


Dezdline for Issue Mumber 11:
for all other zines,

TABLE OF CONTENTS FOR ISSUE NUMBER 10

Cover

1 February 1980

by Deanna Sue White

1 April 1980 for zines needing to be typed, 8 April

Operation Chaos #26 by Nicolal Shapero 10
Runes in Space -~ Part II . by Nicolal Shaperc L
DéDquest-Ud with Warlock Inclusion by Sheldon Linker .. 23
The Warp World Wizard's Drinking Song by Charlie Luce & Jason 1
3 = Ray

Beyond the Cutritaln of Vapors by Cary Martin 17
Earth, Alry Flre and So Forth by Kay Shapero 15
Rambling mmequestiaﬁs by Steve Perrin 8
Superhero 44 Erratia by Wayne Shaw 4
But I thought this was all a dream #3 by Deznna Sue ¥hlte ol

84

Magrzines of Possible Interest to D&D/FRP gamers

Wyrms Footnotes..Fenzine edlted by Greg Stafford. Avallable from the Chaosium
FO Box 6302, Albany, Ca. 94706, Irregular publishing schedual, minimum
of three lssues per year, Single issues are $1.50, five issue subscription
available for $6, &n excellent zine and, now that Runequest seems to have
really caught on, an invaluable zine.

The Aprrentice..A quarterly offset zine avallable from David Bermn, 24 Seguin St.,
Obtaway Ont. KIJ-6P3 Canada, Subscriptions $5. 50 for US and Ganadisn- subscribm

flarums and Excursions. ,mimeo gquasi-APA similar to TLOC. More comment zines, less _ .
meat on a page by page basis, but 160 pages/issue, $1.50+postage per 1ssue.
¥Write Lee Cold, 3965 Alla Rd., Los 4ngeles, Ca, 90066 for detalls,:. O

Different Worlds,.Offset prozine published bimonthly~quarterly by the Chaosium,
See HWyrms Footnotes above for address. Write for detalls on subscription
rates, A must for the dedicated Runegquest fana,tic.

ok



Ihe Lords of Chaos is a quasi-APA published in Januery, April, June, August and
November, This fanzine is not intended to make any great profit, but to be run
instead primarily for the contributers. Kee scheduals have been adjusted accordingly,

Those wishing to contribute have several options opont
(1) Print up their zine themselves (copy count stariing with issue 10 is 210).

(2) Type up their zine on gestetner type nine-hole mimeo stencils: and include
60¢ per side for printing cost.

(3) Type up their zine on seven-hole rex-rotary iype mimeo stenclls and include
75¢ per side for printing cost.

(4) Type thelr zlne on white bond paper with = teascnably new black ribbon
(f.e. send camera ready copy) and include $1.25 for electrostencil
preparatlon and printing cost for each sidea,

(5) Send their zine in non-camera~ready f{orin, zind include $1.50 per side
for typing and printing, Limit of 4 pazes if this option is taken,

%ines should be mailed to (and checks made out to);
N, C. SHAPERC
728 5. Atlantic Blvd

Alhambra, California
91803

Individuals wishing to contact the editor should write to the above address, or
call 213-282-5571 (please, no calls before 9 an or after 10 pm Pacifie, Time),

Individuals wishing to subscribe to The lords of Chaos may do so by sending a
check to the above address. Subscription rates are not fixed--as the subscription
Frice to non-contributers is $1.254postage, cnd rosinge costs vary from lssue

to issue,..

COST SCHEDUAL:
(1)- Comtributerss:

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

(2) Non-contributers:

Eag If buying in a hobby shop, pry whatever the man asks

b) If four or more pages in previous issue--postare only
(c) If one to three pages in previous iszue-~postage + 75¢
(d) 1If no contribution in previcus iscuc~-postare + $1.25

Unless otherwise requested, all coples will be sent first class mail (first class
rrinted metter for overseas subscribers). Postare costs can be expected to be in
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OPERATION: CHAQS #26

A personalzine by Nicolal Shapero

728 South Atlantic Blvd

Alhambra, Calif, 91803

phones 213-BUCK-JR-1 {do mot call befors 0900 hrn

or after 2200 hours during weekdays).
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All Runes In Space material copyright 1980 by
Nicola.i Shapero

The Altani, adapted for use in Runeguest

(bz the creator of the specles),

Cha.ra.cteristics Exgected Max Va.lue :

STR 46 - % 28 ﬁ

IRT 20649 15 24 ‘

POW 3D6 10-11 21 & bt b s

CON 306 . 10-14 21 S Lo io el
DEX 406 - 14 28 ;
CHA 306 10-11 21 :
siz  2D6+1 8 16 | N

Expected values for lous bonuses:

Attack  +10% Knowledge - +5% Stealth +15%

Parry +5% Manipulation +10% Oratery 0% .

Defence +10% Perception : +5%

hit points expected = 9-10 - expected damage bonus = 0,

In I, 1t is stated that certain weapons and skills can be used with a base chance
higher than 5% due to simplleity of handling and shared common knowledge within the culture.
As the cultural background of the Altani is assumed to be quite different from that of the
native n and humanoid societies of Glorantha, a somewhat differen‘h set of basic skill
probabil 1es is necessary.

; Thé following chart shows the baslc chance to attack and perry with the weapons listed.. ;
the basic chance to parry with the shields listed, and the basic chance to use the skills ;
listed in an effective manner,

10% Shance: : Weapon Shield Skill

: © Axe, small{thrown) Small Camouflage
Poleax Hide Item

. ,_ 1 hd spear :

15% chance; - -

' ' Axe, heavy
thrown knife
shortsword
Small Axe Jumping

2 hd spear
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Skills chart (continuedﬁ

257 chance ) deapon Skill
reatsword 0 alimbing
katana listening
da fFeer < - cskling

B st/c.lau/bite
- kick

.

Kew weapons and skills:

-Katana  damage=RIt:, eqm valent to an impale capability allowed for this )gea.po g
" hit peints = 12, cost = 300 lunars, tralning cost is 1.5 x greatsmrd cost.
2 handed cutting weapon, - Strike rank as per greatsword,

Ekilng; hardled as per horsemanship for humans and humanoids of Glorantha., NOTE
for the AJtam, riding is a O,% base skill.

F‘ist/claﬁ attacksi do 1D damage base, Training cost is as per, human/humanoid Lk
is ONLY. a.vallable from Altani masters for Alfani traineés, 4

Bite attacks: do 106 damage base. Training cost is 200/1000/1750 and is aviilable
only from z!atani masters for Altani irainees.

P s

Kick attacks: do 1D8 damare base, Training cost is 300/2000/} _500 and is availa;ble_, .

only. from Altdm masters for Altani trainees, 5

"wimmin;h ( for Altani) For Altani, swimming is
" a 0% base skill, FPurther, their long thick
fur is highly water absorbant, so that an
Altani will guickly drown if left in deep
water, Thus, for each melee round that an
Altani is in water thal is degper than he
_is "tall, & successful Swimmipe roll must be
'made or the character will' berin to drown, .
Due to a natural inborn Fear of water,
the Altani tend to panic when in deep
-« water, Thus, Af the swimmingroll is
- not made, a .die roll of INT x 2 musti be
nmade on D100 or the character will take

that melee rounds (This compares
unfavorably with humans/humandids,
allowed an INT x 5 roil to avoid

Armor {for Altani): ..itani fu
is treated as 2 poin* armor.
N < may. Wear :r-in,pr mail or chain on arms-

or protective than open helm on
the head.

g Ty

of hit points as the arms), M
If the Altani ever has his tail
severed, he mist mukea roll of
BEL 2 5 sach nelee mun{i or fall,

2D8 points of damage from inhaling wa.ter ,

taking damare under similar cirgumstances.)

legs, ‘chest, and abdomen, “may only
WERT leather on the tail, and mpay
WeAT no armor no more end mbexiﬁi

, HiL ;pi ntu per_location: As per
“ humar, zuve thal a new Toeation is
“ added--the tail (with same numbr.r
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For determination of hit location, use the hit location chart published in
Determination of Soelal Class:

Decimal Die Roll Background . Available Funds
01-25 Herchant : 350100 + 500 Lunars
26~60 Peasant 2D100 Lunars

61-85 Toxnsman/Freenan 3D100 Lunars

86-95 Poor Noble 50400 Lunars/game year

96-00 Rich Noble 20D100 Lunars/game month

PREVIOUS EXPERIMNCE FOR' ALTANI R S

MERCHANTS~-Can buy skills and equipnent with their initial funds,

PEASANTS AND TOWNSMEN--Mzy attempt to join the Mountain Assault Forces
(4ltani mountain mercenary ski troops), If they fail to Join, they
my Jjoin the Mountaineers (though peasants again chance rejection),
Failure to join the Mercemary ski troops and the Mountédneers means
the character must join the militia,

POOR NOBLEB--Can attempt to join the Nountain Assault Forces or, failing
that, with thelr yearly stipend attempt o live and buy training.

RICH NOBLES--Can buy skills and equipment with their monthly incomes.
{Remember o divide stipend by 10 to determine spendable income
as per human rich nobles,) '

lo Join the Mouniain Assault Forces: Roll the average of all characteristics
times 5 on D100, -

Increase in characteristics:

4 per humans during this five year "growth period."

L: owth period

Militia

Weapon Training Personal Armor Magic Use
Halberd ' Leather body & limbs & tail None
2 hd spear cap
learned at 104 '

above natural ability

Mountain Assault Forces ‘

Weapon Training Other Skills * Roll D10 for each
Greatsword# Skiing" f-lyy  Natural Ability + 5%
Ketana¥* Sense Ambush¥** 5-%: Natural Abllity + 10%
* o1l 6 Tracking*® 6~9s Natural Ability + 15%

' Hide in cover#s 10: Natural Ability + 204
1:  80% Camouflage** — : :
2-35701% Hove silently** i Zoll. 10
4-6:30%. . Maglc Use S TS -
# Roll-D6 ——— - SR o/ (R
i i Xenohealing 2# ' 893 70%
13 42 points ‘Bladesharp 1# 10:  75%
- 2-31 41 point Countermagic 1#
4=53 40 points Farsee

61 -1 point Mobility
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Mountaln Assault Forces (contimued)

Other Spells: Roll Db Armors
1 2 Bxtre points Fing mall chest and abdomen
2-3 1 Extra point. N culrbolll limbs
4=6 no Brtra points FE composite helnm

Those who fall to enter the mercenaries may attempt to enter the Mountaineers
earning 1 skill at 60%, and 3 skills at 40% from the following list:

gig Climbing . EB; Yove. silently ‘ i_‘ig Tracking
(2) Skiing = ;- (&) Hide in cover Jnmpd.ng

_Hohles : .
Foor nobles who cannot: join the Mountain Assault Forces and who decide

not to Jjoin the Mountaineers, should total thelr stipend for the five yaa.r
growth period and attempt to’ buy gkills e.n;l maslc as they wigh, .

Rich noble stipend.s shcmld be divided by 0 (a.é per HQ I hmn I'ﬂ.eh Nobles)

In a.ddition, as part of their sta,tion. the mbles Jhave. the follmdng skills:

Weapon Treining _ % Roll D10, I PP A T L
Katana (m){ ; S el Natnral Ahillty+20% N A ’
Greatevord (PN)* .. .57 DNatural AMility + 258
Composite Bow (RN)}* ' ' 8-9 Naturel Ablity # 30%. .-

Claw (PN)* ' 7 10 Natural AMAlity + 354
Ghainmail body. lags, and arms, Leuthea: on tail. and oyen he].n. -

Magic Use e BRI S
Padding (PN) (RN) Bladesharp 121’113 T Mheuling 2 (m) (R'H) #
Frotection iRN Bladesharp 2 (RN) # Countermagic 1 (PK)
Disruption (PN) (RN) Ironclaw 2 (PN) # Countermagic 2 (RN, #

# Roll B6 Other Skills ‘ .

1  +2 points " oOratory (&N).-- 2D10 * 5%
2-3 +1 point Skiing (PN) {RN) ~~ (208 + &) * 55
46 40 points Evaluate Treasure ~-- (1D & 2) * 10%,

al Altani speak thelr own language (L Doran Univers '___) at BO% + Imonledge
borus, - In addition, all merchants speak tradetalk at Intelligence * L in parcanta.ge
score (round to.nearest 5% mark), All mercenaries ni'th mtelligence of 111- spenk
1Dix-+1 a,dditional languages {levels as follows):

Roll 1010, .. . . . -
% o
57 kg o s
89 %%
n ki 4 4 60%

Altani nobles speak :wh addi’cional languages as par memenar:.% if intelligence
is 11+, In addition te reading their own 1ang|1age at. ?0% + knowl edge ‘bornis, e ?
if the nobles’ intelligences are sbove 12, then they read 1D4 languages at skills ,‘

levels derived by rolling on above table. Roll 1D10 to: determine woiting skill. .
in each language that the noble resds {n.b.: witing slkill cannot exceed reading akill)
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Khat follows 18 & ouli frow vy lewkhold Canmgaisn, 2 variant Cloranthan
World, . hopefully Greg Stafford will net be too displensed with my mangiings
of his world/universe, This cult is, needless to say; intended tu be included
oply in a campeign uging the Alteni as FOs as per descrlption slven esrlier
in this edition of Operation; Chaos.,

CULT OF THE BURNING PARTH / CULT OF RARTH AND SKY e dfan’ Celt
Mythos and History :

A, Before Tine

~ Legend says that the Altand are the mons and daughters of Yelmalio by
his mate, the HEarth, and favored by him above all ethers, The Altani legends -
tell of a time when they fought at Yelmalic's right hand in the time of the
Gods ¥ar, smiiing his enemies with a wwer of fire second only to Yalmalic's own,

But thelr pride in their posiiion was their own downfall. In thelr vanity
and thelr hubrds they came to Tegard themselves as eguals to the Son of the Sun
and for this they weve cast down. Legend tells of thelr fall to Farth on pillaxvs
of fire (the last remnants of thelr own flame power) and of the flres with which -
Yelmalio, in his anger, swote thelr new mountain homes,

And these once favored sons and deughters of Yelmalio hid beneath the Eerth
a8 the Son of the Sun smote thelr great sy chariots and tock btaek the fire Povers
he had once granted them. But Yelmalic stayed his hand in the end, and let the
Altani live on--even granting them the use of his favored weapons, the sword and
the bow (though he allowed only the highest born of the @ltant notles the use

‘of this latter weapon),

To this day, the Altani bear the flame marks of Yelmalio's power An Pireseason,
and the protective coloration of the snow-covared mountalns of Erth in :
dark season,

B, After Time began

The Farth-Sky Cult has worshipped both Yelmalie and Ernalda~--he who fatheved
them, and she who bore thel and protected then in their time of trial.

When they have been able, the Earth-Sky cultists, and in fact sll the Aliani,
have kept themselves apart from most of the stzuggles of the world, They prefer -
to spend their lives in pemce and worship in thelr mountain homes, Bui their
overvhelning pride, and their undying hatred for the forces of Darkness and
Chaos, have forced them time and tine agaln to strike out into the werld in
full battie array, :

€. Idife after Death .

As per Sun Domers, though their pride does not permit them to be ressurected
for they must accomplish all needful in order that they gein final contentment in
a2 single attempt,

0. Rmic Assecie:tioris
The cult is connected with the hunes of Fire and Barih
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Hatvrs af the Cult
A. Reasons for contimied exisisnce

The cult has continued iis exlstazice ’by sepving s the closeat thing to
a central relig:ion/cult that the Altani have--and it povides & ree.dy source
for soldlers that the race needs so desperaiely to survive.

B. Social/Political positlon and power

The influence of this cult upon all Altani-Cloranthan society is conslderable,
Its Runelords and Runspriests form the core of the Army's Ceneral Staff and.
Planning sectlions., And higher level members of the culit tend to have raiher
inflated egos as & result, (This is viewed as an entirely accepteble mode of
behavior by the rest of the &ltani, many of whom lock to the cult to bolster
thelr already considerable race pride.)

A Tich cult, with many weapons masters, the Burning Earth Culiists provide
many mercenaries for the incemsant wars with the txolls, creatures of the dark, -
and with the spawn of chaos that still threaten the world.

G. Pa.rticular Idkes and Dislikes

Trolls and all Kygor iitor cultists are detested by Buming Barth cultis'hs,
- who will atteck them without. warning and invariatly to the death, . :

. Sun Dome cultists are looked upon, somewhat condescendingly as “me:ce '
human/hunanoid worshipers of Yelmalio,. the great father of the Altant,"
Sun Domers, needless to say, do not perticulatly appreclate thisd attitude.

In consequence, relations between members of the iwo cults can bedome
somewhat strained at times (often to the point of blows) even though the -
cults a:):'e theoretically friendly (both being slementel cults with a similer
mrﬂhi? .

@rganization ca
A. InterCult Crganization - . : S e
As per Sun Dome Qulib!n S '
3. IntrdGiTt Organization
As per Sun Dome fult
Q. Centa: of Powar, Hely Flaces

The Hill of Gold is considered sacred (for the same reason that the Sun
Dome Culi considers it sacred). In addition, the Blasted Place near the
town of Landing near the center of the Altani terxitory is also a holy place.
For it was rthere that theilr god's fire povwer struck most strongly when the
Atanl, were cast down from thelr former favored place in the sky. -

D, Holy Days and High Holy Days
High Holy days: Fire Semson, Movemeni Week, Flreday
' Earth Season, Movement Week, Clayday -
Holy Days: Hach Fireday in Fireseason (a total of 16 days)
Each Clayday in mthseasan {a total of 16 days)

4.
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Lay Membership

A. Reguirements to Join

Lay membership is open to ¢lves and humans as well as Altani, though humns
risk rejection {and have a ~-10 charisma adjustment on attempting to enter the cult).
Elves and Altani must pay %0 lu,nars to Join, humans must pay. 500 lunsrs o join.
(Note; +these payments are above and béyond any bribes to the cult, )

411 creatures of the dark and underground are barred from membership.
Other races not mentioned may join on payment of 1000 lunsrs (and, like humans,
riek rejecticn by the cult). 4 _

.. Requirements to belong

A3 per Sun Dome, but cult lay members may attend services on Glayday in
place of the services on Flreday,  Further, cult menbers need XOT .support Truth
in all. they do. S -

gy M u:adane beneﬁ.ts

E.sperSunBame - o : 8 e

D, Sdlls

The cult teaches the following skills to La.y membescs at three quarters
of normal cost

1) Small- shield s &
2) Skiing :
3) climbing
%) katana
&, Ba,ttle Magle ' o | _ o
Reduced cost (3 normal cost)x Coordination, lighii_, repalr,; farsese - .
Prohibited: Bludgeon, Darkwall L _ o
Initiate Menbership : I

Ay Requiremmts for 1nitia‘bion

of at 1east twa yaars. Al‘bani who ‘have served. in the temple ner Ay
five years must become Inifiates or leave the cult, Humans and

served the temple for a tota.l of six yea.rs must bacome Initiates or leé.ve the
cult ' . ] S : :

B, Reiluirements o remain' imitiated = 0 |
Imtiates mast sa,criﬂce four points of POH ('bempo R,




OPERATION: CHAOS #26 . Page 8
C, - Mundane Benefits

As per Sun Dome
D, Skills ~

‘I&:a.ining in Firespeech, Skiing, and katans is :ﬁ‘ree up to 407,
Training in Move Silently and Hide in cover is free up to 30%. :

E. Spells
Reduced cost (% cost)s | Lightwall, _cooréirajt.ibﬂ;_ repalr, farsee,
Prohibited: Bludgeon, Darkwall.

Special: They may learn the special cult tattlemagic spell Thermal Lance,
It costs 1500 lunars to learn.  Iurations instantanedus, Range 80m,
2 point spell, effect--as per disruption. save that instead of 103 damage
done, 1D6 damage is done.

Initiates may also sacrifice POW for one time use of Rune Maglic spells, They
may obitain any of the standard spells available to the Cult save one time only
use Rune spells of the Cult,

Runelord memb ership (Warriors of Fir !
A, | GEaeralk: Statemmt

Bune Lords of the Cult of the Burning Rarth are flghters (as per Sun Dome}.

but fighters well versed in the use-of: the mind a.s well as the ever present
sword,

B. Raquiremen'ts for Acceptance

Acce;ptance as a Ha:rrier of Fire requires ths.t the person have Iroved a
loyal Initiate for a period of at least five years, Further, they must have
at least 90% proficlency in the Ffollowing: skills:

cholce of katana or greatsword
claw/fist

climbing .
Plus three skills from the follow.‘l.ng l:l.sts )
,Spot_ Fidden . _. . Camouflag
Move Silently - ° 4 . Hide in Co
‘Sense Ambush R -

An Initiate must also Imow the bat'ble ma.@.c spell Farsee. ox ha,ve the PD‘HBI‘ as -
a Yeélmalio gift before he may apply for admissicn to Rune . Lord sta;bus._

C. _Restrictions of the Status . .. . .. . .
As pe:r.' Sun- Dome, with the i‘ollowing e:-:cepti 54 :

(1) There is no psr:ohibition
obJacts by vs of B

.
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D. Benefits of the Status

Apart from the usual benefits of BFune Lord status, they are granted certain
additional benefits, They may chose up to five Initiates of the cuit as thedr
personal gudrds, and these Initiates will attend the Warrior of Fire at all times
and pay loyalty to hinm before all others. Thls loyalty ends only upon the death
of the Warrior of Fire, NOT upon attainment of Rune Lord status by the Imitlate
(who would, then, acquire followers of his own),

Bune Priesthood
A. General Statement t _ _ _

As per Sun Dome, save that older rriests will attempt to sedk a oneness with
BOTH the sun and the marth, During the day, the priest wiil remain in a roofless
tower, gazing at the sun, much as do the older Sun Dome Light Priests, However,

when night falle they will proceed to bury themselves in the edrth, leaving only
the tip of iheir noses exposed for air, : _

B. Requirements for acceptance

. B - 5
Only ‘Altani.and Bives may become Rune Priests of this cult, The usual
Power and ILiteracy requiremerts as per B3 I must be met, In addition, the candidate
must have been an inttiate for a period of at least four years, and mist have
an unblemished record during that time, The candidate mst either know the spell
Farsee (or have 1t as a gift from Yelmalio) and know the spell Lightwall. K

Further, the candidate must forever forswear the eating of ___a.ny"mgét save
that of fish (-Wh;'}.ch_ nay never be cooked over a fire, but mayzb'e""sm%).; And
the:candidate must do so at least one year before he wishes to be considered
for the priesthood. . ° g e o B By

_ Bune Priests of this cult may not eat beef or any other meat, save fish{which
may ‘be elther smoked or raw). B

Unlike Sun Dome Light Priests, Rune Priests of the Cult of the Burn’ing mth
need not divorce a mate after becoming a Rune Priest, In fact, if they are single,
~ they MUST find & mate within five years of taking thelr miestly vows. ' -

Priests of this éult have heavy responsitilitles and, like so many other -
~ Rune Priests in other cults, all thelr Dext barity based skills will be reduced
to DEX times 5, o AR
D Benefits N , )
. Prigsis of tHe cult may take three pilgrimmages to the ‘Blasted ¥Flace in each
twenty yéar period of thelr priesthood. They may NOT return from such a pllgrisdiage
until they can btring back one of the Stones-of-the-Fire~that-burns~wd thout-hedt, .
then they return from such a pilgrimmage, they w1l recelve o four-point D.I. .
for each Stone that they tring back to the cult, The hazards of the Blasted Place
- belng what they are, aprroximately 407 of those going on pllgrinmiges there w111

Spell Compatibility wa A I
h~Sky Ggl;tisﬁs have access to all ste ndard Rune Migle SP%HS, “Aneluding’
mell, mediam, and lerge fire and earth slementals. . ., o

3 : i
=k E

o
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F. Cult Special Rune Spells :
Rune Priesﬁs of the Burning Earth Culi have one cult special spell, to wit:

HREBDLT: 2 point spell. Duration, instantanecus. Range, line-of sight.
'Reuseable. Does 3D6 fire damage to iarget (armor helps--but the armor and
 weaponry enveloped in the fireball will take damage), . Damage is directly
against CON, Single target spell only.

QUAKER 2 point spell. Duration, 15 minutes, Range, 160m. Area of effect
1s 160m radius circle centered on target point, All individuals (friend and
foe alike) must meke DEX x 5 roll each melee round that they are in the
effected region or they w111 fall dowm. Hegaining fcoting once lost req_uires
& DEX x 2 roll on 11100 while the effect 1asts.

Subsm:vien’c Cults
7 None
Asgociated Cults '
Aldrya, Sun Dome, and Vrimak (see Gults ofPrax .
Miscellaneous Notes '

- Altani are natural telepaths (Mind Speech is antomatic) that could far
with formal training (of which none is available). Telepathy (80n tange) and
ESP detection (locates minds to within 6m. ra.dius out to & ra:nge of 100;} are
also natura.l capahilities of the specles. . i

Some Preliminary notes on the a.dapta.tion
of other Runes in Space Speeles %o RQ, -

Characteristic Bjoran Characterlstic &
Strength 60643 .
Intelligence . 306 - s o

Power 306

Constitution 3D6

Dexcterity: © 3D6sd

Charismg o 306

Size o ¥ 8D6 -

Chara.cteris‘bic S H' Reld Chaxacteristic
Strength ’ | 30642

Intelligence 3106

Fower 306

'GQn'S‘titutiozig G- 306
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The Ships of hunes In Space
Warsbips ~- CGrew sizes

Ship Type ' Crew Range Standard Crew complemrent
M ghter 13 2
Scattership 1-8 . &
Armored Scout : 620 : 14
Frigate - 20-50 - 35
Destroyer 40-80 - 60
Light Crulser 120-250 ' 180::
Attack Cruiser 200-350 260
Heavy Cruiser " 500-1000 . 700
Careler  4300-5500 5000
Battlecruiser 4200-1500 1400

: Ba‘htleship 2 H0-3500 3000

- Pockel Battleship 28003260 3030

' Supea: ”Drea.dnaught 5000~-7000 6000

Harships - new types listed above (chax-acteristics) -
'F_ki@._-_g_ Attack = 15 Screen = 15 Normal Space Firing range = 3 1ight
. seconds,  Jump Space Firing range = 6 pseudo-light years. Maximum °
acceleration is 1100 g8 (counteracted to 11 g8}, ﬂith a speed. in :hmp
space of 25 psly/hr, ; .

Corrections to ship characteristics glven in part I

Flghters -~ maxdmn acceleration should be 2%¢ gs 1nstead of 20,0005'5.
counteracted to 15gs (instead of 10),

Sca.ttershig -~ maximum aceeleration should be 1500g instead of 10,090 Er
~and the counteraction is to 12.5 g8 internal instend of 0.

Heagg Grulser - normal -space ﬁxing range should be 4 ught saconds. not
3.5 1ight seconds.

Ga.rr:}.er —— normi space firing range should be 3 lipght seconds, not 4 1ight seecnds.

