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Notes FrOID HQ_ 
News for Octob e r 

If (hi~ is your firs! issue of POLYHEDRON'· Newszinc, ['J like to 
take this opportunity 10 welcome you 10 the R I'GA'· Network , The 
news:.:inc is your means of communication Wilh over 9,000 other 
gamers worldwide. In it, we publish articles donated by members, 
dub news, official ruling$ o n game-rchucd questions, and IOU rna· 
melll modules. If you have an idea that you would like 10 sha re 
wilh the rest o rlhe Network, wTiu: it up a nd send it to HQ. This is 
your chance 10 sptak QU I ! 

GEN C O N@ 18 Game Fair 
['m pleased to repon Ihal we're a team again. HQand lhe cunven­
tion staff have problems every year. but Ih;$ lime understaffing. 
frequent equipment failuTes , and a new convention site m ... dc mat · 
lers worse than usual. vVe werc unpardonabl y late mailing j udge 
assignments and tournament packets, and preregist ra tion was 
behind as well . A nurnber of Network judge volunteers d idn 't fed 
they could handle Ihejob on short notice, and ca ncelled shortl y 
before the convemion, which put still more pressure on those who 
were willing to pitch in and do their$hare. It rcatly looked as 
though we would have major problems on our hands, but sa many 
members were willing to go that extra mile that almost no one 
noticed that there had been problems. The vas t majority of the 
judges who had volunteerw showed up on schedule, studied their 
modules quickly, and made su re that thei r players had Ihe time of 
their lives. MO!Itjudges lOok on extra scssions without complaint , 
and not only did we have enough judges to cover the scheduled 
sessions, we also were able to take on all the additional members 
who wanted to play! Never before have so many members had so 
many events to choose from at a single convention. It just goes to 
show what I've suspected all along: it takes aU of us working 
logether as a club to make the magic happen. Thanks to aU those 
who made it possible. 

UnforlUnately, some of the lOurnament paperwork was accidently 
removed from Convent io n HQby cleaning crews. We have been 
able to trace most participants through Ihe advancement lists and 
Ihe convent ion '5 records of preregistration ticket sales. If you did 
NOT acquire your ticket for any RPGA Network event through 
regular preregistration, please contact HQ immediately to make 
sore that you r experience points arc accurately recorded . 

Holding an RPGA Nctwork Thurnamc nt 
As mOSI of you know, any registered RPGA Network dub may 
request a sanctioned toornament. The procedure has been ralher 
illformal to date, and we have tried to fullill even the last-minute 
requests so that membe rs would have as many opportunities 10 
participate as possible. That was fine when Ihere were only a few 
requests to deal with, but now there a rc 50 many that we have to 
ask a few things of you. 

I. Make your request in writing at least six months prior to the 
proposed date of you r tOu rnament. We need this much time to 
reserve a scenario, arrange for advertising in POLYHEDRON'~ 
Newszine and DR t\GONII!I Magazine Convention Calendar, and 
obtain special prizes for your event. 

2. Do not advertise a sa nctioned event or use any trademarks 
owned by TSR, Inc., (or any other game company) unt il you have 
received written permission to do so ,md instructions on the proper 
usc o r the trademarks. Companies must defend their trademarks 
vigorously from ANY misuse, or risk losing them. Also, although it 
is rare, certain unscrupulou s conventions have allempted to forte 
the Network into sponSQring tournaments by advertising without 
permission, knowi ng that our reputat io n will suffer if we refuse. For 
that reason, all requests from anyone who advertises a sanctioned 
event or uses nademarks without permission will be refused, 

POI,\'IIEOHON 

and the conl'cmion will be listed as non, sanctioned in thc 
Newszine. 

3. If you wish to usc a s(enurio of you r own rather than o ne 
provided by HQ, put that request in your initial letter, giving as 
many details as possible. If permission is granted, the finished 
scenario MUST be in our hands fo r review "nd edi ting six months 
p rior to the toumamelll date, min imum, or HQ will substilUte 
another cvent. or decline sanctioning if none arc available. \Ve 
reserve the righl to alter submissions or refuse to sanction them 
altogether ill our own discrelion . (A ft er all, it is OU R name that 
will receive the credit or blame for (he linal version. ) No copies may 
be distributed until HQ has returned a final version with written 
authorization . Authors will not have to give up publica tion rights 10 
the material unleS!! publication by another company would infringe 
TSR 's copyrights_ In exchange for lhc editorial and development 
time we provide, they must agree to allow HQ to mi,ke the scenario 
availablc to other registered clubs for tournamen! usc for a period 
of one year. 

Plan your tournaments far enough in advance that rou will be able 
to adhere 10 Ihese regulations . You can still make a ate reqllest, and 
if we happen to have something available, fine; but we ma ke no 
guarantees. Delays, Dclays 
Numeroos production d ifficulties have delayed bOlh the member­
ship direclOry and this issue of the Newszine. T he dif(.'Ctory is 
finall y in production, and it should be in your hands before the end 
of the year ; the Newszine sh')uld be baek on schedule lIS of the next 
issuc. We apologize for the delays on bot h of these items, ,md than k 
you for your patience. 

for thosc of you who paid for a fuJI year of membership, hut 
received cards which expirc too carly, we will be extending your 
memberships to cover that error. You should rece ive not ificat ion of 
the extension within the next rew months. 

The City Project 
Last issue I proposed that we in the RI'GA Network combine our 
efforts and create a fa ntasy city. The response to that idea has becn 
overwhelming, so we're going to go ahead with the projeel. ( f or 
those of you who have re(endy joi ned U5, the proposal IS that each 
member wishing to contribute 10 Ihe project may send in as much 
or as little as desired, including taverns, shops, colorful NPC!, 
townhouses, street encounteT$, and $0 forth . All submissions will be 
(ombined and rewritten for consistency by HQ, and the final ver­
sion will then be published . Each contributor will be initiall y cred­
ired in print and will re(eive a free copy from the fi rs t printing . In 
thai way, we will have a fanta sy city ,hal we (an all usc, and we will 
all have cont ributed a little something to il. ) 

So far, the consensus is that the ci ty should be placed on a sea­
coast (or major river) in the WORLD O f GREY H AWK'" fantasy 
World Setting_ Of those interested in a Greyhawk sctting, !IIOSI 
favor the Wild Coast area. HQ will be finalizing de tails with Gary 
Gygax OIl IhM subjcct in the near futu re. 

Please hold your actual submissions until specific procedurcs are 
published next issue. Usc the extra time to make sure that your 
submissions are legible, that any maps are properly keyed, and that 
your submission does not include material in poor taste, such as 
graphic violence, foul language, or extremely suggestive material. 
Include as milch detail as you possibly can. (It is far easie r for us to 

remove or ahe r excessive detail than to make something up to fill in 
the gaps.) If you are submill ing NI'Cs, include personal ity nOles for 
role-playing. 

'Til next iuue, 
Penny Pcttieord 



GUEST EDITORIALS 

---..:S=-gueaky- Wheels 
by Fran k Me nt zer 

lh,lh ( all be pn'!!Y h:.rd It) fi'l<J !III; $<: days. 
I, 's of len qu ietly hid in!{ in shadows. whik 
Iht' llickering ' [(uTh of Opinion !1l ak~s its 
own spotlight. 

[I 'S easy It) ",iss. I f )'OU voice 'fnu r opin­
iOlls loud ,'nough and nf(cn C1I(>1I1o:h. some 
people Sl<Irll<1 believe 111 0.: 111 . whelher",. no, 
thc( rc true. The ~quc'lky whcd gelS Ihe 
g ro.:asc , so the loud and u JII lrllH'rs i,,1 gelS 
heard - and believcO - far lllUre often 
than the quic i and nOflllllJ. 

And th ,Il' s the ONI.Y reason for the 
,'u rrenl deba te about the cm.:cts of role­
playing ga mes. ( [n (<lSC you 've been aslc"!) 
for a few mnnlhs, some people would have 
yOll believe Ihal the idca~ in garn('s can be 
bad ror you , (l nd spo:ri lil'a ll y, Ihey say (hat 
[he D&IJ!I game t:a\I.~CS suicide.) H ow can I 
say it's Ihe ONLY n'a~on? [I'S a tnal1erof 
s imple numbers. 

Raw Facts 
In the USA, over 10 million people have 
tried fantasy ro[e-playi tlg games, wilh lhe 
D&O and AD&D® g;1I11eS account ing for 
most of that IOUII. Ao;vrding to consumer 
, u rveys, o\"er halfoflhem s till play regu · 
1.lrly. 

The numbcr of suiddes in Amcrica each 
yea r is llIore Ihan one-tcnt h o f one pcr(."(! nt 
of Ihe tota l popu ],u ion - and that' s an 
absolute minimum; yUIi ~' an lind litany 
expt;rls to SllY it 's triple that o r cven higher. 
Tha t's a Krim antitragi<- sit uation , a nd the 
problem is being addre~~cd by v"rious 
aut horities. HUI based on thaI terrihle 
n:uional peTl'entage , m o re th'lll 5,000 of 
those sui6des should havc becn players of 
the D&O g'lme . So where arc they? 

Some pt;o]lle have been workinJ.: very 
h;m] to tral·k down e«<:It such (kath, ;md 
thc)"ve come up wilh 11 couple "f dozen 
Clln'S in wh ich the "ictims were playcn< of 
D&I) WHnes . (They h;,ve l1 ' l found that it 
wn~ a l'ause, mind ynu, though Ihat"s th"i,' 
opinion. I f you stick to Ihe facts, they'vc 
o nly found th;1I the g;lI11e apllCars in thl' 
vi<"l ims' hadgrounds.) Thl'y"'e also f"und 
IhatmOSI of the vi<:tims wat<:ilcd TV and 
movies, mnst viet im~ usc(1 firearm s. ;Ind 
IIlIIS[ took som~' form o f II1 t'(/i{'ine wit hin lhe 
Yl'a r before thc tra!{ic end . Bul rhosc famil· 
illr ilems don ' t makc hendlincs . 

ThcS<.· fnlks bro"fka.~ti ng the ir mi~lei\di n J{ 
opinions nil 60 :H inrll.·s. the To</:r.,· shnw , 
and elsewhe !"~' haw "'\lnd kss than 50 

" 

suicide cases ill which dll' D&D g-;UIl<: 
appe;II'l'd in the vi<"tim's hadgmund . Fi fty 
instc",j of j ,OOO? T hat's about 1 % of whal 
H>lII, I be ~'.~pect cd from the nalional rnte. It 
~eems Ihat nO! only arc these ,111ackcrs' 
opinions eas ily di~p("(l\'''d, bUI that rol," 
playing ganws help PREVENT suicide, nOl 
cause il! 'lh u <:oul.1 mak{' a st rong cast.! for 
lhis. The suicidc rllle for ~;Hnct"s is far. 1:1" 
helow Ihe nalion;!1 1lI'er;t15c. 

And lhal's logical, say many exper .. ,. 
Accord ing to variou s studics of the prob· 
!cm, ulmosl every $uicide vi <; tim first 
became withdr;twn and solit a ry. ])&0 
games, on lhe Olher hand , lire group aclivi­
ties, and they encou rage jusl the opposile 
~Ort of heh;t"ior. 

Agnin according to the experts. suicide 
\'ictims i\ re of len tOO rigid l() adapl to new 
prublems or s iluations. 8uI rolte-playing 
!\ame~ present chl10ging situations allthc 
time ; your charaC; le r must adapt , or he 
won' t survive thc neXI dragon attack. 

Plca!IC don ' t JUSI take m y word for th is 
information. The ligures arc jusl simple 
arithmetic, and you can dig lip the actual 
numbe l"!! for yourself. But il adds up to lhe 
same thing. 

[ 'm JlOt trying w prove that role-playing 
gal1le~ at:lua1J y d o prevent problems; wejusl 
don' t h"ve cnough dala. But by the num­
ben, i" $ obvious tha I these vocal crit ics 
simply don ' I have the facls. 

Radecki 
One key source of all lhis noisc is Thoma~ 
]{adc,ki of lJIin oi~. He found ed the 
Nat ional Coalition on Televis ion Violence 
(NCTV). He claims 10 be "a psychialrist al 
the University of llI inoi ~ School of Medi ­
cine." According 10 a natiunal news service, 
ht;'s in private pract ice in Decatur, alit! has 
a no n-s.a laried a ppointment at the Univer· 
s it y. 

I n I he ]last. Mr. Radeck i hllS tried to 
(on"ill l'e us lhal thc Christian BroadcaSI 
:-iel ..... ork. lirkl ing, and Donald Duck arc all 
ha7.;ordou ~ In ou r mental hellhh . The 
experts o n \'ioknee and mental health say 
"' !l UI.!..!" bUI then. lhey don 't go on a TV 
show to say it. Hc dlles. 

Mr. Ra{le('ki himself rcveakd why he's 
doin !{ IIl1lhis . After he saw ;0 v iolent movie, 
he had a fanwsy ahout kicking and healing 
" nUrSl' . (No. 1' 111 nOl making tha t up: he 
was (IUOIe,1 in an U rI};lna newspaper.) So 
now he's a t"adkl,1 anli -vioil'm'<: l"I"lIsatlel". 

Mr. Radecki is perfectly free to oroa(kast 
his opinions. That's the American way. But 
it·s up 10 you, gentle rcader, lO{kcide wh ich 
o pinions to belicve. We encourage you to 

!{et Ihe f .. c ts yourself. a nd do your own 
thinking. Or, if you wish, you can just 
belie"e the Opinions from this guy in ill i­
nois. 

If you get the facl s , we hope you' lI piUS 
thc tll on tf} u[hers. [t '~ t ime 10 c/C1lf the air. 

R e lig ious O bj e ctors 
This article does nOI address the fac i that 
clements of fantasy games may eo()[radict 
1)l"Ople's beliefs. [f nur games (or a ny othe r 
primed materials) offend you , you can 
always stop n:ading. Those who objcn on 
relig ious grounds have the same fre"dom of 
sp ...... 'Ch as everyone else docs , ~I) lhey can try 
to gel you 10 Stop playing and believe what 
they do. YOI! have a ~i l1lil<lr righl to join 
them, ignore them, o r tell them to s top 
bothering you . But DON'T try to a rgue 
with lhem ; rel igious beliefs arc very deep­
roo ted (I know mine arc!) and usually (;On· 
nO! be changed by casuill conversa tion or 
"logical" debate. Theology ilnd game play 
don 't mix. 

Som e folk s daimed for a while Ihat 0 &]) 
Sl1mes prom<>ted satan worship. \Ve've 
never worried much abolll Ihat c;harge 
because it 's s illy and easily d isp roved . All 
you have to do is read the ga m e. lIuI if you 
run acru5S these folk s who are behind !tIl' 

times, who sl ill think thai yo u need black 
robes and candles to play the game - well , 
pe rhaps you shouldjusl ignor e them. 
They ' ll either wise up or go away. (Or you 
might explain Ihc game to lhem , b ut be 
careful. Though you may not believe in rcal 
m;lg il" and wilches, these folks do; 10m's 
why they 're so upset.) 

Hide it Out! 
We lhink Ihat all [his noise will die down if 
the cold light of reason and Trulh shines 
upon il. In the meantime, he re arc some 
things YOU can do 10 help clea r lhe air. 
The~c sugges tions lire for those who arc 

under 18 years of age a nd living with Iheir 
parents. [n lhe following, substitute 
'" fri end " for " parent " iflhat 's m ore appro­
priate. 

L [ f you r paren U don't know you p lay, 
te ll thC ln . 

One Imljor source of the misunder' 
standing is 11 simple lack of communica-

I lIlIue 11 :£0 



tion . The !;a," c shou ld be a sollln' o f 
si mple fun, nnt somcth ing to ker:: p 
saTCt It might be fu n!tl prc t ~'nd it's 
secret stuff, but thl'se days that can 
n tuse more mi ~u tt( lcrs t a ndings. 

2. Keep your parents informed ;thout 
whr::o ;tnd where you pl ;ty. 

Parcnls don'l usually want lots o f 
de tails aboul your free- ti me acti\" ilies. 
but Ihey would a l)prn :ia te knowing 
when you ' ll be ou t of the house (a nd 
why), and whe n you'lI be back . Thcy 
ttla y a lso wanl to know who you ' n: with. 

3 . Try to introduce you r parents to t he 
gamc. 

Let them try a «(IUple o f you r sland · 
:Ird N PCs, wilh develolX'fl personal it ies, 
sta tistics, equipment , a nd Sf) forth . 

You'n: not try ing tf) show them dt\" 
complex it il's of stlt ,·t ing- a char,1r;tcr: )'.,u 
ju st wam 10 shu", them thl' ga mc. Skip 
the dew ils ,lltt! !\"t on wilh ;1. 

4. Start or j o in a local cha p te r of 
GLADD. 

' I'h is infilrm nl org-a nization, " Gantc 
1.0\"cI"S Advo<"iu ing D U:"IGEONS & 
DRAGONS~" games. has sprung u p in 
the las I fcw Illonths. It is not sponson'd 
by T S R. [nc .. and hilS no known d lles 
o r he"dqu an crs. G 1.ADD members a re 
simply ' hose of you who want to defend 
you r right$ oy r;ountc ring thc u n fa ir. 
JXlorly infor med, a nd sometimes slan­
d ernus attacks on thc games you play. 

Response 
\ Vhelhc'r yllu' n, a pl<lyer." Di\ 1. or e'Tn ;' 
non ·parr icipltnt . We at T SR. [ n .... and 
RI' (J ,v" N ~ two rk HQ wa nt to he, tr your 
vicws un this al"l iticiali y crc;, ted (·o ll tn"·c rs)". 
\ Vc 'd al~o like 10 hear whethcr the sUl;W's­

rions gi\'cn above ha\" e any I!'KIIl dIn:t in 
your personal situatiun . So wr ite! 

"ou might also I<-t <lthers kllnw )"our 
\" iew ~ - )"our local paper or sdwol . ur c\"en 
a nat ionid T V show. (Che{'k w it h pa rent s. 
picasI', if YO ll decide nn the Jat le r.) "Ian y of 
YOll havc ~ent p ress c1ippin g~ to U ~ . a nd 
th ;lI1 ks mllchly. BUI please ide rui fy till" (Iatl' 
and the publication . 

Hang in cherI'. And remember: when 
you r r har;,cter saves ,·s. mind a tr;l(ks, ~'ou 

add Wisdom h-onuscs. Sn show a li ll k wis­
dom om there! 

f'71\'\--------- ---------- ---- - ------

A~~~~2_2S CON-FUSION ____ ~~.198S----------~----------------------------------
by Fast Eddie Carmie n 

h's only been a wee k sincc Ihe final Sunday 
of GEN CON 18 Game Fair, yel the mot ion 
picture vividness rema ins with me. Fo r 
instance, who was Ihat puck-looking west­
erner I met on Wednesday - so West 
C OaSt, so Pacific Northwest that before he 
could speak , I yel led "You smell of Seattle! 
Who arc you?" (Puck-looking?! - M . 
Sclinker) 

And who Wa..'l the ~vehe , caped vision who 
wafted into the RPGA" Network Co nven­
tion HQto count votes? Dressed in black 
tunic, sheer host , and a leather headband , 
she was stunning. All I could do was stare 
a~ she ghosted in \0 take a place at the 
~ounting table. She was a had inlluence on 
my sanity; I had to step ouuide for a 
mome nt to catch my breath . 

