is this a2 problem with a reasonably controlled money supply? Is it desireable in
any case? '

True that the experience system motivates players to de unrealistic things
with their characters. This is a measure of how good a role player the player ie.
T do know that chavacters of mine have etudiously avoidad hauling out every weapon
hecquse they know that they are not s good with some as with others, and do not
wart to be killed because they couldn't kit the opposition. On the other hand, ore
of my churacters is progressing just Fine with both Poleawe and shortsword, because
the one keeps breaking and he has to use the other.

Your comertion 48 halfway reasonable, but T wouldn't do it because I don't
want to be hothered with keeping track of the bookwork. FHave fun.

RUNEQUEST SCENARIO AND SCURCE PACKS,aw s«

TROLLS & TROLLKIN, 20 pages of said monsters, 154 individually generated by
computer program {42 Dark Trolls, 112 Trollkin). All persounal characteristics,
skills, armor, weapons, spells (if any), defence, damage bonus, strike ranks,
hit charts, etc., for each., By Ray Tourney, $2.00.

BALASTOR'S BARRACKS is a full-seale RUNEQUEST adventure of medium to high danger.
Not the best place to introduce beginning characters, but they might get 1ucky:
Cross swords, spells, or teeth with more than 60 unpopular eitizens of 014 Pavis.
Play notes, maps, historical background, complete game profiles of the locals.

By Steve Hendersen, Warren James, and Steve Perrin. §3.00.

CHAOSTUM ROX 6302 ALBANY, CALTFORNIA 94706