Battlecruiser —~ normal space firing range should be 5 li@t seconds
ra.ther than 4,5 11@?11; seconds,

Ba.ttleshig =~ normal space Firing range shnuld be. 6 ugm Secohds,
ra:t.her than. 5 light seconds,

Super Dreadnausht —- normal spacs firing range should be 7 lig:t
seconds s. Tather than 6 1ight seconds,

Some Notes Loncerning Ships of Immediate I@portance to Plax o

~The Armored Béout is the ship most communly usei’ for’ expl"ra.tory m:lssions
of the. type of interest to the players, Preliminary System Burveys are generally

performed by the smaller, faster Scatterships. The Scatterships determine which

systems have pla;ne_ wbich might be ef in'herest hui: 1a,cking sufﬁcien% crew for

: se rark is i" 'thg:_ 100-110 ‘range.
i3 initm planetological anﬁ biolcr eal’ surveys .’r.n those
ve planets by Scattershi}g :E‘irst s_" "‘veys; ’

£ 8 , F g x oy L
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RUNES IN SPACE - PART II . PAGE 2
Notes on Ships {contimued)

In addition, Armored Scouts are frequently called upont for courler duty
and, as a result of thelr primsry survey mlssion are oftern involved in first
contact situations,

The Frigates of the Fleei are usually conmanded by officers in the 120-135
rank range {with XOs in the 112-119 rark range), ' Thelr duties are often more
of a military than scientific nature (screening larger warships or serving as
commerce raiders in time of war). FHowever, they have sufficient room on boaxd
for larger seéientific teams than Armored Scouts and, s a resuli, are often
uged for more in depth studies of worlds that have already umiergone ;gz‘eliminary
survey {usually by Armored Scouts).

fajor Ship Systems

1y Primary Wespons System {TC battery), For each salvo fired from a battery,

: there is a 1% chance of system degradation. If such cceurs,.roll D100,
divide this roll by 100, and multiply the mrevious system reliabllity

. by this amount to determine current rellability. If the rellabllity level

is below its starting value of 100%, each FPurther salvo fired results in
system degradation if reilability level is not rolled as a per centage roll
on DI00, System relizbility below 10# results in catastrophic system fallure
if roll not made when battery is fived (treat as 'ba.ttemy Rnocked out--tayond:?.
all hope of rega.ir) _

¥here R 1s the range in pseudo-light years ﬁivided by & (normal apace mge
being 1 light second per 2 psly range in jJump space) and A is attack factor,

Cost of Battery is RZ*A million SMU {system monetary units), the mess of
the btattery 1s 400%4 me%riﬁ tons, and the battery requires a power Pl&nt
- ‘capable of generating R¥A™¥1000 Irhe:rgy Units per Heur. i

"A trained weapons officer is able to direct the fire of 3 battecy 25;’6
in skill (dropping fractions) with ship Weapons systema (his speeia.liza‘bion)

' Shiglds Mean time to failure for this s;rstem 1s 5000 hours glus or ninus 10%
- “when the shields are set 1o screen at 1/10 thelr theoretical ‘maximin, A%

n% of maximum, multiply attf by 10/n. Where D is the ma:d.mam screen value
of the shields,
2

Cost of the shields is I million SMU. nass of the genmting equi:pmant
is D * 400 metric tons,zand the shielding gear will require 3 power plantit
capable of generating " ¥ 1000 E’lergy Units per hour to run at full
screening power, Mo morse than one shield gmemtion unit may be 1:1
operation on beard a ship at ane time, and ghield effectivendss is cub

to zero in any atmosﬁzeu:e thicher than a reasonably hard va.cuum.

To determine MITF, roll 101000 and add 2&530 :t‘or the nunber 6f hours to
failure at 1/10 max shielding level. .

:-_-A,}E’;::ontra- avity l‘xéaii %:ime o fa,gllure at 1 loae}ing (accelera.ticn of 9,8 m/sec }
fiﬁ Tent thmz' ;_u_,. hours (plus or minus 50 % Umier n*g loading, éivicte mt"i’ff

e

This, a 903 newtralisation resuits in o oGSt mittimier of 107(4

and 3 994 neutralization results in a cost miltiplier of 10/(19&-991 10
A E}i“—n uni*t eosts n times as muc:h as a GG-i unit ni“i:h correspending

& ' " 3:. . Ll
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Yajor Ship Systems (continued)
3.. Contrapcravity {continued)
neutralization factor, and requires n times the Power of the GG-1 unit,

To determine MPIF at 1 g loading, roll 1D1000, multiply by 10, and add
5060,

4. Power Systens Mean time to fallure is 20,000 hours {Plus or minus 10%).
To determine precise mttif, roll DI00O, multiply by ¥4, and add 18000,

A PH-1 unit costs 1 million SMU, flasses 1 metric ton, and generstes 750
Enargy Units per hour. A PW-N unit costs N million SMU, erates 750%N
Bnergy Unlts per hour, and masses (N)**(1/3) metric toms (round up to nearest
0.1 metric tons), . ‘ .

5. Jump Fosines The mean time to fallure for the standard Junp Engine is
500 hours (plus or minus 20%), To determine Irecise mttf, roll 101000,
mltiziy by 2, and add 4000, {This assumes no overload of etgines,)

For each 10% increment of speed added above safe cruising speed, divide
mitf by 2, “Thus, at twice the safe cruising speed;, mttf is reduced by
8 factor. of 1024, '

A J-1 engine costs 250,000 SMU, masses 100 metric tong, and will handle

100 Energy Units per hour safely, A J-N engine costs{N**(3/2))*250,000 SMU,
rasses(E*4%)%100 metric tons, and can handle N*100 Eergy Units per hour.
safely. i -

¥here  ic the nass of the ship in metwlc tons, and ¥ 18 the pseudo-velocity
of the ship, then the number of Energy Units that must be handled pex hour
is = (1/1000)#(¥ex2), | S

Life Support Systems The mean Hme to failure of the 1ife support system

~ 1s 8000 hours (roll 1D100C, miltiply by 8, and add 4000),

Ao LS-1 malt costs 20,000 SMU, messes 2 tons, and requirves 0.001 Bueprgy

PIGE 3

Undts por hour to éperate {(and will provide all 1ife support and food
production capabilities necessary to support one individual), 4An LS-N
wilt wili provide for the needs of N beople, and: w1l cost N#20,000 MU,
Will require N*0,001 Bnergy Unibs per hour to operate, and will mass
2%(N*¥(1/3)) metric tons gound up 10 the nesrest 0.4 metric toms). ‘
nputer Systenms: Mean time o failure is 10,000 hours (flus or minue 10%),

To determine precise mitf, roll 101000, mltiply by 2, and aad $000).

Wherd A is the maximn acceleration, and V is the MAXTMUM POSSIELE |
pseudo velocity, and R is the range factor of the shlfs freapons system,

7.

the minimun allowable grade conputer is given by e(ped)+(vesdien

(round fractions up to the nearest imteger), ' Gost of umlt is G¥10,000 SMU,
mass is 0.1 mefric tons, and 001 Bnergy Units per Hour is required for
operation, . RERRT SR IO T I P S

Other items of interest in detefmining ship codh

Stateroons/Gabins: will hold 2 massangers (or four crewnene-very Srowied)
mass = 2 meirle tons, eost' 48 2000°sWy . . LT e

Bl of Shipd” 10% of ship total mass capabllity must’be in hull material

as a minimuIR. Starshdp hulls cost 100.:8M0/ton of ship {thus a 15000 metric '
ton ship--sjuivalent o an Arnored Seout-~would cost 1,5 million SMU for the

hull which would take up 1500 metric tons of the shiph total mass).
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D&DeuesT-44 WITH WARLOCK INCLUSION -AKA- TSIMITS & Tsuris -- S, LINKER

This being a special edition of ANYONE WANNA BUY A COAT OF MITHRYL? Published every
now-&~thenly by Shelddn Linker of 264 S. Lapeer Dr., Beverly Hills, CA 90211 ((213)
6523576} and 179 Highview, Stamford, CT ((203)3297820). Don't ask.

The following constitutes a variant game, and may contain copyrighted materials. It
is distrobuted in the belief that all recipients own a copy of the derived games.

FULL RULES:
1) Character creation: Roll the following, depending on preference:

Type STR INT CON DEX POW  SIZ NW DMG  AC
Haman 3D6 3D6 3D6 3D6 3D6+1 3D6 - - -
Elf 2D6+2  4D6 3D6 3D6+3 2D6+6  2D4+4 - - =
Dryad 2Dho 4D6 3p6 20646 2D8+8 2D6 - - -
Pixie 2D4 3n6 36 4D6 2D6+6 Do & ~ =
Runner 2D6 3p6 2DE+6  2D6+6 306 206 - - -
Baboons 306+6 306 3D6 20646 2D6+6 3D6 Claw D& 1
- - - - - - - Teeth D8 -
Broos 2646 3D6 DG+12  3D6 3D6 2D6+6 Butt D6 -
Newts 2b6 306 3Db6 2D6+6  2D6 2D6 - = 1
Giant 20D6+18 3D6 D6+12 3D6 3D6 20D6+18 ~ - -
Jackobears 3D6+6 2D6 2D6+6 3D6 4D6 3D6+6 Claw D6 3
Werebear 4D6+12 2D6 3D6 306 3D6 D6+12 Claw D6 3
Weretiger 3D15 3D3 3be 2D6+6  3Dh6 2D6+6 Claw D6 1
- - - - - - C - Teeth DB -
Werewolf 6Dnaé 3D3 3D6 3D6 3D6 3D6 Teeth D6 1
Morckanth 3D6+6 306 3D6 D646 3D6 3D6+6 Claw D& 5
Dwarf 406 3p6 2D6+6 3bé 3D6 2D6 - - -
Newtling DG 3D6 3n6 2D6+6  3D6 2D6 - - -
Ogre 2p6+12 3D6 2D6+6  3D6 2D6+6  3D6 - - -
Cavetroll 3D6+12 2D6 2D6+e  2D6+3  2D6 4DG6+12 Claw b6 3
Trollkin 2D6+3 2D6+3 3D6 3D6+3  2D6 DEA+E - - i
Greattroll 4D6+12 2D6+2 D4+14 306 3b6 4D6+12 - = 5
Darktroll 3D6+3 306 306 3D6 3D6 3D6+6 - - 1
Tuskrider 2D6+56  3D6 20646 3D6 306 3Db6 - - -
Centaur 3D6+6  3D6 306 3D6+3  3D6 4D6+12 Toof D8+2D6 -
Manticore 4D6+12 2D6 2D6+&  2D6+3  3D6 4D6+12 Claw D6 4
- - - - - - - Sting DB4CON -
Minotaur 3D6+12 2D6 2D6+6  3D6 3D6 3p6+12 - - -
Dragon {3D6)D6 4D6 3D6 3D6 4D6 {3D6)}D6 Claw D6 3+D7
- - . - = = - Breath POW -
Wyrm 1006 3De 3D6 3D6 3be+6  10D% Bite Dic 8
Wyvern 4D6+12 2D6 2D6+6  2D6+6  3D6 2D6+24 Rite D &
s — -~ = - - - Sting D&+CON -
Griffin 8D6 2D6+6 2D5+6 3D6 2D6+6  8D6 Claw D6 4
- - - = - - = Peck DB -
Scorpionmen 2D6+12 2D6 306" 3D6+3 206 2D6+12 Sting .DE+CON 3
Windchild 2D6 D6 3D6 2D646 2D6+6  2D6 - - -
Basjilisk 26 D4 3De 2b6 D6+12 2Db6 Claw D3 2
Clifftoad (2D6)D6 D4 3D6 306 3D6 {(2D6)D6 Tongue D{SIZ) -
= ~ - - - - - Swallow D{I 2) -
Cockatrix 2D6 D4 3D6 2D6+6  D6&+12  2D6 Peck D10+Stone 2
Dragonsnail 4D6+12 D4 3D6 206 3D6 406412 Bite D6 8\4
Gargoyle {D5)D6 D6 306 3D6 3p6 {D5)D6 2xClaw D6 6
= = - - - = - Bite D8 -

- - - - - - - Sting D4 -



Type
Gorp
Rocklizard:

Rubblerunner b6

ShadDWCats
;kybuils
;nakes
Walktapi
;houl

Skeleton
Comarian
Dog
Vampire
Zombie
Unicoxrn

Demibird

Tuskers

Bololizards
Rhino

Goblin
Kobold
Orc
Hobgoblin
Wight
Wraith
Mummy
Spectre
Medusa
Gorgon
Hydras
Purpleworms

Pegasi
Hpprogrif
Stalkers.
Roc

STR  INT  CON DEX POW SI7
- - 306 - 3D6 6D6
2D6+6 D4 .. 2D6+6 D6+6  2D6+3  4D6
D4 306 2D6+6 D6+6 D4
2D6 | D4 2D6+6 2D6+12 2D6+12 D6
ADE+12 D4 2D6+6 206  3D6  SDE+12
D6 D4 20646  3D6 D6+6 . D6
2D6+18 D4 2D6+6 306 306 2D6+18
ap6 2D6 306 - 3D6 2D6+6  3D6
D4+8 D6 1 w6 1 306
2D4 5D6-1 3D6 3D7 D6 . 3D4
2D6 D6 3D6 3D4 3D6 2D4-1
6D6 3D6 2D6+6 3D6 2D6+6 3D6
3p% 2D6 309 206 1 3D6
.2D64+24 3D6 2D6+6 2D6+6 2D6+12 2D6+18
3D6+18 D4 . 2D64+6 2D6+6 3D6 3D6+12
3D6+12 D6 DE+12 D6 3D6 4D6+12
7D6+12 D4 3D6  D6+12 3D6  3DE+12
2D6+30 1 3D6 206 306 2D6+30
3D6 3D5 3D6 3D6 3D6 2D6+D4
306 206 3D4 - 304 206 3D4
3p6-1  3D4 3D6 3D6 3D6 306
3D6 3D6 3D6 3D6 3D6 3D6+1
3D6 306 3D6 3D6 3D6 3D6
3D6+1  3D6 3D6+1  3D6 3D6 3D6
5h6 2D4 3D8 2D6 306 306
4D6 D6 3D6 3D6 306 306
36 3D6 306 3D6 306 306
306 . D4 3D6 3D6 3D6 306
7D6 D4 3D6 3Dh6 306 D6
20D6 D3 3p6 2D6 3D6 20D10
10D6 D6 4D6 2D6+6 3D6 10D6
Sqe D4 3D6 3D4+6  3D6 aD6
12D6  3D6 4p6 4D6 3D6 406
4D8 D4 3D6 2D6+6  3D6 4p8

NH DMG  AC
Glob g -
Claw b6 3
Bite P1G -
Bite D& 2
Bite Do -
Rip 2D6 -
Butt 2D10 3
Stomp 2D6 -

Bite {214 -
4xTentacle 2D6 4
Constrict 406 -
Claw D6, -
Bite D6 -
Eowl 1 subdual -
Rite D& -
Bite De+lock -~

Gore bid i
Kick D10 -
Rear-&-plinge 2D10 -
Bite e -
Trample 3D6 &
Peck D8 2 :
Kick Di2 -
Gore 2D6 4
Trample 4D& -
Bite D& 1
Kick D8 -
Butt Bl0 5
Bite Dio -

Trample 3D6

Touch Level 3
Touch Level 5
Claw DA+disease 5
Touch 2xLevel 6
Glance Stone

Breath Stone &
Bite D6 3
Bite D20 2

Swallow 3D20
Sting DIO4HCON -
Kick D10 2
Bite bg & =
Rear—-&-plunge 2ZD10 -
Tramie 3D6 -
Hocves D8 3
Beack Db6+1 =
2Xgtrike DB =
2xClaw 2D6-1 4
Rite 3D6-2 -~

1



Type STR  INT CON DEX BOW g9z  NW DMG  AC
Elemental 1208 3D6 4D6 4aD4+3  3De 4D6~2 Element POW -
Greenslime ~— - 1 - 306 2D6 Ooze D3 -
Triton 5D6 306 3D6 306 4D6 3D6 - - -
Bugbear 5D6 b4 4D6 2D6 3D6 5D6 Strike 2D4 3
Shadow - 3D0 3D6 3be 306 3D6 Touch STR -
Willowisp 5D6 3D6 3D6 8D8 D8 3D6 Lightning D12 -
Harpy 3D6 3D% 3De 3D6 3D6 D6 - - -
Lammasu ED6 3D6 3D6 3p6-1  3D8 5D6 2xClaw D6 2
Beholder bl 3D6 3Do - 10D10 D6 Gaze Antimagic 4
- - - - - - - Bite D6 -
- = - - - s - Gaze Death -
- - - - - - - Gaze 2D6+2 -
- - - - - - - Gaze Slow -
- = - - - - = Gaze Fear -
- - - - - - - Gaze Disintegrate -
- - - - - - - Gaze  Stone =
- - - = o = = Gaze ™= =
- o 7 - - = = Gaze Sleep -
= = - - - - - Gaze  Ch. Monst. -
- - - - - - - Gaze Charm -
Umberhulk 506 3D4 3D6 206 2D6 SDheé 2XClaw 2D6 6
- - - - - - - Bite 2D4 -
Displacer 3b6 D& 3D6 6D06 3D6 306 2XPentacle D5 1
Blinkdog 2D6 D& 3D6 304 3D6 2D4-1 Bite D4 -
Kllhound  2D6 D& 3D6 3D4 D4 2D4-1 Bite D4 -
- = - - - - - Breath D5 -
Phasespider D10 1 3D6 306 3D6 2D6 Bite b4 + 6
Ruster 2D6 D6 D6 3De 3D6 2D6 Touch Rust 2
Stirge ng8 D4 3D6-1 306 3D6 D1o Suck DG 1
‘Fick D10 i 3D6 3D4 3D6 D20 Bite D3 9
Owlbear 4D8 D4 3D6 2D6 3D6 408 2XSwipe D6 3
- - = - - - - Hug +2b6 -
- = - - - - - RBite D12 -
Crawler D& D4 D6 3D8 306 2D8 Bite 1 4

- - - - = - - 8xTouch Paralisis -

The following table gives further comments on the monsters, natural waepons (NW),

damage (DMG) done be the weapons, natural skin thickness (AC), and other special
abilities.

Type Notes

Dryads Pemale; bound to a tree

Pixies Invisible; H'Reli-like in nature

Runners Can use whipstick, D6+bind, 10% chance of choke; foresters
Brocs Human bodies, deer heads

Jackobears Pumpkinheads

Weres Full damage from silver, fire, and magic, subdual otherwise
Morckanth Tapir-like

Trolls Regenerate 1 DMG/melee round {MR) {6 sec)

Manticore Lion bodies, scorpion tail, humanlike head

Dragons Can use breath weapon 3 times/day

Wyrms Winged serpent

Wyvern Two legged, dragonish

Scorpiommen Scorpion tail on centaur

Basilisk Stone gaze POW times

Clifftoad Tongue range is SIZ m
Dragonsnail 10% change of two heads

1o



3)

4)

5)

Type
Gorp

.

Notes
Cube; half DMG from melee & missle

Rubblerunner Whomprat

Shadowcat
Walktapi
Oomarian
Vampire
Unicorn
Demibirds
Tuskers
Bololizard
Wight
Wraith
Mummies
Spectres
Medusa
Gorgons
Hydras
Purpleworm
Stalkers
Elemental
Greenslime
Tritons
Elves
Bugbears
Shadows
Willowisp
Harpy
Lammasu
Beholders
Displacers
Blinkdogs
Helihounds

Phasespider

Rusters
Stirges
Owlbears

Shimmer for 20% Defence

Octopus heads; constriction reguires 2 hits

20Kg of chocolate sludge; POW TKs/week

Gaseous form, animal form, usual vampire stuff

Touch of horn cures 2 pts, once/day/person; Evils attack on sight
Mindlink with dragonewt riders; flightless

Ridden by tuskriders

Little ridable dragon

Requires silver to hit; wight's victim is a wight

Requires silver to do half DMG, magic full; wraith's victim is a wraith
Only magic weapons affect, at half bonus
Only magic weapons affect; noncorporeal;
Glance weapon only if seen, even if self
Bull-like

D10+2 heads

Swallows on crit

Invisible; free dimension travel; faultless trackers

Has power over its element

Turns victim to same

Mermen s

Elven theives may use bows, superceeding the following

Giant gobling; +16% stealth

Not undead; noncorporeal; victim reduced to O STR becomes shadow
Fast changeing of shape; 25% defence bonus

Hold song & Charm touch . ;
Sphinxlike; clerics only, superceeding the following

Can use INT powers at a time; each use of a power costs 1 POW
Appear 1m from true location as (but not) 10% defence

POW line-of-sight (LOS) teleports/day

Can use breath weapon 3 times/day

Can go to & from the other reality phase

Lock like pigs

Sucker locks in place

Kill anything

gpectre's victim is a spectre
pe

Choose a character class.

Type
Humans
Humaneoids
Others

Avallable

Fighter (f)}, Mage (W), Cleric (C), or Thief (T)
P, W, or T

Exotics (X)

Special considerations by character class:

F ¥ o i X Attrdibute

- ' i 1 - 8pecial abilities

- INT POW DEX - Prime requisite (reg)

D10 b4 D8 Dé b7 Roll weapons increase on

ig0 4 8 ) 7 Maximum bomus dice ABD)

All Dag&staff Unedged Dag&sword builtin  Weapons available

- 100m LOS - .08 Magic range

D5 D& D4 D10 D4 Roll theifish abilities increase on

Superman rule:
each such D& additional roll, count 1 BD point.

You may add some number of BD to any attribute or attributes. For

True advancements are advancements

-BD peoints, minimum of zero.

6) Compute bonuses:
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Bttack: STRLZHINTHPOW:Z+DEY-31
Parry: STRNILPOWYZ4rEY .r'i“EEﬂ‘*?‘"- f;’
Defence:r YNTHPOW: ZHOEN-SERE 2w
Hit points [HFb: ST;-&+F?HhW-4
Perception: INTHPOW:Z~16
Stealth: INT+HDER-SIZ-POWE2-5
Manipulaticn: STEI24INTHEOWS 2-31
Added DMG: if (SILHETRICZ<B: D6, wmipimum 1

S55{SIZAHETRIF2<9: D2, wminimws 1

I3S{SIZHSTRY $2<17; +D2 _

175 {8IZ+STR} +2 e+l (SI248TR) $8~4 104 _
In combat, defence is r"ulz:a1‘_‘fu=i=c:.&t«=c: from the attacker’s to-hit percentage. The defence
may be split abou: opponents.

V“‘t

If an opponent misses purely becauae of defence, the defence stands a chance of in-
creasing, as does any succesfully used ability,

Combat abilities advance by True weapcns advancemants.
Initial gold pieces: 10DE+120.
Choose an aligmment: Lawful (L/}, Reutral N/}, or Chawtic (C/).

Choose an inclination: Qood {3}, amoral (A}, or Bvil (E!.
Characters gtart at first level.

Initial abilities as ghown in rule 1 ars 25%.
Item prices are as follows:

Item (214 renkal DMG 2C Fanitial %
‘Dagger 3 - D& = 15 )
Hand axe 3 - ng - 10
Mace 5 - b7 - 20
Sword 10 - DE+1 - i¢
Two handed sword iz - 208 - 20
Battleaxe 7 - DE+2 - 5
Morningstar G = BLD - is
Flail 8 - 8 = is
Speaxr i - De+1 - i3
Pole arm 7 o Diz - 10
Halberd 7 - 3ns - 20
Lance 4 - g1 ~ 15
Pike 5 o niz -~ 1o
Shorthow 25 ~ ng+l - 15
Longhbow 40 - DS =0 20
Compkow 50 - DA = 20
Croassbow 15 - DS - 15
Beavy crosshow 25 - D1z - 20
20 arrows io - - - -
30 gquarredls 10 - - - -
Bilver arrow 5 - - - -
Mule 400 20 - i -
braft horse 600 30 - - -
Light horse 800 40 - e ®
Warhorse 2000, 100 w = =
Heavy warhorse 4000 200 = = =
Saddle 30 3 o - =
Saddlebag 10 1 - - -
Carct 1000 50 - - =
Wagon 2000 100 -~ £ =
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Thew GP rental DMG AC Initial %
Raft - 400 20 = - ™
Emall boat 1000 3¢ e - -
fmall rerchant ship 50000 2500 - - -
Mexchant ship 200000 10000 - i 4
€nzll galley 100000 5000 = o =
Galley 300000 15000 - = -
Avor 35 - - 1 -
Armor &5 - = 2 =,
Armor 135 - - 3 -
b Sramio s of 250 165 - 4 -
rynocy 495 185 - 5 -
Armor 9385 210 - 6 -
Sm2ll shield 1¢ - - - 5
Shield 20 - - - 10
Large shield 35 - - - 20
15m Tora 1l - - - -
2z polie 1 - - - =
12 ircn gpikes 1 - - - -
£h2ll sack 1 - = - -
Sacl: 2 - - - -
Loacher backpack 5 - - - -
8kin i - - - -
& torches 1 - - - -
Lantern 10 - - - -
¥Ylack of oil 2 - - - -
3 gitakes & mallet 3 - - - -
Ircn nirror 5 - - - - ’
Silver mirror 15 - - - -
Eolywater 25 - - - -
1 ltr wine 1 - - - -
l week iron rations 15 - - - &
l weskz rations 5 - - - -~
Staff 4 - D6 - 20

Yuor HP=CON+HP bonus.

You cannot be cured to more than your hits.

At 0, you are uncencious.

At the point of over double maximum damage, the character is dead and unrecoverable.
At the point of over maximum damage, the character is dead.

Characters translated in may be stripped of abilities, but not memories.

The initial percentage for special abilities is regXxSs.

If the character makes his roll in an ability, he stands a chance of going up D{req)
-ED% .

Characters surviving an expedition stand an INT-BD% chance of going up a level,

Chzracters going up a level or succesfully using a special ability stand a reg-
BD"% chance of gaining a new special ability slot,

A character gaining a special ébility slot rolls again for another siot.
Nth level abilities take N slots.
Hth level spells take N POW.



s 29])

' 30)
31)

32)

34)

35)

36)
37)

38)

39}

40)

Permanent spells use 1 PG while active.

A

8pells take 1 MR.

Strikes take 1 MR.

It takes 1 MR to cock a crossbow and 2 MR to cock a heavy crossbow.
33) A strike is true if the percentagetbonus~defence=D100.

A strike must have a true chance of being true of at least 5% and at most 95%, am
do all other abilities.

A true strike may be parried at'the parry percentage with the shield and/or weapon.

An unparried true strike does DMG=AC HP.

If the roll to strike was 10% or less of the required to-hit number, minimum 2%, the
damage done is DMG HP.

If the roll to strike was 2% or less of the required to-hit number, minimum of 1s,
the hit scores a critical, with a base damage {BASE) of DMG HP.

Edged critical hits are as follows:

Roll

1-1¢

11=16
17-22
23-34
35-39
40-45
46~50
51-56
57-62

- 63~68

69-73
74-79
80-85:
86-88
89-91°

92~-94

95
96

97

98
929
109

1-10
11~16

| 17-26.

27
28-29
30-35

36-38 .
39-45

aA6~47

48-50
51-100

Effect
Hand severed: 1-5: sword hand, 6: shieid hand; D3 HP/MR
Impalement; add BASE; attacker loses weapon on a miss roll

_Lung hit; add BASE; 10% chance S8TR, CON, & DEX halved

Ertery hit; D3 HP/MR

Hamstrung or kneecapped; falls over;y half speed

Fingerg logt; 1-4: l-4 fingers, 5-6: thumb. 1=5: sword hand, 6: shield hand
Eye hit; incapacitated D6 MR

" Porehead hit; incapacitated D3 MR

MR 1: add D6; MR 2: D4 HP; MR 3: D2 HP '

Bleeding at 1 HB/MR

Throat hit, D12 HP/MR

Ear hit; cosmetic damage

Arm off or badly damaged; 10 BP/MR; 1-5: sword arm, 6z shield arm
Heart hit; 2D20 HP/MR

Leg off or badly damaged; D12 HP/MR

Add 2

Head hit; stunned D4 MR; 10% chance of 1 INT loss

Head hit; out 2ZD6 MR; 25% chance of 1 INT loss

Backbone broken; 1-2: waist down, 3 left side, 4: right side, 5: neck
down, 6: coma; D8 HP/MR

Head hit; halve IyT

Lung hit; halve STR, CON, & DEX

Decapitated; dead and unrecoverable: 1 POW lost

Arrow criticals:
Roll

Effect

Hand hit; add 1; incapacitated D4 MR

243 BASE

Add BASE; 10% chance to halve STR, CON, & DEX
Artery hit; D3 HP/MR

Eye hit; incapacitated D6 MR; 50% chance of DI2 HPF/MR
¥Yorehead hit; half damage, incapacitated D5 MR
Add D2

1 Bp/MR

Throat hit; D12 HP/MR

Heart hit; 2D20 HP/MR

Add 1 '




41} Catapults vs. ships criticals: gﬁi

42)

43)

ZE 2=z w=xs

Roll

Bffect

i-4
5-12
13-17
18-23
24-29

- 30=-34

35-40

.41-45

47-51

52257
5860

61-63
64-66"
&7

68
69

.70

71
72
73-100

Catapult hit, 10% chance to hit each of the catapult crew
Large catapult hit; 9% chance to hit each of the catapult crew
Add BASE

34 PASE:; 10% chance mast or szail lost

Extra crew hit; each crewmember stands a 2% chance

Crowsnest destroyed; occupants hit .