Other folks 100 numerous to menlion also 
made the conventio n a visual extravaganza , 
bllt there was someth ing else stirring the 
elher at the con si te, something to do with 
vibrations - yes, vibrations. 

Rampant volunteeriun and impressive 
attendance at the vlI rious RPGA Netwo rk 
events were symptoms of a n. improved sta te 
of mind for our lill ie dub. There was some­
thing in the ai r Ihis time that made the co n 
a special good time for all of u s. What was 
it ? Well, words a re oft en inadequate when 
used to describe such phenomena, but I ' ll 

POU'IIIlDRON 

(> 1985 f .f C~,.mj~". All Righ .. R....,,,"f'<1. 

do my best. Frank Mentzer mentioned 
offhand something aboul electricity, and 
certainly that was present; bUI il was the 
electricity of it group o f folks proud 10 be 
together and having a good. time. It was Ihe 
kind of ent! rgy Iha t pulb you forwa rd if 
you're reluctant, and gives you an extra 
push if you ' re already a~tive. It was, a nd 
still is, Ihe kind of thing you say " gee whiz" 
about when you reca ll what it was like 10 
" be there." 

What a re the ingredients? H ow can we 
achieve the proper mix again? Such t nergy 
is created , nOI ma nufac tured . Perhaps, in 
the end, we ' ll have to note that a good $late 
of mind was the most identifiable factor of 
the Great Th ing JUSt past, and hope 10 
create for our~clves a similar synergy wher­
ever we gather. 

A Quick Note of Thanks 
On behalf of The RPGA Network, I'd like to 
thank Kelley Foote, J eff Grubb, Gnry 
Gygax, Tracy H ickman, Frank Mlmtzer, 
Steve Null, Merit! Rasmussen , Mike 
Selinker, a nd Jim Wa rd for writing our 
tourna ment scena rios, and Doug Behringer, 
j e ff Grubb, Steve Null , Alex PotenCe, a nd 
Verne Wetherhoh for coordinrll ing ,heHl . 
And special thanks go to the convention 
organizers: M artha Hayes, H eidi Gygax 

Raupp, Diane Cocroft, N . C a hoon, and 
their on-site staff, for efforts above and 
beyond tilt': call of duty, and fOI" making 
GEN CON 18 Game Fair one o f lhe finest 
ever. 

I 'd also like to thank those who helped 
the folk, a t RPGA Network HQ during 
G EN CON 18 Game Fair: j eff Brandi­
more, Ollie Cahoon, Bryan Conry, Sherry 
A. Dee! , Frank Fleming, Mike Gawlik, 
j ust in Hoffman , Dan Kramarsky, Mike 
Lach , j oe La.idlaw, Dewa M a nn , Stan 
Mitchell , SIeve Null , Rembcrl Pa rker, Alex 
Potentt:, Son ny Scon , Mike Selinke r, Mike 
Somers , Kay Steele, Jay Tummelson , j ohn 
Var;caro, Mike \Verner, Lew Wright, and 
Sk,ip Williams, plus a few more who wcre 
too quick to be caught or recog nized during 
the con· fu sion. 

Those named abo ... !: , a nd Ot hers 
unnamed , t:ame in droves to help ou t with 
10Urnatnent scoring, player sort ing, and 
character pack collating, 10 name a fcw of 
the bigger tasks that always need 10 be donc 
to make a Network event glow in the dusk. 
They flocked into the broom doset we 
hastily knocked together and r;(llied the 
RPGA Network 's Convent ion H Q, unstop­
pable , eager, a rmed for bear w ith good 
chee r and positive ene rgy, grab bing and 
nabbing eve ry task there was at hand to be 
done . In C alifornia talk, the ... ibc5 were 
great. Gee whi~. ! 
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WHERE CHAOS REIGNS 
This year's GEN CONi!> Gl1m£' FiliI" lViIS 

marked by increased illl'ollTmc/H Oil Ihe 
parI ofRPGA'" NClwurk members. ,\;/on­
members thall cw' J" bdiJrc PiH"licip,w:d ill 
Network cvelllS, and more Ihan C\'~'I' before 
<'o/unreert'(ilO help run things before imd 
during (he cOIlvcllIion itself Tile following 
anidcs arc rhe impressions of/lVo of/hose 
\"oluMc(.'rs who worked with HQ before 111ld 
during Ihe col/yen/iO/1. Hen/ 'sjusl il silmplc 
of whal :<In go wrong wilh a major gi!lllC 

CO/lVC1!IJOIl. 

CODvenfion Week 

by Sonny Swtt 

During the last few years , I've made it a 
point to go to RPGA'· Net work HQ about 
a week before GEN CON® Game Fair to 

help OUl during (hc pre-con chaos. Th is 
year was about as organized a~ usual. Upon 
my arrival, Penny Pclticord pUl me in a 
cubicle with three phones and a computer 
terminal, briefed me on what not to do or 
say, and turned me loose on unsuspecting 
callers so that she and the convention staff 
could get some work donc_ 

The phones rang constantly from 7:00 
,'" till the staff wen! home at 10 :00"." 
Most of the calls during the final week 
concerned the best way (0 get 10 MECCA, 
whether it was too late 10 pre-register, and 
regis trants who had not received their tick ­
ets (about 1,500 people). But a few were less 
than standard, and those I will share with 
those of you who have considered pre­
convenlion volunteer work. 

~ Sonny: GEN CON Gamt: Fair, may J 
help you? 
Caller: Could [ talk to someone aboul G EN 
CON 18 Game Fair? 

Is there anyth ing I can do for you? 
Could J talk with the convention staff, 

please? 
This is the convention staff. May I help 

you? 
Could someone lell me if there is going to 

be a G EN CON Game Fair this year? 
Yes, there will be a GEN CON Game 

Fair. I t will be held at MECCA in Milwau­
kee, W isconsin . 

Where will it be this year} 
At M ECCA in Milwaukee. 
Oh. Uh , could you reg is ter md 
No, I'm sorry. Pre· registration is closed, 

but you can regisler at the door. 
Oh. Uh , thanks. 
You ' re welcume. Thank you for calling 

GEN CON Game Fair. 

• 

... Sonny: RI'GA Network, may 1 help 
you ? 
Caller: I'm running a game, and I was 
wondering if [ should allow a magic-user (0 

keep the +5 holy swon!' wilh a laser attach ­
ment that he got when he killed a kobold ' ? 
koboldll? 

J wouldn't allow him to keep il. 
OK, thanh. 

~ Sonny : GEN CON Game Fair, may 
help you? 
Caller: Yes, my name is Steve and I just gOl 
my tickcts_ I'm ~oing to play in the R PGA" 
Network AD& D Game Open, so [dun't 
think I'm going to be able to OM it for you. 

Excuse me, si r, but according 10 my 
records, we sent you the module about two 
weeks ago. 

Yeah, [know. It looks like iI'S going \0 be 
fun, too. 

I'm sorry, but we aren't going 10 be able 
to allow you to play if'you've seen the mod· 
ule. 

\Vhen I gOI the module, I didn ' t know I 
was going to be able to get a ticket. I'U give 
it back. I haven't looked at it. 

Sir, you just told me that it !ooked like it 
was guing to be fun. 

I didn't open it - my little sister did. 
Besides, J only looked at it while I was 
putting it back into Ihe envelope. 

I' m sorry, sir. We'll slill need to disqualify 
you from playing. Since you already have 
the scenario, would you like to OM instt:ad? 

No, not really. T his thing looks like it 
would be hard to run. Could [keep it and 
run it for mr friends ? 

I'm sorry, s ir You'll have to return the 
module if you aren't going to judge al the 
convention. 

OK . Can I make a copy? 
We would prefer that you just return it 

without making a copy. 
O K . I can't send it back yet because I 

don ' t have enuugh money 10 mail it. 
Arc you going to GEN CON 18 Game 

Fair? 
Ycs. 
You could return it then. 
Oh.OK. 

... Soon y: RPGA Network. 
Calle r: Would il be O K if my magic-user 
gave the holy sword to my alchemist? 

r wouldn't. 
Oh , . OK. 

W Sonny: RPGA Network. 
Caller: Yes. We live in New York , and 
we've just returned from Disneyland. Our 
son has received his notice that he has been 

selected 10 judge the D&O® Game junior 
evelll al GEN CON Game Fair. 

Yes? 
WeU,junior isjusr way bey ond d1e 1)&0 

game; he's into dlc AO&O game now. He's 
only cleven, but he's just muc h too smart to 
play the 0&0 game . Also, he said he'd 
prefer to be a OM instead of ajudge. 

Excuse me. but if he's judging the 0&0 
game event, then he will be a OM. 

Oh. . just a minule, I don't think he 
knew that. (Pause_) He says he Jidn't pre­
register. Could you get his tic kets for all the 
events he wants? 

I'm sorry. bUI most of the events listcd in 
the pre· registration brochure arc filled. We 
could get him some generic tickets that he 
could lise to get into sume other events at 
the convention. 

No, I don't think so. We wouldn't want 
to go if he couldn'l get EYER YTH ING he 
wants_ Wt: don't want to sec him disap­
pointed. 

I'm sorry to hear Ihal he won't be able to 
OM for us. 

Would he have to stand in line with the 
other people? 

Yes_ We have a separate line fo r OMs, 
but he would still need to stand in that line. 

Oh, that wouldn't do. Could I stand in 
line for him? 

Sure, if you wanted to. 
Have you had many people cancel 

because they couldn't get into the events 
they wanted? 

\-Vell, we started out with 20 judges for 
thejunior event, and now we're down to 
one who hasn't called in yel. 

Why have you lost so many? 
It 's hard to count on children who may 

nO( even have checked with their parents to 

see if they could go to the convention. 
That's why the convention rarely aceepls 
scheduled events from judges under 16. 

On _ Well, j unior didn't check with us 
either, but it would be OK if that's what he 
wants to do. Ifhe can ' t get a ll the events he 
wants though, then J don't thiflk we'll bring 
him this year. Wejust don'l th ink he'd be 
happy. I think we'll take him to Paris 
in stead. 

Thank you for calling . 

W Sonny: RPGA Network, may r help 
you? 
Caller: If my magic-user gave the holy 
sword to my ninja, could the ninja usc it? 

I wouldn ' t think so . 
\-Vhat weapons should J lei my ninj« lise? 
I f you're the OM , I guess you could let 

him use whatever you please. 
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What weapom dol's your ninja usc? 
1 don't play PC ninjas. If someone were 

playing one and it was causing all unbal· 
ance, then I'd take it Ollt of the game . 

Well, they arc problem~. Maybe I'll JUSt 
kill them off. T hanks. 

W Sonny; GEN CON Game Fair. 
C aller: Could I get my judge payment for 
the event I'm funnin g at GEN CON Game 
Fair before I come up? 

I 'm sorry, but we have no idea how many 
people will play in your event. Anyway, it 's 
II :30,·" and GEN C ON G ame Fair is 
tomorrow. T here's no way we could get a 
check cut and mailed to you before tamar· 
row morn mg. 

Well, I thought maybe you could wire me 
the money. I can't makc it 10 the can if I 
don ·t have thc money, because I need it for 
gas. 

A View o f GEN CO~ 18 
Game Fair from 

RPGA'· Network HQ 

by Michael D. Selinker 

Pre·Con 
Rocky crashed on M onday, and from there 
our problems multiplied. R ocky a nd 
BuJlwinkle arc T SR, Inc.'s house computer 
systems, and the unexpected shutdown of 
the one carrying the RPGA Network tour­
naments three days before GEN C ON® 18 
Game Fair heralded a week of c)(asperation, 
c)(haustion, a nd c)(hilaration for those of us 
working on thc con at R PGA'" Networ k 
HQ. 

T he constant calls, q uestions, and con­
vention crises wouldn' t have been so much 
of a problem were it not fo r the Network's 
tournaments, most o f which were still 
incomplete. And to make mailers worse, 
everyone who could have helped us was 
working on other material for the cOn. 

Penny Petticord was dy ing, and that 
d id n ' t help eiTher. Our boss had been 
amicled wiTh a severe case of pneumon ia, 
wh ich she kept aggravat ing by sk ipping 
meals and working long nights. We kept 
telling her to go home and get some rest, 
bu t she knew as well as we did thaT we 
couldn' t make up her workload and still 
complete our own. Fae( was, we were all 
pretty much in the same sit uation . Few of 
us were getting much sleep - I saw the 
inside of my Lake Geneva Hilton room for 
all of four hou rs over two days, while Sonny 
SCOTt a nd Frank Flem in g gOI thdr p re-con 
hou r of sleep on the !loor a half-dozen yards 
from Penny 's cubicle. As for food , we took 
whaTever few pizzas we cou ld get our hands 
on . 

While we weren'T sleepin$"' ea ting, or 
recuperating, we were worklllg frantically to 
get the R PGA Network tou rnamen ts ready 
fo r G EN CON Game Fair. Frank Mentzer 
was calmly inpuTting the final ehan~es on 
bOlh the Network's featu re AD&D-ti Game 
tournament "Convert," and the M asters 
event, "Spring Fever." Sonny SCOlI 
answered Penny 's phone and helped Frank 
Fleming assemble judge packets all day, 

POLVIIEDRO,'\! 

I rC<llly don't sec how we c:ln help you. 
Why didn't you notify us sooner? 

I JUS t didn't think about it Do you think 
maybe one of m y players would let me sleep 
in his room? I don't have" place to stay, 
cit her. 

I don ' t know , but I doubt it. According 
to my records, you requested your slot in 
June and we O Ked your evcnt the next 
week. Didn't you start making any pl<lns 
before now? 

I forgot It's O K, I'll figure Out some­
thing. Do you have "nything I could run? 
Wh~n you applied you said you h"d a 

scenano . 
Oh yeah. T hat's OK, I' ll put something 

wgether. What time slot did I have? 
You 're scll<~dulcd for I I :00 \" tomorrow. 
OK, thanks. 

W Sonny: RPGA Network. 

then both of them joined in with Mike 
Lach , Fast Eddie Carmien , Penny, and 
myself to write up character personality 
sketches for the events all night. Mean­
while, Kelley Foote tossed a BO OT HIL L® 
Game scenario off the top of his head in 
about eight hours. I did the same for the 
final round of Jim Ward's GA M MA 
WORLD® Game TOurnament, while M ike 
Lach dashed off maps and character back­
grounds for it. 

Penny spent her days solving crises and 
running the TS R Design Seminar on 
August 20th and 21s1 . (She couldn'T ignorc 

W Ca ller; Should I ki ll all the ninjas in my 
campaign? 

How many are there? 
Twelve . 
(Sigh.) I would . Or I ·d let them cOllvert 

10 monks. 
No, ! think I'll kill them. 

W Sonny; R PGA Network . 
~ Caller : I was going to DM in the D&D 
G<ltlleJunior event . but I didn't clean til )' 

room and my mom says I can't comc. 
i\"l aybe next year. 

Z Caller : How should I kill these n inj<ls? 

I.can't wait until next year to do This 
agatn. 

Sonny Scott 

Admilled 10 tile Stale ,\1enlal f nSliWlc 
8126185 

it because the profits were supposed to help 
pay for lhe R PCA Network Membcrship 
Directory, which really will be OUI soon) 
Luckily, a slcw of T SR luminaries, includ · 
ing C ary Gygax, Frank M en tzer, R &D 
D irector H arold " vVis~onsin " Johnson, 
DRAGON® M agazine fiction editor Pat 
Price, M,\RV EL SUPER H ERO ES'" 
Game designer .Jeff Grubb, Books Editing 
Manager Jean Black , Tracy H ickman and 
MargareT Weis of DRAGON LA NCEt. 
Adventures fame , computer expert Tim 
"Ollie" Cahoon, game designer Dave 

= {} 
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"Zcb" Cook, and AMAZ INC" Maltazine 
editor Ccorge Scithers, were on hand to 
hdp Penny give the thineen hopeful module 
.. ksignen (myself included) their S I 50 
worth. In the evenings, Pennr was prep;]r­
ing " lbnplc of Elemental Evil" for tourna­
ment U I$C, edi ting our has tily-written 
material, reassigning judges, coordina ting 
the pre parations, and jixing equipment that 
stubbornly refused to function . 

After spcnding hours huddled Ol'er photo­
copien that were more exhausted thnn we 
wcre, we wssed everything into several 
bo1tes to transport w the con . Then Frank 
Mentzer, Mike Lach and I went home at 
4:00 , .. to catch two houn of sleep hefore 
driving to lvl ilwaukce. Penny didn't. 

Thursday 
Skateboarding on a t",dve-foot-Iong 
wheeled freight carrier through the 
MECCA loading area is a great way to 
rdellSe tension, but it's not recommended if 
your eycs keep dosing of their own accord. 
Mike and I whee!cd the many thousands of 
sheets o f pa~r we had generated the pre­
vious cvenings to the RPGA Network 
e" hibit booth, and within minutes they were 
carted off by a group of men led by Penny's 
assiStant, }-'ast Eddie Carmien. 

Fan Eddie and I hated each other on 
ThuTlidaYi he thought I was just "nother 
Carne Master that was in his way, and I 
thought he was just another COllvention 
Staffer who was ou t of his mind . Ily SlHur­
day we had become fast friends, but lit the 
con's beginning we avoided each other like 
skunks avoid perfume bottles. 

There was a flurry of flying paper in 
RPGA Network Convention HQasjudges 
ll00ded in to collect their character sheets, 
$COTe sheets, maps, and other paraphernalia 
before the tournamenu. While the DM s 
were briefed , Sonny and Frank Fleming 
went to collect the lost players and organize 
them into teams. (It seems that the TSR 
computer had sent The players o f our events 
to at least 12 different locations, some of 
which didn't even exist.) Once the fir st 
teiulIS were off to play, things Settled into a 
slightly less chaotic routine. Some RPOA 
Network game masters were nOI getting to 
study their modules before judging them, 
and paper was everywhere in RPGA Nct­
work HQ, but for the most part things were 
working tolerably ifnot exceptionally well. 

Friday 
At 2:00 "", I awoke with the horrib le real­
ization that I hadn't had time to eat any­
thing the day before. But the idea of 
scavenging the downtown Milwaukee 
streets for food was distastefu l, if not down­
right dangerous. So I contented myself with 
twO chocolates the hotel had thoughtfully 
provided and a viewing of the latest Chuck 
Norris movie, neither of which was very 
ap~tizing. 