Bridge hit; 10% chance to hit each of the brldge crew

. Pandemoniun strikes for D6 MR |

Structural damage; 1 HP/MR for 20 MR; 1 Bnit water for 20 MR
Dars hit; D2 cars lost; 203 rowexs hit

‘Ship takes D20 units water; bailers bail 0.1 units water/MR; ship sinks -

with 1,000 umits; leak continues tntil fixed

Budder and/or stearing lost
. Adgd 2

Bridge hit; stearing lost; 9% chance to hit each of the bridge crew g

 1_$;1&ge hit; stecging ios t; 28% chance to hit each of bridge crew

Keel damage; 1 unifi ssater ;

Bow broken; 5 units wator; ran will destroy ship
D100 units water/MR

DLO00 units water/ﬁﬁ

Add 1 - o

when a spell is cést, charactérs get“é saving throw. If Dzo>20-leve1. the spall has
only half effect. If an all-orwnothing spell, it fails.

Special abilities: . I 5 . ‘
Class Slots Dufation News & effect A )

&C

=

HMOQOaO0s

1
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1

-
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1 MR Datect megic: caster spote magic by aura, one object onlg.
2D6 min Holé portal: Docrway is sealed, but may be sundered. ) ‘
1 MR ead wagic: Caster may read without inveking noncursed:mlginai )
ltemm. .
1 MR Rexd languageg: Caster reads any*nonmagic text. -
- 6 min Protection {F/} Evil: Bvil types attadking caster are at-a St
el T penalty. .
o+L min {I=leveliLight: Light of full moon is cagt 10m around.
- Charm: Affects castercids only. Victim bhehaves as if hypno-

tiged, getting a&dltlonal saving throws as fallows-

INT  Save every

1-6 meonth

7-9 3 weeks

1011 2 weeks

12-1i5 week e

16-17 2 days . . : 5 wy o

18+ day ‘ o '

8 his Sleep: 206 levels of characters fall asleep,- but nobody over’
4th level.

1 min Shield: Provides a 35% bonusg against m;ssles and a 25% bonus
against melee.

Flash (*) Magic missle: A bolt of magical ensrgy, flred at a 25%" chance
base; armor helps. DMG is D6+1.. ‘No° critlcals.

2 min - Ventriloquism.- True ventrlloqulsm."J

* Cure. llght'woanﬁs ‘Cures D6+l HP. - A

X Purify air, food; and water: Enough for 12 people for 1 day.

6 min Detect Evil: Evil is spotted by auka.

12 min B/Evil: Evil types attacking caster arfe at a 5%-pena1ty.

12 min Light: Light of the full moon is cast 25m around. ;

- Detact &vil: 90% chance of &etermlnlng whether an objdct is of
evil purpose. By vision only.
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Class Slots Duratlon Name & Effect
T 1 - Detect good: See abova,
T 1 - Detect enchantment: 90% chance of determining whether an
object is enchanted. Reguires touch.
Evaluate treasure: 20% chance of determining value of normal
treasure.
- Jimmy portals: Silently open a portal.
- Fick normal lock.
- Hide in shadows: 50%.
Jam portals: STR will open, amount dapendant on portal.
= Cheating at 90% at a single game.
- Pilfer from such things as saddles and backpacks at 90%.
- Reading knowledge of an additional lancuage. :
" 6 min Detect invisible: caster sees the ;ocatlon of an inv1sibla
object to an acocuracy of im. d

H
=
]

EHHARKAY
N s b e
I

W 2 6+L min Levitate: Caster may vary his weight to +w along g.

W 2 1 min Fantasmal forces: A very vivid image, which does real damage
if it hits and ig bhelieved.

W 2 * Locate object: Liocates the exact position of an object, Théo:

. object must be well known.
dispel Invigibility: Any character or object undér 100Kg 15 made

HHHHEE2000N00E = Sz s== =

2
invisible. A strike will dispel.
2 digpel Lock: ag Hold portal.
2 2 min bDetect evil: as cleric®s sgpell.
2 12 nin Esp: Light mindreading powers. Stopped by lead.
2 dispel Continual light: Paull daylight 25m around.
2 * Open portal: really.
2 6 min Darkness 2m arocund. Dispelled by Light,
2 8 hours STR: 2D4 BETR add on target.
.2 * Web: On hit (base 35%} victim is tied up by sticky gunk for
21%#87R. 2m?,
2 uge Magic mouth: A spell which targets on soma ébvious event, ut-
tering up to 25 preset words. -
2 1 min Smokescreen: Lots of dense smoke.
2 ® Find trap: ¥Find 1 trap the same way.
2 as Charm Hold: Charm D4 people, o
2 6 hours Bless: Add 5% to the party's everything.
2 cofversation Speak with animals.
2 12 min Silence in 5m radius,
2 1 month  Snake charti: D6 snakes charmed.
2 - Note poisonous cbijects at 90%.
2 - Pick all mechanlcally openabie locks at 90%.
2 - Throw sword at 10%.
2 - Koow North at 50%.
2 - Basic stage~type disguises. ,
2 - Trackings: 50%. Creature mist have left tracks which endure
until tracking time. : . :
T 2 - Set up mechanical traps.
T 2 - Design secret panels.
T 2 = ' Ventriloguism at 80%.
T 2 - Escape from ropes in D6 min.
T 2 - Speaking knowledge of an additional language.
W 3 LiD6 min Fly: Cacter flies at the speed of a blrd ‘
w 3 as charm Hold: as above.
W 3 * Dispel magic: This spell dispels another. The chance of suce

cess is Caster's IXPOWiSpeller's LXPOW.
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Class Siots Duration Name & effect

'3 3 12 min, 61a;rvayance. Caster can gee, regardliegs cf ncnlead intervening
objects, to a range of POW m. w

W 3 1z min Clairandience: as shove.

W 3 LI * A ball of fire erupts, radius ewsctly 6m, unless stopped by such

substances as walls. A bolt leaves the caster's finger, travels
at 200m/s, exploding at some preset distance, unless it hits
something. The DMG is D(POW)}, regardless of AC:

W 3 * Lightning: A bolt of lightning erupts, any distance chosen from
the caster's finger, travelling away from the caster. It will
travel 20m, bouncing towards the caster if given the Qpportunity.
DMG is D(POW) regardiess oF AC,

WeC 3 12 min P/Evil; as above. 3m radius.
w3 dispel ~ Invisibility as above. 3m radius.
W 3 1 day  Infravision: Caster sees infrared as a distinct color.
W 3 3 min S8low: D24 Le affected. Bffected creatures losé 1 action every
' 2 MR, Maximmm area of effect ig sz
W 3 3 min Haste: opposite of above. :
W 3 12 min P/normal missles: Recipient is immune to ail’ nonmagical miﬁﬁles
. projected by nomsagical means or items.
W 3 12 min Water breathing: caster breathes in air or water. :
w 3 dispel Explogive runes: any unauthorized reader of this writing CTUEOE
it to explode; DMG is 2D6, or D(POW of caster), whichever igo
lower. Chance of removing these runes iz Remover's Lﬂ?ﬂﬁ%EEM
Casteér's LKPOW).
W 3 I+6 min ‘Indlan rope trick. 3
4 3 * " ‘Monster summoning: Summons a grodgp of nearby monzterz (NPCp
‘only) to help in one nonsuicidal task. Maximum of STRHINT+
CONHDEXHPOWHSIZ is 18 dice. Higher level summoning spells
‘summon monsters of 15+3n dice totals.
£ 3 * Remove curse: unconditional.
K 3 * " Cure any desease, 1/casting.
e .3 * Locate object, as above.
¢T3 dispel  Continual light, as above. :
c - 3 12 min Prayer: all abilities of opponents lowered 5%.
C 3 conversation Speak with dead, A conversation with 1 recoverable bodg.
T 3 - Cirvumvent nonmagical traps at 50%.
T 3 % ~ Note sectet chest panels at 90%. .
T 3 - " HNote traps in chest at 90%. o
T 3 - Note traps in doois at 90%. . st
T 3 - Hide in shadows at 90%.
T 3 - Spot hidden items at 67%.
T 3 - Cheating at gome game at +10%.
T 3 - Jump & run: Ability to jump down ém and land running.
P 3 = Set poigonous traps.
T 3 s Use of sleep drugs & poisons.’
.z 3 - vEntrlloqulsm at 90%. '
Tt 3 - Clink rope very well.
y 3 - Detect nonobvious slopes at 50%:,
T 3 - Pilfering as above at 90%.
W 4 - Polymorph: changes the form,of the recipient/victim to aay
animal form.
W 4 LI Remove curse as above, )
W 4 3 min _'Wall of fxre. Maxiian of 60m ; P3551ng threugh causes firball
4 " DMG~1." '
W 4 6 min Wall of ice: Maxzmum of GOm ; Passage reguires a cﬁmbined STR
' of D100.
w 4 as Charm ° Charm monster: As charm, but ne type restrigtions.
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1l min

1 day

dispel

% min

Plant growth: Adds POW yea-s5 to the growth of a plant.
Dimension door: Colocates 2 places over one side of a pair
of plane segments up to 3 on a side, one of which is next to
the caster.

Wizard eye: A semicorporeal invisible flying eye is created,
linked to the caster.

Massmorph: D100 troops are made to look as trees while motion-
less. .
Hallucinatory terrain: An area of illusionary landscape is
created, and exists until touched, or disbelieved.

Neutralize poison: Stops any effect if cast in the MR of the
effect.

Cure serious wounds: Cures 2D6+2 HP and the ccntlnulng effects
of one critical wound. Does not restore limbs.

Change 2D8 sti~js into snakes, maximum 10Kg each. Nonpoisdnous.

conversation Speak with plants.

*

3 MR

* 6 min

as Charm
€ min

3D6 days
dispel

12 min
dispel

Create water: POWX4 liters created.

Ice storm: Cutdoors only. Hail falls over a lo m area, doing
3D8 DMC. Armor helps.

Feax: 2D8 creatures are sent fleeing in fear,
with POW over that of the caster count double.
Monster poofing: As monster summoning, but the monsters poof“
Extension 530: Extends spell range and duration by 50%.

Teleport: The caster and all he is carrying {up to one person)
are teleported in a concentrated-on direction. Contact with any
solid object means unrecoverable loss of that part. Accuracy: . -
Hit & PFamiliarity

All creatﬁres

g9 knows the area very well, lives there

20 has been there many times

60 has been there recently

40 has been there

10 has a good description . 5
1 no idea " ‘ cool
If a miss is indicated, roll %o see the effect:

Roll Lands

1-900 WNear target, D(D100O)m, random solid angle

901-920 Somewhere on planet

991~999 Gone

100¢ Other planet

Hold monster: As hold, but useful agalnst any type.

TK: Caster can direct a force which will provide up to lo+POW
m/s2 acceleration to an cbject of up to 10POW Kg.

Transmute rock to mud: A volume of up to 30m3 of rock or mud
is turned into the other. Granularity of aim is Im.

Wall of stone: A wall 0.5m thick, up to loom? is created.
Wall of iron: 50mm thick, 50m2.

Animate dead: This spell animates dead, or creates zombies.
Dg creatures are animated, so long as they are reCOVerable, they
remain zombies. A zombie cannot be cured.

conversation Contact higher plane: This spell allows the caster to contact

3 min+

the Nth plane of existance, where 3=N<13. N yes/no questions
may be asked. There is a SN+35% chance that the answer will be
known, and a like chance of losing a random attribute point.
Passwall: This spell will make a passible sized section of rock
noncorporeal for 3 min, or as long as someone is within the rock;
whichever is more.
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Class Slots Duration Name & effeck
dissipate Cloudkili: as smokescyresen, but the cloud is poisonocus. DMG is

w
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dispel

{6~breather’s L}D&.

Feeblemind: brings the victim to senselessness. Victim saves at
-20%.

Extension 100: Extends spell range & duration 100s.

Raise dead: Works on recoverable bodies. If 3D4<CON, the spell
works, otherwise the body is unrecoverzble. The rasiee losesg

D3 CON and must rest 2 weeks. '

conversation Commune: Cleric commmes for at least a week and gets 3 ques-

dispel

1 day

10 min

& min
12 min

1l task

ticns answered. .

Quegt: Cleric assigns a quest to the victim, as well as a curse
If the victim gives up his guest, the curse takes effect.

Insect plague: As in the movies, but no more than 1 HP will be
gustained by any one character as a direct result.

Create enough food for 36 nmeals.

Circumvent traps as above at 950%.

Note any traps at 203,

Bunp of direction as above at 90%.

Camaflage.

Spot hidden items at &7%.

Cheating zs above at +15%.

Read lips.

Ventriloguism as above at 99%, supercedes preceeding.

Forgery at BO%.

Stone to flash: Thiz spell can be used to stone or unstone a
character.

Reencarnate: A known character is returned to life in a new hody
Body type depends on aligmment & a D10Q0O:

i<l A E Typs
1 1-2 1-4 Rock
2 3-4 5-8 Plant

3-~52 5-104 9-208 Animal
53~152 105+-304 209-608 Monster
153-252 305-404 609-698 Dwarf
253~352 405-503 699~808 Hobbit
353~674 504~749 809-931 Human
675-724 750-899 992-299 Halfelf
725~-998 900-999 1000 Elf
9991000 1000 - Nirvana
Percent of each ability retained by type: (roll separately)
% Type _

B8O Rock, plant, animal

‘D100 Monster

20+D80 Humanoid o

INT & POW are retained. STR, CON, DEX, & SIZ are rerolled. Rew
L is D{old L}. ©No memcry loss.

Summon invisible stalker: The stalker will cbey the word of khe
mage, first acceptingly, then reluctantly, finally with malice
of intent.

Lower watex: Cauees a natural body of water to halve its level
or lower its. level 10m, whichever requires less effort.

Part water: Maximm depth of 3m.

Antimagic shell: A skin~tight shell impervious both ways to
magic is conjured.

Beath: 2D8 creatures of L7 are killed.

Geas: The victim must perform some task. Deviation will casue
weakness., Ignoring causes death.
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5 min

1 day
Bio0 davs
6 min

& min
*

12 min

Disintegrate one opject, less than 1 ton, isaving some ash.
Move earths Zs TR, 10 times asg powerful, but only to earth.
Control weathar: Mage sets local weather For one day at casting.
Lagend loxe: Mage asks & guestion about some legendary thing.
The criptic answer is gained at completion.

Repulsion: All designated things have the force of a TX along r
from the mage.
Animate any chiject. :

Find the path: The cleric learns some desired path from his
location to some cother location.
Blade barrier: A barrier of whirling blades up te 10m in diam-
eter around the cleric's casting position. Passage does 7
strikes (parryable) per MR.
Word of recall: The cleric is accurately teleported ke his
sanctuary.

3D4 guestions Spesk with animals: Both parties use their native language.

10 min

7 uses

~J

dispel

dispel

1 day

1 day

Conjure animal. Animal oheys cleric.

Bypass noymal traps.

Pick all iocks at 99%.

Tracking at 95%.

Duplicate alchemical substance, taking 3 times as long for the
theif tc make the potion as it would for an alchemist.

Create antidote: Takes twice ags long as poison,

Mimic voices at S0%.

Mimic movements at 90%.

Theif trap setting: Starting percentage is 50%. True chance of
success is setter's chance-victim's chance.

Detect counterfeit at 50%.

Detect slopes at 50%.

Set rube goldberg traps.

Grappling hook use at {100-m)%.

Spot theivish abilities at 90%-theifs ability.

Delayed fireball. PFireball is placed on an object and goes

off at completion. 3 '

Reverse gravity in a 10™m volume.

Power word (PW) Stun: Victim is stunned for 2D6 min.

Phase door: As passwall, but visible to the caster énly. Useful
te get at ghase spiders with too.

Mass invisiblility: Up to 40 tons made invisible, up to 100
cbhiects.

Simulacrum: An automaton simulacrum is made of some known persem,
from snow. An animate obiject spell must be used. the simulacrum
has (20+10D4)% of the original's abilities, nonimproving.
Extension 1%0: as above.

Earthguake: A small quake causing some structural damage over
the area of a villiage.

Berial serxrvant: As invisible stalker summoning. &All attributes
are doubled. The servant will only fetch for the cleriec, with a
welght limit of 200Kg. If the mission cannot be completed before
the spell expires, the stalker returns to hurt the cleric geverely
Wind walk: The cleric and one other traveller noncorporeally
travel at the speed of the wind, or 20Km/hour, whichever is more.
Holy word: This spe~l affects all designated parties within 10m.
If the victims® power is less than the cleric's, he is killed. If
equal, he is stunned for 2D10 min; otherwise, he is deafened D6
min.
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dispel
i8 min
L day
*

*

as charm
9 months

dispel

1 day

varies

1 hour

1+D4 MR

8 hours

1 hour

1 hour

Symbol: same as mage's below, except no permanent harm symbols.
Part water: as mage, 10m depti.

Control weather: as mage.

Raige dead fully: Victim loses 1 CON and is fine.

Restoration: A limb is restorad, or damage from undead is res=—
tored, onz each.

Mass charm: 50 levels affected.

Clone: & clione of the original is grown from a piece cf iiv
flesh. There is a 10% chance that 1 point is lost from a
don attribute. If two of the same person exist, they share

PW blind: Victim is blinded.

Symbol: In 1 day a symbol iz constructed which affecte 8 levais
The symbol can be set for some trigger criterion.

H Effect

200 FPear

175 Digcord

150 Sleep

125 Stun

10 Berzerk

75 Death

Extension nanlimited: see gbove. ,
Blank: Detection of the mage by any magical reans beeaﬁzm g
possible.

Poly cbject: Some object is turned into another. Du
1 MR to 1 day, depending on similarity. E
Heteor swarm: B D6 fireballs,

Shapechange: Character becomes creature of hls cholee. IKT &
BOW retained. Up 1o 1 change/MR.

Timesgtop: All creatures in a 10m cube about the caster‘s osg-
ting position are tims-frozen. The caster is unaffectced.

PW kili: as PW stun, but kills. '
Astral gpell: Mage sends his astral form {on the astral plans)
to a distance of 25 POW Km. The astral form may coct spalla,
but there is & 25% chance that it will end this cpsll, If the
mage is killed during this sp=li, hie soul is dastroyod.
Prismatic wall: A semisphere appears around the caster's par:y.
The following must be dispelled in order. The mage may poss

rabion is

freely.

Color To negate Use & effect

Red Ice storm Stope magic missles. D12 DMG pastace.

Orange Lightning Stops normal missles. 2D12 DG passag:

Yallow Magic missle Stops gases. 4D12 DMG passace.

Green  Passwall Stops detects. Poisoning in pasgsage,

Blug Disintegrate tops miracles. Stoning in pausacs.

Indigo Dispel. Stopes everything not mentioned else-
where. FPasser is crystallized.

Viclet Continual light Stops magic. Passage causes insaniiy.

Wormhole: Colocates any two places, even cross universez. IG
targets on a known concicus entity. All 4 sides active. 10%a.
Enchant sword: Cannot be dispelied by anyone. Sword or othar
object becomes magical (+0(% offensive)/+0(DMG}). Swords gaip
D4 POX and D2-1 INT. 1If D4 is 4, repeat the process. The
following abilities may be gained, each costing 1 POW to use
for 1 hour. This spell takes 1 month to cast.

Cost Power

5 Rote shifting walls & passages at 50%
5 Detect sloping passages at 50%
5 Locate secret doors at 50%



Cogt Power

5 Detect traps ab B0%
5 See invisible at 50%
4 betect avil at B0%

4 Detect Gold at 503

5 Detect magic
5 Detect gems

10 Clairvayance
10 Clairaudience
10 Esp

20 Full telepathy
10 TK.

10 Teleportation
10 X-ray vision
10 Fantasmal

10 "Levitation

10 Flight
12 Healing 1 HP in 4 hours
20n other n slot abilities

44) Characters may learn INT-1l adéitional languages.

45) A mage may research an N slot spell in ¥ wesks. The product of this research is a
gcroll. The mage must know a speil of order M-1.

46} A cleric may scribe to scroll an N slot spell in 2N weeks if he knows the spell.
47} The saving throw of a magical item is 20-DMG bonus-tohit bonus?lO%-nuaber of special

abilities.

48) ship statistics: .
Type Car speed Sail speed Rowers HMarines Sailors Cats
Galley 10 15 25 20 15 10 190G 50 20 2
Sm galley 15 20 30 25 20 15 50 20 10 1
Longship 12 18 25 30 25 20 54 - 11 -
Lg Merchant - 20 18 15 - = 287, -
Merchant - 25 22 20 = = 15 =
Warship - 25 22 0 - 50 20 2
Boat ig 15 20 15 12 1§ = = 3 -
Raft 5 10 12 i06 2 1 - = &
Number - © Meaning Fatigue factors/min
First Light oar speed 2
Second Dar speed 3
Third Fast Oar speed 1o
Fourth Sail speed -

Fifth half -
sixth quarter -
- Rest .

49) A crewman starts with 15(CON+STR) fatigue enduance points.

50) Rumning NFCs:

Depth Decay dice Average geold % average gems & magic
0 D4 40 4
1 B2 10 1
2 B3 23 2
3 D4 37 3
4 D5 53 4
5 D6 62 5
6 7

D7 86



Depth Decay dice Average gold % average gems and magic m—
7 Do 103 8
8 Blo 14 9
9 D1l 140 10
10 D13 158 1l
1l-12 D14 178 iz
13-15 D17 217 15
16-19 D21 274 21
20-24 D27 364 27
25-29 D34 476 34
3Q-35 D42 592 42
36-42 D52 737 52
43-50 D&3 g9lz2 63
81-100 D76 1,120 76
100+ Dle0 2,542 95

Decay dice: roll Dn. On a 1, stop; on any other roll, take an ability roll and roll
again on the current line.
Average gems & magic: If the roll is made, take one gem or magic item {(whichever was
being rolled for) and roll again on the next higher line.

51) D160165 . Gem value
1 500, 000
2=-6 ) 100,000
7-31 50,000
32=156 25,000

157-781 10,000
782-3,206 5,000

3,907-19,531 1,000
19,532-42,969 500
42,970-121,094 100
121,095-144,531 50
144,532-160,165 10

52) Di00s< Magic item ({stop reading at first applicable item)

21,31 Sword, +5%

21,36 Sword, +5%, +10% vs. lycanthropes

21,41 Swoxrd, +5%, +10% vs. mages & enchanted creatures

21,46 Swoxrd, +5%, +1 DMG

21,51 Flaming sword, +5%, +10% vs. trolls, pegasai, hippogriffs, & rocs, +15%
vs, undead & ents -

21,56 Sword, +5%, 2D4 wishes

21,61 sword, +5%, +15% vg. trolls & clerics

21,66 Sword, +5%, +15% vs. dragons

21,69 Sword, +10%

21,71 Sword, +10%, +1 DMG

21,73 Sword, +15%

21,74 Sword, lowers magic resistance 5% until Restoration spell

21,75 Sword, drains level

21,76 Sword, +20%

21,77 Sword, +25%, holy sword: in the hands of a true lawful fighter, this renders
him immune to magic

21,792 Freezing sword, +15%, +25% vs. fire creatures

21,83 Sword, +10%, double damage to some class of dragons

21,84 Sword, +5%, curse of berzerkergang

21,58 Sword, -10%, curse: will use no other weapon

21,29 Holy swoxd, no bonus %, increases critical chance to 20%

g - Holy sword, +10%, increases critical chance to 30%

36y21 Shield, +5%

36,41 Armor, +L AC




D1ogs<

Magic item

36,51
36, 58
36, 65
36,71
36,74
36,77
36,79
36,81
36,83
36,84
36,86
36,87
36,88
36,94
36,100
3%
41,16
41,26
41, 30
41,31
4,32
41,35
41, 46
41, 51
41, 56
41,58
41, 60
41,62
41,67
41, 68
41, 69
41,81
41,82
41,87
41, 90
41,91
41,96
4,97
41,98
4l
66,4
66,7
66,11
66,14
66,17
6%, 20
€6, 24
66,27
86,30
66,33
66,36
66,40
66,43
66,46
66,49
66,53
%6, 56

Armor, +1 AC
Shield +10%
Armor +2 AC
Armor +2 AC
Shield +15%
Armor +3 AC
Armor +3 AC
Shield +20%
Armor 44 AC
Armoyr +4 AC
Shield +25%
Armor +5 AC

. shisld +1%

& shield +2%

& shield +3%

& shield +4%

Armor +5 AC & shield +5%
Shield -5% to missles, curee: will use no other shield

Lymor ~D4 AC

{(fixed), noncursed

Armoxr, wearer becomes etherial at will

10 arrows, +
3D10 arrows,

5%
+5%

2D6 arrcws, +10%
D8 arrows, +15%

A-row, kills

target on hit to body

2D8 bolts, +10%
Dagger, +5% vs. mansized creatures, +10% vs. goblins & kobolds

Dagger, +10%
Bow +5%
Crossbow +15

vs. mansized creatures, +15% vs. goblins & kobolds

%

Autococking crossbow, +3 sec on first shot '

Double range
Axe +5%

Axe +10%
Axe +15%
Mace +10%

crossbhow

Mace +5%, disintegrates undead

Hammer +5%
Hammer +10%
Hammer +15%,
Spear +5%
Spear +10%
Spear +15%

Dwarves throw 20m with return

Spear +15%, curse: when used in battle, a miss hits self, noncritical

Potion, user
Potion, user
Potion, user
Potion, user
Potion, user
Potion, user
Potion, user
Potion, user
Potion, user
Poticn, user
Potion, user

doubles size for 1 hour

halves gize for 1 hour

doubles STR for 1 hour

becomes invisible.

takes gaseous form for 1 hour

is polymorphed to next thought-of creature for 1 hour from dose
doubles speed in all things for 1 subjective hour
gains levitation ability for 1 hour

gains flying ability for 1 flight of up to 1 hour
becomes telepathic for 1 hour

will believe anything for 1 hour, even with 1 sip

D6 HP healing potion
Potion, 206 +1 critical healed
Potion, removes D10 years physical age

Potion, user
Infinitely s
Potion, user

is clairvovant 1 hour
lippery oil
is clairaudient 1 hour
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Di00s< Magic item

66,59 - Potion, equivalent to charm animals spell

66,64 Potion, equivalent to charm spell on undead

66,67 Potion, cheshire invisibility

66,70 Potion, as charm spell

66,73 Potion, as charm spell on giants

66,76 Fotion, as charms spell on dragons

€6,80 Poison

©6,84 Potion, +20% defence Ior 1 hour

66,88 Potion, % DMG from fire for 1 hour

66,21 Potiohy as locate object spell

66,25 Potion, adds 2 rolls to 1 ability for 1 hour without affecting BD

€56,98 Potion, adds 4 rolls to 1 ability for 1 hour wothout affecting BD

66 0il, makes stuff etherizl for 1 hour

86 Scroll with D10 slots worth of spells

91,6 Ring, gives invisibility

91,11 Ring, as charm raimal, once/mammal, intelligent only

91,16 Ring, as charm, once/person

91,31 ERing, curced to wear, STR halved

91,36 Ring, +5% defence, 5% better resistance to magic (saving throw)

91,37 Ring, +15% defence, 15% better resistance to magic (saving throw)

91,41 ing, 3 wishes

91,61 Ring, cursed to wear, wearer believes anything

91,66 Ring, wearer walks on water

91,71 Ring, % DMG from heat .

91,73 Ring, +10% defence, 1l0% better resistance to magic (saving throw)

91,75 Ring, wesarer regenerates 1 HP/MR

91,79 Ring, once/night casts continual light, 12 DMG fireball, oxr 12 arrows

91,81 Ring, as clairvoyance

91,83 Ring, as TX

91,86 Ring, cursed to wear, severe parancya

91,98 Ring, reflects to caster D100% of all spells. For all or nothing spells, 50%
chance of refiection.