Over breakfast , Penny told me about the 
RPGA Network D&D Game J unior tourna­
ment , des igned for players and judges aged 
fouteen and under. Coordinated by 
fourteen -year-old Ale" Potente, the problem 
was that only IWO out of the twenty judges 
scheduled for the event had shown up. (So 

... 

much for j udges under 16 being permitted 
to judge ~ehedulcd C\'ents in the fmure.) 
Also complicating maHeu was the fact that 
we hadn't brought the characler sheets for 
the new tournament modole "\\' here Chaos 
Reigns." After the re(luisi le nu mber of 
judges were rounded up. we nbtained char, 
acte]' sheets I>y butcheri ng every copy of 
module CM I we had on hand for its pre­
generated charaCters, which had to be cut 
out from the back eovcrs. blH fhat was 
easier than wnjuring II photOl.'opier. 

Then (ame thc first wal'e of Stupid Ques­
tions. Along with the approx imately 2,000 
reason"ble queries we reedved each day, 
such as ","Vhat's a Kickbaekbuck?". or 
"How come the resuhs of the D&D Game 
junior event itren 't posted?", all manner of 
persons added to our infu riation with ques­
tions that should never have been ask(.-rl of 
us . Suffice il to say that if anyone ever asks 
us about Fez, Snoweryslal, or the regular 
AD&D Game Open cvent again, we will 
point them toward Len Bland , Michael 
Przytarski, or Bob 1~lake and then run 
away. 

Saturday 
The only things Penny received from Mil­
waukee's Mount Sinai Hospi tal were a 
mottled green ID bracelet and three houTll 
of convalescent nonproductivity. Since no 
one had bothered to look at her and her 
pneumonia, Pcnny Icft the hospital when 
the police officer gave the erash victim with 
the se rious head injury a fraffic ticket. 

While she was cheeking herself into the 
hospital, we ill the HQ had our own prob­
lems. We wcre fa ced with tabulating six 
events worth o f evaluation packets, over live 
hundred sheets of pa per in all. By this time 
Fast Eddie and I had honed this tabulation 
into a science, but we found it hard to com­
plete all the packets wi th any great speed 
when dozens of people kept streaming into 
HQasking us why we hadn't posted the 
result s of the events tha t let OUI 4 minutes 
ago, and similar questions. I'm afraid we 
were rather gruff with some of you, and we 
apologize. 

T he other problem was with the HI' 125 
we had brought from TSR, Inc. Penny 's 
absolute command oflhe computer made it 
redundant for anyone else at TSR to learn 
its worki ngs. So while she was gone, I gOt 
Fast Eddie, Ollie Cahoon, Bruce Heard , 
and P:u Price involved in the sim ple matter 
of printing Out the MasteTli character back, 
grounds. We fin (tlly finished all five sets of 
second round backgrounds, when it dawned 
on us that the first round was coming up, 
not the final. We rationalized ou r blunder 
by palling- our~e1v~s on the back for being 
twenty hours early for something. Penny 
then came back and completely re-edited 
the characters (for the better, I should add), 
thus making the ones we had just printed 
worthless. 

After 5Cveral hours of tabu lating tourna­
ment sheets and hand-feeding typing paper 
through the printer, Penny and I tooK a 
break to watch Ihe MasteTli tournament~ 
(fi rst rounds) in progreu. I then went baek 
to HQ to caleulate the resu lt s of Masters I , 
while Penny, Fasl Eddie, Sonny, Frank 
Io'lem ing and Doug Behringer went off to 

thc RI'GA Network Members Meeting, 
where Pcnny got a couple of r ousing round~ 
of applause for her effort ~. T he whole HQ 
~ta lT was incredibly ~ired , but fortunatel y 
Cary Cyga" and Frank Ment zer (who 
hadn't had much more 5leep than the reSt of 
1I ~) were able 10 keep !he meet ing rolling 
and take mas! of the burden off of Penn y's 
drooping shoulders. 

After announcing the Masters finnl rOllnd 
teams to those who hadn't lerT the meeting 
yel, I shul down H Q, went back to the 
hotel, read Masters [ I , and lI1:tde sure I got 
a good six hours of sleep befo.-e. 

Sunday 
Fast Eddie did NOT want tojudge round 
of the GAMMA ,"VORLD C,une event. I 
didn't either, but I had an e"c use; I had to 
print out round 2 and the Ma:l t er~ II char­
!\eteT5. Thus, Fast Eddie was stuck with the 
job, as OW had filled up faster than any 
olher RPCA Network event, :md we needed 
HII the judges we could find . I-lisjob turned 
Out to be less painful than lIlin e - I fin­
ished the stats some 30 second, into the 
timc I was supposed 10 start judging the 
event. I seampered up the stai rs with the 
hastily printed sheets, while Penny was 
indulging heTlidf in the luxury of luneh_ 

After judging the most enjoyable event in 
history, I had to leave town . I bid Eddie a 
high-spirited farcwdl, gave a more 
restrained one 10 Frank Mentzer, and ~ave 
Penny a big hug and a big umber hulk _ 

Sunday Night 
I want bed. I want bath. [ want off this 
airplane. But most of all, I want to ask a 
few favors or anyone who ever plnns to 
attend a GEN CON Game fair. 

I . Be nice to us. K~ep in mind that we 
a re probably unfamiliar with our equipment 
and our surroundings, tha t we 1lI0st likely 
are ill-disposed toward one another, and 
that we are definitely tired, underpaid , 
undernourished, and undercomplimented. 

2. Don't ask us about rankings until a 
few hours after the event, and please don ' t 
ask us about things we couldn ' t know. 

3. Don't crowd into RI'CA Network HQ 
- JUSt wait patiently until one of us ask9 if 
we can help you. 

1. Please don'T bother us if we are on one 
of our rare leisure breaks unless you have a 
hcart-s topping emergency. 

5. Thke all your questions about R PGA 
Network membership to the booth in the 
Exhibit Hall, and preface all your questions 
about tournaments with the fu ll nallle of the 
event and the round you are talking abou!. 

6. When we offer to buy your food fro m 
you, plcase don't haggle. 

M y personal thanks go out to f-Iaroldjohn ­
~on , for the kind words when they were 
most needed; to Penny and Frank Mentzer, 
for trusting me implicitly; and to Fast 
Eddie, for making me earn hi, t rust. Pleas­
ant dreams. 
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NEEDLE 
PART III: THE POWERS THAT BE 

by Frank Mentzer 

An AD&D® module ior 6 characters oi levels 8-10 
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BA.CKGROUND .'OR THE OM 

"Needle" i.'l a three-part adventu re . 1\ i~ the story of the dis<:ovcry 
ofan aru:ienl obelisk, o flh c greal l a ~k of moving iI, and of Ihe 
con$(:qucncc! . 

In Part I , " Ruins of Empire," lhe player characters vol unteered 
for it sp("dal mission for their K ing:. The royal cars had heard 
rumor~ of a gn~al magical dev ice , an obelisk, located in " rilf land. 
I, wa.~ supposedly amidst the ruin s ofa once-great empire , now 11 
d t nscj ungk. The king wanted more information about Ihis 
ru mo red empire and obelisk , if they exiSted. 

The PCs sailed to the rar jungle, where they encounte red several 
oddjungJe (feat ufes, mel the local nal ives, a nd found the ruin~ nf a 
lost civilization. The obel isk W ;l S there, and it was still in perfect 
condition. prOiected by a force field , II swod amidst a large maze, 
also pro teClcd , To gather more information , they penclrated the 
maze , evading ils deadly traps a nd solving its puzzles. In the center 
orthc maze, they found the controls fo r the force field a nd more 
dues to the ancient empire. Thc PCs sai led home with the good 
news. 

8m they had just begun their .::p1c adventure. I n Pa ri 2, 
" Retrieval," the king ordered the JlMty to retu rn to the jungle 1l l1 d 

retri .:: ve the obelisk . H is advisors prepared an elaborate pl;.n for Ihi~ 
monumental task, and a crew of Over 150 me n was dispatched 
under the PCs' dircction. T he one million pound obelisk was lifted, 
dragged to Ihe shore, and towed home by ship . But, disease a nd 
jungle c~alures th reatened the min ion 's success. The local natives 
(frogli ke hu manoids) were restless, liS well; some believed the Nee­
dle to be sacred, and objected to its remova l. Two na tive tribes were 
also in conflict ; both sid es asked the PCs for aid. The obelisk mov­
ing operat ion was completed j uSt in time ; the massed native hordes 
stormed the beach as the PC ships sailed o ff. And on the voyage 
home, they were auacked by pirates , sent by a rival kingdom covet· 
ing the obelisk. 

In Par( 3, " The Powers That Be," the obelisk has been safely 
erectcd in the king's palace square. At the first futt moon , however, 
a magical doorway appears in its base. The king orders the charac­
ters to enter it and find out what 's going on. T he pes find them­
sc lvc~ in a subterranean world , and meet a ~trange race of 
interplanar traders who ha ppen to be intdligelll spide rs. The spi· 
de rs' home is soon revealed to be II moon of the characters' world 
- the Needle is a transportation device! The spiders a re eager 10 

trade with the Earthlings, but the PC s Im.!! t fi rst prove thc cou rage 
a nd worth o f their races. They must rescue the spider-princess from 
her evil caplOrs and slay a dragon in the process. H opefully, all gocs 
well , a nd the characters retu rn to Earth with new wea pons, great 
trCil$u res, and the good will of the spider race. 

Notes ior the OM 
Before starting play, be sure to review aU the creatures used in this 
~cena ri o. Detailed descriptions may be found on page 20. See abo 
page 21 for details on calculating the specifics of the Chak trade 
agreement with the PC s. 

Characters 
" Needle" is speci fi cally designed for the characters providcd in Part 
1 (Issue " 21). If you do not usc thOlie characters be su re that your 
pCs are equ ipped 10 handle the need s that arise, especially includ­
ing those of communication, magical cu ring, and magical attacks. 
Also, review the enti re module, a nd modify all the references 10 the 
PCs provided. You must also create different resolllIions 10 some o f 
the plot complications. Fo r example, two of the PCs from Part t are 
nOt prcsent in Part 2 , but reappcar in Part 3. 

The Story 
Begin the adventure with an a udience with the king. A magical 
doorway has appeared in the obcJi~ k. a nd the king blames the char­
acte rs for this new problem. He orders tltem 10 enter the obelisk 
and lind out what's wrong with it. 

The obelisk is a transportation device which will send those who 
enter it to the moon . T here , the characters will meet Ihe local resi· 
dents, a nation of powerful a nd intelligent phase spiders , who are 
quite pleased to see them! T he spiders have an illlerpla nar trade 
empire and are eager to begin trade relations with the humans. 
H owever, thei r last Ea rt h customers, a na tion of froglike beings, fcll 

.. 

10 squabbling a mong the msctvcs. T he spiders believe tlt:1I th is was 
; aused .by an i.nnale lack o f worthine~ on the par! o f t he frog race. 
r he spiders wtll o pe n the t rade roUle If the human and clem i­
human ambas.~adors (the cha nlcten) pass a simple te~t of courage. 

J USt as human nature varies - Gom!, Ne\Jlrill, and Evil _ so 
docs the nature of the spider race. And it seems !hili the bad KUYs 
have kidnapped the good princess a nd arc holding he l' for ransom. 
Sht is being guarded by a dragon, ofcoursc . And to prove their 
mettle, in the grand tradi tion nfstorybook fanta sy, !h e heroes ml lst 
rescut !he princes~ ilnd slay the dragon . 

If the character~ refuse , they wi ll be returned safdy to their 
home, bill thc !Tade route will not be opened. [f they coope ri"e and 
successfull y rescue thc princess, the eharaclers will retu rn home 
with tht good will of Ihe spiders , b ringing the benefits o f trade . T he 
trade goods offen.'CI afe a stro ng new metal (silicon·sted) a nd a new 
weapon Ihat throw, dead ly beams oflight (Iightwand) . JJyopening 
the trade route , the cha raCters will receive a percentag e of alilhe 
profi ts and a few free samples beside~ . 

PLAYERS'BA.CKGROUND 

Several years ago, when you were all novice adventurers, you 
joined an adventurers' guild known as SMA RT - the Sy ndi · 
catt of Master Adventurers for the Rccovery of Treasure. 
Though strangers then, you came 10 know and respec t each 
other's talents over the years. It is in your own best interests 10 

keep good rela tions with the SMART o rgani r.a tion and mem· 
bers. 

You, of many volunteers, were selected by the S MART !cad· 
ers 10 serve the ki ng by finding a huge obelisk located in a far 
land - a place once powerful but now in ruins. 

In Part I o f this adverlillre , you sailed to the rumQred loca­
tion , pushed through dense and dangerous ju ngle, and fou nd the 
obelisk standing amidst an ancient maze, protected b y a mys tica l 
force field. Around it, you found traces of the once·great civili · 
za tion , now long gone. [n the ma~e, you found the controls for 
the pro tective fi eld ,md rescued a powerfu l magic·user. a friend 
o f the king. You presented the good news to the king u pon 
returning. Thcn he announced that you had to go back a nd get 
the obelisk . Monta na the (dwarf) decided to seck new adven­
tures, and Digger (the gnome) mysteriously disappeared a fter 
trying to extort money from Slim for the return o f his spell 
books. 

In Part 2, the re maining six of you led the king's expedition 
(almost 150 men in 3 ships) back to thejllngle. After a long 9-
week operation, complicated by problems wilh the niltives a nd 
local fauna, you 'et sa il with the obelisk in tow. A gro up of 
pirates tried to capture it ell roule home, but you managed to 
thwart their ilI -faled attempt. 

The obelisk was laboriously towed to Royal Square, Ihe palace 
courtyard . where a magnificent pedestal had been bu il t for it. In 
another great operation , the obelisk was raised a nd sa fely 
mounted in its new location . The king was extremely pleased; he 
grandly bestowed useless ti tles o n alt of you , accompanicd by 
very useful cash (ano ther 5,000 ~p each). 

It is now 2 wceks a fter you r tTiumphant return . Though lirst 
hailed (and pestered) as heroes, you have now been nearly for­
gOtten by (he cityfolk and the king, and a re basking in the lux­
ury of anonym ity once again . T h is night is a busy One here in 
the common room of SMART headquartel"ll. You a re ha ppily 
relating the talc of your travels to novice adventurers, swi lling 
free brew, and generally enjoying the admiration of your fellow 
members. The light of the full moon streams through the win­
dows, lending its air of mystery to the proceedings . 

Sudde nl y, a messenger bursts in . "The king dClmmds yOUT 
presence al once!" he cries. " Blond y! Slim! Smiley! Ghost! 
Blaze! F'inder! Follow tile!" There arc groans from you r listen­
eu, but you have no choice but to accompany the messenger. 
You are quickly rushed to Ihe Great Hall of the Palace fo r an 
immediate aud ience . It looks as though you will have to perform 
whatever task must be done to placate the king's whim s Ihis 
thi rd time, keeping an party members alive through the p rocess. 

You a re ushered into the Great Hall for a royal audience, 
Bdote entering, alJ you r weapons, devices, and spe lJ compo· 
nents are left with the royal armorer (a standard practice) . The 
hour is late, and the king is nearly alone; only 8 guards arc 
present, along with l o rgeJ (the king's friend and advisor, whom 

b.u .. -:;to 



you rescued from the jungle). i1ut th<: king is upset. As you 
erHer, he shouts, "YOU! It 's all YOUR faull. T hat gizmo of 
yours is going to destroy us all!" 

LAND OF THE CHAK 
Note .. for tbe OM 

The King's Wrath 
After much ranting and raving (which you can role-play to the hilt), 
the problem is revealed. At moonrise this very night ~ the first 
night of the full moon - the obelisk staned making a strange hum­
ming noise, and a misty gateway appeared at the base of one side. 
Once he calms down a bit, the king demands that the characters 
enter it and find out what's going on. Torgel doesn't help matters, 
suggesting th,\{ the device may be a ponal for an intcrplanar inva­
SIon . 

The king insists that it's all th<: fault of the characters, that they 
will be held responsibl<:, and that they M UST enter the thing this 
very night, before anything happens. If necessary, the characters 
will be seized, imprisoned, and subjected to Torgel's geas sp<:lIs (2 
per day maximum) until they agree to cooperate . 

Now that it has been activated, the portal will remain for I 
month. When the characters agree to enter it, the king has all their 
belongings brought to the Great Hall, so that th<:y may equip them · 
selves. 

Preparations 
Give the Treasure sheet to the players, allow them to lake whatever 
items they wish, and divide them amongst the characters for travel. 
Everyth ing may be taken, if desired ~ even the tin man. Encour­
age players 10 take 10 minutes, at most, to review, decide upon, 
and divide these items. 

Assume that the characters have NOT cast any spells yet this 
day, and arc carrying a standard spell selection (that chosen before 
play begins). The PCs may refuse to enter the portal until !hey have 
studied spells, causing a 24-hour delay as deseribed below. 

The PCs will not be allowt."t:l to cast any spells preparatory to 
entering the obelisk until they arc at the portal and otherwise r<:"dy 
to go. !fthey express a desire to cas t preparatory spells at that time, 
Torgel will first cast a wall of(orce a round them, encasing them 
next to the portal. The characters may then cast all they like , and 
enter. [fthey do not enter before the duration of the wall o((orce 
ends (23 rounds), they will be stripped and imprisoned for another 
day, and then equipped and prepared in the same way. 

Finder 
ffyou arc using the pregenerated characters from Part 1 (Issue 
#24), brief your Finder player in private before play begins . • 'ind­
er's church has become interested in the obelisk, and has, through 
commune spells and other magical efforts, determined that it is a 
gateway to another world. The church has summoned Finder and 
instructed him 10 ensure peaceful and profi table relations with any 
alien rac<:s the group might encoun ter. If necessary, he is to reveal 
his true Charisma and take charge of the negotiations. However, 
Finder must not reveal this information to the king or the adventur­
ing party before embarking on the mission. 

Role-Playing 
The dialogue with the Chak can be a source of much entertain­
ment, especially if you take the time to personalize the N PCs. For 
example, try using a bright, happy voice for Ackack, and a low, 
gravelly on<: for King Sarkum. (One tournament OM got a great 
deal of mileage from the conversations by assuming tha t Sarkum 
was not as well-versed in Common as his son, and would often 
falter in the midsl of a sentence, think for a moment, then cont inue 
after a murmured conversation with Ackack.) 
aller a murmurea eonversatlon wllO Ackack.j 

Enconnter Key 
1. Start 

The characters temporarily lose all their normal sen ses upon enter­
ing the ponal. The nextlhing they know, they are "II standing 
intact in a new place. 

POLl'URDIiON 

2 . A .... ival 

YilU suddenly lind yourselves in a large room, standing on a 
large, irregular, yellowish metallic object of some kind, about 
10' above a reddish Illetal Hoor. t\ sleep ramp descends down to 
Hoor level before you. All around you arc hundreds of shiny 
black spiders , each about 4' across. T hey nearly fill the noor of 
Ihe room, which is about 100' square. Dozens of ligh t sourc<:s 
arc scallered around the room, apparently held by the spiders; 
they arc brighter than candles, but dimmer Ihan mag ical light. 
It is enough, however, to sec thai Ihe walls are also ol' natdy 
decorated metal, and the smooth metal ceiling is abollt 20' 
above your heads. There arc no visible exits . 