91,100 Ring which will stére DLO siots of magical spells for later use

91 Ring, 2D§ partial wishes

96,11 Staff, detects metal, DI00 charges, Magi only (MO}

96,16 Staff, detects enemies, D100 charges, MO

96,21 Staff, as detect magic, D100 charges, MO

96,26 Staff, detects secreted obiects, DLOO charges, MO

96,36 Staff, as fantasmal, D100 charges, MO

96,40 Staff, projects 4m cone of 2D6 DMG c¢old, D100 charges, MO

96,44 Staff, victim paralvsed 1 dav, from strike

96,48 Gtaff, as fireball, D33 ‘charges, MO

96,51 Staff, as lightning, D25 charges, MO

96,56 Staff, as polymorph, D25 charges, MO

96,70 Staff, destroys a magic item on touch, 1 charge, MO

96,74 Staff, as healing, D100 charges, clerics only

96,78 BStaff, as hold spell, D50 charges, clerics & magi only; mages burn 2 charges/shot

96,82 Staff, torns to/from snake, clerics only

96,86 Staff, does triple DMG, D100 charges

96,88 Staff, causes DS years physical againg, clerics & magi only

96,90 Staff, all spells, D100 charges, 1 charge/slot

96,94 Staff, negates spells, D100 charges

96,100 Staff, multiple simultanicus charms, Di0O0O charges, MO

26 Staff, any clerical spell, D100 charges, 1 charge/slot, clerics only, can make a
body recoverable for 10 charges

. Crystal ball, clairvayance range 2Km or 2m stone

o Crystal ball with sound

.8 Crystal kall with Esp
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(13 Medallion, Esp pewer, lOm range

, 16 Medallion, Zsp power, 30m range

12 Amulet affording nondetection

.25 Amuliet giving an added 10% magic resistance to clerics (saving throw)}

¢ 30 Bag with unlimited internzl volume, will hold up to 200Kg at 1:10 weight

731 Censor which summons, and while concentration is maintained, contrels, an air
glemental, l/day, MO

#32 Stone, earth elemental ag above

+33 Brasier, fire elemental as above

s34 Bowl, water eslemental as above

39 Cloak giving displacer power

£48 Shoes which make wearer move silently

£ 53 Shoes which double speed

68 Flying broom

i 73 Hat which allows reading of anything

£ 76 Hat, as Esp

P27 Hat, as teleport

88 Hat, cursed: wearer must not remove the hat; wearer is terminally gonzo

£ 89 Flying carpet

» 91 Horn, crumbles rock and splinters wook in 306, Sm cone, 3 times/day

» 100 Gloves, as strength spell

y Mirror, has 10 slots; someone looking into face of mirror is sucked in with all

equipment, all slots can be emptied simultanicusly by shaking the mirror
53) Swords may take someone over if its POW+3>POW of victimtmagic resistantei5%.
54) A wish may not raise more than D6 points of any attribute.

55) BTR restrictions:
AC4 reguires a STR of &
AC6 reguixes a STR of 13
D& swords reguire a STR of 7
D10 swords require a STR of 14
3Dn weapons reguire a STR of 15

56} DMs are free to add rules.

It has long been a belief of mine that the novice player should not be forced to read
through mounds of rules. Ths following rnles are given to this end. These rules will
do for a novice player's first run, or a simple list of what is needed for a character's
first adventure.

SUBSET RULES

1) Character creation: roll the Tollowing on 3D6: STR, INT, CON, DEX, PQW, & SIZ.

2) Things you may come accross:

Type rDeséription/notes:

Dxyads Female types, bound to a tree

FPixies Invisible, H'Reli-like in nature

Broos Humazn bodies, Deer heads

Newts As big as Shaltuans

Jackobears Pumpkinheads

Weres Full damage from silver & fire, subdual otherwise
Morokanth Tapir-like

Trolls Regenerate damage guickly

Manticores Lion bodies, scorpion tail, humanlike head, poisonous sting
Dragen Use breath weapons 3 times/day

Wyrns Winged serpents

Wyverns 2 legged, dragonlike, sting

Bazilisk Gaze turns character to stone

Clifftoads Huge



IS

Type Description/notes:

Cockatrixes Touch turns character to stone
Gorp Huge ickythingy

Oomarian Small ickythingy

Rubblerunner Whomprat
Shadowcats Shimmer for 20% defence

Walktapi Octopusheads
Ghoul Touch paralyses _
Unicorn Touch of horn cures 2 points of damage (DMG), once/person/day

Demibirds Flightless birds in mindlink with rider
Bololizards Little dragons

Wights Need silver to hit; turns victims to wights; drains life level
Wraiths As wight, silver does % DMG, magic full

Mummies Magic only affects, % bonus at that, touvh causes disease
Spectres Noncorporeal

Medusa Glance turns to stone

Gorgons Breath turns to stone

Purpleworms Swallow folks

Stalkers Invisible, free dimensional travel, faultlesgs tracking

Roc Huge bird

Greenslime "Turns victims to same

Tritons Mermen

Bugbears Giant goblins, +16% stealth

Shadows Drain STR, not undead, noncorporeal, turns vmctlm to same at STR=0
Willowisp Uses lightning, fast shapechanging, 25% defence bonus

Harpies Hold song & charm touch

Lammasu Sphinxlike, clerics only

Beholders Floating ball of eyes with rays: death, injury, slow, fear, death, tk,
death, charm, sleep, charm

Displacers Appear Im from actual position, as +10% defence

Blinkdogs Teleport

Hellhounds Breathes fire

Phasespiders Can go to and from the other reality pilane

Rusters Touch rusts

Stirges Bird with bloodsucker which locks in place
Owlbear Will kill anything

Crawlers Touch paralyses

3) Choose a character class: Fighter {F), Mage (W)}, oxr Cleric {(C).

4} Special considerations by character class:

F w [ Attribute

nc ves yves Special ability

- INT PCW Prime reguisite (req)
All dagsstaff unedged Weapons available

- 100m L.0.5. Magic range

5) Compute bonuses:

Attack: STR*2+INT+POW: Z24+DEX~-31

Parry: STRI2+POWI2+DEX+SIZ:2-26

Defence: INTHPOW:Z2Z+DEX~SIZ+2-21

Hit points (EP): SIZ:+4+POW:8—~4

Perception: INT+POWI2-16

Stealth: INTHDEX-SIZ-POWT2-5

Manipulation: STR+Z2+INT+POW: 2+DEX-31

Added damage. if 81%2+8TR<10: ~D6, minimum 1
10<8IZ+STR<18: ~DZ, minimum 1
1828IZ4+STR<34: +D2
34<8IZ4+STR: +D6
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6) In combat, defence i_s subtracted from the attacker’s to-hit percentage. The defence
can be split about opponents.

7} Initial gold pieces {(GP) is 10D6+120.

8) Choose an alignment: Lawful, Neutral, or Chactic.
3} Choose an inclination: Good, Amoral, or Evil.

10) Characters start at first level.

11) Item prices are as follows:

Ttom GP Rental DMG AC Initial %
Dagaer 3 - D& - i5%
Hand axe 3 - Dg - 10%
Hace 5 - D7 - 20%
Svwerd 10 - D8+l - 10%
2 hznded sword 15 - 2D8 - 20%
EBattleaxe 7 - D5+2 - i5%
Morningstar © - D10 - 15%
Fiail 8 - jat2! - 15%
Spear 1 e Do+l - 10%
Pola arm 7 - oo D12 : - 10%
Halberd 7 - 2D6 - 20%
Lance 4 - DB+1 - 15%
Piko 5 - . D12 - 15%
Shorthow 25 - D&+L - 15%
Longhaw 40 - DS - 20%
Comphow 50 - 010 - 20%
Crosshow 15 - L9 - 15%
Heavy crossbow 25 - D12 - 20%
20 arrows 0 - - - -
30 guarrels 10 = = = =
Silver arrow 5 - - - -
Mule - 20 - - -
Draft horse = a0 - - -
Light horse - 40 - - -
Warhorse - 100 - = -
Saddle 50 3 - = =
Saddlebag 10 1 - = -
Cart - 50 - = -
Wagon - 100 ~ - -
Raft - 20 - - ]
Smali boat - 50 - - -
Armor 35 - - 1 -
Armor 65 - o 2 =
Armor 135 - .- 3 -
Armor - 165 - 4 -
Small shislid 10 - = = 5%
Shield 2C - - - 10%
Large shield 35 30 - - 20%
15m rope 1 - - - -
3m pole 1 - - - -
12 iron spikes 1 - = = =
Smzll sack 1 - = = =
Large sack 2 - - = =
Leoather backpack 5 = - - =
Skin - 1 - - - —
# ‘torches i = - - -

Lantern 10 = - - -



12)
13)
14)
15)
16)
17}
18)
19)
20)
21}
22)
23)
24)

25}

26)

27)

IS

Item GP
Flask of ojil 2

3 stakes & mallet 3
Iron mirror 5
Silver mirror 15
Holywater 25

1l liter wine 1
Iron rations 15
Rations 5

Your HP=CON+HP bonus.

You cannot be cured to more than your HP,

At 0 HP, vou're unconcious.

At negative HP, you're dead,

The initial percentage chance of success at a spell is regxSs.

A spell costs 1 POW point to use.

A melee round (MR) is 6 seconds.

Strikes & spells take 1 MR,

A strike is true if the percentagetbonus~defence2D100.

& strike must have a2 true chance of being true of at least 5%, as do other abilities.
A true strike may be parried, at the parry percentage, with shield, weopon, or both,
An unparried true strike does DMG-AC HP.

If the roll to strike was 10% or less of the reguired to-hit numbér, minimum of 2%,
the damage done is DMG HP.

If the roll to strike was 2% or less of the required fo-hit number, minimum of 1%,
the hit scores critical {see below).

Critical hits from swords:

Roll Effect

1-10 Hand severed; bleed to death {BTD)
11-15 Impalement; possible weapon loss
17-22 Lung hit

23-34 Artery hit; BTD

35-39 Hamstrung or kneecapped; fall over
40~-45 Fingers lost

46-50 Eye hit & incapacitation

51-56 Forehead hit & incapacitation
57-62 Extra DMG

6368 BTD

69-73 Threoat hit; BTD

74~79 Ear hit

80-85 Arm off or bhadly damaged; BTD
86-88 Heart hit:; BTD

89-31 Leg off or badly damaged; BTD
52-24 Added DMG

95 Stunned, possible INT loss

96 Uncouncious, possible INT loss
a7 Backbone broken, BTD

98 Head hit, brain damage

99 Lung hit, severe damage

100 Decapitated

Critical hits from maces:
Roll Effect




28)

29)

30
31)

Roll
1-10
11-26
27
28-29
30-35
36-38
3945
46-47
48~50
51-100

Effect

Hand hit, .incapacitated
Extra damage

Artery hit; BTD

Fye hit, incapacitated, possible BTD
Froehead hit, incapacitated
Added damage

BTD

Throat hit, BTD

Heart hit, BTD

Slight added damage

When a spell is cast, characters get a saving throw: 5% chance that the spell has
only % effect. If an all-or-nothing spell, no effect.

Special abilities:
Class Duration Effect & name

w,C 1 MR Detect magic: Caster spots magic by aura, one item omly.

W 2D6 min Hold poxtal: Doorway is sealed, but may be sundered.

W 1 MR Read magic: Caster may read, without invoking, noncursed magic items.
W 1 MR Read languages: Caster reads any nommagic text.

W 6 min Protection from evil: Evil types attacking caster are at a 5% penalty.
W 7 min Light: Light of full meoon is cast 10m around.

W - Charm person: affects casteroids only. Victim behaves as if hypno-

tised, getting additional saving throws as follows:
INT Saves every

3~6 menth

T=9 3 weeks

10-11 2 weeks

12-15% week
1l6~-17 2 days
i8 day
W 8 hours Sleep: 2D6 fall asleep.
W 1 min Shield: Provides a 35% bonus vs., missles & 25% vs. melee,
W flash Magic missle: A bolt of magical enery. Fired at 25% base, armor helps.
DMG is Do+l.
W 2 min True ventriloguism,
c fiash Cure: Cures D&+l HP.
C flash purify air, food, & water: Encugh for 12 pecple for 1 day.
e 6 min Detect evil: Caster spots evil by aura.
G 12 min Protection from evil: Evil types attacking caster are at a 5% penalty.
& 12 min Light: Light of full moon is cast 25m around.
A sword, if magical, may gain contyreol of a character.,
Strength restrictions:
A STR of & is reguired for ACA4.
A STR of 7 is required for D8 swords.
A STR of 14 is required for D10 swords.
& STR of 15 is reguired for 3Dn weapons.

And now, a little reminder to Nicolai: [NSERT FILLER BELOW+



CHORUS:

THE WARP WORLD WIZARD'S DRINKING SONG
vy Charlie Luce and Jason Ray
Tune: McNamars's Band

|

come from a gross wilderness where Wayne Shaw's word 1is law,
love to fight my enemises and chop them into slaw;

have a magic Bastard Sword, I think it's rsther great, -
and all those who get in mey way are soon known as “the late”,

The melee's begun, make saves, nake gavesj
the melee's begun, make saves, maks saves;
the melee‘'s begun, make saves, nREe SEY¥9S)
shout it loudly, cleaxrly, you all have o make your saves!

T have a magic Wizard's Staff, I think it's really swell,
whatever tries to slow me down, I blow it straight to Hell
I have a ring, an Artifact, its power is immense,

when folks show up in Adament it makes amazing dents.

M

- CHORUS

I have some funny guantlets, they really-arxe Gbecens,
they fire off Soulfire Bolis when 1 am feeling meany

T have some mighty Axrmor, it is my Joy and prids,

1t's got a plus of twenty ‘cause ii's made of Demon hide.

CHORUS

I ride a might Great Horse, as & mount it's swift and irue,
it throws spells 1like s Patriarch and like a Wizard toop
upon my brow there rests & gem, 1ts power never yields,

11 throws me up ten thousand pointe in Espesr PK Shields.

CHORUS

I ovn a belt of Giant Strength, a breed that's very rare,
1t multiplies by ninety, so I'm really hard to scare;

I have a great gross Magic Shisld, a Fortress one by brand,
and Mighty Thor can't take it down with Mjollnir in hand.

CHORUS

I have a shining Talisman, it really ls a must,

it takes obnoxious Paladins and turns them into dust;

the cloak I clasp about my neck is really quite profound,
1t turns me into Orcus when I feel like toning down.

CHORUS

T have some other minor things, a rather paltyy few,

a Wizard's Robe, a Rod of Might, 2 Dencing Sword or twoj
tut now I've gotten so grotesgue it makes me want to cxy,
I'm going off to Stormgate now, to lay me down and die.

CHORUS



BEYOED THE CURTAIN OF VAPOURS .3

Transcribed from the incoherent mumblings of Cary iartin (10527 Falms Bl., LA,
CA., 90034} and brought to you by ihe Lord and Lady of Law.

CULTS OF NEBULOUS

TIRNAT €l, ITI Han-tiovement-Conflict

Rune Lord: War-Gloves (or) Impréved Hands (Flbrentiné')";” 2 weapons, Sense
Ambush, one mampula,tlon skill,

Rune Spells: FR@?ZY - Accelerates the prlest to full double speed, allowing
two 5/R actions in one. 10 melee rounds, 2 pts.

o elements, No symbol. s LB .
TARKASH/THE FLACTD (Grey Lord) ¢l. III . Fire-Harmony-Spirit

fune Loxrd: Speax, 1 weapon, Oratory, 2 skills.

Rune Spell: HIND BAR -~ One point gives 405 defense for power-combat (incl.
spirits). This spell is not noticable till attacked..
Stackable to four,
Sm salamanders. No symbol,

HOEBIUS KNICHT/RIN FROW BRYOND  Cl. I Lunar-Hovenent-Chaos
Rune Lord: Broa,dsword, Lance, 1 mlssﬂe, Horsemanship, 1 Sage or Alchemist
Sklll. =

Rune Spells: yORD OF RECALL - Teleport 1o a pre-set iloebius Knight temple or
shirine, Priest and personal spirits only. One
. point, one use.

TELEFORT - Teleport to a visualized 1ocatlon, O 5‘, misjump, No
range limit. Self, one companion, and personal spirits
orly. Three point, reusable.

PORTAL - Conjures a ciroular opening (7' d::.ameter) that opens
- to a locatien within 250 m. Spells will not pass., .
lasts one minute, Two point, reusable., -

SHIFT:~ Teleport 100 m (no error) caster and personal spirits
-. only. One point, reusable. . .
Mo elementals. Svmbol S:.lyer Hoebius strip on a black; pentagon. _

DAHAUE/LADY OF THE GREEN SILENCES ‘Gl. IT "Earth-Plant#Ha,rmony
Rune Lord: 1 weapom, Force Lash, .ide, love Silent, Camoflage.

Rune Spells: HIZALALL - Heals all the damabe sustained on an organism (hp
only, not disease or poison). Two. point, reusable,

RATSE RIVER - Causes a 30 m section of river to rush downstrean
violently. Those caught in“the 50 m section must
make a swimming roll at -~15%, Two point, reusable.,

FORCE LASH - The first three point sacrifice constructs the basic
force lash (r: 10m/D8+1/hits one location/armor Pro-
tects/min. 13 pwr to use/functions as a one pt.
battle magic matrix). The second two point sacrifice
tunes the lash to the priest, doubles the damage,
and adds m range.

o elementals. Mo symboli.

Peoplé of the CGreen Silences may Jjoin this cult at any time after reaching a
power of 18 without having to pass the cult acceptance roll.
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WEW BQ RACE ’ ' '

THE PEOFLE OF THE GREEN SILENCES
(fron Andre Norton's Three Asainst the Witchworld)

Average , ' -
STR 20642 h 9  They genherally speak and read Aldryami at 80% plus
INT 2D6+6 7413 bonuses. '
PUR 20648 ; 15 - = o
COM 3D6 - . 10-11 Lifespan: 10,000 ¥ & years
DE 2D6+46 13
CHA 306 10-14 Armors leather body and legs, 1 pt pa,ddlng body and
SIZ 306 © .. - 40<11-- legs.
Spells s/R  gkills : %
Healing 2 sa 3 ~Hide C 35
Minds8peech 1 2 Move Silent 35
Befuddle (1) 2 Camoflage 30
Detect Spirit (1) 2 Tracking - 30 0

1 pt. (berbal) healing pqrt:‘i‘.oi{'_l.'_ )
/R APTACK  PARRY DG, . PTS.

Force Tash 2 35 = D8+1 - (10 m rang e)
Bap:.er . 6 30 25 Dé+1 is5

As they do not get along well with technology they must stay mthln 'natural ’
surroundings or they sicken in 2-24 hours and die 1-8 hours later, nor may they
weaxr meta,l armor. .

HEU RE COiIBAT SKILLS AND ACGESSORIES

THFROVED HANDS /057 base/D6 damage/a.lways ta,ught Ilorentlne (incl. parries)/
Training cost: 500-1000-2000. . - ;

TPROVED KICK /055 base/D8 damage/Tralning cost: 300-800 1500.

AR GLOVES -/104% base/D6 damage/ 5 pts/’Itra.imng costs 300—600-—1200/2 5 x cost
for Florentine/War Gloves are spiked gauhtlets 'tha.t act as Gha.ln
Armor for the hands {no padding).

Don't forget - -

A man without a god
is like a fish withoul a bicycle.

(19 Jul 79)
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ADDITIONAL RUUES {from Nebulous)
HLHIENTS:

%é liana; The Life-force of mythos.

FORIMS;
{® Serpent: as in R.IL. Howard's Worms of the FEarth
/\ Law Authority, Imperialism
‘%—m; Ghaos: Variant, more refined than the standard (loranthan version.

00: DITIOLS:
> <& conflict

FCITERS:

o~ b,

v~ Disorder: Variant .
Power inflow
U Bower outflowr

!

¥

1 Yower exchanre
LED

&~ . Perception
AP B + . .
Lq +" Communication

T ;

OTHERS:

7 iialycth/Devourer of All ™
‘_7{%‘ :lioorth/The Festering One L—— The Dread Ones
—(D~  :Trylik/The Life Scourpe _-

(3 :The alance

L

__ ~RUNE CULTS-
ATHOS (OF THE DANCING BLADE) . CL. III . Conflict-Fate
Rune. Lord: Epee, Crossbow, write owm language; Horsemanship & one other

Weapon,

Rune Spells: DANCING SHORD - Causes a sword to fly through the air and
attack {(at half caster's proficiercy). The
sword .adds full.damage bonus (or peralty) of
caster, 10 melee rounds. 1 pc>1nt

Hune -Loxrds: usually hdld an inactive reserve officer commission in thelr
nation's armed forces.,

Mo elementals. Symbol: Geld Cross on a Purple Field,
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UHITZ FEATHER/THE ARCHER PRINE Ci. T1T¥ . Sky-Mastery-Conflict

Rune Lord: Self, Composite & Cross Bows; Sling; Sense Ambush,
Rune Spells: LONGSHOT - 5x missile vange for 3 missiles. 1 point,

Small Alr HElementals, Symbol: Crossed white feather & arrow, cult ‘followers
normally use white-fletched arrows.

ARY/THE HERCENARY ) 01, II Conflict-tastery-Death
Rune Lord: 4 weapons, Hbrsemanshiﬁ.
Rune Spells: SURE-STRIKE - 2x Critical & Impale. 10 melee rounds, 2 points,

FURY - Caster grows, as well as all gear & mount if need be,
2x% sime, + 509 strength. Wounds suffered heal one pt.
when the character reverts to normal. 2 points.

Ho Hlementals. Symbol: Rune Loxd - their 4 weapons, Rune Priests etc. -
Sword, Spear, Hace, Arrovw.

THE IRCH RAT/THE THIEF yITHIN THE YALLS CL. III Disorder-Movement

RBune Lord: 1 missile, 1 melee weapon, Oratory, 2 thief skills.,

Rune Spells: WALL CLIIG - Allows the caster to orient himself :on any . angle

so as to walk, fight, eat, etc, on walls, ceilings
etc. 2 points. '

STUN - Power vs Power te .0, for 5 melee phases. 500, 1 pt.
fo Elementals. Wo symbol.,

XUN/THE LAUGHING 'OLF i, ITI Conflict-Disorder

Rune Lord: 1 pole-arm, i missile (not thrown), Hide, Camoflage, 1 other.

Rune Spells: FALSE TRAIL - This allows the caster to create a set of tracks
(that can be followed with skill) that can run
up to 1 km in length. This trail may go anywhere
the caster could. 2 points.

VAITSH - silence/ invisibility. 1 point,
Yo Hiementals. No SBymbol,
LiAK ARESH/STRRL- JALL Ci. IT Stasis-Death

Rune Loxrd: Spesr, 1 missile (not thrown)}, 1 melee weapon, Ambush, 1 shield

Rune Spells: BRACINC - Allows rvecipient of spell to stand & fight until
death, resardless of where hit {(includes legs, but
not heaa} 2 points, 10 melee rounds.

SHTELD OF STEEL - Causes a shield to stop an additional & pis,,
: as well as require 2,5x HP to shatter. 2 pt,

Ho Hlementais. Symbol: Upright spear over a shield.
KALERA/THE TIND-HAT DA ©ClL. LI Air-Hermonmy.
Rune Ldrd{'Javélin, Self-Bow, 2 percepiion skills, 1 other.

Rune Speils: SKY-GUARD - Shlnmer/Protectlon. Ilay be used with Counter-Hagic
L but not with Protectlon or Shimmer. 2 pt.

A1l Sylphs, Symbol : Hone,
(1nd-child cult)
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KARY/THE CONSULTNG OB ©Ch. IT Death-Fire-Chaos

Bune Loxd: ullltary Ilall 1 'single hand weapon, 1 missile, 2 skills,

Rune pells GONSUME - Power vs Power attack fbr ) recufrlﬂ~ dlsruptlon
effect on one location on a viectim. The attack con-
tinues until unsuccessful in a Fower attack. 2 pts.

ARTA ICGHITE - As the Iynite spell but covering a 05l cube.
Range: 40 H. 1 §01nt

Small Fire Eleﬁéntals.'- Symbol: lhite fire, o B
DASLOR/THE SKY KINC . - g, ¥ e et ©

Pune Lord: Bow, 1 sword, 1 other weapon, Climbing, 1 other skill,

Rune Spells: ‘@HD OF FLIGHT - This spell will cause a. carpet or suchlike
object to fly at a speed of 10, 3 points.

FLIGHT -~ This spell allows the recipient to Ily at 12, 1 pt.

UHIBL END - causes a uhlrlw1nd to spring up “around one target
' (one man, man-& mount, etc,) that whirls the vicitinm
around (Str 30) for 2 D8 non-lethal damage (contr—
ibutes towerd a K.0,). Range: H0H, 1 901nt

A1l Alr Tlementals. Ho symbol, e
SHERESH/THE 'SILINT THUIDERER ; (1, ITI - Chaos-lastery-Fate

Rune Loxrd:; Hand, Foot, 1 other weapon, u1581le deflect or dﬂdge, &1
theif skilli.

Rune Spells: FEED - Power vs Power, drains 1-3 points of Power into caster
(not over max.) Range: ‘Touch, 1 point.

DEFEND - +10% to defense & dodge/Pt. to max. 3., 10 ielee rounds.
No &lenentals, - Symbol: Eand {open) sheathed in blue flame,
STAR LORD/THE SEEKER : - o1, IIT Perception-Truth-Stasis
Rune Lord: Non-mech Bow, Sh. Flail, Hide, 1 Sage skill, 1.other.

‘Rune Spells: SUSTAIN - Allows recipient to live & functiom w/o Food & water
o 0 " for 1 week., 1 point.

'_RANQE:— +50¢ Battle liagic spell raﬁge/pt to max 2.
Small Shades., Symbol: Hye within pyramid.

THE DEAD GOD - - . - Cl, III Death

Rune Tord: 1 weapon, shield, Oratory, 2 Sapme or Alchemist skills.:

. Runie Spells: PENTACOST - Frhances the caster's Oratory score by 10/ and
translates it dnto whatever language the listeners
tﬂll understand it best. Language is at 80%.
1 point, (+10% to.Ordtory Ffor +1 Power)stackable
to 3.

ilo Elenentals. Symbol: Jooden cross
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SARL/THE UIDISTURBED: e IT Harnony-iovenent-Lunar

Rune Lord: 1 weapon, 1 shield, Sense Ambush, Spot Traps, Oraﬂory,
Rune Spells: COUNTERSPELL - Functions as a Countermagic 3. 1 point
' ‘ SHIFT - 100l teleport for caster & spirits only, 1 pt.

M1 Lunsr ementals.  Symbol: Sky blue disc,
DERO \ I - B o Farth-Perception-Truth

Rune Lord: Axe, 1 m15511e, Oratory, racking & Camoflage or Hide.

Hune Spells: TRUESIGHT: - Sees through illusions (Power vs Power of illus-
ionist) or Battle ilagic llgh*/aark spells (walls
included). 1 point.

: SuL INVISIBLE ~ Sees those under a Battle Magic Invisibility
: & those under runic invisibility with a Power
attack,

REVEAL, THVISIBLE - 1 point will act as Dispéi Magic 3 for the

purpose of dispelling Invisibility (or
similar)spells, Stackable.

Small Comes, Bymbel: thite disc,
KAYLEEN/STAR- BORH i, I . Fire-Hovement
Rune Lord: 1 spear, (non—thrown) missile, 1 other: weapon, 2 Hanipulation
skills. ; .

Rune Spells: FIRE LANCE - 3D6/a1med/h1ts VS armor. 1 p01nt

T.K, - Hanipulation with a otr. of 10 Range: 404, 1 point.
Stackdble. y

© Srall Sazlamanders, -  Symbol: Gold pentagram 7

THALGAR ‘ .61y IIT Darkness-Conflict-Perception
Rune Lord: Mace, ilaul, Spot Hidden, 2 skills or weapons.
Bune $pells: DARKSEER - 1 point, (Kygor Lytor)

- BHADOWCLOAK - Bither conjures a black cloak: or Lines an exist-
ing cloak with black. tVhile this spell is
. oberating the wearer may reach into the shadowed
lining and draw forth any meélee weapon desired.
1 point.

BRHAIT - 0L, IIT Iarth-Conflict-Death .
Rune Lord: 4 weapons & Ambush. :

Rune Spells: PIT - As an Elemental Pit attack (1 pt - small, 2 pt -medium,
: 3 pt - larse).

DILAY-REPAIR ~ Cast on a weapon before a Tight (only one
casting per weapon) it will repair immediately
any sundered weapon (as long as it is broken by
less than 2x points). 1 poznt ;

Small Gnomes. Symbol: All &4 weapons displayced
Rune Priest - Great 3word, Spear, Axe, Arrow.
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SARELLA/VINDSTRIDER ¢l. IIT " Movement-Death

Pune Lord: Lance, 1 handed weapon, Horsemanship, 2 skills (not Sage or
Alchemist),

Rune Spélls: VINDSPEED - Allows a horse to move as if under double moblllty.
1 point, Hon-stackable. 10 meleée rounds,

o elementals, Symbol: Horse silhouette. Sl e
HALLICK/STRONGBLADE : Ols ITT ; Conflict-Truth

Rune Lord: Broadsword, Spear or Lance, Horsemenship, 2 skilis.

Rune Spell: S“E ILVISLBLu - Allows caster to see anything invisible within
: Tange of his sight. 1 point.

No Elementals. Symbol: Burning torch,
DEATH'S HAID Gls II Death-lian

"Rune Lord: Halberd, Sword, 1 missile, 2 skills (net Sage or Alchemist).

Rune Spells- D“ATH - Power vs. Power to k111 one entlty. Takes 1D10 i
msuccessful, 3 .points, .

- UNDEATE (4 L) - Causes a slain entity to rise up ag ‘a vampire
: 3 nights after hls/her/lts death, 3 pt. sacrifice.

. S ' UﬁDE%TH (B) ~ Causes an entity to rise up as a liche 3-18
_ ' . ‘hours after death. 2 point sacrifice (Both
, o Undeath spells must be thrown before death
v ’ ' L oceurs., )
No Elemenials., Symbol: Skeletal hand, _ _
DORILYS/THE STORI QUEST ¢L, 1 Air-Disorder
Bune Lord: Hon~Hech. Bow, 2 perCe@tion skills, Sword, 1 other,

Rune Dells' CALL IEETHEB Creates the desired condltlon (one turn delay).
; 2 points. T

THUNDER 3LAST - Explosion with 10 I diameter for 3D6, stopped
: by Avg. Armor; Damage to HP. 3 points.

WIKD HO?SQ - Conjures a wihged horse (larhorse: Siz & Str liin,
Dex 12+D6) that flies at 12. 1 week. 3 points.

All Sylphs. Symbol: Drawn Bow with nocked 1lightning bolt,
ZAD/STOHE-LORD , , . I Farth-Stasis-Death
Rune Lord: Iiilitary Piek, gmall Hamner, Crogsbow, 2 skills,

-~ Hune Spells:: FETBIFICATLON « Power va Power, turn viectim %o sranite, 3 pt.
. . Can be used in reverse.

PARALYSIS - Per one Power will paralyze 1 victim (voluntixry
" muscles) for 10 minutes, Power vs Fower,Vari-point
do 3.

i - ST0NE WARD ~ (rants immunity to cockatrice sioning powers. 1 pt.
A1 Gnomes. Symbol: lailed fist holding a pick.



BEYOND THE CURTAILN OF VAFOURS page 8
DZR!JH/THL DECIIIATOR g1, IIT Death—Conflict~Earth
Rune Lord: Great Sword, Great Axe, Haul, lance, Heavy Cvossbou. '

Rune Spell: URAKNESS - Cast on a weapon. Power vs Power -on anyone that
' takes at least 1 point of damage from the weapon.
‘Drains 1-3 points of Str (zrecover 1 pt/hr) 1 point.,

small Goones. Symbol : Hone "
TATOU IRA CHAT/STAR-STORII €L, II Law ,
Runhe Lord: Great Sword or Katana, T ”hrown nissile, Tracklnb, Skllng, ' B
1 ofher

Rune Snells SKI GLIDEL - Allows 3x sxllng ‘speed  with full- control, 1 o

LOHG EAR ~ Allows the caster to 11sten through any poznt
within 100 H. 1 point.

Mo Ilementals. awmdnimmﬁdem1wme:£& R
(Altani cult) _ . N
VELEANE/THE LAST i 1PEROR/DOOMRIDER 1. IIT  |: Chaos~Spirit-Fire

Rune Lord Bastard Sword, 1 11%51le, Hlde, Hove Sllent 1 other.

Rune 38pells: THUNDERBCOLT -~ Conjures a maglecal warhorse that is tied to the
- _ small thunderstorm overhead of it, The horse has
Str & Siz max and a Powexr of 6+42D6. It moves at
12 through the air, touching down every 10 knm
& leaving a seared hoofprint on the (any) cont-
acted surface (not necessarily solid). 3 pts.
1 week. Caster only may contxol. =

Sm. Elementals. ~ Symbol: Arrows of. Chaos over upright Bastard Sword. -

HALKYR/THE SUORD MATDEN B | Alr-Deathi-Conflict
' Hune Lord- lreat Sword Spear, 1 m15811e, Horsemanshlp, 3, other skill

Rune Spells ATR PATH - Conjures. 2 1 m x {up to) 50 i brldge of selid
; air, 1 pt Stackable. e

STBIKINC - Adds 10% to all sword attack scores/pt of spell
" (max. 2}. ‘

Sm & ld Alr Elemenials  Symbol: Horse:s_sku}l with flaming eyes,
DU-PONT -+ o . GL, IT Earth-Plant

Rune Lord: One~handed Weapon, 1 missile weapon, one antidote/Str 18,
Taste Analysis, Healing Potion (9) ox Par P11 (9).

Bune Spells- HEGADOSE - Allows thewrecipient to 1ncrease alchemlcal output

. by ene factor/i Pwr pt, Stackahle to 3.
: Duratlon 4 project, - :

PRhSEBVE = Keaps a potlon, raw materials, or simiiar (1nclud1ng
bodles) fresb for 3 mos. per 1 Pwr Pt Stackable,

INJ*CTGR - A Power vs Power to do 1-4 pis of damage (1 location)
and introduce a dose of Whatever thé caster has at
nand, 3 pts. / Range? KS’/

Sm. (nomes. Bymbol: Crey oval on its mide,

NS A o ]



BEYOND THE CURTAIN OFF VAFOURS e Tage 9
TARA/LADY OF THE ERICHT BLADE ¢L. IT Law-Fire-Spirit
Rune Lord: Greatsword, Rapler, Javelin, 2 skills (not sage).

Rune Spells: ACCURACY - (Caster may place this on his/her own weapons
' only.) Allows user to pick hit location. 3 pt.
BLADESTRENCTH - Makes any bladed weapon immune to damage
by parries, etc., althourh the weapon will stop

only its normal pts then be knocked from

the wielder's hand, This spell is not evvect-

ive against Rune spelled weapons, or perm- -
anently 'weapons improved' weapons, 2 pt.

°m & lid Fire Elementals . Symbol, Flaming Greatsword
TASS/CHAOS-LORD : Bl I Chaos-lastery-Death
" Rune Lord: - Horning-Star, Mace (any), Spear (any), Ambush, Sense Ambush,

Rune Spells: CHAOS TOUCH - Bestows upon reciplient a random feature from the
Chaos chart for the standard duration. 3 pt.

DISRUPT - Affects all materials, D8 damage as Disruption spell.
Automatic vs non magical, matrices defend as Pur 18
+1/Pur pt. voer 1; other magic not affected, 1 pt.

DEFACHE - Lowers target s Charisma by 50/% by seemingly marring
its appearance. 1 pt.

A1l Fire Hlementals. Symbols: Arrows of CHaos

FADEE/THE UNSEE ONE (Thieves CGod) ¢l Iz Hastery-Luck-Air

Rune Lord: Gne—handeWbrd, thrown missile, 3 thievish skills.
© Rune Spells: LIWITATE - Vertical movement at a speed of 12/no charge move.
i pt,
SILENT HIST - "Allows ¢aster to turn self and all equi phiedt to”
: fine mist and flow about at a speed of 12, May

only ‘be attacked by magic/takes no physical -
damage. 3 pt

,IMPELL - Iriples the range of thrown progectlles and adds 1D&
' damage. 1 pt. :

'Sm. Air Hlementals. . - No symbol,

Dmmr/stu-LORD C ‘ o ¢l I v Mty -Dise s
Rune Lord: davelln, Pammer (any), (non-mech) bow, 2 perception skills,

Rune Spells: STORUCALL - Calis a thundershower to a 2 kn radius area. 1 turn
delay. 3 pt. — .

CALL LICHINING - Calls a lightning bolt from the sky. Open
e ground only. 3 D6 total (5m dia.) body damage.
Power va Power; no help from armor, 2 pt,

LICHTNIVE BOLT -~ Aimed: Dex times 5%, Does 2D10 damage; stopped
by armor. Range: 300m, i pt.

DLSUISS STCRi] - Affects a 3 Im radius., Power vs Power if
necessary. = Dt,

A1l Alr Klementals Symbol: Lirhtning bolt,
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HYR N'AFTECTH/ THE, DEATH YARRIOR _ ¢l. 11 . HEarth=Death-~Chaos

. Pune Lord: Creat Sword, Lt. Crossbow, Long Spear, Lance, .1 skill (not sage
: " or alchemlst)

Puae Spells NAMEDART - thss spell will add Lp6 damage VS one 1ndlcated
individual (specific name not necessary) 1 only,

arrow or bolt, 1 pt.

. EFLL BLADE - Spell is cast upon an edged weapon, It will blast
e 1-3 Pwr (as if cast for spells) from anyone/thing
hit by it. Fower vs Power by caster, 1 pt. 10 LR,

Sm-& Hd- Farth Hlementals.. - 3ymbol: Greatsword thrust up through a blézing skull,

TRAK/TEEHHURQERER Ti§ THE NICHT B ¢, IIt Darkness-Fate-Nan}
. Rune-lLord: Heavy lace, one missile weapon, Hove Silent, Hide In Shadows,
one other weapon (not more than 1.2 m long).
Rune Spells: DIVINATION BLOCK - See Runequest, . 72: 1 pt

HIST SHADCY - Allows the casier to turn self & gear into
insubstantial mist (move 12). The chavacter
can only be fought marically (not Disxuption)
and cannot be harmed by rthysical attack. The
caster may not attack physically. 3 pis.

Sm Darkriess flementals, Symbol: Black Hace,

DEL—KQEH/THE ROTTING COD- - sa B CL. 11 - Death+-Chaos-Water
Rune Lord: Spear, Flail, 3 skills or weapons. -

. Rune Spells: ROT .~ Power vs Power to cause 1-3 pis of'decay to the victim,
This damage must heal naturally and camot be healed
by Battle iapic, 1 pt,

CAUSE DISEASE - Causes the gpontaﬁeoﬁé contraction of one of
the five diseases (rolled randomly). The rest
follows standard procedire, 2 pt.

DISEA&V THMUOWITY ~ Immunity to all disease for 12 hours. 1 pt.

. Range: touch, 2 Z pts of this can be sacr-
" ificed to Laln this permanently, Priests
_ of D-K only. .
Sm Undlnes. _ . Symbol: Skull covered in gore and rime,

BTy

ES-~ PR;LX/THE TRAVELLER
Rune Lord: 1 hand sword, Spear, 1 missile, Hap Haking, Stellar Navigation.

Rune Spells: ‘SPELL ROAD -, Creates a maric: road that allows up to full
cavalry movement in any terrain (not usable in
mountains). The road is only in existance under
the caster and his party. 1 day/1 pt.

RABSFER FORTAL - 3pecial matrix - transport from one portal
to another (closed circuit), No-known range:
2 pl. Power szcrificed permanently, Heguires
2 pts./person to use (as a Battle lagic
spell natrix).

3m & Hd Cnomes. Symbol: Silver wagon wheel,
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HAITRT GODHEAD GULT/PAST POVER CULT gL, IT Fate-llagtery~-Tire
Rune Lord: Corzip. Bow, Bastard Sword, 1 other weapon, Qratory, Sense Ambush.

Rure Spells: IMMOLATE - 3m Fire flash around caster doing 2-16 pts total
body damage (avg, armor rotects) - caster is not
harmed nor is his gear. 1 pt.

LICHTNING - Rante: standard (im beam) - 1D20 to one hit
location {armor rrotects) - 1 pt. lNon stackable,

SCREEN - 3 pb armor value. 1 pt. Non stackable.

Sm Fire Hlementals, Symbols Inverted silver pentagram on a black field.
TAL~NAR/LADY OF THE WAVES Bl I Hater-tovement-Disorder
‘Rune Lord: Trident, Lt. Crossbow, One-hand Sword, Swimming, either Rowing
or Sailing, :

Rune Spells: AQUALUNG - Allows recipient to breathe under water, i pt,
VAVECREST - Propells a swimmer forward at 3x speed, 1 pt.

CALM SEA - Affects a 50m x 50m/ 1 pt of Power, calming the
: seas and holding 1 ship/1i Pwr vt safe from a storm.
No max. 12 hours,

DRY SHIP - Xeeps 1 ship from taking on water for 24 hrs/ -

2 pts.
All Water Mementals, Symbol: Gold Trident downthrust on a green field,
(above sen version) _ c
TAL-WAR/LADY OF THE WAVES (2) - o, I Vater-Hovement-Disorder

Rune Lord: A1l natural weapons & the balance in skills (only one language).

Rune Spells: AIR GILLS - Allows water creatures to breathe in the open air,
¥ 1 pt.

AQUA-LUNG - See other writeup. 1 pt.
VAVECREST ~ See octher T—Jri'telip. i pt.

AIR SUIN - Allows a creature to swinm in open air at normal
suimming speeds (also provides a layer of refreshed
water around the swimmer), 2 pt,

A1l Yater Flementals, Symbol: Gold Trident downthrust on blue fiéld. '

(under-water version)

XOL-TOR/THE SUN-BINDIR : " Hastery-Stasis-Fire
Rune Lord: Trident & Net (F1), One hand Sword, Climbing, 1 other.

Bumne Spells: POVER NET - Conjures, an enerrsy bolt that explodes into a
_ flaming net that entangles a target. The net
defends with a Str = 15/1 Pur. Range: 50m.
Stacking up to 4 pts,

Sm Salamanders, Symbol: Chane-link infinity rune.
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JADIS/THE WHITE WITCH Stasis-Master-iater
Rune Lord: thip, 1 missile, Dagger, Skiing, 1 other skill.

Bune Spells: FOUER HORD - Can be directed against either animate or
inanimate material, Does 2D6 to total hp or
4D10 to inanimate., Power vs Power attack if
Decessary. Range: 15m, 2 pts.

Sm Wéter Ilementals No symbol

TURESS/THE STALKER - v @i, IIT Lunar-Death-Perception
- Bune Lord: Sling, Javelin, Tracking, Sense Ambush, 1 other

Rune Spells: NIGHTSTALKER - Allows the priest to assume the aspect of the
nightstalker. This allows a fooimove of 12,
up one damage bonus column, and +20/'tracklng.
This spell is only usable at nlght 2 pts.

Sm Immar Elémentals. No symbol

LUNA/THE noom HATD — 0l, IIT - Lunar-Chaos-Man
" - Rune Lerd: Sickle, 1 cuttlng weapon, COratory, 2 skills,

Rune Spells HOONCLIDE - Flight at speed 12, w/a charge move. Wight
only. 1 pt.

LUNACY - Powar vs Power attack that causes the victim 1o act
randomly as follows; Dé:
1-2 Attack nearest target
3-4 Stand and watch ' _
5-6 Flee the scene, laughing madly. :

1 pt. 10 melee turn duration. Roll every 2 phases,
Will defend if attacked,

Sm Lunar FElementals, - Symbol.: Crescent Hoon (silver on red)

DARKSIDE/THE HIDDEN FACE : ¢l, TII Lunar-Death-Movement
Rune Lord: 1 sickle, 1 perception, 1 stealth, 2 others.

Rune Spells: MASKING - Hasks the voice and appearance of the caster such
that his/her i.d, is totally concealed, This condr
ition is notiecable, 1 pt. & hours duration. b

HOONSHADOW - Combines an Invisibility, Silence, and a 3 pt,
Detection Blark, Night only. 2 pt, i hour.

Sm, Lunar Bl ementals Symbol ‘Silver eye on red pyramld
W'A BEL/THE FARSPEAKER
Rune Toxd: Mornmingstar, 1 missile, Listen, Oratory, 1 other,

Rme Spells- WITCHSPEAK ~ For each 2 points the caster can open a line of
telepathic communication in an open comm net,
Voluntary participation., Name must be known.
Only conscious interloeck, unllke Mindlink, Range:
1000 km. Stackable,

No Elementélé. ‘ Symbol: Communication rune (white) on a blue field.
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KORL/”HE JARHIOR/DOOHRIDAB Bl 1 Earth- Dlsorder—Perceptlon
Rune Lord: Axe, Sword & Sword (& lorentlne) 3 perceptlon skills,
Rune Spells: FAR ZYﬁ - Non-material remote~gve viewer. Range.JOOm. 2 pi,

TRUTH THELL - Destects.truth or falsechood in statements directed
_at.the caster. 1 pt.

.. (ODSEYE ~ {Trance required for duration).Allows caster to
know a 10 km radius section of terrain (sight,
sound, past history, mythology, etc, 3 pt, sacrifice.

Sm Farth dlementals. Symbol: Heavy Ax¢ or Crossed Swords (preferred).

TARACA/STONE FIST 1. iIT arth-Harmony
Rune Lord: Hand, Fecot, 1 sword, Z stealty or perception skills.

Rune Spells: FOCUS ~ Recipient uses Power +£ to calculate damage bonus
T instead of $(Str+Siz). 1 pt. ‘

LANDING ~ Allows recipient a dex roll (4% x dex) to safe-
land or suffer full conseguence when falling. -~
from any height. 1 pt.

Sm Farth Elementals. No symbol.-
DAAGOBﬁHR/?HE@THIEELHIZARD . 2, 8Lls IIX - Earth-Planti-Mastery-Magic

Rune Lord: Short Spear, One Handed 3woxrd, Oratory, 2 others,

Rune Spelis: None standard.
A1l 1 and 2 pt. Rune spells (cult spe01alty)

#11 Sm Elementals. Symbol: Sword over wand within a silver ffiary
LLYALI/THE ETERNAL COURTESAN C, II =~ Hastery-Man-Tunar -

‘Bune Lord: Dagger or Weedle-knife, - Oratory, 1 musical skill, 1 other
sage, 1 otherwise,

Rune Speils: CHAHISMA - +1003 Oratory bonusés”per 1 pt. Stackable to 4,

SEEMING -~ Alters the appearance of the recipient to anythlnf
Iuthln racial limiis. 2 pt,
PIOONSCREEN - This spell acis as a combinatioa Shimmer spell
& Countermagic 4 (non-stacking with Battle Magic)
2 pt,

Sm & id Lunar E&emehtals. Symbol: Dagge;Aﬁiﬁh a crescéﬁtlhilt.

K'RAR/THE GRIFFIY JUDCGE Ci. IIT Nbvement Beast-Perception

Rune Lord: Large Axe, Self Bow, Spear, 2 perceptlon.
(non-humanoid): All natural weapons, balance in perception skills.

© Rune Spells: TRUTH-TELL - Discerns the veraczty of statemenits dirscted to
. : the caster., 1 pt.

INQUIRE ~ Power ve Power that compels the victim to answer
five questions (of a yes/no nature) truthfully,
1 pt.

ARWORING - Shields ap entity with protection egual to chainmail.
{Does not stack with any but natural amjor & magic).ipt.

Sm Sylrphs. Symbel: Winged Eye,
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THOMBLI®/LORD OF THE FORCIS Gl 4% Barth-3tasis-llastery
fune Lord: Heavy Axe or Jarhammer, Crosshow, Weapon-, Armor-, and
Shield- Haking,
Rune Spellsy ANVIL - Conjures a magic anvil that allows a smith to work
at +10;5. Hon-stackable. 1 pu./i rroject.

BARRIER ~ Conjures a stone wall that must take 50 pis to
breach, It is 15 x 3m and must be on the rround,
it is rooted securely and vanlshes ir 15 minutes.

Stackable. 1 pt.

Secret Battle Magic Spell: VBAFONFLIGHT - 100m throwing range with return.
' ‘ 3 pt.

sm & lid (nomes. Symbol: Hammer over an anvil,

K'TAT/THE PEACEBRINCER . ‘ Harmony-Spirit-Air
Bune Lord: Sword, Oratory; Sense Ambush, 2 other skills.
Bune Spells: EVTRANCE - Places viciim under the control of the caster

{nio suicide orders) for 10 melee rounds. range:
80m. 2 pts.:

SLEZP - Flaces the victim in a heavy sleep for 8 hours. Cannot
be awoken without Dispel iapgic. Banger 80m, 2 pts.

Sm Sylyhs. Symbol; thite laurel wreath around whlte circle
on blue fleld

KE1/THE POVER-MASTER : Bl LT ilagic-liast ery-Power
; Exchange

Bune Lord: 1 sword, 1 other weapon, 2 skills, 1 other.

Rune Spells: HNBRCIZE - Per 1 pbt. will restore 1 pt of expended power.
Stackable. *

DRAIN - Per 1 pt will steal from the victin 2 pts of Power
(temporarily) that will replace expended power
of the reciever. Stackable to 3.

A.. Sm Hlementals, ] Symbol: 3ilver tower.

XELAR/THE HIDDE! HAID ¢l. ITT IN1lusion-iastery-ian
Hune Lord: quwgun, shortsword, Spot ilidden, -3pot Traps, 1 other.

Rune Spellé: ILLUSI0N - A perfect hologram, Has no rhysical presense.
L i pt.

SBEIINC - As the Llyali cull spell.

SHADGUYBEAST - Conjures a hideous beast that resembles a
wingless dragon., It is visible and can affect/
be affected only by the victim it is sent aficr.
if a Power attack is successful, then it does
208 on a bite, if not then only a D¥ (roll
each melee round), It attacks at 50,5, has 6
pt. skin, & 13 hp. loves at 9. Use Rock Limard
hit loeation, 3 pt. '

o Tlementals., No Symbol.
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KiTIL/THE CAPTOR L. III Earth-Stasis-fate
Rune Loxd: Hammer, thip, Trap Set/Disarm, Fick Tock, Spoﬁ Traps.

Rune Spells: FEIGLOBL - Forms a stons snherical shell (2m diameter) arcund
the victin. This shell will take 20 pits, cof damage
befors shattering, 1 pt.

Sm, Cnomes.: - : Symbol: Black circle on a silver triangle.

CARONG/THR VOID BAT - .- {@l. IT - Darkness-iiovement-Death
“Rune Lord: 1 mace, Olimbint, Jumping, Hide, 1 other.

Rune Spells- VOLD BLAST - Power attack to blast 1-5 pis. of Power from
the victim. 3 pts,

S Shades, Symbel: thite btat silhouette on a black oval,

TIRITAL g1, TIT ilan-Hovement-Disorder

Rune Lord: Yar-Cloves or Imp. Hands (Florfentine), 2 weapons, Sense Ambush,
i tanipulatory skill. '

Rune Spells: FRENZY - Accelerateg caster to full double speed, allowing
' ; 2 s/r action in 1, Duration: 5 melee roumds. 1 p&.

No Elementals, ¥o Symbol.

KYOV/THE SHATTERER . Cl. IIT iastery-Harmony
Aune Lord: Fist or Kick, hHove Silent, Hide, Sense Ambush, 1, other.

kune Spells: Friests may only use 1 & 2 pt., standard spells, as well as
stackable spells. They may sacrifice Power to gain and/br
increase natural armor at 2 ?oner/i pt. armor to a maximum
add of 3. Priests may also sacrifice to pain extra unarmed
combat damage at a cost of 1 Power/1 pt. added damage to a
maximum of 4.

Secret Battle Haglc Spell: FIREHAMD - 4 pt, Acts as a "Fireblade" spell
for natural wearons, Does not harm
user 's eguipment,

Wo Flementals. ' Symbol: Upraised fist.

LRIS (The Erisian Liberation Cult.) Gl. EIT Lunar-Disorder
" PRune Loxd:; 2 weapons, 1 m1551le, Oratory, INaluate Treasure.

Bune Spells: AFPPLE O DISCORD - Gongures a beautlfnl goldnn apple that is
seel by zll as their foremost desire,
and they will fight to pet (If a Power vs
Power attack.on them is successful)., 35m
throwing ranpe for the apple. 1 pt. sacrifice.

Sm ILunar Flementsls - Symbol: Colden apple.
KONI-OF-THE-AXTD . e IT Conflict-Farth~Han

Aune Lorxd: Pole Axe, Large Axe, Thrown Axe, eapon-smith & 1 other skill
(not sage or alchemist.)

fune Spells: GIANT STREITH - 2x caster's str & (effective) size (Does not

increase actual size) per 1 pt Pwr. Stackable
to i,
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KOHH-OF-THE=AX (cont. ) ' _ B B
Secret Battle liagic Spell: YEAPON FLICHT - 100m throwing rance with

. T SR © _ return. 3 pt.

Sm Earth Tlementals, : ‘ ngbql: Hand axe

KARRATH-THAN/THE FIRE LORD - ¢l, I Chaos-Fire-ikstery
Rune Lord: Bastard Sword, Lonf Speaxr, Comp, Bow, Shori Spear, Hd. Shield.

Rune Spells: FIREBALL ~ Up to a 15m radlus. 306 to total hp (avg,:armor
protects). 40m range. 3pt.

FIRELANCE - 3D6 bean (hits against armor in one locéfion.
' 80m vange. 1 pt.

"' FLARE - Illuminates fﬁm;radius/l pt. Stackable. Standard
duratiom.

FIRE REBISTA&Gr ~ A priest of a fire-element, cult is totally
immune to Ffire damage, as is her/hls
equipment, Any other recipient is immune

o g -~ to normal'fire, and takes half damage (after
0w " armor} from dragon and magic fire,

A1l Tire Mementals, Symbol: Stax

KATN/THE TRANQUIL COD iEr: €1, IT Harmony-Fertility-ian
Rune Lord: Staff Parry, Sling, Oratory, Sense Ambush, 1 other skill.

- Rune Spells. ERALALL - Hesls all hp damage sustained on a living entity
o (1nclud1n{ elementals). 1 pt.

f ";'GURLALL - As Healall, but also cures disease and neutralizes
' poison (it cures what ails you) 2 .

CUR“ DISEASE - 1 pt,
T NEUTRALIZZ POISOW = 1 pt,

“'EASD BIRTH - Cast on an expectings mother Just before laborx.
Allows a paln and complication Lree delivery. 1 pt.

o Elementals., Jo ymbol.

ASLAY/THE CREATOR o ' Cl. I Beastmwertlllty—uastery

Rune Lord 1 bp 2 Hetarsl weapons, the balance in sage skills (beasts).
Bapler, Staff, 3 sage skills' {humanoid),

Rune Spells CUHLALL - 2 pt. See Kaln cult.,
HEALALL - 1 pt. See Kain cudt,

LIONSGIFT - Bestows "human" IQ on a natural, non-intelligent
beast. Boll 3D6 for new IQ. Thé beast speaks the
local lingua franca at native ability, 3 pt..
sacrifice, '

Al Bm Elementals, - Symbol: Golden lion,
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iiEﬁ{Vﬂ\T/THE CEALPION OF KINCS cL. ITL © Fate-law ' '

Rund Lord: Rapler & liain-Gauche, (non-mech) bow, 2 skills (must display a
specialty).

Bune Spells: BAAN - Creates an enerpy sword (1m) that material arior
- % R cannot protect agminst (it slices might through),
although magic has its normal effectiveness. The sword
ig vsed ag a rapler (with impele and critical chances)
end dosms 1D6 +1, It cannot be 'Bladesharped’'. 10 melee
round duratlion. 1 pt,

Fo Elementals., T Mo Symbola
Z]POTE/”HE CRYSTAL ¢OD K CL., I1- Stasig~-Darlness-Splrit
Rune Lord: Heavy llace, Maul, lap Making, Camouflage, i other,

Pune Spells: COLD BLAST - 2nm wide, 40n' 1ong blast of cold that does 2D8
to total hp (half if a Powsx vs Power is unsuc-
CWJLD 3 pts,

SLASIS - Power attack to lock one eﬂtltj into a perscnal
. stasis field for 24 hours. 2 pts.

Sm Darkness Blementals. = = Sjmbolz Red crystal.

DEATH - EBaF, ' ' Gl TX Hastery-Death-Spirit
Rune Lord: Pole Axe, 1 weapon. Dagzer, Hvaluate Treasure, Spot Hidden,

Fune Bpelis: SPEAK JITH DEAD - Caster may ask 3 questionsmofwa dead
entity. 1 pt.