What do you want to do? 

The characters are not yel aware that they arc standing on Ihe 
broad back of a brass dragon, which is curled up into a sort of altar. 
The steep ramp in front of the characters is actually one wing; the 
other is folded nat to the body behind the party. T he dragon's neck. 
heild, and legs arc tucked neatly underneath, and arc not visible at 
this time. 

There are over 200 Chak (rhymes with "jack" ~ a raCe of intelli­
gent phase spiders) crowded into this room. They have been aWilit ­
ing the arrival of the characters. 

[fthe party attacks, the dragon will lift its head and breathe sleep 
gas . You may run the banle if you like, or simply summarize the 
outcome. All characters who do not eventuall y fail a sav ing throw 
vs. Ihe dragon's breath and fall asleep will be overcome by the 
massed hordes ofChak, who will capture !hem and render them 
unconscious. The characters awaken later, in a cell (sec Prisoners). 

If the party takes no immediate action, soft clicking sounds start 
coming from the spiders, increasing in volume to a loud din, which 
lasts for about a minute and then subsides. (This is applause.) The 
eharacters then become suddenly aware that all the spiders are 
sitt ing down , somehow, because one of them ncar Ihe p,lrty "an<i~ 
up, rising a foot or twO above its fellows . It addresses the charac­
te rs, in (human) Common! 

3 . Reception 

The spider speaks. "Greetings, travele rs from the great and 
noble planet of Earth! We welcome you with open legs" ~ it 
demonstrates by waving its twO front appendages ~ " in the 
name of ollr greal and glorious king, Sarkum of Tatz. Gee whiz! 
It's great to have you here." 

The spider turns and starts bobbing and nodding madly at the 
r<:st , and cries of "Gee whiz!" come from most of the creatures 
pr<:sent. The .leader waits for them to die down, then turns to 
you once agalll. 

"I am Ackack, spokeschak for our humble race. Gee whiz! 
Please allow me to personally welcome you 10 the land of Tatz! 
Are you violent or hostile?" 

T he odd and effervescent speech of the Chak may give the impres­
sion of fool ishness, but this is no t the case. Although they arc virtu­
ally bubbling with friendliness, the Chak afe a sh rewd, highly 
intelligent race. They fully expect the characters to react with cau­
tion, and will not react adversely to spell casting of any sort, nor to 
weapons in hand. If the characters allack, however, the dragon r ises 
and breathes, putting all the PCs to sleep (see above). 

t\ckack is interested, at the moment, in identifying the racial 
makeup of the party. H e has met humans before , bllt not demi­
humans. H e will answer a few questions, if asked, but will insist on 
getting the answers to his. 

After the opening speech, Ackack urges the character s to descend 
from {he "landing platform" and join the Cliak. If they cooperate, 
they will be surrounded and touched by most of the spid ers present. 
This is a form of greeting and also a means for the Cha k to get the 
scent of the characters. The Chak will be uneasy un til they do this. 
No harm comes of it. 

Du ring the course of subsequent conversation, Ackack will seek 
answers !O the following questions: 

a. What arc the characters' n"mes and races? 



h . How did Ihey gel here? (And Ih';TI, how did tlwy gCI the 
obcJi~k ;» 

c. Do humans and dcm j·h \1Ill1los conIC in variou$ ~ i 7.<;I. 
sh:l l'cs. and sexes? 

II Arc the re " good" and " bad " humans and dcm i-h u mans, 
o r il rc they a ll of vne philos()phy] 

c. Do ,m y o r 11 11 of the ..: h 'II'acle rs usc a po wer commonly 
known as " magi,"? 

f. Arc the cha racICrs. or their rulen!, inte rested in ma teria l 
wc,lhh? 

Ar k"ck will reveal thc followin g things during ,:;ofl\'c rSlition : 

a. His race is ca lled the C ha k. 
b . The Ch,.k arc travelers a nd traders. voyagi ng between the 

planets and \'cry planes of existe nce in thei r pu rsu it o f COIll­

mc ree . 
c. The eh ak have traded wilh Earth in the past, but Ihal trade 

Slopped when Ihe Earth people had a civil wa r. (Ackack will 
describe the frogli ke beings if questiom:d .) 

d . T hc Ch,lk would like to resume t raJ e with the huma ns and 
demi -humans a~ soon as possible. 

e. The " ped estal " upo n which the chllrilcters arri ved is a bra ~ s 
dragon. His na me is Tallywl. (Upon hea ring his n;LJnc , the 
dragon gives a sno rt and sits up. He canno t speak .) 

f. The obelisk is a dC"ice const ructed by the Cha k. It is a 
teleporter. 

g. The obelisk can receive, as well as send , but the C hak will 
not send the pa rty back until the characte rs have spo kc" with 
King Sarkum himself. 

In addition , if the characters show rome o f their " curiosi ties" to 
t\ c;kack , he will com men! o n thcm : 

Coins: The~e are all coins or Ihe Chak rcalm. Each i.~ made of 
the standard reddish metal, called NAK , and named afler thc 
king (Sarkum). "Garsha Koo" is Chak la nguage fo r " Gee 
whiz!" 

The 4 worn coins arc at least 10,000 years old ; the melal docs 
nOI wear down (]uickly. The C hak offe r the charaClers 5 normal 
Sarkums for each old one . The Chak al ~o have sm;!\! tenTh · 
S"rkum coins, rInd will show them for comparison . 

Bo nes: The holes in the skulls were made by a light wand , 
identical to the one posseSlied by the characters but with a minor 
attachmenl . Man y of the C hak present carry light wands, but 
will nOI demollstrate their function at this timc. 

The fOllr-a rmed humanoid skeletons arc those of E<lrth crea· 
tUTU called glo mme rs . This is an unnatural breed , similar to 

norUlal Ea rth apes, but crcated by sOllie t:vil Chak. 
Tin Humanoid : This is a metal golem ofChak construction , 

a nd it can be activated by the proper command word . The oil 
can i~ of no use. The command word is known to the ki ng's 
advisor. 

Spider Amulcl : T his is a relic belo nging to the bad gu ys. 
t\ckack will oITc r no clarificat ion at this time. 

C utter: [fthe !lak cutt er (8 W long with rollcr and blade) is 
displayed, ,\ckack \Vi!! insist that the party must turn it over. It 
is a taboo item fo r outsiders to possess while within Sarkum 's 
Palace , but it will he returned later. If m::cessary, the Chak will 
swarm over the party to ret rieve the item , and the d ragon is 
always there with his sleep b reath. Howcver, if the characters do 
not reveallhcir possession o f a cutter, no problems will arise; it 
will not be found . 

Ackack will politely admire any other ite ms shown , but has no 
special commenlS about them . H e will poli tely d ecline to give 
anSWefll OIher than thme noted above, saying that the king (or his 
court ) will surely clear everything up . ("G ee whiz! " ) 

I\fter the above topics arc covc red, Aekack suggests tlHlt the 
characters may rest , o r may visit the king immediately, if they wish . 
( Each option is covered hereafte r. ) 

Prisoners (Special) 

If the characters have attacked the Chak at a ny point, they have 
been put to sleep b y the brealh of l "llllytal. or have been overcome 
by the massed C hak a nd captured , or both . T hey awaken some 
time late r, strippcd o f every thing a nd lying in a bare cell . After a 
few hours, they arc brought to sec King Sarkum (sec Royal Audi ­
e nce #6). 

•• 

4 .•. ,eaving" 'U.tz Hull 
\Vhatever option is chosen . the characters will be esc orted fro m the 
I-I all by Ackack a nd mosl o f the C hak pre5Cnl. 

Ack ll<.: k produces a meta l cu!ler from his underside . You re(llize 
thaI he, and prc~umably all of the Chak, have pouches, simila r 
to those of kangaroos. The cuttcr is idcnt kal to Ihe one yoo 
found in the maze . Ackack cl imbs the fa r wall and q uickly Cul S a 
6 ' diameter hole in it , reveal ing n nak metal ·shcathed IUn nel of 
the same size. 

If the characte rs mention or produce their cu tte r, note Ihe unfavor­
able rei u ll$ as d escribed above (comments about curiosi ties). 

,\ ckack leads the part y rrom the Hall . H e ,lOd the part y arc sur­
rounded at all titlle~ by many other Chak with the re mainder fol­
lowing behind . Tho.: dragon rcmains in Tatz '·b!1. 

5. Tunnel World 
It soon b(:comes appll rcnt that the C hak live in (In unde rground 
conlJT111nit y of tunnels and rooms, all lined with nak metal . During 
this entire advcnture , the charaCtCfll arc ncver perm itted to roam 
the tunnels at wi!! , a nti thus maps of them a re not needed . 

If the characteu (stupidly) want to a ttack while in the tunnels, 
warn the playefll tha t no good opportunity exis ts , and try hard to 
d isco urage this. Sevcrlll C h<1k to the rear have (unnotked by the 
characlers) armed their lightwands, Jnd they arc prepared to 
destroy the party if trouble arises. In addition. the Chak tlear the 
Char:IClers may attack with their poisonous bi tes. 

6. Royal Audience 
Ifthc characters have been put to slecp by the dragon's b reath and 
captured, they will still receive the same treatment as given below, 
bUi will bc brought be fore the king absolutely naked and une' 
(I"ippcd . 

The C hak escort yOIl through the sleek nak-metal corridors. You 
pass occasion,,1 side rOUies where even more spiders scurry 
about , all apparently busy. SOIllC Stop 10 watch your passage, 
and then continue about their busine$!. 

Afte r about a half· mile of travel , you come to a large arca 
(still lined wilh nak) with a 20' square hole in the wall ahead . 
Passing through this , you arrive in anothe r large chamber, 
o rnately adorned a nd oc:cupied by dozens of Chak . At the far 
end is a greal spidenveb, and in its center is a huge spider, at 
least 10 ' across . This must be King Sarkulll himself! The king is 
surrounded by a do;o;en large Chak, each about 5' across and 
each holding a lightwand. 

Ackack speaks. " Hail , 0 great and powerful Sarkulll , most 
splendid or Tatz, C hak-fath er, Supreme Ruler, Conqueror of the 
Inne r Planes! Greetings, Father·mine, Wisest of Wise , Strongest 
of Strong , Eater of Foolish Guests! Gee Whiz!" 

Sarkllm replieg, "Cee Whiz! " in a deep, rumbling ban voice. 
All the Chak in thc hall immedia tely fall to the floor and ccho 
thc words " Cee Whiz!" three times in chorus. 

If the PC s do nOl do Ihe same, they are cued by whisper, and tugs 
from the Chak around them . A simple kneeling will do, but full 
prone position will please the king the most. Adj ust the following 
commenta ry as needed if the cha racters arc not prope{ly respectful 
to this foreign mona rch . 

Sarku m speaks again. " Gee Whiz! Rise, our people and 
guests!" f.veryone rises. "Greelings, amb311sadon! Greetings, 
ou r son Ackack. Who a rc our guests?" Ackack tells the king 
everything you revealed during the questio n-and-answe r session 
in Tatz Hall. The king seems pleased. "YOII have do ne well . Cee 
whiz! We never liked those frogs anyway." Snrku m then turns to 
you . "Who speaks for your group?" 

One of thc PCs mu st !.ICt as spokesperson for the party. Sarkum will 
addre5~ thou person hereafter. 

.s.u., .Z6 



"Gee whiz! We welcome you to T:HZ, and hope th,,[ your $lay is 
a pleasant one. 'Ne arc but simple m,der folk , and travelers. We 
would like you 10 trade with us. Arc you int",rested?·' 

7. Trading Session 
~he rollowing details are revealed in the course of the trading ses­
sIOn . 

a. The PCs may return horne without a trade agre",ment, if 
they wish. If so, thi s will occur within I hour, and the Chak will 
try cOn1acting some other nation of Earth. 

b. If a trade agreement is reached, the party will receive 1% 
of the price of all goods sold by the Chak, payable in Sarkums to 
divide amongst themselves. 

c. The Chak arc interested in magic itcms, live giant insects 
(food), or Good dragons as trade goods from Earth No OIher 
Earth goods arc of in1erest. Refer to the separate section Values 
of Items for prices offered, and note that thcy vary by Sarkulll's 
reaction to the characters. 

d. Sarkum will trade with the characters for items carried 
immediately if they wish, regardless of any trade agreements 
with the Earth people in general. 

e. T he Chak trade goods offered arc nak (the reddish metal) 
and lightwands. (See Value of Items, pg. 22, for going prices 
and full descriptions.) 

When they hear the prices offered for insects and dragons, the 
characters may wish to return home, gather some, and r",turn. This 
will not be permitted as yet. If the characters return home without 
finalizing the trade agreement, the deal is off, and they will not be 
con tacted again. 

8. The Proposition 
After working out trade details, and possibly trading with the player 
characters, Sarkum makes another speech. 

" It is a pleasure dealing with you. We hope that this marks the 
beginning of a long and mutually beneficial relationship. 

"However, we yet have some doubts. The grecnies were also 
fair traders, and pleasant enough at first, but they were unsta­
ble. We believe that they were lacking in the stuff that makes a 
people great. Gee whiz! 

"Before we finalize our agreement, can you convine" us that 
your people are worthy of our trust and wealch?" 

Allow the characters to try their best, but Sarkum will not be con­
vinced by mere words. If player characters suggest a test of (heir 
courage and power, Sarkum will be pleased: he was about to make 
the same proposal. 

Sarkurn explains the fo llowing si tuation to the characters. The 
manner of presentation will vary, depending on wh"t her he or a 
party member suggested the test. 

Sarku m 's daughter (Pri ncess Keel"e of T.·\1 :.:) has been kidnapped 
by the bad guys and is being held for ransom. If the characters 
rescue her, th"y will prove themselves worthy, the trade agreement 
will be finalized , and the party will be returned home safely, becom­
ing Earth's official Ambassadors to the Chak. To aid them on the 
perilous miss ion, the characters may take two free lightwand weap­
ons with fully charged rings. A reward of25 Sarkums per person is 
also offered. Bargaining is ignored. 

If the characters decline the offer, they are sent home within a few 
minutes, and the trade offer is closed. If they balk, suggest ing some 
ot her service, Sarkum will insist that th is is his only offer. 

9 . A Briefing 
When his olTer is accepted, Sarkum introduces an advisor, Chum· 
ley, who gives further informat ion. 

"Just as you humans may be good, evil, or neither, so too are 
the Chak. Ren"'gade bands lurk here and there in our world, but 
the fiercest and worst is a group of twenty-one called the Black 
Chak . They are led by the notorious criminal, Gritch the 
Grinder." 
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At the rnelllion of this name, all the Ch"k in the room start a 
tremendous growling, which subsides only after the king shouts. 
' ·Gce whiz!" . Chumley conti nuts. 

"Gee whiz. The Black Ch,lk have swJcn beautiful Princess 
Keelee, and we are most sorrowful. \A-'e cannot get h<.:r b"ck 
ourselves! Gee whi:.:! As we, the good Chak of·lutz, ally with Ihe 
noble lizards - you met old 'lallytal, I believe - the Black 
Chak wallow and glurnph with the vilest spccimens of (hat race. 
Some breathe tire, some lightning, cold . acid. it is a bar· 
piing situation indeed. Cee whiz!" 

Cries of·'Gee whiz!" echo from around the room , but the 
King remains silcnt. Chumley continues again, afte r the noise 
subsides: 

"The evil Gritch - " Chumley is int<.:rrupt"d again, by growl · 
ing. " T he Black Chak leader is demanding many magic items 
for Keelee's return. !f you cannot help us, we must pay their 
awful pri<.:e. 

"Now, a fcw words about our land. Ge" whiz! You have seen 
our beautiful scenic tunn<.:is, so no description is needed of them. 
Beyond our humble abode, however, the purity of nak ends, and 
the lunnels become rough-hewn and crooked. We will give you a 
drawing of the routes to Cri. . to Ihe lair of the mad Chak. 

" Oh yes! Gee whiz! The air we bn'athe fills all the tunnels, 
but is not found elsewhere. Stay in the tunnels. at all cos ts! The 
surface of our world is airless and bleak. We will show you a 
glimpse of it before you depart. 

" T he evil ones appear just as we, but we know their foul 
s tench; they dare not corne here, lest we get them , and STOM I' 
them, and RIP them into little PI ECES and FEED them to our 
DRAGONS , and T EA R off their LEGS and RITE them and 
KILL them and. ." During his speech, several other Chak 
have begun chanting along with him and have worked 1hem ­
selves nearly into a frenzy. Chumley stops, suddenly, and things 
quiet down. He con tinu",s. 

" H umph. As you may not be able to tell the difference by 
smell, assllme that all therein arc evil. All but Princess Keelee, 
of course . Gee whiz! You must find some way to tell her from the 
others, I guess. Do not harm her! Even the vilest of the evil ones 
do not dare that; cven they fear (he power of our great and 
glorious King Sarkum. 

"The evil ones have few lightwands, only those lhey have 
stolen from us. They lack our great trade empire, so they cannot 
get nak or lightwands from the-" 

Chumley is suddenly interrupted by a great "ha- R UMP H !" 
from King Sarkum. I-I e falters, and continues. " Eight pardons, 
o great Ki ng. Anyhow, the evil ones arc not nearly as powerful 
as we, and glumph with other nasties to reassure themselves. 
They have slaves, things that look like you. wcll , almost; 
they have four arms. Gee whiz! And fear, and l1e(' , the grea! 
false one, the Chak that is not a Chak, big as a king, death 
incarnate. Reward" 

An echoing chorus of "beware" comes from all the Chak 
present; even the king joins in fo r a moment. 

" Do you have any questions?" 

T he Chak have seen the " great false one", a spider-being as large 
as K ing Sarkum, in the far tunnels. They know that it is not a true 
Chak, because it smells wrong. It looks vcry dangerous. Other than 
that, they know nothing about it, but they assume that it is a friend 
of the Black Chak. 

The "rock creal\Jres" are simply beings that look like rocks and 
<.:an hurt you, but the Chak know nothing more of the m, either. 

T he king's advisor knows how to activate and control the tin man 
(a golem). H e will scll this information for 10 Sarkum s , or will buy 
the golem back for 20 Sarkums. Refer to the Monsler Descriptions 
(pg. 20) for details. 

If asked how the tunnels are made, the king's advisor tells the 
chanKters of how greill purple worms, up to 30' long , are trained 
to dig for them . These creatures a re called chompers. Trained ones 
arc nearly harmless; wild ones are very dangerous . 

Before you go, the king adds a final word. " Tfyou come back 
without ou r dear Keelee, you will have failed, and we shall find 
someone else to trade with - people of couragc. Gee whi:.:! You 
may leave." 



10, View From a H eight 
Sume lime before It!'lving for Ihe 1 .... ~CUl· mission, (he PCs arc laken 
10 Ihe Chak ubserv.uory fur" look al (he surfa.:;e world. Usc Ihi s 
en':;UUlller whell(;ver il is (;on\'enienl. 