PROTECTION/UNDLQD Friests cf Death only. Fower atiack to
keep undead at 4m distance. 3 pts, '

- CREATE UNDEAD ~ Animetes a corpse (zombie:2 pis, skeleton 1 p”b )
The power must be sacrificed for each undead;
though if the creature is destroyed the
TOwWer may be-reinvested into new undead one
week later. Ranme: touch.

o T ementals. | gymbol: Skull,
THE ANCIENT ONE ‘Ot L By IT Spivit-Harmony

Bune Lords One Panded Sword, Dagger, 3 skills (knowledﬁe or perceptlon)

Rune Spells: GRInSO& BANDS - Confines and immobilizes .a tqrret in Str vs.
S - Str attack (Str 21). Range: :4Cm. 1 pt.

ﬁLAnﬂ BLAST - Slnrle-tafret blast for 2010 (hits agalnst
armor). Range 40m, 1 Pt

"LENILATION - Flight at speed 12 ‘with no charre move. Gaster )
only. 1 Dt . e

ilo Blementals, . o Symbol,
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beinsg the 10th contribution to TLOC by Kay Shapero, 8886 £arhaf£ Ave.,
Los Angeles, CA 90045 (213) 641-3899 (never call before 9 All or after 10 Fii)
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Mirst, a few comments on TLOC 9

JORDAILl BROUN: EP table algorythm looks interesting., “hen I finish fumigating
my Joust program, I'll try it. (Frustration is getting the computer to generate
a host of IFCs - but only having access to a CRT...)// Re specific immunities
(like weres and normal weapons) - maybe toss in another Tudge Hactor of a

given percent (10,5?) for each immunity? // ALCOL?

A'Shain: That's nice, Only...er.,.I just got transferred... T'Isan

BILL BRYG: Well, if your cleric hadn't died, been reported as dead (with reas-
onable proof), regenerated back to life and promptly called up the bank (which
had been informed of his death) to revort a lost credit card...

GEORGE COLE: Iow that's what I call thinking big... One slight gquibble -
your table for mumber of sentient races prescat makes it as likely that there
will be Lt SRs NATIVE to one world as that there will be 1. Judging by the
history of our own world, at leact, if two uctnlent races evolve simultaneously
unless they occupy widely separate niches cne will tend to out-compete the
other out of existance {there’s evidence that several rrimate species tried
the intelligence route, while, unless someoné (Bigfoot?) is hiding awfully ©
well, only one seems to have survived). And a highly competitive species may
eventually make things hot for a species using a different environment, witness
the problems the cetatians have had with Man, .ot that multiple SHs are im-
rossible, but I would -suggest probabilities on the order of:

01~45 = one sentient race <

Lé-65 = two sentient races

66-75 = three sentient races

76-80 = four sentient races
 Alterngtely, simply remove the origin requivement and let the Gil figure it
out after rolling up the number and type of SRs. I rolled up several places
using your system and came up with some really intertaining situations, ineclud-
ing several species (one the decadent remainder of the builders) existing in
a decrepld, disintegrating world-city. I like. // Hmm,..I like that saving
throw by type of damage chart. Thapk you.

T R A L T LT I T R T T HN VS POy Oy VO VI OY R M N PR VR V)
O T S SRR S S R o S O T vy

Pavid Malle was so0 kind as to send me a copy of his new fanzine, ABYSS Quarter-
ly,‘available from RAGITAROY. WTERPRISES, 1402 21st st., H.W, tashington c
20036_for $1 per copy (&4 coples for $3). ‘ ' '

Quite a reasonable first effort, Things I personally found of interest included
a table for calculating the probability of missile hits on inanimate objects

by diameter of object and range {although I would probably modify it by chara-
cter experience and marksmanship) contributed by Lew Bryson; a wind conditions
determination chart; rpoison effects, duration and time delay rules plus a
weight adjustment to poison saving throws; some medieval building cost tables
and a nasty dragon renerator, all of the last by Dave lMalle. There is also a
Vampire player character type which should be useful in tailoring NPC vanp- .
ires, although anyone not in the campaign for wuhich it was designed would prob-
ably want to raise the e» requirements considerably. Also, there is a table for
determining the probabiliity of a deity answering the prayer of a follower dep~
ending on how much gold said follower has sacrificed to the deity in question,
a lot of new spells and monsters, an expedition writeup and other miscellaneous
items. I've gotten much less useful data from far larger publications,
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And now, what you've all Myﬁi;&(éﬁ been waiting for,..
VATCH STATS

For those uhc may not have been aware, the vatch is a trick ky little (or not-
so ~1littlc) energy creature created by James Schmitz in his novel,The iftches
QOf Karres., Vatches are creatures conposed of pure magical pouer (mana - called
"latha' in the Took) and arc firmly convinced that they are dreaming the

eal” (or game) universe - thus,. there is mo real brake on their propensity
for practical jokes - after all, if someone geto hurt or killed, so what: they
were only 1muglnary anyhow, .. The net result is something tith the general
outlook of a H'Rel {see my writeup lastish) added to considerable power.

The only important Valch characteristic is Power Rating: PR = Di00
This is applied to vatck capabilitics as follouws (i’s are minimum PR required
to produce the effect listed)

TREATHENT TOTAL HMASS OF OBJICT

less than mountain  world
man sizged man siged siged sized
nove about 1 : 2 " 30 : 80
teleport elsevhere 5 10 40 -85
on sane planet _
teleport elsevhere . 10 - 20 50 9C
in same "universe's . ‘ o
teleport elserhere 20 30 0 60 © 895
in time
teleport elsevhere - 30 4o 70 ; 98
in the "multiverse” : .
changé appearance 10 20 Lo 80
of object (illusion
oniy) _
hold cbject in - 1 1. 3 8
place (see also
Subdivide)

Mote that this last a‘ssumes a mimimum of other forces operating on the object
to be held in place. '

Subdivide: Any vatch with a PR freater Lha,n 2 can spllt off parts of itself
of PR 1 or preater to perform certain tasks, such as holding an
object in place while the vatch is elsevhere. ilote that if the
‘object is a life form which is attempting to go elserhere, it gets
+2 to its save if the rest of the vatech is not preserzt

Teleport self accura.tely. All vatches have thls. They can be euccluded by anti-
magic shell or the equivalent,

eleT‘athJ. M1 vatches have this and use 3_1: o communicate., They can be blocked
oirtt by lilnd Blank or Vatch Lock, however they have an 80i> chance
of understanding vhatever language nay be in use between the chara~-
cters...

Resist llagic: There is z limited list of spells effectivé against them at all.
these include:
All spec:.allzed anti-vatch spells
ish (if you're careful)
Time Stop (if vatch has less than 5 PR)
Gate
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lesist liagic (cont.)
lonster summoning VII (but it may not go away...)
lind Blank. (seec Telepathy)
Limited ish (agzin, coreful) |
inti-lagic Shell » o
Feeblemind (but mwould you really want to?)
Confusion (sce Feehloming) '
Dispel ilagic (sce below)
Detect ilagic (but you'll probably know.it's there anyhow
Telerathy, ESP ete, '

There is a Zj» chance any.given vatch will be 1005 magic resistant,
in which case it is likely to become suffieiently anrry to destroy
any mage who itries to throw a spell on it (note that the subdiv-
isions of a resistant vatch are alsc resistant, although if someone
tries a spell on one, the veich will not know about it.)

Otheruise, vatch saves are as Ffollous:
Vs specifically tailored vatch spells 87 is 20 - PR/iO
Vs other spells o7 is 20 - PR/5

Vs Dispel liagic - subtract vatch's PR from ijlaze's level. Vatch must roll
this number or higher on D100 to save (note that if mage level is
less than or equal to vatch PR, save is automatic), IFf the vatch
Tails to save, ALL mana in an area of 2xPR feot is dispelied, to
Tegenerate in Pn days, if mana regenerates, if not, then PERUIANGEITLY,
During this time no nagic or magical wveapon will work mwithin this
area, llagical dovices causght in the initial dispel must make saves
as per table on page 30 of lonsters & Treasure (or whatever table
the Gil cares to use), and the mage must save as vs magic or lose
all his spell points, spell ability for the day, or whatever, as
nust any other spell users caught inside. (flote that while objects
and beings brought in later cannot use magic, there is no such
penalty once they are removed again.,)

if0TE: Spells cast on people dealing with the vaich, such as lind
Blank or Anti—Hagic.Shellido 0T allow the vatch a saving throsr.

ALS0 10TE: Treat vatch subdivisions as vatches of the given FR of
the subdivision for purposes of ST, etc.

Vatches are generally invisible, However, spell users (or beings with a psi

of 13+ in systems using a psi characteristic)' uill have a 10% per level chance
of knouing.one is about by "rclling"” it (a scnsation déscribed as like "smell-
ing a grumbled, or Yglimpsing a scent'). Deings capable or relling a yatch also
have a 2. chance o+ seeing one, in vhich case 1t will locl: 1ike a cloud of
darkness containing tuwo cat-like eyes. Seeins a vatch Fives the I in guestion
a +1 chance with vatch handling spells used against it. (To be falthful to

the book, this last chance should probably be only rolled once per character,
however once per level the IU goes up is not unrcasonable,)

5t111 a rather gross beastie to run into; but I think the above is reasonably
falthful to the book from vhich they were adapted. o
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And now we come to the ex?lanation of the title...

Several years ago I considered - creating an entirely new campaign, rev-
ising, or replacing such things about my then-current D&D campaign which I did
not really care for but were already well entrenched, I pot as far as a couple
of lesends and a combat system, then temporarily abandoned the Froject for lack
of time. Aboult a half year later, Runequest came out and I discovered that
Steve Perrin among others had been thinking along similar lines, In fact, T
decided T liked his combat system a lot betier than the one I had created. Not
only that, while I had taken an entirely different approach to magic, some of
‘the Runequesi combat rules suggested & way I might belter organize the magic
system. Belng, at the time, busy enough with Lee's C&5 game, Ficolai's Hellsgate
and space campaligns, various other games, learning Speak With Computer, general
fanac and so on, I then shelved the project again., Well, in a weak monent, I
happened to mention said magic system (still in the conceptual stage) to a cougle
of people and...OK Nicolal, Diane, etc - here it is, you can stop bugging mel
Sugegestions and comments (particularly'of_magical effects) are welcome; this
is still in the design stages.- in fact I haven't even gotten to playtest it
yet, '

CHARACTBR_STATS: Hach character rolls statistics as Per Runsquest, with the

: addition of Spell Order Compétancy. This last is rolled on
a D¢ as follows: '

Farth

Ar

ire

Tater

Hind

Healing

Along with the percentages given in Runeguest, the character
has two magical ones, computed as follows:

Ovn &0 DO e

HAGIC ABTLITY

stat : SRR L 58 9-12 13-16 17-20 ea. addit. &4
Power el = +55 +10,5 +15;4 + 57
Intelligence -10% ~ 5o - +5,5 +10%5 +5:3

Power affects how sirongly a character atiracts mana, Intelligence hix
ability o learn how to use it.

HAGICAL PARRY.

Power | S (a4 - 5% - +5E - +10% +5/6
Intelligence .  ~-54 = - - +55 +5/5
Charisma ~5% - - = +55 +5/%

Power is used to deflect the spell, Intelligence affects ability to recog~
nice where to use it, while Charisma reflects the character 's strength of will.
(lly tharks to Diane liyers for suggesting the last characteristic's involvement,)

SPOLL ABILITY: Each individual has a base of 20,5, modified by Magical Ability
' ~ (seé above) in their Spell Order Competancy. Hir ability with all
of the others is 54 each (also modified as above), with one
exception, This is Healing, which is ONLY possessed by those
who have it as a Competancy, in mhich case the base probability
is as any other Competancy, .

Thus, an individual with a Power of 12, an Intelligehce of 15
and a Competancy in Water has 55 (base) + 55 (Power) + 54 (intel-
ligence = 15, in Air, Fire, and Barth, plus a 20,5 (base) +
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5% (Power) + 54 (Intelligence = 30: with Water.
These perCentanes are used in two ways,

“1rst they determlne the complexity of manlcal effects the:
individual may attempt to create. (see apell Oxder Effects List
below) . :

_Second they determine the ‘“%age chance of guccessfully- produ01np
a maﬂical effect as follows: ; :

An 1nd1v1dual S <age in a given Spell Order * is thear prob-

- ability of doing 5% difficulty effects. Subiract 5% probability
for .each 5,5 hicher spell difficulty. Hote that there is.an -
‘upper limit of 95, on all levels - 965 or higher always fails.
Thus, an individual wlth 75 in Alr can.do 755 complexlty eff-

ECtS at 5/0; ?O/O a-t 10,-..', iO/D a-t ?O/O, al’ld 5/3‘ a,'t ?5/0-

Heallng is an exce;ilon. r"here ig always at least a 307 chance
of creating any effect the individual is capable of accordlng
to the flxst rule, otherwise modified as above.

HAGICAL PARRY: Individuals attacked/éffected by magical. efiects may attempt.a

parry roll,: fage as glven above., If thls is successful, the
mapgic does not affect them,

HAGIC COSTS: Successful use of magic costs 1 power point per 20,7 of complexity,

EVEN IF TARGET PARRYS SUCCESSFULLY. Power points regenerate as
per Runeguest,

INCREASESs:Successful use of a spell in a stress situation (in the case of an

(AL E:

attack, spell must not have been parried successfully} gives the
individual the chance of making a roll in that Order to increase
their ability in that Order as per Runequest Ixperience with weagons,
with the addition that there is ALVAYS a% least a 5 chance of
improviement.

Successful use of a spell in attacking another sentient being also
allows a Power increase roll. This is as per Runegquest, with the
exception that there is ALTVAYS at least a 5~ charice of 1mprovement
There is no.maximum Power 1imit,

Successful use of Hagical Parry in a stress situation gives the
individual a roll in Magical Parry. Treat as per Runequest shield
Darry.

NOTzm: As with Runequest, no matter how many times a specific
Spell Order use, Parry, or Spell attack is used, an individual
may only make OHE roll in each category per expedition.

llartin the lercenary, in Cuirboli armor while helping to guard a
small caravan is confronted by & large bandit in chain, Belng Harth
competant, and currently at 50,; in that Order, and not lixing the
odds, he decides to try and slow up his opponent by giving him about
10 .grams of sand in the face. This being a 10% difficulty skill, he
has a %5/ chanee of success, He rolls 30, meking it, The bandit,

not caring to get hisieyes full of sand tries a parry, at 253, He
rolls 60%5, blowing it. After the fight, Martin gets a roll in Farth
magic and in Fower. He needs {100 - 50)p = 50,5 to go up in Farth magie,
and, since his current Power is 14, (20-1L)x55 = 30;3 to increase his
Power. If the bandit had made his parry roll, he would have had a
(100—25)p = ?5ﬂ ohance of improvement,
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SPELL ORDIR3: Thile there are no discrete "spells" as such, the magnitude-

BARTH:

ATR:

and thus the percentage difficulty of an effect may be found ;
either in the following lists, or figured by comparison to the
various effects mentioned.

The distance at 'which an individual may éreate the following effects
is assumed to be touch to one meter.Past that, add 5% per extra neter,

For every 5. up to 40,5 may tk earth-derived object up to a mass of
101, where = the amount allowed at 5> less, with 1 gram tkable at

.55, From 454 to 1054 add 10 ilr per 104, and double thereafter for

every 154

For every 10y increase between 15,5 to 054 may accelerate as per
sling any solid object of mass 10N ‘as above, where 100 at 15%=1 em,
Thereafter add 10 lig per 10,5, Note that individual must be able to
tk the object to be slung,

For every 5,5 increase between 25, to 557 may tk any solid object of

10l mass, where 10N at 255 = 1 gm. Thereafter, add 10 Mg per 10,

For every 55 from 50y to 80y may create/remove 10N mass of dirt, where

100 at 50% = 1 gmn. Thereafter add 10 lg per 104

For every 5. froem 755 to- 1055 may c:reate/remove 10N mass of rock of
porous consistancy (ex. Sandstone) or less, where 10N at 75% = 1 gnm,
Thereafter add 10 Hg per 10,5 tlay not choose type of rock to be created,

For every 5s from 90y to 120,; may create/remove 10¥ mass of hard rock
(ex, granite) where 10l at 90,0 = 1 gm, Thereafter add 10 lig per 10/
M1l not affect worked metal or materlals of corundum (ruby) or higher
hardness.,

For every 5% from 120w to 150, may create/remove 108 mass of any rock
(even diamond) or solid earth-derived substance (ex., metals), where

10 at 120% = 1 gm. Thereafter add 10 iig per 10%. Will not produce
unflawed gems or metals but substances of the average quality and

in the state one would find them in the ground, Add 10i% to choose class
of rnaterlal, 20% to specify exact type.

At 150,5 + may summon Farth Flemental,

direct winds - Starting at 54 with 5 mph winds, increase ability to
direct winds to a specific direction by 10 mphoper 1055
added, Increase difficulty by 10,; for every 30  over
60° that the wind is to be changed from its original

direction,

cause winds - starting at 10, with 5mph winds, increase ability to
créate winds in any direction desired by 107 ‘per 10
added.

create breathable air - enough for one person for 1 hr - 80y . Add 10,a
Tor every additional hour or person,

alter molecular content of existing air - Base is 100% for 1 2 foot
cubical area. Increase 5% per
additiconal. 2 cubic feet,

fly - (by directing winds) liust be able to direct a 45 mph wind (454
if wind already present - will fall if wind drops, Flus can only
"fly in direction of or within 60 of wind. 507 if wind must be
created. To avoid affecting everything else in the area must have
sufficiently tight control to handle 95 mph winds.(95.))
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concen‘trate winds - to create winds of given speed in a 4 meter -
radius must be able to handle winds of double
the desired speed. For every deorease in radius
of 1 meter, double again,

Tor 150,3 + may produce A:Lr Elemental.

Tor every 20% past S,J to 140,9 nay create/ ext.lng%sh 101 (uhere =
the amount allowed at 20,5 less), where 10¥ Thereafter,

add 2N per 2075, Something must be present for the fire to burn
(assuming one is to be oreated) yhich is reasonably flammable

.-'.(coa,l, wood, leaves etc, E

- : ; . o

For every 10y} may warm/cool an area equivalent to- the amount of

.flame that mey be created by 1 . liust have reasonable wind contrecl
,’to preven,b 8.1.[‘ sc treated from depa.rtln

1ntenSJ.fy fire - created flres burn at the temperature normal for

" fires burning the indlcated na,te:clal (as per Igmite}, For every

increase in temperature of 50i: above normal, the spell must
be recast (for additional roll, and Power poini:s);- Not that this

- alsc increases the rate of burning a proportional amount.

‘ignite marginally flammable objeécts - IF no more readily inflam-
‘able than green wood or the like is available, 1t cosbts-an extra

- Power point to start the blaze, and the size is 1/10 norrﬁal..

UATHR:

HOTE: Range

HEALTHG:

dace
20,5
30,3
40,3
50,5
604
70,3
1205

"For 150% + may produce Tire :lemental

For every iO;S past 5 to 756 may control 10W (where N=amount alls
owed at 573 less) volume, where 10N at 5% = 1 liter. Thereafter
add 2¥ per 5%. .

For every 20 past 35,5 to 14055 may create/destroy 10¥ volume -
vhere iI= the amount allowed at 20,5 less. Thereafter, add 2 per
2055

rain - Assuming clouds are present (see Wind control)}, may cause
rain at 70,5, This gives no control over the amount, which depends
on the type of c¢loud available. Clouds may be created as per .
create/destroy water and will produce the amount given, If it's
cold cnough, the results will be sleet, ice or show.

‘Por 15035+ may produce tater Elemental,

for all Ilement Spell Orders is as per Earth,

Gffects are as per the Runequest spells for Healings I - VI

' effect

Healing I

Healing I

Healing I1%

Healing IV

Healing V

Healing VI '

Raise Dead (Costs the raised individual's total hl‘t points in Power
Points, 3 of which are not regalned Power storing
devices may be used to supply up to -z-;the needed Dower.
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HEEALTNG (éonﬁ): Range of all Healing spells is touch. '

PEHD:

Jage
5%
10,4

155
205%

255
ot

Lot [

502

55,5

6045

..65_/;;\
Ko
< PR

F 8043

855

_ .90',3

9573

1005,

10555
110;;
145
1205
T125,5
13045
1356

~1ho
14553

Range

ERE I N A )
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is 1 meter rius 1 meter per Sﬁléver normal value.
efTect ‘ : . : s
detect presense of other life (unshielded)

‘detect presense of unshielded intellipgent life (as distinet from

.+ 1ife in general)

savaaa
TR R FES

v ‘
glar pa W

LR I

recognize unshielded emotions.

‘read surface thoughts of unshielded minds, detect shiclded minds.

shicld own thourhts, read. deeper thouphts of unshielded and coop~
erative minds (must drop own shields o do this). recommize
shielded emotions, (note - shield improves parry by 104 + 5, per -
extra Power point up to 10;if attack undetetected,shieldiage is parry)

transmit thoughts to unshielded minds (may not shield while doing

so), shield own -emotions, itransmit own emotions,

attenpt to read deeper thoughts of shielded mind. Hay continue

-shield 1f doing 155 effects or less, read emotions of unshielded
- mind undetected if roll is 105% less than required (or 1,5 ih any

srre e

Tr e aas

YRR
iresas
‘li!‘l"‘l
‘c‘_-fia"g 2
‘.-:..l.-ll
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event), Parry is only allowed if attempt is noticed,

may read surface thoupghis of unshielded mind without being detected
if roll is:10;5 less than reguired (1% in any event). wav irausmit
to shielded minds (roll shield jage as though it were a parry,

full parry if recipient objects.) o :

‘produce visual illusions,

any of the above undetected if 10,; less than required rolled (1 in
any. case). Parry allowed only if detected,
produce auditory or  olfactory illusions,

Produce gustatory or tactile illusions.

combine’aily two of the above illusiocns,

- combine any three of the-above illusions,

combine any four of the above illusions,

‘combine all five of the above illusions, breafe single 1llusion

undetetcted if roll 105 less than required (1, in any case)..
rroduce mental illusion. Truth-read. create double illusion undet-
ected 1f roll is 10% less than required (or 1,7 in any case),

improved shield (Mind Blank)(as per shield, may not create other
‘effects while this is up), influence .the actions of another. bheing
undetected if roll under 10,6 less than required. (or 1.7 in any case)
create illusion involving 4 types undetected, ‘
¢irect control of another beingy if unshielded. create Sway 111-
usion undetetected if roll is 102 less than required (or 14 in any

’case).

L N A ]
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direct control of unshielded beingundetetected (usual criterion),
create 6-way illusion undetected {usual criterion) B w s
diregt control of shielded being, mind fog (dulls other's percept-
1071S . ' '

direct control of another being undetetected (usual criterion) and,
if undetetected originally, unknown to victinm, vietim is mind-dulled
and may only handle siniple tasks, g e F e

direct control as 1157% except that victim is reasonably alert,
direct control as 115/ except that victim remains in comtrol

until specific order glven. . -

influence 2 minds in anything less than 705, :

influence 2 minds in anything less than 80w, 3 in less than 70,3
influence Z minds in anything less than 90:5, 3 in less than 803
influence 2 minds in anything less than 100, -

* check again in stress situations for cither victim or spellcaster,
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1ned for spe01f1c effects - i,e. fire + wind for Ffirestorm; water + air fox
thunderstorms and go forth, To accomplish such thinrs, the individual nust make
the requlred rolls for each component séparately, and also pays the combined
Power cost ifT successful (Otherwise, neither effect occurs and there is neo
Power COSu) It is possible for.different individuals to combine efforts if
they can form a mind-link (30,7 I[TID spell), iach individual must be able to
handle not only their own component, but understand all the others (although
they need not have more than 5 chanCe of actually Castlng the spells the
others are do:.ng) -

v _ A swtg o a ; e se u . sz e . - st . u
SH m oy WO gy ghe rG ' i % 23 ’ = " T w % < w iy E<5] =+

nell ﬁhg}.s it for noﬁ;‘Any surgestlons, Eomnents gtc, are Qulte welcone (1n‘
that may cause me to chapge the entlre HIHD Seguence. n31~h’ the ;Ioblems
with Publlshln& materlal still in the works...)

<] 2 i, . 2z i i, an an e e a Ea
w iy o bl " P k5 h n o W 3 W o %

Since the last report, T'Isan and company have been on a number of runs, of
vihiich the followlng was one of the more interesting, Here's T'Isan, then...

»»»»»»

MULTIVERSAL HAYPOLL

Staying in the Hepemony did have unfortunate ‘side effects, notably problems
for the priffin pride which 1 had so drastically departed. One member, Jordan
(who else) went so far as to come on in himself, becoming an Altan named Au
Ir Shain (well, he'd Wished to be a member of Tuu pack, but the dice scemed
to have thelr own ideas), only to find himself shipped out to Asawo (Hessiar 31
- Androreda if you like). So it got a bit lomely at times, even with T "Ko
around to talk to. Still, I seemed to fit better here than anywhere else I've
been, and 1've had choice of plenty of places. 4t least as long as I'm given
exploratory assisnments and not. stuck behind a desk, or involved (crlnge) in
polltlcs. ("I do not tease Vatches; travel wnith H'Reli, or get involved 1n
ATtani polities...”) .

The planets we were assigned to investigate were interesting enougn. 1
doubt any of‘the crew will forget one of them; a place where the carnivores
had deVeloped along with claws and teeth, extremely powerful telepathlc
strikes a3 weaponry, So all exploration had to be done from within mind
screens. The only real danger came when our Survival Ekpert, iin-Po ' Ira Alis,
her attention. perhaps a bit distracted by ¥Ysan Ir Sind's driving (forests
secem to brlng out the glalom fan in hlm) failled.te notice what we subsequently
named’ &’ zap~tlger until it sprang into her lap. Az interesting time was had
by all (Y'Sind manaced to stun X'P'Alis by mistake), but nobody was haimed,
including the zap~tiger which was last seen snoozlng; away in a cryo tank, I
think it wound up in the =zoo when we ot back, K'P'alis, upon. recovering from
this nonsense spent the trip back carv1ng wood models of various beastles '
including a 5" onhe of what we called a - uallawhatzlt as 1t looked vaguely like
a wallaby, which she presented to ne. It's currently occupying a space on my
cabin' desk, clipped next to the holograph of a space whale (with a scout ship
near it for scale - obtained from a Han zoo), the holopraph of a Jovian
planet with several rings, all tipped with relation to each other, and
the holograrh of & space whale that makes the other one loock like a scoutcraft,
these last two from various trips, 1nclud1nr one where we ran into a fleet of
the larser space whales crulsing obliquely throush the ralaxy. {Someday I'm
roing to find a way to communicaie with those things., ) At this rate, I may
have too many souv1neers to see bhe desk...

, A couple of missiocns after the first one (and about 4 years or o), L was
transferred off Han to one of the nearby systems. At about the time that ny
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mail (mostly from A'Shain) caupght up with me, I was transferred again, to yet
another system..7or about a week, after which I found myself back on Han,.

Then out at a research station. I was seriously wondering if 1'd offended

the 3tar Arm equivalent of PFC Wintergreen when, about a month having rassed
since the beginning of thewe shenanegans, I found myself arain on Han, this time
on the southern continent south of the antartic circle, Sirado Base - the most
security-minded installation on Han. I wds getting a bit paran01d~(although sure-
1y if I was in trouble, they'd have told me by this time), when T ran into &
rumber of old asscciates, also stationed here after being ;1ven the SCenlc tour
and the pieces started to fit together, j

Bure enough, they had thls mission they didn't Enow about...