Yuu climb a long spiral r;lInp Ihrough solid rock. m:companied 
by Ackack and scveral otho.:r Cha k carryi ng ligluwands. T he 
passage is complelely linL-d with nak . and it linally ends in a wall 
or lhe same IIIcHl1. Ackack produces a cuuing wol, make~ a 
small incision. and listens. "No h iss! " he says happily, and 
continues to CUI o pen a circular doorway. He su:ps through, Imd 
Ihe rest (;llIt;\IU5Iy follow. 

You l"n ler a large hemispherkal dume of nak, thl" Joorway 
bcingjust abuve Ihe 11:1I l1oor. T he dome is about 60' across . It 
is all fealurclen, and nodling happens. ) hll a ll wait fur" few 
minutes , and the C hak light wands start to go OUI, one by one. 
None arc rcaclivliled . Ackack tells you nOI 10 produce any light 
sou rces. but 10 wail. Finally, the lasl Cha k lightwand blink! O\I! , 

and the room is plungl-d into total da rkness. 
You hear a loud dunk, as if some metal mechanism ha s been 

activaled. Above you, a crack a ppears in the dome; it ha! split 
into two halves, and they afe sl iding down to eilher side. 

T here, abuve you, is a night sky. A huge ball of soft light 
beams down from di rectly overhelld . Around it , glittering like 
thomands of diamoll{b on black velvet , arc $lars, more a nd 
brighler slau than you have ever witnessed. It i ~ an awesome 
sighl , and everyone stands in sile nce fo r a few moment s. T hen 
Ackack sofll y intermpts Ihe silence wil h IWO words, as he ges· 
lures loward the great luminous orb in Ihe heavens: "Your 
home." 

T he area to Ihe sides of the dome is visible once the dome cover is 
retracled. The bleak and barren moonscape is marked by huge 
!lIountains, inky black shadows , and a IOlallack of vegelalion , 
water, o r anything else but rock. The do me it!el fi s a glany sub­
Siallce, barely visible. There is no air outside o f it. 

When the PCs a re ready 10 deparl, Ackack does something to a 
seclion of floor, and the halves of the dome cover slart 10 rise on((; 
again. BUI suddenly, a huge avian shape rises from a lun;tr valtey 
nearby. ils wings OUIs!TI:tched but nOI moving. T he creatu re is 
heading for the observatory. 

" Flee! Flee! " cries Ackack, and the Ch;lk rush OUIIO tho:: ramp. 
(T he party should do the same.) Afte r he passes Ihe doorway. A( k· 
ack shouls, "Quickly! I m ust seal the passage!" He puts Iho:: nak 
disc back in place as soon as the cha racte rs a re o ut or the observa­
tory, but he will nOI wai l long, 50 a nyone who hesilates may be 
walled in. Aekack quickly rolls the edges of the doorway disc, scal­
ing it perfectly with Ihe CUlling 1001. A~ he docs so, a loud 
C RUNCH comes from inside the room . 

"Just in time!" pants Ackack. "Gee wh;:... ; have 10 fi x Ihal laler." 
I f questioned, he describes {he I WO predatory creatures of the lunar 
surface: rock creatures, which sland about 10' talt , and huge bi rds 
like Ihe onejusl seen , which have a 70 ' wingspread. " T hey appear 
similar to birds of your world ;' Ackack comments, "but have 
adapted 10 OUTS. G reat and fie rce creatures they a re, who do nOt 
know fear. You will probab ly nOI encou nter a ny in your Iravels, bUI 
if you do, beware! Gee whiz! They an:: (a iled Moon Rocs ." 

•• 

THE T UN NELS OF TH E 
BLACKCHAK 

Note .. fo .. the OM 
Wandering Monsters 

During the rescue mission , Ihe part y may run across wa ndering 
bowleT1 or wild cho mper.l. Check once dur ing each 120' uf travel . 
A I on 1 d6 indicates a ra ndolll encounter, with either I · " bowlers 
(75% ctmnee) or I wild chomper (25% chanet·). Bowlers witl be 
seen at 40' range; a chomper will arrive by tunneling frOIll Ihe top. 
bottom . 0 1' eilher side (equ;ol Ch1ll1CeS of each), at a di slancc of2' -
40 ' (2d20). 

Bo wle r: AI. N; MV 6~ ur sped"l: HD 'h + I (h p 2-5).: AC 4: 
TH ACO 20 ' ; IIAT 1 crush; Dmg - bowler hp; SZ S· M : IN 
Sell1 i; ST s 19 , S'I'" 18. 

Special A!lacks: 50% chance of su rpri~ ing oppon ents wit hin 
~O '; gai n + 1 ~/round movelllenito 15 · maxi mum when charg­
mg. 

C ho mper : A1. N; M V 9 -; HD 9; hp 40; AC 5; THACO 12; IIAT 1 
bile/l tail Sli nger: Dmg 2d611d4 + puison (paralys is); SZ L: IN 
'\ ni ; STs 11 . S' I'" 13. 

Special Attack!: Tail sti ng (s,lVe vs. poison or suffe r paralysis 
for 2·12 turns). 

Notes About D igger and Mon tana 
Before round 2 of this tournament began, Digger Iried to eXlon 
money from Slim for the return of his spell books (usu 'IJl y kept in 
Digger 's b;lg ofhoJding). His plan was foiled by .mlgic, and he was 
fo rced tu run for it, barely t:Sulping wit h his life. H is large hoard 
was confiscaled, and h is life was in ruins. 

During the recovery of the obelisk, he found Montana (who had 
been ex ploring clsewhcrl: and knew nothing of the eXlOrtio n) and 
thl:Y j oined anothl: r parly for further adventuri ng. \.Vceks la u:r, after 
the PCs re tu rned wilh Ihl: obelisk and wen: Ihen railroaded into 



emering it, he suggestcd to Momana that togcther thcy might also 
cnter the obelisk to aid their old friends, if needed. Montana readily 
agreed. 

T he pair cha((ed wi th Tally tal the brass dragon, evaded the 
yukky spidcrs (whom Montana hatcd), and headcd off into the 
tunnels. They were eventual!y besct by the Black Chak and got 
separated. Digger made the best orthe situation, joining tlw Black 
Chak, while Montana hid in the tunnels, trying to survive. 

Digger is currently working with and for the Blad Chak, and 
especially the blue dragon Henku$ (see Encuunter 115, pg. 19). 

Enconnter Key 
1. Lunar Excursion 

Characters will be allowed to rest as long as desired before setting 
out on the rescue mission. Give the "latz '!unnc!s map to the play­
ers, and rder to your own map for the upcoming journey. Remem­
ber to give the party twO lightwands, with fully charged rings. 
Their cash reward will be paid later, if they are successful. 

C rit ical Note: If the PCs do not possess a cut ter, the Chak will 
lend them one "just in case." Ignore this if the PC s have bought a 
cutler or have I.Irought theirs . 

Most of the journey is along a single ]MSsage which leads to the 
west side of the map. Then a choice appears - the PCs may con­
tinue cast by two rOllll!S, marked 2a or 2b on your map. Only onl! 
encounter can occu r on either foute, as given hereaftt·r. Be sure that 
a marching order is established, and be aware of party light 
sources, spells running, and so forth. 

You gallantly set fOrlh on your trek. A few Chak escort you for 
the first mile or so, but then they wish you good luck, give a 
final cheerful "Gee whiz!", and depart. The nak-lined tunnel 
continues for a great distance, but finally the limits of civiliza­
tion (such as it is) arc reached , and the corridor becomes rough, 
bare rock. You contin ue onward, cautiously, and travel for a few 
more hours. Strange thoughts arc in your minds. You arc a long 
way from home, trapped here u nder the bleak lunar surface. 
H ow ironic it is: you began Ihis bizarre journey at the whims of 
your king, only 10 be trapped by the whims of another! "Gee 
whiz", as your new friends would say. 

You coml! to a point where the corridor branches to the north· 
cast and southeast. And here, lying on the floor, is a broken 
crossbow bah. You examine it with interest and note a puzzling 
fact: the colors ofthc fletching are somehow familiar. . Of 
course! This matches the bolts carried by your old friend , Mon­
tana! But she couldn't be H ERE - could she? 

There arc no traces of anyone's passage in (his a rea. If Finder's 
arrow or direction is used, it will point to the northeast passage, 
regardless of what is asked. 

2. 1\tnnel Encounter 

You cautiously contin ue through the tunnel, your lights piercing 
the darkness ahead. The tunnel winds about, ever turning, and 
you can SCI' little of what lies ahead - or behind. 

Now refer 10 either 2a or 2b, hereafter, as applicable. 

2a. Worm! 

Suddenly, about 30' ahead of the front character, the right wall 
of the tunnel caves in! And squirm ing out from it is a huge 
wormlike monster, purple in color. Its head is at [east 5' across, 
and rows of teeth line ils gaping mouth. It turns its hcad toward 
you, but its body is still mostly in the hole it has made. What do 
you wan! to do? 

This is a 30' long chomper. It is a tame one, and its two keepers , 
Clump and Nargitch, a re dose behind it. 

If the PCs attack immediately, they will nO! be able to hear the 
cries orthe Chak. The chomper panics when attacked , and starts to 
burrow DOWN into the tunnel floor. It squeals each time it is dam-
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aged. Nargitch will peer Olll from the new tunnel entwnce to Stee 
who is making all the tfouble. with wcapon (lightwand) in hand If 
the characters attad him. he will rt:turn their attacks, and Glump 
will join in whene\'cr possible. If defeat appears imrninen!, both of 
the Ch"k will phast· out and return horne . (Note that their weapons 
will remain behind if they phase out. ) 

It the PCs do not a!lack immediately, the dlOrnper turns AWt\Y 
from ilwlll. dosdy follow<:d by th<: keepers. T hey will notice Ihe 
party with surprise, and ask, "\OVho arc YOU ?" They will talk 
peacdully, if p<:rlJlitted to do so . but will always keep their 
lightwands at ready. The keep<:rs will explain that (hcy and Fred 
(the ehomper) arc busily making new tunnels, and that this is a 
common practice . I f questioned, the keepers claim that they arc 
loyal to K ing Sarkum. 

The Chak chomper-ke<:pers are, of course, Black Chak, loyal to 
Gritch (he Grinder. If attacked after initial conversation , both will 
pm up a good fight, but wil l phase out if severely damaged. (The 
cham per will try 10 escape by tunneling downwards.) IfsorndlOw 
taken prisoner, the Chak will reveal nothing. 

If the characters follow the new tunnd created by the ehomper, 
they will cross down to tunnel 2b. 

Chomper: AL N; MV 9 N

: H D 9; AC 5; THACO 12; #!\r Nil: SZ 
L; IN Ani; ST s 14, STw 13. 

Chak: AL LE: MV 9'21; liD 5 ; AC 5: THACO 15 ; #AT 2 shots 
or 1 bite; Dmg 2d812d8 or Id6 + poison: IN Average; STs 14 , 
STw 13 . 

Special Attacks: Poisonous bite; lighlwands (13 charges each) . 

2b. Rolling Stones 

As you trudge along, you gellhe feeling you're being watchcd. 
Suddenly, a character in Ihe rear of the group is slammed for 10 
points of damage. Looking behind, you sec three large boulders 
where there was once dear corridor. One of the boulders has just 
slammed into you, and it has corne to a stop close by. The others 
arc within 20'. What do you want to do? 

The three rocks arc a galeb duhr and two animated boulders. One 
of the boulders has just hit a character; the galeb duhr is the one 
furthest i1way from the party. 

Caleb the galeb duhr Jives in this general area and has becoll\(' 
annoyed al Ihe sound of intruders. Using a passwall to enter fro m a 
nearby tunnel, he has sent his boulders after Ihe party. 

If the PCs attilck, Caleb will back off to maximum (60') control 
range while the boulders attack fearlessly. The two animated boul­
ders will block the passage of all visible PCs, shielding Caleb from 
attack. An invisible character may sneak by them, if desired. If the 
boulders arc becomin g badly damaged, Caleb will ret reat into the 
side tunnel. As he docs so, the boulders suddenly stop a nd fall over. 
Caleb immediately closes off his escape route with a wall or stone. 

If Caleb is attacked magically from a distance, he will flee imme­
diately, whatl!ver the damage. If he is engaged by a PC moving in 
invisibly, he will drop concentration on rhe boulders and creatc a 
to' pit under the offender (via passwall), and then flee . The charac· 
ter must makc a saving th row vs. spells; failure means falling into 
the pit, for 1·6 points of damage, but success indicates thai the 
victim has grabbed the edge of the pit. 

If the characte rs back off and allempt to communicale , Caleb will 
stop the boulders, leaving them as cover, and will shou l from a 
distance. Unfortunately, he does nO! speak or understand any of the 
characters ' languages. Finder's magical helm will also fail to deci­
pher Caleb's language; a tongues spell is needed . As long as the 
PCs keep peacefull y attempting to communicate, Caleb will keep 
the boulders from attacking. 

If a tongues spell is used, Caleb introduces himself and his two 
hard -headed allies, Thuga and Thugy. (The boulders bow politely 
when introduced.) Caleb cxplains that he thought the party was a 
group of intruders from Critch, and will apologize if the characters 
reveal that they have come from King Sarkum. If asked, he notes 
that he met " twO linle 'uns, sana like you; the litt!<: one gave me a 
BIG drink of water from a tiny bonle" (this was Digger, accompa­
nied by Montana). He docs nOt r<:member other detail s, as all 
humanoids look alike to him. Since Caleb ignores time utterly, he 
cannol cvcn estimate when the pair came by - ten minutes ago, or 
ten weeks. 



\Vhen the PCs arc ready to leave h im, Caleb suddenly says, 
" Hey! Wall! some junk?"' Hc has found 11 oak-metal box, about 
foot square. Ir:IJJowed, he will retrieve h and give it to the pa rty; he 
has no use for it The box is orn~tcly etched (a feat impossible for 
the character3 to duplicat", "vcn wid\ a eulter or magic), obviously 
valuable, and locked (standard chance! of picking). It wntai n~ 20 
Sarku ms. The box is worth 5 Sarku ms, o r 750 gp if sold on Earth. 

Animated boulden: 2; AL N; MV 3 "; HO 9; hp 40 each; AC 0 ; 
THACO 12; AT I crush; Dmg 4d6; S2 L; IN Non; ST s 16, Sl", 
15 

Special Ddens,," Resistancc~ as gli leb duhr. 
Galeb Dubr: AL N; MV 6"; H D 9; hp 60; AC -2; T HACO 10; 

#AT I bite; Dmg 2d8 . 3d6, or 4d6; SZ J. (10'); IN Very; STs 
10, STw 9. 

Special Attacks: Spells. 
Passwall(C 55, R 3", DR 26T, 5')( 8'x 10' deep) 
Slone Shape (C I r, R Touch, DR Permanem, 20 cuI) 
Transmule R ock 10 :H ud(C 5s, R 20 ", DR Id6 days per 10' 

cube, Volume 40,000 cuf) 
Wall o(Slone (C 5s, RIO ", DR Perma nent, Area 5' thick, 

400 sq f) 
Move E.11·th (C IT /40' sq , R 20", DR Permanent; affect~ clay, 

loam, sa nd, but nO{ rock). 
Special Defenses: Double damage from cold (save for normal); 

-+-4 bonus Vll. magic lire; immu ne to lightning and normal fire. 

3 . Guardian 
Both corridors 2a and 2b lead to this large room , and theN': is no 
way past it. The characters may a pproach it as a group. or they 
may check it by scouting ahead . 

Peering ahead, you Jee a large dimly Iii room , about 80' square 
and 20' h igh. Four lightwands a re mounted on thc walls, one in 
each corner, about 12 ' up. A nak·lined , 10' -d iameter corridor 
exiu from the center of the west wall , sloping upward . 

Standing in thc middle of the room, with its left sidc tOwards 
you, is a huge Chak-like crealllre, about 12' tal!. You note that 
its four front l eg~ end in largc sharp CI:IWS, and that it has sev­
eral eyes. It shifts sli ghtly, sta rting to tu rn away from you. 

The following material appl ies only if you a re using the characters 
supplied in Part L of "Ncc:dle" ( Issue 1124). Adjust it all you see lit 
for your campaign . You may give the cha racters a chance 10 !ave 
Montana if desired, but be aware of possible problems created by 
the addit ion of an extra character. If you do allow Montan a to be 
rescued, her knowledge of certain events must be restricted . 
Assume that she has not seen Digger since they were separated in 
battle with some Black Chak, and th at she is unaware that Digger 
has since sold out to the opposition. Allowi ng her 10 know any more 
informat ion Ihan this will cauJe problem~ wi th the fi nal cncou nter. 

Suddenly, sounds come from the western corridor - ",uch 
clacking and runn ing foo tsteps! Two Chak appear, scurrying 
down into the room, and pursuing them - tt s MO NTANA , 
fe rociously a ttacking the spiders! Her upraised broadsword 
glows bright and shows signs of successful use; indeed , the Chak 
appear to be damaged. 

But before you can act, the huge creature has turned toward 
them, moving wi th great speed . Montana sees it, but ~he hesi· 
tates. Then a bright bluish ray of light shoots forth from one of 
Ihe huge spider 's eyes and strikes her squarely! She topples wi th 
a thud - a very loud thud. She has been turned to slOne! 

T he two Chak turn to the Jarge creaHlre and elack at it a rew 
times, and it clacks back. They tncn start back up the corridor, 
leaving the creat ure in the room . It turns away from the stair­
way and resumes 11 watchful posilion. 

This is the guardian of the ellirallce 10 the Black Chak lair. a 
retr iever ( fiEND POL/Oe Tome, pg. 75). Th is construct was 
made by Demogorgon in the Abyss and was traded to the Black 
Chak 
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for items and favors (hat have no bearing here. It is H modifiL-d, 
simple version, unable \0 tr~nsmu(e vict ims into mud, lead, or 
gold . 

T he retriever wi1l not leave this room . If the PCs flttack it from a 
Ji~wnce, without entering the mOln. it wi Jl lire 1111 it s eyes down the 
tunnel at them, as quickly as possible , and then move to one side, 
ou t of sight . If the cha racte rs Iry to make a Tl.1Il for il. the retriever 
will quickly movc to block the weSlern wnnel. 
. The retriever has only it I in 6 chance of delt.""C ling an invisible 
In truder. Howcvc r, once it de tect! one, it can follow easily, but with 
the standard ·4 penalty on "to hit" rolls. If an eye ray is used 
againSt an invisible character, the victi m gains a .;. .~ bonus 10 the 
applicable savi ng throw. 

Note that the re triever has no special immunities and that it wi1l 
die fa irly quickly if the PCs a!!ack properly. Howeve r, there may be 
a dcath or two if the players a rc not (Urd ul. Choose eye ta rgets 
randomly among potential vic tims, but try to spread Oll t the dam­
age, not aiming at one charlleter twice. Rely on melee (those cleav­
ers arc nasty) if possible. T he retriever will fi ght to the dealh. 

Ret rieve r: AL Cr-:; M V 18-; HI) 10; hp 60; TH ACO 10; #Kr 4 
cleavers and 2 eyes; Dmg 3d6 (x4) -+- special ; SZ L; IN Low; 
ST s II, Sl 1,,, 10. 

Special Attacks: 4 Eyes, each with 60 ' range, 2/round maxi­
mum. Once used , cannot be used aga in for 6 rounds (recharg­
ing). Eye effects: Fire , Cold, Lighming, Transmu tation (just 
used); Damage equals retriever's cu rrent hp, against I vic tim 
only, victim may make a saving th row vs. breath 10 take '12 
damage; Transmute ray turns to stone (only), vic t im may make 
a saving throw vs. petrificat ion to avoid the effect enti rely. 

3a . Ilcsidents 
Adjust the following materi;11 to fit your campaign situation . 

T he creatu re finall y falls . You quickly check the faJlen statue; it 
is indcc:d Montana. She and her equipment have been pet rified . 
T hen you hear noise com ing fro m the west corridor: clacking 
again. 

A group of Black Chak have hcard the noise of baltic, waited, and 
heard it SlOp . They a re coming to gather up the bod ics of the (prc­
sumably) slain imrudcrs. When they Jee the body of the retriever 
instead , they will panic, scurryi ng back up the corridor; Ihey can 
barely conceive of somethi ng powerfu l enough to defeat the awe­
some reHiever. 

T he Black Chak will nee regardless of PC actions. The characters 
may try fO ambush them, a!! ack them as ~ hey descend , o r hide, but 
the results will be the same. 

The word wiJJ quickl y be spread, and most of the Black Chak will 
fl ee from the fierce invading PC~ . If the characters pursue quickly, 
any C hak encountered will phase out rather than face tnem. T he 
corridors will be empty wilhin minutes. 

The western corridor leads directly to th~jail , #4 . 

4. Jail 

The tunnel from the retriever 's room curves upward sligh tly, 
rising 10' over its 50 ' length before connecti ng to another room. 

This a rea is very large, alm05t 200' long, 70' wide, and 30' 
tall . The walls, fl oor, and cei ling are lined with nak llletai. 
Twelve prot rus ions from the floor, each 10 ' square and 2' tall , 
arc also nak·covered . On the floor at the north end of the room 
is a pi t, 50' across . 

Twent y small tunnels, each about 5' across and lined wilh 
nak , exit the room along the west wall by the 1100r. You catch 
glimpses of several Chak therein , hut they back off quickl y when 
they sec you. 

You hear someone cryi ng, somewhere. It sounds human. 

The cryi ng is coming from cell II 10; it is Digger. (Sec below for 
more in format ion.) 

Discourage the players from entering the western tunnels. They 
lead to other areas of the Black C hak lair, and they at'e 



neither needed no r mapped fo r this adveillurc. If players penist . 
descri be:: the other areas bric l1 y (small rooms, many more tunnd s, 
some webs, no treasure). They will 1111 be abandoned by the fr ight­
en(d Black Chak. 

Each of the protrusions on the jail noor is the top of a 10 ' cubic 
box, set in to the floor. There arc prisoners in all oflhe boxes. A 
deuxr invisible spell reveals dozens of tiny holes (for air) in the lUI' 
of each box. Close examination will find an insc riptio n on t"ch box. 
and Finder's hel m can translate these. 
T hey are simply the numbers I , 2. 3, 4, 5, 6, 7. [0, 1[,1 2.1 3, and 
[4 , one per box as noted on the map. (These are consecutive num ' 
bers, using base S.) 

The box-cells have been enchanted to perm it no ot he r-pla n"r 
travel through the m, and "re thus de tectable as magical . The pi t is 
also magical. Characters approaehing it will Stt that it is full of II 
swirling whirlpool of reddish gray mist. No sight can penetrate the 
min, magical or otherwise . There is no olher magic in the room 
(eXCepl, of tourse, tha t brough t by the PCs) . 

The box-cells a rc easily o pened by us ing a nak-cutter, bUI no 
other means will succeed. T he prisoners arc described hereafter. 

Special Note: once the PCs have had a chance 10 lalk with Dig­
ger (preferably about 2-3 turns after the room is entered), the pit 
becomes active (see T he Ja ilor). 

4 <1 . Cells 1·7 

Each o f these ~onlains a C hak prisoner, of NeU lral Alignrm:nt. 
Whenever one of these ~ell s is opened , use the descript io n below. 

You arc looking down into a nak·mctal box. At the bollOm. 
silt ing on the floor looking up at you, is a C ha k. It immed iately 
sfaTl sjumping up and down (a. fOOl ill most) and crics ou t, in 
human Common, " Gee whiz! Gee whiz! Have you come to !ave 
me? I am the Princess Keclee! Has my father. Sarkum the 
G real, sem you?" 

All seven of these female Chak will th us claim to be the princess. 
Thcy all believe it, too; they have been magically charmed, and 
then psionically hypnotized. The rea l princcss is one of the seven 
(determine at random), and she, too, has been charmed (but not 
hypnotized ). Ailihe Chak prisoners are frie ndly and helpful. 

A cle/eel lie spell will be of little use, as the subjecls all believe the 
story they are tdling to be true. All the C hak prisoners detect as 
charmed . Dispel magic will remove a ch.urn automatically (or 
several, if many arc in the area o f e ffect), but will nOt affect the 
psionic hypnosis. 

When any false princess is taken ou tside the jail room without 
first removing the charm, she will attack her rescuers (pari of lhe 
hypnosis) by bil ing. The false oneS are actually wilh the Black 
Chak, not King Sarku m 's g ro up (despite their alignment). (They 
are " camp followers;" decorum prohibits further elaboration .) 
Howevcr, i(the charm is removed , they will be sl ightly more d ear­
headed and will be able to resist the hypnosis cnough to hold back. 
Physical attacking is slighdy cont rary 10 the ir habits . They will , 
however, info rm the PCs thai [hey " fee l a strange com pulsion to 
aUllck! Gee whiz!" 

Any C hak prisoner may be talked into "sniffing" the OIheTll. 
While insisting Ihat she is the Princess Keelee, the C hak will com­
ply, and should eventually lind the true p rincess by smell ("Gee 
whi t! She smells like a princess, too! "). 

T he pla yers may have deduced some other means of success; 
judge as you see lit. T he PC s may end up laking everyone from the 
jail anyway, as a general rescue mission , and this should succeed 
admirably if the charms a re removed before departing. 

4b. Cell "10 

The PCs' old fri end Digge r is imprisoned here. He will be over­
joyed at the prospect of rescue, promising anYlhing to achieve this 
result . H i, ac[ual motives are evil (Ke Notes About Digge r and 
Montana). Digger will wa rn the party about [he G reat Dragon in 
the area. 

" It ', like a hyd ra, but deliniu:Jy draconian . It has many heads, 
all of diffcrcnt colors. The C hak here say ,hat it started visiting 
a ft er thcy bought a big spider. machine from a demon with twO 
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heads. ThaI demon I1Hlde a galC, somewhere around here , 50 thc 
d ragon could visit." 

All of the above sIatcments lIre truc. 

4c. Cells 1 1 & 13 

Each of thesc cells {;Qnwins a glommer (four-armed ape) . being 
punished for some reason. The glommtr will try to att,l[k im medi­
atel y. It can leap the 10 ' hcight of the cube, and if PC~ have made 
an opening 2' across or larger, it will escape and attack . 

Glommer: AL NE; M V 12w@ IS-; H D 6; hp 30; AC 5; T HACO 
13; ' AT 4 claws; Dmg Id4 each; SZ Med; IN An i; STs 16, STw 
15; STR 22. 

Special Attacks: 'I claw hilS - automatic rend ing fo r 2c110 
extra points of damage ; .3 claw hilS - Id l2 poims; 2 claw hits 
- I d8 points. 

4d. Ce lls 12 & 14 

Each of these cells contains a peaceful glom mer (same statistics as 
above). Each radiates magic (a charm). Each has been ca refull y 
coached to say, when the cage is opened , "Gee whiz! I am da Prin ­
cess Keeled I've been changed ! Save me - I am cursed!" They 
can sa y nothing more. If allowed Ollt of their cages, they will 
remai n peaceful unti l taken from IhejaiJ, but will allac k a t that 
time. Any glom me r da maged to less than 10 hp will t ry 10 nee back 
into the Black C hak lair. 

5. The Jailor 
WA RNING: THI S IS THE ,"' INAt ENCOUNTER OF THE 
MISSION , AN D IT IS VERY COMPLEX . READ IT 
ENTIRELY BEFORE S'Ii\RTlN G. 

T he pit in the north end of the jail is an entry into the home of 
Henkus, an average·~i zed , very old blue dragon . He is origina ll y 
from Earth, but came he re (via an obelisk) and found II peaceful life 
with the Black Chak, away frOIll the terrible humans o f terra firm a. 

The mist in the pit is a IIll.lu ral effect wi th a Slinking cloud added, 
at the moment , by Henkus. The pit leads down at a 45-degree 
angle a nd is nOI nak-lino.:d, so Hcnkus can climb up it easil y, at 8-
movement rate. 

To wipe out the pany and get Iheir valuables, Henkus and Dig­
ger have planned Ihe following situation. Henkus has suggested a n 
a mbush for Digger 's former friends. Digger will get things ready by 
telling the PCs about a mult i-headed dragon (Tiamat), and Henkus 
will follow up with iOn illusion of her. Note thai Digger 's statements 
are true, bUI carefully worded. Dcmogorgon has indeed been here, 
to sell the ret riever to the C hak, but he has not returned , nor IHU an 
aClual galt: been created - though il sure looks like one and is 
de tectable as magical. Digge,· will cooperate with the pany unti l 
Ihey a re stain by Henkus, o r until a backstab would cOllie in ha ndy 
d uring melee. 

Henkus casts a pllanlilSmll/ force after hearing Digger telli ng the 
PCs about T iamat . T ime th is eVent [0 occur preferably before the 
PCs have linished openi ng and examining the jaiJ cells, but in any 
case a fler they have spoken with Digger. Be sure you know the 
approxi male posit ions of all the PCs before starting. 

The re is a noise from the pit. Suddenly, five dragon heads start 
to rise fro m within the lIli ~t - while, black, red, green, and 
blue . It is the creature Digger described . The head~ stOP within 
10' of the /loor; the neck ~ reach down into the miSI. The live 
pairs of eyes arc watching you closely. 

All the prisoneu you have rdcased dive back into their boxes, 
if possible, or run 10 a rar ("orner and qu iver, exclaiming, " Gee 
whiz!" 

Digge r has visibly paled and is qu ivering, whispering, "oh, no 
." He suddenly makes a b reak for ;1 , runni ng, !e<lping for 

the western tun nels. The white head turns a nd sends II shimmer' 
ing cone of frost at him, and he falls, frozen, as Ihe ice covers 
him a nd a 20' wide area around him . The distraclion has not 
caused the other four pairs of eyes even to blink; they wau;h you 
stil l. 

What do you want to do? 

'9 



This is a phijflta~'m" lurn' cast and controlled by Henkus, who is 
the blue dragon head within the illusion Thus. the blue dragon 
head will do the talking for " TiamHI:' If the characters talk 10 her, 
"Tiamat" will demand that they leave tI,{' spider-prisoners and 
apes here, and leave immediately. "Shc" also demands one magk 
item as payment for the PC intru~ion into her j,[il. "Shc" will 
auad if not obeyed "Tiamat's" spn,eh seems to be a bit slow 
today - I-Icnkus must be very careful not to break his concentra ­
tion from the illusion. 

Disbelief 

Do NOT outline the av"il"ble oplions 10 the players, but be aware 
of the three possible mode~ of action available to eadl PC, and their 
results: 

a . T he PC believes the illusion completely. All damagc is 
treated as real, bUI saving throws may be madt' for 'h dam­
agc. 

b. The PC disbdicvcs the illusion completely. All illusory 
damage has no effect. Real damage from Henku s's lightning 
breath is full (63 pts); no saving throw appli<.:s. 

c. Th<.: PC disbeli<.:ves <.:w:rything e.~cep( (h<.: blue dragon 
head, sin<.:e it docs the talking , Illusory damage has no effect, 
and the normal saving thruw may be made against Henkus's 
lightni ng breath. 

Any PC who disbelieves some or all of "Tiamat" must totally 
ignore her (or the pans disbeliev<.:d). You may roll dice to reassure 
Ihe players, bUI announc~ no chang<.: in the illusion, regarJless of 
disbelief. 

Any charact<.:rs cheLking Digg<.:r's body will eitha slide on til(! 
slippery icy area (if they believe thai the white dragon head 
breathed) and find Digger frozen, or will not sl ip at all and will find 
Digger still warm, apparently unconscious (if Ihey disbelive) . 

Iflhe PCs al1ack anything but the blue head, they ar<.: believing 
some of the illusion (possibly all), and "Tiamat" will counter with 
breaths and bites , Handle melee as dcscribed above (mode a , b, or 
c). Each h~ad has 16 hp; the body is not a visible target. If all the 
heads arc "slain," Ihe body immediately descends into the mist. 

lhome PCs disbelieve, while others take action, aim the first 
illusory breath to catch one believer and one disbe1iev<.:r. T h<.: disbe­
liever takes absolutely no damage, and this should be a clue to the 
others. 

Tiamat: AI. LE; HD 16; hp 16/head; AC 0; T H ACO 7; MT 5 
bites or breaths; D mg Sec below; SZ L; IN Genius; ST s 2, S'I\" 
2. 

Spcdal Attacks: 
White head: 56 point cone-shaped cold breath (7"x2'h" 
dia); bite 2d8 points , 

Black head : 64 point line-shaped acid breath (6"xl"" dia); 
bile 3d6 points. 

Green head: 72 point cloud-shaped gas breath (S"x 4"x 3" 
high); bite 2dlO points. 

Blue head : Nil (conccntrating on th<.: illusion). 
Red head: 88 point cone-shaped fire breath (9"x 3" dia); 
bite 3d 10 points . 

5a, If Tiamat Fails. _ , 

H enkus will drop the illusion and attack himsel f if the PCs are 
either disbelieving everyt hing and taking no damage, o r if they 
seem to be believing nothing but the blue head (himself). If every­
one is ignoring all of"Tiamat," Henkus will carefully catch as 
many PCs as possible with his first lightning breath. If everyone 
seems to be concentrating on him, H enkus will attack with every­
thing he can. Note that, although Henkus can talk slowly while 
concentrating on the illus ion, he cannot b reathe or otherwise attack; 
he must drop the illusion to engage the PCs. He will use his spells, 
if possible , to his best advantage. The web spell, in particular, 
should be used against spell casters, and when seriously attacked he 
can cast invisibility. 

Digger wiHjoin in the melee. He will add missile lire al spell 
casters, or (if few PCs are left) may try for a backstab , If caught, he 
will surrender and ask for justice back on Earth (where he knows 
thai the Thieves' Guild will help). 

Henkus can certainly be subdued, at normal chances of success, 
He will surrender if reduced to [2 or fewer hp, if he has the chance. 

00 

T hc pit slopes gently duwnwii rds aboul 50' and opcns into a large 
room ",ith large lunnel ""oilS . H is Ir<.:asure i8 her<.:: 3,000 platinum 
pieces, 150 Sarkums, 40 gems (IOtal valu<.: 16,000 gp) , 20 pieces 
j cwcl ry (lOtal value 20,000 fiP), a pUlion ofc.>ara -iJealing, a pOlioll of 
/lying, a potiun oJ'spt'cd, and 2lighl",ands wilh rings ( 10 <.:harg<.:s 
each). Hc will b<.:g fO I- a few platinum , g<':fIlS, jewelry a nd Sarkullls to 
keep. f-k otTers a dcal: it Ihc PCs ever need a friend on Ihe moon . 

B lue Dragon (Henkus): AI. LE; MV 9 N I24" ; HD 9; hp 63; AC 2; 
THACO 12; NAT 3; Dmg 1-6/1 -6/3 -24 ; SZ L (42 ' long); IN 
Very; ST s 8, STw 7 

Special AUMks: lighlning bolt breath (100' x 5'); spells (sce 
below). 

Charm Person (C I s, R 12") 
Compn;helld Languages (C I r, R 'Iouch, DR 45r) 
t'vfagic Missile(C Is, R IS", 5d4 + 5) 
illvisibiliry (C 2s) 
Srinking Cloud (already uscd) 
Web (C 2s, R 4.5", DR 18T; 8 cu" , I· min dimenson) 
Pilalllasmal Force (already used) 

Digger: AL N(E); MV 9"; Ftrrrhf 5/8; hp 40; AC I (/\C without 
shidd - 4, AC rear - 7); THACO 16 (19 as Th); 1/ /\]" I dagger 
or 2 arrows; Dmg by weapon (plus adjustments, sec below); SZ 
S(3'4"); IN Aw(8); STs 13 , STw 12. 

Special Abilities: Modify a((acks for STR 17 ( + 11 + 1), DEX 
[7 (+2 to missiles), dagger +2, shonbow +2, S arrows + I; 
backstab for triplc damage; MS 72%, H S 59%, CW 81 %. 

.'ib . The Bescue IAgain) 

After the mdec, the playcr characters can easily re -r<.:scue all the 
prisoners Ihey wish. No Black Chak wil! bother them , u nless they 
spend more than 12 hou rs in the jail or in the retriever room. If 
they rest for that long in this area, a squad of6 Black Chak, all 
armed wilh lightwands, will sneak up and attack, g" ining a + 1 
bonus to surprise. 

Chak: AL NE; MV 9'2 1; HD 5, AC 5; TJ-IACO 15; IAT 2 shots 
or I bite; Dmg 2d8/2dS or ld6 + poison; SZ L; IN t\ve; STs 
14, STw 13. 

Special Al1acks: Poisollous bite; lightwands (usc AC 10 for all 
targets, modified by magic and dexterity only). 

6, Return 
Surprise! No events or encountcrs occur on the trip back. If the 
PCs bring the princess back alive (whether or no t they can identify 
her), they gain th<.: good will of King Sarkum , the trade agreement 
(and thc percentage of the trade revenue thercby) , and the 25 
SarkulTI reward (per survivor) for the rescue. The party gets a 
bonus of 5 Sarkums fo r each additional live Chak rescued. Even 
glommers are worth I Sarkum each. The PCs may return home at 
any time, where they will be welcomed, cheered, beset by pleas , 
praised, and eventually forgotten. 

If the PCs fail to return with the princess, or iflhey bring back 
her body (mise dead attempts will fail), they gCl a "Gee whiz! 
Thanks for trying, anywayl", must return the tWO 10aneJ 
lightwands, and arc sent home. The obelisk is then turned ofT 
remotely, from here, and it relllains still and quiet until, a few years 
later, Sarkum has a problem and wants to see Ihose valiant advcn· 
turns who were there last time . 