. A scout about a year ago, had located somethlng truly wierd. A 1arge, 1ncred—
'1bly massive flared. cylinder, floating 'in space, and rotating with greal :
rapldlty. The pnysicists took one look at the report and began making making
excited noises about the implications, and the Paratemporal Arm promptly sent

a hundred or' so (unmanned) probes about it in tight spirals to see if it did,
indeed, have the mredicted effect on local space~time. Of: the few probes that
actually returned, most were in somewhat battered condltlon, elther from damage
taken while going around the thing or from subseguently returning hundreds or
thousands of years the hard way. Some showed sipns of hav1ng been fired urpon,

Ha.‘ﬁnrr potten about all the 1nfbrmatlon they could reasonably expect to 5et
fron unmanned lookee-peepérs, they then decided on the next logical step. Us.
e were to be glven a Paratemporal ship the equlvalent in most respects of
the usual armored scout, except that the AVS Starsiorm was considerably more
heavily armed and armored, plus being able to travel paratemporally, along
with the usual Jump and normal space drives, Our missiern sas to go loop -around
the cylinder as many times as I felt reasona’bly safe, note: where we went:, -and
et back with the information, : R hBE

TIn ‘order to boln with that last, ue werc'also assifned a Paratemnoral:officer,
one Ysan Ira D=, vho was to operate the Paratemporal drive, I vas also given
scne practice in running it, in case of emolencies, but wounld normally stick
to operating the other tuc drives. And commanding the ship, :

The rest of the crew was as Ffollows:

Exec: Tou Ir Larin. A good officer, and one I_g.wﬁ&ked.wxﬁh.béfbr@e
Seourity: Tl Ira Ko, Auwother old associate. / See TLOC 8/
Heapons: Tax Ira Tiaou
Medlcal: Selaras Kavian Hikaras Heval. Caka g' Erkaras) A.Bealet. ,
Engineer: Sam Ir Plezmom. ‘ ) '
Ueapoms Tech: Akal ¥r Xo. . -
Compunications: Sux Ira Lim, , :
Scientists: Culiwral Anthropologist: Kal Ira.Shem.

Planetologist: Tuu Ir Sin,

Botamist: Bakal kzrkav,

SGecoleopist: Camerol Skal,
Surv:wal Bxpert: Kin-Po Ira Alis,

A rood group, Judging by those I already knew, I remember reflecting that
it was probably Just as well ¥' Sind wasn 't alonrs, I could just see him trying
to take samples of the’ Cyllnder.“ Fow as long.as I could keep the Demon -
Biolopists from making off with everything organic that wasn't nailed down, .
we should do all right.

Thé trip out to the cylinder was uneventful. The artifact was visuyally unim-
pressive until you looKed at the instruments and realigzed a) Just how-far away
thé thing was, and thus how LARGE and b) what an epic gravity, ete,, etc., flux
it wags generating, This could be a real roupgh ride, One more reason for going
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through at full Battle Alert, '

Considering the latitude of our orders, and in the hoves of not being too
thorouphly battered, I decided to take one loop &dround in the spinward direct-
ion. : ' '

Despite gverything I knew about the cylinder, I was half expectins to come
around the other side and be back where we started from when (bip!) for about
12 nancoseconds (too fast for anything byt the commiter to notice) there was
absolutely nothing. At all, And then, we were about a dozen AU out from an Fy
Primary with several planets, and about 5,7 AU fron another cylinder, this
one eclrcled by unfamiiizr beacons, R ‘ o

Ye spent about 91 hours surveying the stars and trying to figure out. where/
when we were. Ve were within 200,000 years of home, anyway, since S Doradus
could still be found in the Hapellanics. e were headed for the cylinder, intending
to cautlously investirate the beacons’(we'd found no' signs of intelligent life
on the planets) wher 'another ship came out From around the cylinder at about .995 c
and slowed to about zero, relative, in less than a second, and 12 AU, Now '
that  was impressive...X put us back on Battle Alert just in case, and had S'Lin .
try to open communications, ’ ' o

The response was nearly as startling as the unknown's entry, Large amounts of
data came flooding in in the system programming languages understood by the-
computer, This went on for a while, and was eventually replaced by a dual broad-
cast in computer language and L 'Doran Universal. They introduced themselves, as
did we, exchanging visuals. Their ship was of a type similar to ours, and they
were humans, of a group who hadn't seen anyone like us before. They came from
a world called Karres.

At this point T was suddenly very glad no one was Llooking over my mental
shoulder, The Hegemony, and presumably T'Isar, had no way of knowing about
Karres...but Kay had known all about it...and therefore so éid I, All too aware
of the final mission report I was poing to have to make, I realized I'd have
to be very careful not to let my knowledge show, or appear too reckless,

The conversation was friendly enouch,.

I recovered from the instant of mental confusion as S'Lin mas saying "Do you
know who built the beacons and the culinder? Nothing we've seen in this systenm
Cclves any indication.”

"Uell, we built the beacons, but we haven't any idea either who made the
cylinder. Ue have mapped a few of the locations you can reach using it,out
aren't even sure whether there are several eylinders, or one in different places
at different times. Certainly, there's nothing much on the.local worlds but
planetaries, " . o 5 .

"Planetaries?” £'Lin, both biologists, and T'Sin, the planetologist were int~
erested. a : oA R . >

"Hadn 't you heard of them? They're energy beings which live on planets, Sonre
are very defensive about their territory, but most tend not to manifest them-
salves, Huch nicer than vatches," =

"Vatches?"

"If you haven't run into THHE/, consider yourselves lucky., They're like the
planetaries, but not tied down to planets, and take considerable delight in
vandering about universal sub-sets not thelr omm causing trouble,”

S’Lin countered with a description (?) of the Quori, a rather malicious croup
(or Tossibly single being) of somewhat similar construction, fortunately = .
extinct, Ue think. And there wds an exchange of mutual "This I can do without's.

"I see. I must say I adnire your sveed at deciphefing‘unfamiliar lansuapes,
That sort of alporithms do you use?"” S'Lif asked.
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"Let's just say it's a native talent...” S :

I'1]l say, I thou&ht VIRY prlvately. Klatha llnfulsts. that next? I took the
time to give T'Ko most of what I knew. Youldn 't hurt to have two of us with the
information, And 51ncerely hoped. we wouldn 't top off the expedltlon by running
into a vauch. : : ,

- As they were about to ‘depart, and we dldn t have any real plans as to where
to go next, I asked if we might drop a beacon of our o, and then tag along.
They had no objeciion to the beacon, but told us they'd have to vote on our-
other request, This took a while (and caused a certain amount of bew1lderment
among our cres), but the result was favorable.

So e placed a Paratemporal beacon ang, once again at’ Wattle Alert, fbllowed
uhe Karres ship once around the cylinder, anti-spinwaxzd. . .

Thls dlrectlon proved rougber than the other had been. The shlp was rourghly
btattered about, and somehowu K'Shen was knocked rlght out of her restraints and
bashed her head against the edge of hér desk Larln, who had some medlcal
training, was first to reach her. She was unconscious and in very bad shape, and
it was as much by luck as by skill that he and the Healer between them got her
back to Sick Bay, partly patched up and into the Life Suppert equipment in time
to. keep her alive., It took S'E karas 16 hours to recuperate from doing the
Healing; and K'Shen several days before she could safely be removed from the 1ife-
support systen, ;

. The ship 2tself had taken some danage, and our Ffirst priority was to start
repairs. That done, we had 5 look about and discovered that contrary to what
one might expect we were not back at the oripminal start, despite having gone
once spinward and once anti-spinward, but were insitead about 5 AU out from '
a (2 star, There ¥as a planet located at about 1 AU; presumably our gpal.
There were also 8 ships present as a welcoming committee.’

Ue made the usual star pattern survey, set another beacon {argain with their
perm1551on) then fbllowed the ships in to land on the planct., I Just hoped
“‘the hifher ups wouldn't think I was being too incautious; I could hardly tell
THEI why I was reascnably certain we were in no danger. Birt - then, hunches are
permissable as long as they turn out all right. And if this one didn't, the
odds were agalnst my having to report back at all,.. :

After carefudly explaining to the locals that it wasn't fear of them, bift =
rather of allergies to some of the local life forms which was responsible fox-
ouxr wearing light @nvirommental suits, I sent out a small party to talk to
them, In fact, the situation being one of those where practical politics suggested
the Captain. put ind an appearance, I left T'larin in charpe of the shlp and
went mysélf, along with S'Lin (as communlcatlons expert) and K'P'Alis, And a
reasonable cage of . the nerves... -

e were greeted by three individuals., I’ 1ntroduced myself by name, and one
of them, a cheerful-looking woman of mayae 40 years of age turned to one of
the men and’ held: our her hand, "Pay up s she said,

He nugpe;eg sonethlng, and handed her a cpuple of bills,

I introduced S'Lin and K'P'Alis, which got & similar reaction, then, at the
mention of the b1010{1sts 1nterest in uamples of vegetatlon, the other BAn
vanlshed.

By the tlme we'd Tipured out that he had, 1ndeed fone and not merely {?)
become 1nv151b1e, he was back with a wicker basket full of plant samples, I
told Bakal iarkav she could comg out and fetch them, She did,. the man let go of
the basket, and it floated over to her. she took- it, and once inside gave the
basket (mlnus the cuttings) to S'Piesou supgresting he try and find the concealed
contra-{xav unlt, There wasn't onei.. -
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back into Jump for a short hop (short ranpge Jump drive being what 1t 15, I had
an even chance of’ coming out anywhere between 1 and 10 AU away), only to

come back out of Jump directly in range of the cther ship. The odds apainst this
were extremely high; but there it vas. And every bit as pugnacious as its |
fellow,too. Sigh. By this time, I had a falr suspicion of who we were dealing
with, and suggested as much to 5'lin, at the computer. Anyhow, right or not it
was going to be several minutes before the shlp was cbarged up—for another

Jump.

There was uhe chance that we- haa'the normal space leps on them, This wasn't .
cur war, and I had no parilcular d951re to fet mixed up in it if it could be
avoided. 80 I gave orders to T '"Tiaou, vho as Yeaponsd officer currently had con-
trol of the ship, to accelerate away lrom,tne other ship at maximum speed short
of piling on several extra s, on an evasion course. Iforing the hing, ihey
charged after us at even hirher speed, Tiring and scoring a hit which didn't
ret past the shielding., I gave T'Tiaou permission to. fire back at them, which
she did also scoring a hit, this one rather more serlous. And so it continued,
ie trying to dedge and evade, in the hopes of fendins off this pest until the
Jump drive was operable; they charging in in an a2ll out atfack. Sincé we.seemed
to have much better shielding and srmament than the other ship, I don't think
any of us were teking this quite as seriously as we should have, until their
next shot not oniy got through the Shleldlﬂi, Jbut right through the hull, dam-
aging T'Sin's cabin, and cllppln{ his suit, ilet result; one comnpartment opened
to space, and one very dead planétologist,

Suddenly, this was not at all funny. I discovered my dlaws trying to-extend
past uhe gloves of my suit. "Ueapons officer”,;l said very quietly,"l-want,that
ship.' . ‘ : ;

Contlnulng to evade, but mne longer trying to widen the gap between the “two
ShlPS, T'Tisow tried just that. He hit again (in fact, thanks as much or more
to T'Tiasou as to the battle computer, we never missed once), apparently doing
nore damage, and once again they hit us, This +¥ime their shot apparently hit
Just above the bulkhead between Sick Bay and the bridge, killing both the
Healer, S'® karasy and T'Larin, the X0. And T began seriously considering
use of that Msh I had brought with me fxrom the fantasy game world to change
the point at which we had come out of Jump by several AU, thus avoiding this
character entirely. In fact I was zbout to do so when I realized that that
expanding ball of gas on the screen was the other ship blowing up.

S0 the fipht was over. I could still use that Wish. I could use it now.
But...,the firht yas over, and we had taken comparatively minor casualties, Released
from his battle station in Sick Bay, Adareth fluttered over and perched on my
shoulder. And I considered. Supvose he had been killed; myself perhaps thus
rut out of action when the crew might need me the most? Or suppose the ship
took such a pounding from a fight or one of those cylinder crossings that it
became inoperable? Or what if I were wrong about our present location, and
we got thoroughly lost? Ho, the situation was unpleasant, but it was not
worth using the only Wish in this part of the Iultiverse. I'm sorry T'larin,

8'E karas, T'Sin. And %o you, too, unknown ship ~ but you started it,.

S'Lin showed me the computer's identification of our late antagorist, to at
least 98%. Sure enough; the Harth Empire, of a time 1200 years or so¢ before
our departure date, during the Second Empire-Hegemony war. Ironic, I thought,
that I should give up first being a human, then a (riffin, to wind up fighting
humans operating under the Gryphon ensigm,

Knowing vhere we uere made it possible to go heme., So this tine we used the
Paratemroral drive (operated by Y'Ra) to o forward, about 30 external years per
internal hour, meking ship repsirs along the way. Je arrived back at the base and
were greeted with "that are you deing yere?”
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Meanvhile, the conversation contimied gs local birds chirped and flapped ]
around and the other signs of spring made themselves felt. It was most annoying
having to remain in the Environmental suit, 2lthough it would have been a bit
varm for Altani out, at that, 4 very restful place, Karres; I'd have to be care-
ful not to forget our mission, This was, after all, a First Contact situation,
albiet a decidedly unmusual one, Semewhere in the distance, someone was singing,

"You really should Iearn not to bet with her”, 3'Lin observed to the man -
vho 'd lost the bet. - '

liy oun comment was "It must be entertaining to be a Precog. .

He spent about 24 days on the planet, learning a bit.about the local life
forms, rocks etc, but not much more about the Karres folk themselves than we had
at the beginning: Nor, to be fair, did we tell them much more about us, Nothing
about -Faratemporal travel, for example, K'P'Alis picked up a few mére samples
of her own; carving-sized chunks of unusual woods,” Well, it's one thing te do
in between planetfalls;I suppose. I was barely learning to play the recorder ati
the time, & somewhat more earsplitting hobby if you aren't careful where you
praciice. ' ' , . ~ o

~ Once we had all the data: we were likely to ret on this'Visit,twe lifted ship,
Star maps indicated we were within plus or minus 10,000 years and plus or mipus
5000 light years of Han.

Ve had been under way for a little over one third of the 1475 hours estimated
1o reachings the cylinder urider normal space drive, when we discovered just why
they had been so unconcerned at our placins a beacon in this system, To the
complete consternation of our pPlanetologist (and everyone else, for that matter),
Karres came sailing out of its orbit, passed us, and headed for the cylinder!
A stunned 3'Lin transmitted “Coodbye..." '

"B seeing you" came the reply.
"and you.,." I answered that one myself, Someone out There is a Prisoner fan,..
They took 6 laps antispinward and were gone, | '

Dventually, we reached the cylinder ourselves. Hot caring to risk the -
pounding we'd have potten trying to copy the planst's tacties (it would probably
have shaken the ship apart), I decided to try the next stop on the route the
Karres folk had told us of, and made 1% laps spinward, at Battle 4Alert as usual.
There was no trouble, : : : :

thile there was a star nearby, there were no planets this time, merely assorted
space junk, thoever had constructed.these things presumably wasn't using thenm
to commute between planetary systems. We'd spent about 11 hours taking star
sightings and the like when two more ships arrived, this time dropping out of
Jump instead of Ffrom arcund the omni-present cylinder, (I kept supressing an
urce to look for a "Honolith Enterprises"” label on the things. 2001 space
oddities?), Both arrivals immediately went back into Jump, one of them
emergings less than one AU from us, thus riving us a good look at them, (Yes,
lisht-speed being what it is, we actually saw the second ehergence fiist, but
I'd rather keep this in chronological order)._It was aPparently an armored
scout, similar in nature to the ships we normally used for exploraticn although
it was not of any familiar Hegemonic configuration, nor did it have an IFF
beacon, Putting the ship on Battle Alert and feeding the data into the computer
to see if it had any record of this type of ship, we attempted to contact the
other vessel, receiving only a seguence of radar pulses in return, And the intent
of thosc seemed to be ranging Father than communications, for the other ship
pronptly fired a couple of missiles at us, ' ‘

There are limits, Feeling no need to hang around this unsociéble type, and at
the same time not wishing to get too far away Ifrom the cylinder; I took Starstorm
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Visions af having come back to the wrong time line fogging my weary brain,
I explained.

"Oh. You overshot, You arrived 2 years a;o - go back then and report in."
I SCE,y 4

e did so, and spent almost a year (in the creuw's case) and a bit over two
(in mine) in debriefing, T'Tiaou's rroven excellence in performance of her duties
earned her & promotion and transfer to the Paratemporal Arm, Fleet arranged
for 5'E karas' ashes to be sent to her family association (the R'Den tend to
do everything differently from everyone dlse), and rave both T'Sin and ¥ 'Larin
the equivalent of military funerals, T'Larin also received o postumous transfer
to Paratemporal and promotion, I'll admit I can think of better ways to be
mromoted, ., ; - ' ' : :

Well, there is the (rather florid) Fleet motto:

"lle struggle, that others micht live in ease,
lie fight, that others might live in peace,
Ue die, that others might live,

We are the Arm," '

(11 the same, I'm sorry I didn't have two ishes,..)

~~Comrichterobteron Tuu Ira Isan

-):-%-X-'):-'X‘-){--h’-%-)(-—}(--}{-:‘i-z‘f--}&-}'r-k’-é:"-K--)".--X-%-?{-7‘<--}€-~:{--?C--}C--)9-}€--I\‘-%--31-*)‘5*-,‘(-%-2(‘%-%(-—}%-)&
4% you can see by the sipnature, T'Isan's been promoted a couple of times since
that particular run, I may be writing up some of the other trips as time pro-
gresses. Nicolai has been keeping notes on them, And there have been some
interesting, exotic, or just plane ridiculous episodes, including the time one

of the Survivel Experts (not K'P'Alis) shot herself in the tail with a stunner
(fortunately it wasn't a blaster),..

Bye..s ..
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BILL KEYES iz an everconstant source of questions. Here are a couple he had on
CULTS OF PRAX , :

1. ¥hat s tho cost of Evaluate Trade Goods for Issaries Initiates? :
This i3 actuailly the same skill as Evaluate Treasure, and costs the same
a5 Evaluate Treasure does to Lankhor Fhy Initiates.

2. Can Chalanz Arroy members attack Undead?
ho, but they can defend themselves from them, since they cannot truly hurt
them.  OF coursz, they have problems doing so, since they are untrained with
WOADORT « v . ,
Would they want to {attack undead) if they could?
Mo, but thay will defend, as above.

3, ¥Why dossn't the Eirithe Cult sell training in Find Water and Find Cattle
Food, as & source of income? The skills are free to members and so there rust
be a lot of mostors around, and the skills are fairly simpie:and harmless.
Tho Cult survivos baczuse it is the source of the ability to Find Hater
and Caitle Food {among other things). It is a cult secret. They earn more
money by using the skill to find the substances for others, than selling
the treining. Basides, barbarian cultures have little use for money, - ¢ ..

AND, from RUNEQUEST II, Bi11 goes on to ask...

4, On learning languages, aiternate systems. Method #1; Learn by spepking to
to peoplz vho raturally speak it. “Learn a ianguage by spending a wesk at 4
hours a day, with 20 Lunars expenses.” Does the character have to know any of
thelanguags o start with?

Yes, rust be ablc to speak at the 31-50%, assured communication, level.
What's the 1imit or ability one can learn with this method? If there is none,
it would cnly take 18 wosks and 360 Lunars $o learn a language from scratch
to 0% (with no knoledge bonus), i you stayed around diplomats and the like.
This §s mueh Tess than the cost of learning 5% from the Sages.

The Timit is one's INT x5%. Also, a successful EXP roll has to be made each

week for the incrazasz to be made. Sorry we didn't bring this up in the réles,

but no cnz questioned it fromthe previous edition, so we didn't think about
it. '
Methed #2: ihds §s much cheaper than the Sages, takes much iess time, and can
get you aleost as far (few want to learn languages beyond 75%). Does anyone
ever -buy lancuage training from the Sages?

Hezm, dcfinitely an "Qoops." The time taken by Tearning from a traveler

snould ba twice as long as formal training. Also, the campaign referee is

responsibie for determining just how many traveling language teachers there
arz in any one ared... -

=
oA o2

ON SPIRIT .COMBAT A

A convention of play which didn't make it into RQII is the ability to ignore
Spirit Attack. This mzans that a character who is attacked by a Ghost or a Shaman's
Fetch or controlled Spirit can refuse to fight the attack. This has two effects.

1. Taz Spirit will bz able to take POW from the victim without danger to itself

: and the attack will keep the victim from using any POY to make spells
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2. The victim can continue Co moy
operaie physicaliy as i

2, attack the shaman perhaps, and otherwise
f he was not in Spirit Combat.

This technique is particulariy useful when the oniy way to possibly survive
a Spirit Attack is to ki1l the person who sicced the spirit onto you.

ON SUSCEPTIBILITY TO SPELLS THROUGH MIND LINK

Page 62 of RQ II states that someone in Mind Link with a character hit with
a spell such as Demoralize is also susceptible if the attack roll would ordinarily
affect him, too. There are a number of points which should be made here.
7. This alsoc applies to speils like Befuddle and Fanaticism {which affect
the mind) but not Harmonize {which affects the body).
2. Only those characters directly in Mind Link with the victim can ba affected.
Thus, & is hit with Befuddie, the Rune Priest B in Mind Link with him is a potential
victim, but the Priest's Allied Spirit is not a potentiai victim. Likewise,
character €, who is aiso in Mind Link with the Priest, is not a potential victim.
However, if character A has aliied or bound spirits, they are potential victims.
Alse, if character A has summoned an elemental, it is a potential victim.
3. The Mind Link gees around any Countermagic-type protection a character may
have. If Rune Priest B, above, had a Shield 3 up, the Befuddle would go
directly to his mind as if the Shield were not there. On the other hand,
character C, trying to Dispel the Befuddle, would not have to get past the
Shield spell, as he is alveady in Mind Link with B. However, if he wanted
to Dispel A's Befuddlement, and A had a Shield up, he would have to get rid
of the Shield first, since he is not in direct Mind Link with A.

MORE QUESTIONS

MARC JACOBS of Boulder,Colorado, said several nice things about RQII and
had the following questions.

5. There is no full plate body protection {in the new rules). VYet, the
fertility cultist on the cover has full plate cn her body. How is this?
Artistic license or game error? )
- Neither., The plate armor on the fertility cultist does not cover the
hifs and pelvis, thérefore the abdomen is not fully covered. She is
wearing a cuirboilli skirt, however.

6. Two weapon rules are also very nice., Could a person with high strength use
two battle axes? 1 think not. In addition to 1.5 DEX, 1.5 STR should be
necessary. Twin battle axes would require STR 206, DEX 14. This isn't unreasonable,
is it?
- Yes, it is unreasonable. A shield is going to be heavier than an axe.
As: long as the character can 1ift one axe, he can 1ift two, but his
DEX has to be high to use both.

7. On previous Experience, where did the Noble section go?

- We decided it would be much easier if the Noble either became a Mercenary,
which can be interpreted teo mean service in a national army, or Jjust
bought whatever training he needed. Unfortunately, this was not made
explicit.
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ON THE SUBJECT OF PREVIOUS EXPERIENCE...

Grec Stafford rewrste my oviginal drafi. In the process, he dropped the
necassary roll to become a mercenary. Ada a1l seven cha?acteristiss tegether
and try to make that number or less on MOC. This is fairly easy for most
characters f{a totally average character would rneed to have 73.5 or less rolled
on DIOO) but it can trip up the besl characters afaunﬁ. . .

Oh yes, ! managed to leave cut dragoons {which are common in the Lunar
Empire} in the list of possibie mercenary companies. Thqse ef you setting up
your own charts should take this possibility into account. Rzging Sk}?is
would be in the 30% range, ! imsgine, but the other skills would be 1ike
Infantry, not Cavalry.

CORRECTION FOR MULTIMISSILE

Does ‘evervone reaiize that a muttimissile cannot impale, but can critical?
We let this correction slip by us. Sorvy.

WAYNE SHAW asks; i
7. What-happendd to Sense Ambush and Set Ambush? ]
- We rapidly found that the ability to Sense Ambush negated any benefil _
at all from Set Awbush. Spoi_ting Hidden and Traps covers the situation
quite well, and Hiding and famouflage serve for selting ambushes.

8. Except for cost, I sse no reason why anyore would use 2 battle axe when s
bastard sword is available undar the new rules.
- Because the battle axe does a minimum of three points of damage, and
has the same average damage.

Why use Great Axe with Military Fiail around?

- Greataxe is cheaper tc buy and learn, has less encumbrance, and is 2
Jot move appropriate for an Earth cultist. In exchange, the Military
Fiail has a quicker striks rahk. Take your pick.

Having been interested in crossbows for a long time, and having helped
reconstruct and fire crossbows based on historical plans, I can stafe that the
heavier a crossbow, the shorter its range, as in RQI, not longer as in RQ II.
Add I might suggest that the arbalest had beth greater encumbrance (the one we
built was a manifest pain to carry) and slightly less hitiing power than
indicated -- 2D8+2 perhaps.

- At this point, my inclination is to lock Wayne and John Sapienze in @
Jarge hall, armed with crossbows, and see which onz comes eut. I have
giso been catching flack {from Jchn and some of my co-authors) on the
reload speeds, with the statement that an arbalest's winch mechanism
is actually faster than the clawfoot of a heavy crossbow. You ail can
play crossbows anyway you like; unlike melee weaponry, missile weapons
are not an area of my expertise, and every time I Tisten {0 an expert
1 get a diffarent story. :

9. The Power gain roll was set up in siightly confusing manner. ON page 34 it
1ists power gain as "20 - current power." Somewhere in the section on Rune Magic,
it mentions it as "species max - current power.”
- Apother missed correction. It should be Species Max. You can account
for confision with exotics by simply adding 4 to whatever the species
maximum may be for all Shamans'and Priests’ power gain rolls.
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As an aside, i1 might b5z finteresting to alter the requirements for
Priasthood 1o requiring L i candidate Lo have a PO ecual o his maximum dice
roll. shus a creature with a POW of 4D6 would have to have g PUM of 24 to becoms
a Priest. This has not been playkesied in any way...

10. Why were the skiils incrsase potions eliminated?
- Because we could rationalize no basis for them. I fought for Characteristic
Increase potions, but was voied down.

11, If Vampires no longer have any frus power of their own, does this mean that
Vampire Rune Mages can no Tengar sacvifice for Rume Magic? O coes it mean ihat
as soon as they absorb enough peints to put tham over 18 that they can go out
and sacrifice those points? I so, do these points then return to the victim?
One version would seem to make the state somewhat useless to Rune Mages; ths
othar makes them too powerful.
- They can sacrifice for Rune Magic. The POW does not return to the vi ictim,

who get his POW back in the normal fashion. Yes, this does lead to

Yempire Rune Priests who hold stocks of priscners ready for draining

of POM when the Priest needs 2z spell. Fortunately, Vampires are

Tare. ..

12. The "Crush" makes Giants, Trolls and other strong buldgaon users totalily
unreascnable. '
« T wouldn't know, I've never triéd Lo reasen with & Giant or Trell.
Seriousi;, it was intended to make them unreasonable, as they should
be,

13. In a fixed hit point system, iz & geomeiric increase in falling damage
really necessary? '
- Probably not. This was a compromise between two of my co-authors.
However, this is my column, and I say you can just add one D6 per
3 meters.
Secondly, the fall from a horse seems a bit extreme. Considering that under
these ruies an unarmored target falling from a2 norse almost always breaks
something. Cary Martin, who has fallen from g horse many times, has his
doubts.
- Having fallen from some hovses myselif, I have to agree with Cary. Just
use the damage shown for a surprised rider who blows & "tuck roll.”

T4. Why was the humanoid individualizer removed?
- We never used it and had more interesting things to fill up the space.

Back in June of ’79 Carl Stevens asked some questions RQII didn't
answer {and I didn't anser them either. Sorry, Carl}

15. Gagrge, benefitting from a Shimmer spell {increasing his DEF from 10%
to 20%) is attacked by an orc with & 40% attack, misses his parry, but the orc
atso effectively misses with a 27. The Shimmer spell caused the miss - does George
roll for DEF increase?
~ He probably shouldn't, but it depends on how close a watch you are keeping
on things. You could also say the Shimmer spell wouldn't have helped
if it wasn't for his Defense. Go ahead and let him roll for it...
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a roil of 85, His normal a
experience with the dagger.
- Sure, but you might be picky and make nim rell the EXP on the basis of

his increased attack {70%) instead of his normal one...

17. George successfully rolls for moving silently and climbing in combiration -
does he get experience volls in both areas?
- Absolutely

18. Which has precedence, abilities or magic? Example: George casts Dullblade 1
on his opponent‘s blade {George has & Defense of 10%, remember). His opponent,
who has a normal attack of 70%, misses with z 68. To mnat is this miss attributeq,
magic or Defense?

- The Magic reduced the normal

at attack to £5% before the DeTense even came
into action, so there is no DEF

C
rotl,

19. Doss a character rolt for increased DEF at the end of each adveniure, or
immediately after each successful usage?
- After each adventure.