Here End .. the Saga of Needle 

Monster Descriptions 
CHAK 
(new monster) 

This is a race of intelligent beings closely related to phase spiders 
(A'fonsrcr l'vtanua/, pg. 90). They are the dominant creatures in this 
adventure. The Chak have prospered as merchants, t rading among 
many of the races of the Inner Planes of Existence . Their society is 
large and advanced. Planels are ru led by local kings, who serve an 
em peror, who rules from the race's home planet somewhere in the 
Prime Plane. Individual Chak lIIay be of any alignment, but align-



1II(:111$ wit hin a group usu"lly m fnch (at kaSI "long Good-Evil 
lines). The average Chak liw~ over 1,000 yea rs. All Chak spea k n 
common language of the sallle name, and many have learned to 

speak human Common and several Olher tongues Ihrough rheir 
dcaling~ with olher races. Their s]>CL-<: h pa!lerns usually mimic 
rhose of individuals met. so Ihey do dcvd op some odd colloquial 
ex pressions. and these habih arc hard to break . (The phrase "gec 
whi:!" comIC into [he Chak vocabulary from contact wilh a paladin 
some 800 yt:ars pas!.) 

Noble ehak arc ]-4 Hit Dice Inrgcr than lhe avccage, with a 
conc~ponding damage bonus (1 -4), und ar(' AC 3. Kings arc 10 H it 
Dice ,u leas t , bile damage 2d10, and AC O. 

The most common weapon used is the ligluwand, a seemingly 
innocent tight·producing device which, when fitted with a special 
ring, can Ix: ~hot as a laser (rangc 120 ', 'AT 21round, Dmg 2d8, 
$.1\'C vs. wands for 'it damage; larget trea ted as AC 10 mooified for 
magic or dexterity only). Other small weapons (such as daggers o r 
hllnd axes) can also be used. In thei r lair, over 40% of the Chak 
encountered will be armed with lighlwa nds. 

Chak spin webs, but webs are normally found only in thei r n;si · 
dences, nOllhroughout a Chak community. A webbed victim of 18 
01" grcater strength (an break fret in 1 round, STR 17 " 2r, ST R 
16 " 3r, etc. T hough Chak can "ph lIse ou t" as nOfmal phase ~ pi ­
ders, entering the Ethereal Plane at will and returning when 
desired, they consider it very impolite to do so. Besides, the Ether is 
cold and possibly dangerous, so it is normally used only as a rOute 
10 other I'lanes, except in emergencies (such as attacks). In addi­
tion, items carried do not go ethereal with them. 

C ha k: AL Any; MV 9 °21; HI) 5; AC 5 (AC 0 if armored); 
THACO 15; 'AT I weapon or bite; Dmg by weapon or Id6 + 
poison; SZ L; IN Ave to H igh; ST s 14, STw 13. 

Special AUa.cks: Poisonous bite; weapons. 

CHOMPER 
(Modified monslcr) 

Thi~ is II smallish variety o f purple worlll (!vlons/er ,\If,lf1u;ll, pg . 
80), on ly 20'-30' long, but otherwise identical. It cats rock, bur· 
rowing deep and instinctively avoiding the lethal a iden lunar sur­
face. Chompers ar .... slightly more intelligent than purple worms. 
They we~ imroouced to the moon by the Chak, who trained them 
to respond 10 simple commands, and Ihey are the p rima", means of 
creating new tunnel systems. Tame chompers are virlually har",-
1e55, never biting creatures except by acc;ident _ Wild chompers 
exist, however, and are not averse 10 adding a bit or meat {o their 
diet . A chomper's ta il stinger is poisonous, but only causes paraly­
sis. The bile can only swallow crcaturC5 of hall1ing size o r less. 

Chomper: AL N; MV g w; HD 9; AC 5 ; T H ACO 12; 'AT I bite/ I 
tail stinger; Dmg 2d8/1d 4 + poison (paralysis); SZ L; IN Ani· 
mal; STs 14, STw 13. 

S pecial Auacks: Tail sting (save VI. poison or su ffer paralysis 
for 2-12 turns). 

GALEB DUHR 
(Monsler M anual 2, ~gc 68) 

T hese odd rock-beings 3re reclusive, but very much at home on Ihe 
moon, both in the ai r- filled tunnels and on the airless surface. A 
galeh duhr looks like a large bipedal rock, with a mouth and 
!KIuimy eyes. They normally avoid or ignore the Chak, but arc 
sometimes hired as guards or spies. Details of their society (if any) 
are unknown. 

A galeb duhr can CaSt any of the following spells at will, 10 a 
maximum of one spell per round : 

I'asswal/{C 55, R 3~, DR 26'1', 5'x 8'x 10' deep) 
Slone Shape (C Ir, R Touch, DR Permanent, 20 cuI) 
7r:msmUle Rock 10 Mutl(C 55, R 20-, DR Id6 days per 10' cu. 

Volume 40,000 cuI) 
~V.111 0rSlOne(C 55, R l OW, DR Permanent , Area 5' thick , 

400 !KII) 
Move Earlh (C IT /40 'sq, R 20-, DR Permanent; affects clay, 

loam, and ~and , but not rock) 

/\ galeb duhr can a lso animate "nd control up to 2 boulders within 
6" range, in much the same way as a trea nt can affecl normal trees. 

Adapted to lunar life, these creatures a rc nOI as susceptible to 
cold as are their cousins; no penalty applies 10 their saving throw 
"gll inst cold-based a ttacks, but d(lmage is still doubled (save for 

POU' IIHOH01\' 

normal). They arc r .... sist;lnt 10 lI\;tgical fire, gaining a + -I 1.)()!1ug 10 

saving throws. and arr. immune 10 nnrlllal fire and ;Ill lightning. 
T he boulders Ihe)' anitll1l1e sharc tht: same resislance~ and im mu ni­
ties. 

t\nimated boulder: /\L N: 1\'IV 3 °; HD 9; AC 0; THACO 12; AT 
! crush; Omg 4d6; SZ L; IN Non; ST s 16, STw 15 

Ga leb Duhr: AI. N; MV 6 - ; HD 8 to 10; AC -2; THACU 1201" 
10; #AT I bite; Omg 2d8, :.ld6, or 1d6; SZ L (8' -12'); IN Very ; 
5T s 10, STw 9. 

GI,OMMER 
(Ad.1pct'd !v{Oll5ccr) 

This is a four-armed ca rnivoroos llpt: ("40nS/<:I" M illlual. pg . 7). It 
originaled in Earth 'sju ngles, and was brought to thc moon by cvil 
C hak . Usi ng all foor arms, a glom mer's st rength is effectively 22 
(carry 1,000 lb. weight, open doors II in 12, WiZ.l,.d loc:ks4 in 12, 
a nd Bend Bars/Lift Gates 80%). 

G lommers normally usc no weapons, but may be taught to usc 
clubs or throw rocks (bul nOt other weapons). With either weapon, 
no penalties "to hit " or to damage apply for multiple :tttack$. C lub 
damagt: is standard (ld6/1d3), and small rocks m"y be thrown to 
3 -/6 -/9· ranges, for Dmg 1-1 each . If al! four of an lHl!lTtneri !jlom­
mer's daw attacks hit a single opponent, an extra 2-20 points of 
rending damage are automatically inflicted. I f three cl aws hit, 
rending damage is 1-1 2. If only two hil, rending damage is 1-8. 

Glommer: AL Nt:; MV 12"@ IS"; liD 6; AC 5; TH ACO 13; 'AT 
4 claws or weapons; Dmg 1d4 (x4) or by weapon ; SZ Med; IN 
Ani; ST s 16_ STw 15. 

ROC 
(tvlonslcr M;lllua l , page 82) 

The lunar variely Oflhis species was created by some mad wizard . 
It needs no air and nics magically, using its wings only fnr stability. 
It is immune 10 al! gase~ and feeds (a nd/or is curt:d by) light and 
ht:at, absorbed Ihrough its wings. Moon rocs arc otherwise very 
si milar to their terrestri(il cousins. 

Moon Roc: AL N; MV 3 "/24"; HD 18; AC 4; TH ACO 7; MT 2 
claws or I beak; Dmg 3d6/3d6 or -Id6; SZ L (70' wingspread); 
IN An i; STs II, STw 10. 

TIN MAN 
(New Monsfcr) 

This is a tin golem, foond during lournament round '2. Long ago, 
the Chak bought it from anot her race and sold it 10 the Grippli. If 
the characters b ring it along, they may learn how to aCtivale a nd 
con trol it by talking with the Chak adv isors, and it may prove 
usefoL 

Once activated, the Tin Man will always speak when spoken to, 
but has no brains, and will offer a random comment or answer 10 
any question. rt is immune to mosl spells, but water- or ice'based 
allacks (normal or magical) cause it to become sliIT and immobile in 
1-4 rounds, (Thorough oiling will free it.) It can be "ffected by 
normal or magical weapons. When rcdoced to 0 hp or leu, it is not 
destroyed, but merely immobilized . It can only be destroyed by 
melting it (red dragon breath o r hotter)_ It can be act ivated o r 
deaclivated by command words. 

The Tin Man is immune to damage from lighlwands; its shiny 
surface reflects the shol $. If the shot hits, however, i, is reflee led in a 
random direClion (rollld6): 

Die Die 
Roll Roll 

(ld6) Direction ( Id6) Direction 

I 90 degrees left 4 45 degrees r ight 
2 45 degrees le ft 5 90 degrees right 
3 Back al attacker 6 Straight up 

A larget in the path of the reO« tion must make a saving throw vs. 
wands or take 1-8 points of damage. 

Tin Man; AL LG ; MV g ~ ; H D6; hp 27; AC 6; TH /\CO 13; fAT 
I axe o r fis I; Dmg 1-8 or 1-·1; S2 M (6'); IN Non . 

Trade Goods and Values 
The "Sarkum" (Chak monetary unit) is used as the base for deter­
mining values of both Chak and Earth trade goods. Chllk trade 



goods are offer(."(1 at a fixed rate; the n' tc~ o ffered for Eanh goods 
vary with the king's reaction 10 the part y. 

Chak 1rade Goods 
The Chak offer only tWO trade itcms - nak mctal (and cuncr tools) 
and lightwands. 

Nak 

Nak o:anoot be worked exo:ept with a ~pedal tool, and o:aonOt bt: 
damaged exo:ept by that tool, or magic, or extremely high tempera­
tures. It refle<U light wand beams (see below) and is suitable for 
stroog enchantllle nt. 

Note: Although oak is indeed the tllctaluscd to make the o:oins 
known as Sarkums, the o: utter tool is not sui table for making coun­
terfeit coins . AnOther device, sccret ;mel neve r mentioned here, is 
the key. Any and all attempu at making counterfeit Sarkums from 
nak, short of a wish , will fail. 

Nak: I Sarkum per square foot . 
C utter Tool : 10 Sarkums. 

Lightwands 

A lightwand produces soft light to ,,30' radius when struck agains t 
a hard object. Thi s effect lasts for I tum pcr strike . T hc wand o:an 
be used as often as desired, and uses no charges. The average wand 
laslS for a year or twO before burning OUI. 

Ligh twand : 2 Sarkums. 
A lightwand can also be fined with a spedal ring, about 2· 

across. T his ring focuses and amplifies the light, creating a damag­
ing beam when the ring is slid along the wand . T he maximum rate 
of fire is 2 per round . T he ray has a range of 120' and can inflict 2-
16 (2d8) points of darn age to a targe t creature with a successful "to 
hit " roll. Any ta rget is treated as AC 10, modi fied only for magic 
and dexterity bonuses. 

Note: Bracers are counted fo r full value. The victim may make a 
saving th row vs. wands to take tlo dam age. Th~re a re no class 
restrictions, but weapon proficiency a ppli.;!. Fog or mher ob!ICu re­
ment cots the range to 10 ' o r less. T he rings usc I charge per shot 
(whether hit or miss), and have 20 charges when new. 

Rin g: 20 Sarkums each (fully-charged). 

Calculating 'Irade Value oi 
Earth Goods 

The C hak will purchase most magic items and giant insC1;U ( food) 
at a p rice based upon the Experience Poi nt Valu~ (XPV) of the 
specific pie<e, modified by the R~ac tion Score. (See below for calcu­
lations.) Good dragon~ will be purchased at a flat rate of one 
Sarkum per hit poi nt. The Chak will make no offer whatsoever on 
evil d ragons, and will ofTer a price based upon only 10 % XPV 
(base) for scrolls, magic a rmor and magic weapons. 

Reac tion Modifiers to 1r.:tde Value of Ite m s 
T he values of trade goods vary by the king" reactions 10 the charac­
ters. Calculate trade value as follows: 

BASE reaction score ... ........... ..... . ........... 50 
IfPCs were NOT imprisoned .. ..... .. .. ..... + 15 
G iving Ackack any gift ...................... .. .... ... . + 10 
3 or more PCs lie pron~ before Sarkum ..... • _. . .. + 5 
Giving Sarkum a gift (appl y ONE only): 

normal item , value 500 gp or more . , . 
OR a magic item. 

Insulting Ackack or Sa rkum ____ . 
All PCs rduse 10 lie prone. 

..... ... + 5 
. ........ _ + JO 
. ........ .. -10 

. ... - 5 

Finally, modify the total for the Charisma of the PC speaking for 
the party, using the Reaction Adjustment (if any). 

Note: The PCs carry nothing if they are imprisoned, but may 
gain this bonus by offering an item owned . If anything is offered in 
th is manner, A LL the party possessions arc brought to the king's 
chamber and returned to the PC s. 

Examples 

Best: Part y doe~ not attack and is not imprisoned ( + 15), gives a 
gem to Ackack (+ 10), a potion to the king (+ 10), and elects Ghost 

o r Finder (C H A 11 , for + 10 bonus) 10 s~ak for them; most of thc 
part y lays pro ne when imrodueed 10 the king (+ 5), a nd everyone is 
relatively pol ite; total is 100. 

Wor5t: Party attacks and is imprisoned, gives no gifts to anyone, 
caHs Ackack a creepy spider (- 10), all refuse to lie pro ne before 
Sarkum (-5), and cI~ct Blondy. Slim. or Blaze (no adju$tmelll) to 
speak for them ; total i ~ 35. 

Note: finde r should wanl to speak for the part y. us ing h is 
revealed C ha risma, as desc; ribed earlier. 

Determining Item Values 
Apply the following values for trade goods , based on Sarkum's total 
reaction score. These values arc not ncgotiabll:, but Illay be modi ­
fi ed if proper actions are taken (offering gifts, etc.) during negotia­
tions. Each bonus or penalty to reac tion appJiC3 once only. When 
the final total is reached , circ!.; or note which line to use for futu re 
reference . 

TRADE RATIO CHART 
( Item 's XP value p e r Sark um) 

Total Reaction Score (KS) 

35 -40 
45-50 
55-60 
65-10 
15-80 
85·90 

95 
100 

Trade Kat io (TR) 

450 
400 
350 
300 
250 
200 
150 
100 

Using the 'J\-ade Ralio 
For d etermining the price offered for a magic item , first find its X P 
value. The Trade Ratio (TR , the number found on the chart ) is the 
number of XP worth I Sarkum . Divide the Item ', XP value b y th~ 
Trade Ratio, a nd round ofT the result to the nearest tenth . 

Eumplcs 

Item RS - 60 70 80 90 100 

Potion of He<1Jing(XPV 200) ." . 7 .8 2 
Potion of Water Breathing 

(X PV 100) 1.1 1. 3 1.6 2 4 
Ring Qf Invisibility 

(XI'V 15(0) 4.3 5 6 7.5 15 
· SraffofStriking (XPV 60(0) 17. 1 20 24 30 60 

( . iffully charged) 

Items Wi lh Chl:trges 

factor the ent ire X P vallie of a charged item in proportion to the 
charges remaining. 

Examples: Slim's staff of ~ trikjllg has 9 charges left, of a maxi­
mum of 25, o r 36 %; its XPV for trade is 36 % o f 6000, or 2 160 XP. 
Blaze's walld of illumination has 18 charges left, o f a maximu m o f 
100 , or 18 %; its XPV for trade is 18 % of 2000, or 360 XP. 

Items with Doses 

Certain unusual items normally corne with multiple doses. Multiply 
or divide the XPV given to reflcet morc o r less than the normal 
number. 

Example: A polion of watcr breathing normally has 2 doses. If 
sold wi th I remaining, the X PV is 'h Ihal given; if $Old with 4 
doses, the X PV is twic~ that given. 

Giant Insects 

Food is purchased at the same rate as magic ilelll8, using the Tradc 
Ratio compa red 10 the XP value for the monster. Thi ~ will no t 
affect thi$ adventu re, but shoo ld be mentioned as fort her im petus 
for trade. Live giant insects have normal value ; dead gian! insec'S 
arc only worth 'I", this value. X I'V for some giant inseclS arc : 

Insect XPV 

Giant Wasp 
Giant Dragonfly 
Giant Mantis 

320 -+ 4/hp 
525 + 8/hp 
1350 -+ 14/hp 



DISPEL CONFUSION 

AdvaQ~d 
Dun3eonst:l!Vra3ons' 

Game Questiolls 
AOQ: Just wha t ( an a phantasm;J/ force 
imitntc? Acc:ording to the spell d esc rip­
tion , the a rea of effect is only 8 square 
illche!> 1- I square inch per level. With 
this res triction , an archmagc could only 
make a pit 3 square feet in area. 
Shouldn' t it be listed as 8 - + J "/ Ievcl 
instead? 
ADA: You r first q uestion is so broad that it 
cannG! be answered here. However, 1I0H: 

that the " square inch" in this spell Ikscrip­
lion (written at a lime when terminology 
was qu ite a bitlooscr) refers to 100 square 
fcel (a 10' by 10' area), as you have noted. 
ADQ: What is a mind fla yer " mind 
blase ? Is it the same as attack A (ps ionic 
blast) in the Pl.lyers Handbook and 
DUligeuII ft.bsters Guide? If so, dou il 
usc up p sionic strength points , or is it a n 
inn ate ability? 
ADA : The mind nayer's psionic aU,lck 
mode is A (psion ic blast), not B (as given in 
AJonsler ,'lI1l1nl1al), and each use COStS the 
standard 20 pooints of attack strength , Note 
that the maximum range is 60' and that the 
v iclirn ~ may avoid thc dTcct with a special 
saving throw. (See the ADVANCED 
DUNGEONS & DRAGONS® ClIme 
Dungeon ,."lilslct'S Guide, page 78). 
ADQ: What happe ns if a psionic haJning 
fight er rolls eligibility to learn more than 
3 discipline.? A 4th discipline cannot be 
gained until 7th level - a level which 
haming fighters are incapable of attain­
ing. Is the h alfling's psionic growth 
. Iunted just because he can no longer 
adva nce as a fi ghter? 
ADA : Yes. Howevcr, if you (as OM ) wish 10 
,lllow it, the next discipline may be sained 
when the character 's XP tota l indicatt.: . that 
promotion would have occurred (though it 
does not) . This a lso solves the problem of 
hal flings unable even to reach 5t h level. 
ADQ: A si/ellce 15 ' radius 'pell prevenu 
sound. made within its area of effect from 
be ing heard o uuide, But can thOle within 
the s i/ellce hear noise made outside, or 
are they effet:tively deaf? 
A DA: T he silence 15' radius spell magi­
cally da mpens all noise within the a rea. 
Those affected cannot hear anything, and 
no sounds made within Ihe volume can be 
heard by anyone in,ide or it or otherwise . 