20, Do Rune Priests receive the same Divipe Protection as Rume Lords do? It
doesn‘t say so in the rules, but it would seem to follow,
- As written, Rune Priests do not receive that protection. It is certainly
a legitmate variance, however.

Simen Thompson of England sent a mass of questions, many of which were
answered in RQ II. However, I will take en 2 few of them...

21. Can two natural weapons (e.g.. twoe claws) strike together, on the same strike
rank?
stated in ROII, but I bring it up here for those

- They can now. This is
'+ sgen the new edition. This was done %o compensate the
3

of you who haven't s

creatures who cannot parry becsuse they have only naturall weapons.
While the adventurer is cufting off one paw with his parry, the critier
can take off his head with the other paw,

22, 1s Set Traps a skill distinctly different from Disarm Traps, or are they
the same skill?
- The same skilt.

Bi11 Keves alsc did a monumental "raview” of RUNEQUEST which went into ASE.
1t included a series of statements and guestions, and I shall attempl to answer
those questions of general use to players everywhere,

23. (P.9) Maximum and Minimum Characteristics; cam you drop your POW below 3 (to 2}
while casting spelis?
- yes, since the loss in cnly temporary.
If your POW were down to 3 from casting spells could you sacrifice 1 point
permanently, leaving your POW at 2, to use a RUNE Spell Matrix?
- Yes, since again, the cther POW loss is tempeorary. Besides, the Rune
Spell Matrix is strictiy a part of the Pavis Campaign, and isn't in the
rules,
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24, (P.16) BilY has a long question which basically points oul that & long-
hafted weapon may not have a cutting edge, but ceuld conceivably break another
weapon through sheer momentum. Alse, thevrules say nothing aboul whether &
medium or shori hafted axe/mace/whatever could break another weapon.

- 1 would give a chance for knocking a weapon ocut of the hand of the
parrying perveon, perhaps by rolling the damage done, then comparing
the total against the STR of the parrier and roiling on the Magic
Resistance Table. Some sort of chance of the head of 3 medium or
short hafted weapon hitting a parvying weapeh is probably reasonable,
though I prefer not to worvy 2bout it, Assume & 1/3 chance for short-
hafted and 2 1/0 chaoce for medium hafted.

25. (P.16) If a person fires an arrow ai SR 12, and at declaration for the next
round declares his intent tc throw a disruption spell, does he add 5 SR to
kis usual spell SP, for having te shift from the bow?

- Yesy because he wasn't speil ready.

If he fires an arrow at SR 1 and then tries te cast a Disvuption spell,
does he have to add 5 5R.

- Yes, for the same reason,

26. (P.18) Bi1} has too lowg a guestion to answer here. FOr those of you whe

can Yook back to those auestions, Bill is correct. A charzcter can only tske so

many points to his arm or Yeg, but further demage will continue to add to the logs .+
Hit Points, eventuaily killing the character even though the 1imb was never
Functionally Incapacitated nor severed.

27. {P.23) The book says that scme forms of srmor protect more than one hit
location. “These types can, as a rule, be overlapped. Thus, onz can wear both
a chainmai! hauberk and chainmail trews." If so, then how many points of armor
does the abdomen have, 5 or 107
- Basically, 10. This shouid not be allowed sxcept in games wihere ERC
is being played. , In the case of chainmail, this wou'ld alsc increase the
problems with moving quietly.

28. {P.36) Dullbiade Spelt. If you cast Duliblade on a fos's weapon do  you
have to overcome the foe's POW?
- No
IT there is a Spirit in the blade, do you have te overcome the POW of the
spirit alone or both the POWs of the spirit and the holder?
- Jdust the spirit
If you succeed in casting Duliblade 1 on a sword, the foe cannot put Firebiade
on that sword becauses the twe spells are incompatible. Can the foe cest Bladesnarp
on the sword?
- Yes
Does ‘the Dullblade cance: 1 point of the Bladesharp?
- Yes, and (to answer another guastion) does not need to overcome resistance.
And to answer some others, & Power Enchancing Crystal wiliinot increase &
Bladesharp to Bladesharp 5 to cvercome & Dullblade. I¥ a Dullblade causes
a2 damage result of -1 {or less}, the result is zevo.

29. {P. 38) Firearrow SPeil.
- The spell fires the arrow as it leaves the bow. It works on Javelins
as they leave the hand, etc.
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30,

34,

35

3%:

38.

-
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{F.38) Fireblade Spell.
- Fireblade works on edoed or nointad waapons ., It will not work on &
flanged mace. Yes, the weapsn s b

(P.38} Harmonize Spell.

- Yes, if the cester i3 other than humanoid, he can harmonize something
else the samez shapa, 30 a dog-shaped %ataec Spirit could Harmonize a2
horse, etc. A Spirit without shape or sealed inwan item such as a sword
cannot Harmunize anything because 1t has no shape te "siave” the
target te. Yes, we intended to drop the D6 damﬂge.

(P.39) Lightwall,
- Yes, Lightwall can be molded just like 3 Darkwall,

.}

(P.40) Vigor,
- Yes; we intended to drop the D6 damage from Viger, too. We compensat
by making it incompatible with Strengfh

{P.43) Bound Spirits.

- Bound Spirits no longer throw any spells, even to help themselves., A
Spirit bound into an it&m, or aven bound inte an animal, cannot senge
the POW of spir?ts around them. There ig some evidence that Spirits
1ike the Fetches and Controiled Spivits of a Shamsn can astua3¥5 be
seen in a gcud tight, and if they want to make thmuselves visible.

It's part of the aura whwch makes a Shaman so distinctive. Ghosts whoe
have been arcund for awhile tend %o become visible in s shadowy fashion,
too.

{P.42) Shaman Death.
- The bound spirit a
because he knows ?0* 0 maf
Bound and Controlled Spiri

4.4‘

n wait to ses if he can resurrect himself,
rfaﬁn can a”? with them in the Spirit World.

¢, however, cannot be called upor: to supply
the POW to heal the b ck to pasxnawb hit points, though they car
be called upon onca ti is ative agein. If the Shaman has lost all
his stored “"control power® in the resurrection attempt, the Controiled
Spirits go away. ’

(P. 55} Rure Prisst Leave of Absencs.
- A Rune Priest on leave can use spells he h

as sacrificed for and regain
them as usual. He cannot gain any more spells,

-]GWLV:I "

(P. 80) Elves
- The £11 Bow has ten hit points.

(P. 83) Warhorses
- Warhorses have a natural fight 1ng abt iaty of 25% when Tighting on their
own. However, they start at 5% in using these abilities in coordination
with a rider. Sorry, we didn’t make this giear in the description.

iP. 77) Dragorn Snails.
.- A Dragon Snail has a ﬁumbe, of Chaotic Features equal to the roll of a
Power Increase Roll {01-10 = 3, 11-40 = 2, etc.) with 96-00 = §
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SUPERHERO 44 - ERRATTA s Sy wm ® 1
hv . . R
T g g St gpe . llavmne, Shaw .
In the »rinting of our modified 340 house rules Two issues 820,

there were some errors snd omaisions. This was largledy the result of -
nubliertion without being nrettied un for the nublic eve, as those wart-
icular rules were mrimarily designed to be read b¥ the neonle in our camn-
naigns, who largelv understood the general svetenm, and just needed The =mrz
enecifics dovin in fromt of them. As a consequence, 2 Iew correetions and

additions .are necessarv.
COI3AT RULES

Charecteristic noints for various tvnes gshould rezd 205 for Ubermenscn.,
Also, there are sgome minimum characteristics for each of the different : :
twmes. Toolmzsters must nut at least 20 nointg in Tentalitv, a2s Uniques
rmus® in Tgo, and Ubermensch must in Vigor, Stamina, Tncurance and Dexter-
THars ' : < , ~

There ig #lBo an ontional tvne available called the Bnecislist. A4
Sneciglist recieves 175 moints and may choose abilities from either
the Uniclue or Ubermensch lists, He musi have at least 40o% of his woints
in Ubermensch abilities. The Unicue abilites must also be of a non-

fPengive or wealr offensive sort. Ixarmles of these are flving, suner-
swimning, telenathy, or demage ausument. A Sneclallst receives 50

nower noints. Thew must »ut at least 10 points in Vigoy, Stamina, Bnd-
urance, ©Teo, and Dexterity. They do not recieve the Ubermensch melee
or migsle evaglioh honuses.

Tn melee combat involving nhvsical weanons(as compared to force - «
blades, infradaggers, touch weapons, lightsabers etc.) stamina adds
1ishtly to attack and defense. The formula for determining this 1st
§TE~20)1/5 Dexterity. - - : -

Transformation Iodification Tahle{Addibioh): Humens with sufficient
modification to make them normellv immossgibhle to disquise so as to be
sble to.hlend into a crowd will recieve a modification of +1 wvs, trans-
formation attacks. '

. Air lalkine:s Alr¥ialting ellows the character o move at his =round
89868 1n the air. _ = _ |
(Sorrv ‘about thats .Slizht fold in the stencil).

Tnersv Projection(Correction): Range as twice handgm.

Tnergv wrojection(Suret){Addition): Each nulse in sn energy burst
coes one FifthE the total birength of the nower, and 105 of nulses
will hit the tarsget. ' ‘ B

Tnvulnerabilitv(Linited) (Addition): For each mimmiwo nluses over
three, o HXE¥+1 transformation defense is recelved. '

ilt-InkLife Summort(Comnlete) (Addition): If this power is taken
in conjustion with flight, the ability to fly faster than light outside
atrosnhere is 2lso recieved. : '

Sunerswimminﬁ(Ad@ition)g If 20 or more moints of this ability is
nurchased, the character recieves the abllity to breath water. EE

. Variable Powers(Clarification): then a ziven variable nover is in
oneration it contains all the points in the variable mower{i.e. in nor-
2l cireumstances, 211 50). Alsc note that under smecial circumstancesh
+his power can bhe combined with others.



B
iulti-Amlication Powers(Clarification): Lach nower mav have gs manv
noints somlied to 1t ag is desgireable.

b

£1.5 hht is sccommlished

HEH IR A OS E R X ERAEERE I Livht (Addition) £
r o) dered to to 2l1so have

b node of actual wings, the nossesor is ¢
£ the nointg in Aerobhatics.

I
i

ns

Vehicle Oneration{Correction): Trest sinilar to Acrobatics.

The Unermensch Lean{iddition): The lean mav be done ir addition
to movement if an Acrohatics roll is nmade.

.~ ~The Touinement Ontion(Uniques) (Correctioh); Toints »ut into equine-
nent are at 1.5 value.

Stanina Soost(Addition): % total Stamina of 65 will 2llow the ecuive-
lent o7 the Uhermensch Lean. Tach additionsl 5 Stamina will add 2" of
horigontal movement and 1% of wvertical. It will telke one move to cover
the distence for each 20" horizontal or 10" verticle or mert there of.
~ote that-unlile the trained leaver, this may not be done in addition
to a nove.

Toolmaster Standard 'leanmonsCorrecgion): Double the ranges on the
arendde launcher and missle »Hrojector.

FE!D ARTLITTES

Sel?® T-lbl)llCBbiO Ffor ezch 10 moints of nower, the character
mav nroduce xmiione eﬁaic onal self. Anv.eaulnement must be bought+
in sufficient GUBHTlTT if it is desired to be carried. IFf one of the
selves is Milled in =2 wmermanant Ffzshion, there iz 2 one in NV chance
that all die, ™. Gualll ng the number of bodlesg currently soiit off.
Otherwise the VlDOf/JnduraﬂCD conditiong sre averamed when they remerwe.

Fumue:s The 2bility to shutitle bock and fomtb in time wroducing temn— it
orarv extra selves. The number wroduced is 1DN where M equals twice the
number of 10 »oint units of the mower, These forns nav onlv stay sctlve
for a maxinum of three nelee turnsg,; and then must not be recreated for
three "relee turns. Tieat vermant destruckion as Ffor Self-lTultinlication.
Unlive Self-l"ultiniication, however, thev need not decarry dunlicate.
ecuinenent, and when remersed, thev have the lowest damage in the set.

Sense of Cercentio A11owg the direct nercention of matter and
texture in 2 300 degre a_c, 5% radius wer 5 woints.

Damage Auzument: Allows the sugumentation of melee damase by .10/10
for 10 wmointe.

Hattery Ontion: Useable with anv other Unique nower. Jlakes a well
of mnoints equal %o .the noints invested times ten avallable. After these
are used, no more use of the nower can be made Unull some of the noints
have regenerated. Any smount within the range, including the meximum
in the well may he used at once, The well will reﬂenercte 1% of its noints
mer nelee round. : :

Tnergy ianioulation: For ‘each-tan woints, 10 moints of enersy
may be controlled and moved. Tor exammle, and enersy bolt mav bHe "caughit”
2nd Throvn baclk ai the sane or a different foe. F



Regeneration: If the regeneration only un to the point of Gesth,
COSbS 10 WOlﬁLS Por each 5 noints of Vigor and Endurance regenerated mer
melee round. ¥ this vill onerate mast the noint of death, double the
cost.

Conversion Zeam: Requires a missle followed by transformetion atteclk,
tandard range as handsun times two. Causes an exnlosion doing 1Q/10 anc

fAerlnf 1" dianetver mer 10 points.

?reCOQﬁioion An ability hsvine varioug effects denendins on the.
nuiber of moints invested: :

10: -1 on surnrise.

203 .~1 on surnrise, Dangzer Semse(Roll of 7 or oeuter on 2D¢ neefed)
Imow thot danger is about aznd can effect vou in sone wav,

30: 3urrise -2, Danger Sense(ag sbove), See irmediate Fature(onlv
what will hﬁoaen—-not the outcome.)

h0; Suvrorise -2, Danger Sense(As sbove, but onlv 2 § is meeaed),
Sae Iqmedlate ruture, Predict Attacks( ake a trensformation acainst
each atteck or senersie Hullet or »nulse. Amainst missgle, evades
coimletely, agai + nelee, adds 20 Go defensge.

503 Surnrise -3, Danzer Sense(as above), see immediste Ffuture(is
ahove), Predidt Attacks(As above, nut +30 on melee cdefense.)

60; Sunrise -3, Danger Sense(fs above but only five needed), See
Trmediate Future(as aoove), Tredict Attacks{4ss sbove, dut ~1 on trens.
versus missles.) , :

TITETT TN T
URER __'-?TDC

Difficult to Survrise: For each 10 points reduces ch_nce of sur-—
-mrise hv -1, .

~

Tinjutsu: For each 10 moints, increases the chence of survrising an
onnonent v +1.

TOOLI"A3TERS

Mtofire outnut inecrease: For each 10 n01nts increzses the die size
rolled for bursts bv one. For exammle, 10 noints incresses it o a Df,
20 moints to a D1M, etc.

Increased Fenetration and/or accuracy: -1 ner 10 moints.

Also note that such thlnqs as Tower Holsters({no draw1nﬁ sand firing
neneltv), and related equinement usuallv cost about 10 noints.

N DI;»‘\“ILI’“ITw

WER SHUTROWH from material: 30 101nts. Cauges the »owers not to
Oﬁerate in the immediate 1rox1ﬂ1ty or against a ziven substance.

F01son1nv- 20 voints. 4 marticular material causes 5 noints of . _
”ndurance and Staming loss every wmelee round is in the immediate vacinity
of the character. After four melee rounds, it 2lso starts doing 5 Vigor.

Totes bothe of the disabilities ahove are frecuentlv combined into
the so- callled “‘rvtonlte Crock®". The material should 2% least be of some-
* thins accessable to the criminal vpovulace, andé theoretically somethine that
can be encountered a001dept1v

”



2~ 2 " e
- T 0 1 21 by '_,."_I'S'L 1 rea& 'th.e - ~ 3¢ _:_4;‘_ s -
Tine Tinit: Eorﬁﬁg he mhase sysie 3 _ e HL ﬁli -
v"eoch round less them 21 ije!
Losg of Towers in Sunlisnt/rotnl Der’nese: For 50 loss, 10 -oints,
for <otal, Z20.

Tergerltersan~y 20 -oints, Thils ~ives & 55 cumulative chence of
~oing Deserk in a combalt egituation, dromvinzg 55 mer round vhen out nt
comdat. If the character coes Zeser's, he will attac™ evervone in sisht,
friend or foe, wntil disabled, or until thev are 2ll dead,

. rermanancyv of Condition: For certain ingonvenlent movers, such ag gize
increase, or Densitv Incresse, gives nolnts for Hein~ a nmer iansrt cond-

ition rather than an 2hilityv thet can e swished on and off. 5 moints
ner 15 of ~over.

Irmedirte Zifect fron Druss: Talking irmediate effect frow rases,
nercy bullets, etc., instead of the one round delew. 10 »oints.

Trilenwsv(or ecuivelent): 10 moints mer 5% chance —er round of stress.
: 1
on rron characteristics -Hoints: 5 wolnts ner 5

Direct transniss :
5 this disabilitv may not be uged by envone with Vizor/

i
<. Tote that 4thi

Arreghl Torgot one new Ubernensch abhilitr:

lea’mess Detection: For each 20 noints recuires one nelee round of
exaitination of the dar~et, The next striefmissle on the tarset fron
the chadacter will do double danage. 40 woints requires tvo rounds snd

will do trinle, etc.

frm. That seens to De it. Ar lons as I've <ot half a ware 18F%,
I nav ag well noe o Fevr cothments... i : :

-

TIC0LAT: Rz Runes in S»ace; which of those shins are usutells wsed as

exnlorers? hat ere the crew comliments? Themminiiun oneratin~- crewe?
Algo, vou mi~ht consider trenslatinc the G-accelerations into somethinr
2 1it%le more meanin-tl o thowge of us notablyv laclking in nhwsics,

Also, thorth I realize vou vere trving to hDe cormlete, vhere sone
of %the sclence varients rezlly necesiarvi® Just to rsive %o exsinles,
the line of demariation between the “ilochenist znd the molecular hiolorisdt,
and the »lenetolosist ~nd meoohwgiclist are hard enouhh to find in the resl
worlc, let alone in o' =mane contert. Cne zlso tends %o wonder a2t the useful-
ness of sone of the gills in o —ane contexd.

3 TI0RGE COLZ: I Tound vour essar on reelity congbruction exirenelvy
Anter%splnz% L+ had once thourat ehou” the @eglgn of a gaue CEIIéﬁ“““‘
crogstlme Htest, T finall> decided the varisbles were oo cormlex 40

o ogvstenized. ow I De~in to wonder. XHEXOne thin~ vou seeir to irnore,
however. . Almost all the Tiction on the subject seems to immlg that in moth
Shadow and Peratime . the teimoralw "nesrer" world tend to regemble esch
other nore than those farther nwav. Sonetines thev're azlnost indestinmuish-
able. 3So vhen nmakinz short sgide tring, there should be nmodifiers so Shet
chonse tends to darry out. How Lo irmlinent this, however, heats the hell

out of e,

TAY: I hone I exnl-ined TShe mowers -Hassihlew,

-t W

im cormlinents, » the v,  1I7can never reneter -vwhot haveng 1o
other meonle that well in o “ction reword, even with notes. I st
gav, that vme 2n interestin~ ome. Ind it 0w he David's last action
In this nlemm S0 ~o hee™ and free that individusl at Jwwm Off...



"UT I THOUGHT THIS “AS ALL, & DREAM #3

3rouzht to YQJ”DﬂﬂﬁTabﬂlﬂ by Deanna Sue “hite who resides. at 910 Lzst
Taperial Ave,, Apt 2, Bl Segundo, CA,,00245. . Home phone is (213)
322-3094 and vork phone is (W13) 322 0297. ‘

incidéntally, if ahyone is interested, the Skyfolk on the cover is
not Adena. It is Shurinna a2nd the cute beastﬂe she is flying with
ig ca?lma a Plarma (or Mothsprite). ,

U Th the last few issues of TIOC, I have been presenting the history
of gome of the folks of HMistizar. This 1ssue I will continue the past
with the history of the Skyfolk. 5o tune the harp and piper play,
let the bard sing 6T another day. o

TIE SKYFOLK

anomogsswng all we know is the Universal Pattern. dJust as a
caavq A e commo%ed of links; so, too, is the Universal Pattern made up-
of many. aaller patterns, Massive and complex beyond 211 thought, it
PelleCLg the eternal dance of the galaxies, the birth and death of
countless stars, the worlds that spin arcund them, the symphony of
life on some of those worlds, the molecules that make up that life aﬁd
where it goes from there, only the Mistress knows.

.. Tt wag-She vho oreated Mistizar and brought the manw Folk thero
to, dwell in Her intended paradlse - _ &

- The “kyfolk know that MNistigar is not their world oi origin,
4efore Mistizar, they dwelled on a world with a dying sun called
1luart1n1as.h The Mistress .came and spoke to them and her words were

life. : They, and several species of the world, accepted her offer and
iollovﬂd the. Yattern to its center.

Yrom the beg1nn1ng, the Skyfolk llved in the mountains north of
Jharzen, dwelling in a large crater among towering peaks that touched
the sky.. It was called Til-Teilath, Skyhome, and it wag the oldest
and greatest of the .skycities.

ihey iere a pa331ve folk in nature and ﬁhelr interaction with the
Polk of Tézin, the Mountain Folk and.the Forest Folk was rare, but not
inknown, - Ll”ht hearted children of the air and sunlight they vere
thouzht %o be by those who did not know them. But soon stories filtered
throush the Three Pepples; stories that suggested the winged chwldreﬂ
were not as they seemed, e

.. Tales. were told around the campfire of some individuals wanderwﬂﬂ'
lost in the forest or.sorely wounded through some accident and how
they had received guidance or healing from the ones whose wings were .
the color of the sun, Many times the mageking tried to. establish .some
closer. communication between the Skyfolk and his folk to no. avail.
ither the ”kyxolk d4id not understand or did not wish to form a closer
alliance with the folk of the ground,

So the Three Peoples left the winged children alone abd unh1ader@c
”hey became objects of mystery and speculation, and many vere. the okds
srive's.-tales and children's fancies about the powers given the holder

of one of their zolden feathers.
The Skyfolk kept to “themselves hav:mb little need for anythwnb the;

Three FPeoples had. They grew their food .in the basin and lived in

large, open caves set in tlers all along the. steep sides of the crater,

Tﬁey,vere a gimple folk.who loved their freedom and cherished the. onen—

ness of “the sky. Here they did not need to migrate. -avay from the -

devastating storms that scoured thé surface of their old world They
page 1



could fly Tor as long as the winds and their winzgs would hold themn,

Yet in the distance, clouds gathered and the elders amonzg the
5kyfolk realized that the storm brewing on the horizon was one they
could not turn alone. Lizhitning struck and the Forest Folk, with ore
voice, cried out in pain and died from some hell-spavmed fever.

The 5kyfolk souzht to help, but even their powers were insignifi-
cant against the awesome LZvil that had sent the plague.

Lightning lanced through the heavens again and this time hit
rzen. Throughout the long night, the Skyfolk watched as Iptanarras
id waste to the enchanted city of -gem-topped tLowers,

Heartsick and helpless, they saw the forest burn beneath the
dragon's fiery breath and heard laughter in the thunder.

Yor many years the Skyfolk did not wenture far from Skyhome.

Pearing to meet with gome mishap as their fellows had, ﬁhey watchad
and guarded themselves as best they could.

Then, a strange thing occured. The clouds which had, up until
then, been growing ceased and began dwindling in the ethereal breezes,

High ¥ing Kavineth sent filyers to Artaa, the other continent, %o
see what had happened. ' They found the five cities of the Race of Mag-
icians destroyed and surrounded by wide rings of desolation; the race
scattered to the four winds and living in terror of some nameless Dark
One. 2ut of the Evil itself, they saw no sig

The Skyfolk sighed and returned to okyhome fervent in their desire
to remain aloof and untouched by the world's evil. Like children they
ignored the warnings until it was almost too late.

I+ was not until the relgn of Mephtana that the signs became too
harah to ignore any longer. Duang the years before he became High-
¥King, the Skyfolk discovered, .a few of the Forest Polk that hagd made. 1%
to the Haven in Tual-Fey and survived. They were a folk deep in shock
and barely existing among the blackened remains of their once mag-
nificent city. :

The Skyfolk watched ovVer and alded them until the Forest Folk
were able to leave the past behind and look with hope to the future.

~ The Folk »f Tézin, those who escaped Sharwzen, had fled to the
plains below and become farmers., From a once noble people, they had
Tallen to the state of peasants losing even the knowledge of thelr
zift the iistress had given them. '

- Like & fragile bubble peace existed %ill-it was shattered by the
half-familiar cry of pain and anger. A new folk, the goblins, had
risen and found the Children of T€zin easy prey. Even the Forest TFo
were tried by this new threat, but the taste of arrows were not to
the goblin's liking and they avolded the forest and its folk.

Meanwhile, on Artaz, the scattered remains of the Race of Mag-.
icians had gathered together and raised new cities. True to their x
nature, wars broke out hetween the cities and in dlqguSt the Skyfolk
left the Race of Magicians alone, 4

Mephtana decided that if the Sxyfolk were to remain alive, they
could not stay passive any longer. That which the Race of Magicians
had called had been dormant for & long time-- perhaps gaining power--
and in order to maintain the balance, the Skyfolk would have to active-
1y oppose ‘Him,

He called a gathering of all those with Power %o be held in
T+Leira ko Trlsken, the Heart of Knowledge, deep within Skyhome. There,
in a large cavern whose floor and walls were a tracery of grey basalt
and black obsidian, the Skyfolk gathered around Nephtana

page 2



He stood solemnly in the center. Beside him, a Tarse emerald
with golden filaments in 118 hearti zcat glowing within a golden pedes-
tal. The filaments were swirling around and casting a green-cold 1liczht
that danced amonz the Skyfolk, bathing them in alien hues as they
vaited for Mephtana to speak., It played with the grey and black patiern
on the walls and, from the ceiling, green-zold sitars winked in and out
ag crystals causht the light and cast it back to its source,

The gem was [.Tastar ul+Xateer, the Green-Gold Jem, and vwithin
1t was all the knowledge and Tower every elder had gathered before
epting for Last Flight. It contained the history of the Skyfolk bhack
wo the first High Queen Ahlana. 01d it was, older than .istiger, for
it had been a 3ift from the listress,

While the Ckyfolk listened, Mephtana outlined his plan. First he
snwoke of starting two new skycities on Artaa, They were to be called
TileLeira, Skyheart, and Til-Dalma, Skyhaven.

Then, once the cities were eshtablished, Adena, firstborn amons
the Skyfolk with pure gold-colored wings, would go to Artaa and besin
helping the Race of Mazicians.

It seemed 2 simple enough plan at the time and the Skyfolk,
already feeling the effects of being mentally overcrowded, were only
too eager to build the two new cities. However, Adena, daughter 1o
flephtana, new him well enough to guess that there were ulterior motives
o his nplan.

"Why?" “he asked him after the gathering.

He suwiled zmently. "The Race of liagicians now know war, you shall
teach them peace."”

UIE Tman

"Jy being what you are.™

20 Adena went to Artaz and used her Power to help those in Need.
She called herself Aritatha and out of gratitude for her timely inter-
ventions, the Race of Magicians begen raising temples in her name, The
viorship of Artatha, the Goddess of Healing, Life and Peace, spread like
wildfire and soon she became the most revered god in the new nantheon.

HMephtana's ultimate plan was soon fully realized, The Hkyfolk,
now able to Tly safely over the lands held by the Race of Magiclang--
for vho would dare shoot down the children of 2z god-- dwelt within
the temples and, in addition to healing the populace, kept an eye on
THAY's activities.

A1l was in equilibrium during ¥Mephtana's reign, He served his
fitty years and then stepped down to allow his daughter to take up her
responsibility.

Thus it was under the leadership of Adena that the Mistress re-
turned and called upon the Skyfolk for an aligning. They chose the
gide of Light and together with the Foresi Folk and those from off-
world, they continue to maintain the balance.

The bard's words faded ofif into the distance and T could have sworn
I still heard the last notes of both harp and pipe echoing in the
stillness of the room. Then I iturned over in bed and discovered
that it had been no mere dream. . .

Well, I'11 just put this feather along with my other souvenirs.
3y next issue I should have the history of the Forest Folk and the
Race of llagicians done. Unforitunately, I've been holding back on the
Forest Folk because its s¢ sad. *sigh¥®

Farewell until next issuel