POL"II~DRO,'W 

Note, how~v~r, that clairaudience will still 
function normally ir its user is within a 
siletlClxl area, as long as the targ~t area is 
not silennx/. Similarly, a blind lIIan could 
see (temporarily) if given a clairvoyance 
potion! 
ADQ: The fi rs t level of each outer plane 
can be ente red fro m the au ral plane . 
Presumably, one cou ld go from the first 
level to other levels of the plane, but how 
is this done? Just how d oc! on e get to the 
2nd Hell , the 7t h H eaven , o r the 3 14t h 
layer of the Abys,? Do you h ave to go 
throu gh all the preceding layers? Are 
layers a5 tro-geographically adj ace nt so 
that one can be ente red from another, or 
is some spell or de vice required to telc­
port inlo thtle planes? 
ADA: The layers of each of the grouped 
outer planes (Seven I'!eavens through Arca­
dia) arc "planographically adjacent", tour­
ists must pass them in numerical orde r to 
reach the "deepes!." But certain powerful 
local resident~ of each group have, no 
doubt, discovered certai n " short cots" for 
fa ster passage. 

Note also that the tuning fo rks employed 
in the cleric 's p/ime shift spell bypass all 
such planography, allowing acceM dirtttly 
10 a ny plane. A gnU' spell beslOw, similar 
di rect access. 

IjjjijMjjjWI 
Came Quest ions 

GWQ: H ow long could someon e stay 
underwa ter while wearing powered 
armor? 
CWA: A character wearing powered armor 
can stay underwater nntil the suit 's oxygen 
supply runs Ollt (about 72 hours, less time it 
has al ready been in usc). 
GWQ: Could a character with mental 
control take over a Herp or Kamodo? 
GWA: Yes, but it 's not easy 10 take over a 
Ka modo, with ilS mental shield, rcflee/ion , 
and wi/J force. Note that the character is 
limited by the physical Slatistil's of the body 
he inhab its. 
GWQ: }low do t he , 1,orUr and /aUer 
mutations affect moveillent r ates for 
characters ? 

CWA: Modify the normal muvement ra te 
for the base species by the characte r ', per­
centage o f average height. for e xample, Ihe 
average human is 2 meters tall and moves 
31 18m/ Action Toro. A character twice that 
tall (4 meters), would move twice as fast , or 
36m/Action Turn ; and a character I meter 
tall would mOve halfas fast, or 9m/Action 
Turn . 
CWQ: What sorts of fi ghteu, bombeu, 
aod other military aircra ft aro; available 
fro m Ancie nt military bases, and what 
arc their stath tics? 
GWA : Aircraft bases would probably hold 
standard planes , hovercraft , ele. Remember 
that the game is set in the future, so design 
somewhat futuristic craft for usc there. for 
guidelines, usc the craft given ill the rule­
book: bubble cars, hover cars, and flit ~ars. 
[ n add ition, ,ome bases previously involved 
with space programs might have shuttle 
transports preprogrammed to take passen­
gers to an orbiti ng space station or to the 
lunar or Martian colonies. Exact sta tistics 
will have to be developed according to yOOf 
specific nt'eds. 
CWQ; A plotyer in m y campaign hal a 
cha racter with a dual br:{f in and repulsion 
lie/d. Can each brain ore a separatc 
repulsion attack , gett ing two ,ueh att3cks 
per turn? 
CWA: No. The character's mental nlUta­
dons are divided between the two brains 
ralher than shared by both . Therefore, the 
rcpulsion fidd is only usable by one brain, 
while another mental mutation (if the char' 
acter has more than one) is usable simul13' 
neously by the other. 
CWQ: What protection can you set up 
3gainsc higher-levellD cards? 
GWA : If you want 10 make an a rea ina~ces­
sible cven to a high- levcl lD card , simply 
add anot hcr necessary type of ident ification, 
such as a password, fingerprint 10, voice 
control, or retinal scan. 
GWQ: T he GM Campaign Map ill GW 3, 
TIle Cleansing War ofGarik B/OIckh:md, 
does not tell where the White Feather 
tribe is or where the Lake 810b scenario 
takes place, 
GWA : Lake Blob is the smaller o f th~ two 
connected lakes JUSt southeast of Lake 
Yee'Low on the module campaign map. 
Si nce the White feather Tribe is no madic , 
thc eM may place them as desired at the 
start of the scenario. 



GAMMA MARS 
The Outer Limits of the GAMMA WORLD® Game 

by Roger E . Moore 
A5 noted in " Before the Dark Y('ars" 
(DRAGONi& Maga2ine, issue ,88). much 
of the solar system had been explored a nd 
colonized by the time the Social Wars 
destroyed 23rd-ccruury c ivilization . The 
remains of T ycho CCrl!c r, the former 
human stulemcn! on the Moon . were devel­
oped for adventuring in issues 186 a nd IIB 7 
o f DRAGON Magazi ne. But, the fate of 
the rest oflhe sola r system still lies clook(:d 
in mystery. Whll! happt:ned !O the: rest o f 
the colonies? Did any of the inhabifanls 
survive after the Social Wars CUI off com­
Illunications with Earth? Ifso, how have 
they adapted to their cnvironmCrl!5? What 
kind o f societies have evolved? And how ca n 
a mutant get there from here? 

Below is some general information fo r 
referees willing 10 make a big leap by 
expanding their GA MMA WORLD game 
adventures in to deep space. Several years 
ago, J im Ward and [discussed the possibil­
ity of crea ting a special GAMMA 
WO RL[)'!' module pack for Ihe plane t 
M ars. The projeci was not approved . but 
some of Ihe notes were laler developed fo r 
use in one of Ihe CRIMSON CR YSTAL'~ 
books (R eneg.lde!l (J f l~r.mlar) . 

Hopefully, this material will gene ra le 
S(lme in!erest ing ideas for high-tech $Ce­
narios. Ifit proves popular enough , fUlure 
articles may olTer notes for developing a 
"Gam ma M ars" ca mpaign. Wilh that, 
here's a new world for your mutant legions 
to explore. Good luck to them - they'll 
need it ! 

Martian History Since 
the Year 2000 

N urnerous colonies had been established on 
Mars before the Social Wars. The first 
manned landing on the R ed Planet took 
place on the western end of Vallis 
M arineris , o r Mariner Valley, in A.D. 2002. 
The United Slates 5p~lcecraft A res I and 
A res II established ,I permanent settlement 
there, rmating the crews back to Earth after 
a 1-3 year stay. O ver the next fifty years, 
the base grew to a population of over 2.000. 
Several othcr bases were established by 
North American, Briti~h, Chinese, J apa­
nese, Indian , t\ust r;llian , and Sovlet spllce' 
craft. T he largest of these were in the 
volcan ic Thani! rcgion . at M ount Ol ympus 
a nd Mount Ania. 

The Federation of Mars was peacdully 
es tablished in 2076, when the Martian 
colonists bL'Came angered over the slow 
shipping of goods and supplies from Earth . 
The m lonies declared themselves indcpen . 

•• 

dent and establ ished a G e nera l Coundl at 
Arcs BasI'. T he colonists were assisted by 
the independent space colony AII.1m;!, 
which had left Ea rth orbit in 2046. 

In 2085, the remains of an ancient a lien 
culture, IlOt n~uive 10 M ars, were discov­
ered no! far from Ares Base. Subsequent 
cxplonu ion revealed that Mar~ had previ. 
ously bo:en colonized by a reptilian raco: 
from dsewherc in the gala;oo; y (50:e below), 
but that colony had been do:slroyed in a n 
interstellar war. Although su rvivors o f the 
old reptilian colony were recovered from 
suspended-animation chamocrs, Ihey wo:re 
never able to restore their community to its 
former size. Humans es tablished numerous 
bases in the ru ins of the previous cu lture 's 
cities across Mars and on the tWO Martia n 
satell ites, Deimos and Phobw , often 
rebuilding the old ci ties comple tely. 

T he M artia n colonists wcre cngaged in a 
mass;ve te rraforming project at the time of 
the Social Wa n. W ith the aid of recovered 
alien lechnology and the cooperation o flhe 
repti lian race, the colonist s tran spo rted 
enormou~ masses of icc from othe r locat ions 
in the solar system to M a rs, to alter the 
atmosphe re a nd warm the climate. Ilroad 
areas of M a rs were seeded with special 
plant life that could survive the harsh condi­
tions and still slowly p roduce the gases 
necessary to make the air b rea thable whi le 
preventing mass soil eros ion. 

At the height of the Social Wars, how­
eve r, a l erro ri ~t grou p sabotaged one of the 
processed· ice aste roids and caused it 10 
impact Mars a t high speed, ncar the old 
Viking 11 landing site at U topia. The subse­
quent blast produced earthquake, that 
rocked the planet , and caused a major 
dus tstorm that isolated all the colonies from 
one anot her for eighl Earth years (a lillie 
over fouf Martian years). 

Since that tillie, the colonies tha t survived 
the blast have d eveloped into indepe nde nt 
ci ty-states, each wit h its own laws, govern­
men! , and ways of life. Contact between the 
city-states hilS been sparse fo r a nu mber of 
reasons, one o f which is the fierce competi· 
tion for resources . In addit io n , the colonies 
have split along many political and rel igious 
li nes, a nd the presence of mutant s has been 
a touchy f~l c tor. On Mars today (in A.I) 
2450). the city-stalcs play the same role tha t 
the Cryptic Alliances do on Eart h . 

Mars Data 
Mars is a small , desert world , orbiti ng 
about one and a half times as far from Ihe 
Sun as the Earth does. Any standa rd 
astronomy te.~ t book has sornt: basic infor· 

malion on M a rs, but add itio nal game data 
relevant to running a GAM;"·I" WORLD 
game campaign on the Red Pla net will be 
given here. 

A! the time of Ihe Social W;Ir5, a terra­
formin g project was underway on M ars. 10 
increase Ihe atmospheric pressure, the 
coloni sts ruined icc and snow from the 
astl'Toid bel t , passing come ts. a nd the 
moons n f Jupiter alld Sat urn , the n spread 
the frozen H ,o 00 the pilmet 's su rface . Not 
only did it increase the air p ressu re as it 
slowly sublimated into the atmosphere, bUI 
it a lso created wcathcr pa tte l·ns and small 
icc pockets which resu lted in Ihe fo rmation 
of several ~ mall seas - o ne ill the Hellas 
basin in the sou thcrn hemisphere and sev­
era l around the Boreal Plai n , which encir· 
cles the North Polar Cap. An assortment of 
lakes appeared in various CTli ters across the 
pla net, few of them larger than a hundred 
kilometeT$ across . Nearly a ll of the lakes 
and scas re main frozen over during the 
Martian year, mehing only for short periods 
during su mmer days in area~ near the equa· 
tOf. 

The M artian a ir is not breathable by 
humans, though it has become th ick enough 
for colonislS 10 d iscard thcir pressure su its. 
A face respirator with air tanks to supply 
(he neceuary oxygen is usua lly sufficient for 
breathing outdoors. However, due to the 
incomplete tcrraforming, the air is still quite 
cold. Surface temperatures average - I oooe 
at night. and _10°C d uring the day, reach· 
ing a high o f 25°C in the su m mer. T here­
fore, insulating ga rments suc h as heavy 
coats, boots, and gloves must be worn 
outdoon throughout mO$l (I f the year. 

M artian gravity;s only .38 times that of 
Earth (less than 'h), so a character can 
carry about 2.6 times as muc h weigh! on 
Ma rs as he can on Earth . M a;oo;i mum wa lk · 
ing a nd run ning speeds only increase by 
half again , however, as chanlcters accus­
tomed to Ea rth gravity may lose their bal · 
ance if Ihey move too quickly on Mars. 
M aximum vehicle speed s arc 1)0 t affected . 

The Ma rtian day is 24 hours, 37 min· 
utes, 22.1 seconds long (in Earth standard 
time uni ts). Only someone with an 
eXITemely accu rate time sense will notice 
the di fferen ce between a M a l·tian day and 
an Earth day. (Note however that when it is 
night at the Martian end of Ihe He rmes 
transmiller (see oclow), it m ight be daytime 
at thc Earth te rminal. ) 

The M artian ycar is 686.98 Earth days 
long, or 668.6 M artian days long. Each 
city-s tate has ils own calendar system , and 
m any have different zero-yea r dates, hoE­
d;rys , a nd so forth. M aT$ has the same sort! 

hi8Ut'l .26 



of 5Casnn5 that Earth docs, though the onlr 
app;m:nt d ifference bctwL'e1l them is till: 
change in It:mpenuure. 

Life on Mar s 
Numerous types of imdli!{enl life c.\" ist on 
Mal'S, SClHtl' red across its wrfacc in city­
states, independent culoni es , or CI'CI1 remOtl' 
lairs. 

liunwns 

The most prevalent li fe form un M;,rs is 
hUIlHlflity, which exists in both Pu re Strai n 
and m U1<1I1t forms. (Alt ho ugh l\-!ar5 was not 
a primal'y largel for radial ion and 
dimension-warp warheads during the Social 
Wars, the few that did detonat e there 
caused several nudear accidents which 
cont rihutL'<l to Ihe appearance of a SlIIall blH 
stable mutant p-opulalion in later yellrs. ) 
Pure Strain liumans outnumber the 
lllUlanu by about 4 to I , and the tota l 
human population on Mars is about.') mil­
lion . 

A nimals 

I\mong the many species of animals 
brought to Mars by human colonists were 
some expcrimentaltypcs genetie;llly engi . 
neered ("geneered") for high intel ligencc to 
be used as servants or co-workers. Chim­
p:tnzee., gori llas, dogs, and (fertile) mules 
(fill ed with Sl>e<: ially designed respiratoN) 
were imroduced. along with numerous 
Olher less intelligent species . Several mutant 
animal spec ies developed in the aftermath of 
the Social \V,1fs. Some of these continued to 
help hlllllilnity ; other turned wild a nd 
(scaped iruo Ihe vast deserts. 

Luntari ':lnS 

""h( n the first human eolonisl~ landL-d 011 

Mars, Ihey discovered Ihe remains of a n 
ancient alien civilization nn the planet. T he 
alie n beings, known as Luntarians, had 
come frOIll an interstel lar civilizadon in 
another part of the galaxy. Fo llowin g a civil 
war in their home empire, a JIIulluer of 
rcnegllde LuntariilllS lIed to M ars and 
continued their fighl agai nst the empire's 
forces from afar. About 22.000 years ago 
(Earth time) , the empire al(acked the colony 
and destroyed all of the major rebel bases 
on the Red Planet. 

The few live Luntarians thai were res· 
cued from suspended-animation chambers 
in one of the damaged renegade bases chose 
to remain on MlI r5 and rebuild their old 
colony with the help of hu man technology. 
T he Mart ian Luntarians managed to sur' 
vive the Social Wars withou t serious loss, 
and about 10.000 of them exist on the Red 
Planet today. Mutant Luntarians are 
extremely rare, and those that do exist arc 
regarded with distaste by others ofthcir 
race . 

T he typical Luntarian appears to be a 2-
meier-tali lizard-like humano id . with six 
fingen on each hand and nUlllerous sharp 
teeth in its short , broad sno u!. Normal 
Lunta rians have rich maroon scales; 
mutants are frequently speckled with lighter 
or darker blotches, or may even be albino. 
Their eyes a rc catlike and have golden 
irises. Luntilrians have life spilns of up to 38 
Martian yeilrs. Although thcy prcfl:r 1lIt:'" 
10 other food s, Ihey arc fully omnivoro us. 

POU' IIF.UHO:\I 

Because of their long e.~ p-os u re to hum,," 
cuit urt:, I..un", ri:t ns think a nd act much like 
human beings, tholiKh they tend to be mnre 
aggressive ;lIld do not SL"C1ll 10 sutTer a.~ 
much guilt . T hei r socinl systems arc 
roughly pallerned a fl er thuse nf the \"lI 1" ious 
humlln socit:des on Mars. 

Male lind female Lun tar ians arc equal in 
size and powt: r. but both sexcs undergo 
frequent . prolonged neuter stages. T he 
neuter stage lasts for 40-45 Marti~n days. 
then (ht: Lunlarian assumcs its proper s~'.\" 
again for 2-3 dars. During this time. ;t may 
fi nd a mate a nd s(art a ra rnil )' if desired . 

I~emale Luntarian$ bear thei r children 
li"e (1·2 a( a time) aftc r a se.~t ation period 
of.3 Ma rtian years. Most of the young arc 
now raised by professional communal-care 
facil ities in Lunt:tdan communit ies. 

Currently, most I\-blrt ian Luntarians arc 
living at the Arcs fl ase, Mou nt Olympus, 
and South C"p Dclta ci(y-statl!s. T hcy tcnd 
to segregate themselves fro m rhe human 
population, though rarely to (he extreme. 
At leas( une ur twO small , wholly Luntarian 
city-states exist, but the IOC<ltions of thest: 
are unknown . 

Though they arc six-fin gered , Luntarians 
may usc mOliI equ ipment built for humans 
with lillIe etTort. Most t:qu ipment on " 'Iars 
is designed for c:tsy use by eilher race. 

,,·Iuch information on the old Luntarian 
Star Empi re has been lost over (he years , 
and the empire is assumed to have fallen 
a part millenia ago. 'Iwo human -crcwed 
starships were senl to the reported location 
of the Luntarian em pire, but neither ship 
ever returned. 

Olhel' Alie n s 

No Olher intel ligent alien li fe fo rms were 
known to ex ist on Mars prior to the Soci<ll 
Wars, though a few alien pl<lnts and animals 
were brought to the Red PI<lnet from other 
star systems and placed within zoological 
elthibits at Mount Olympm and at Ares 
Base, near Mariner Valley. Whether any of 
these life form s were actually intelligent 
beings in disguise is unce rtain . Some of 
these life for ms m utated du ring the Social 
Wars and gained intelligence, bU1these 
cases were extremely rare . 

Native Ma rti ':lIls 

The theory that Mars ilself may have given 
bi rt h 10 a native race of intell igent life has 
never been proven, though bizarre tales o f 
strange cit ies h idden in underground 
caverns contin ue to circula te. Much of the 
planet 's surface is still unexplored today, 
and what may lie in remote arcas or 
bencath the surface rt:mains a mystery. The 
anc ient tales portray the legendary native 
races somet imes ;15 monstrous and hostile to 

all su rface dwelle rs, sometimes as beautiful 
and kind. and sometimes as some other 
combinatio n. There is no evidence 10 sup· 
port any of thest: notions as o f yet. 

Cons tructs 

Intelligent robots , think lan ks, PCls, 
androids, and cyborgs may be found in 
most city·states. and oft en in isolated areas 
where they were in usc when the Social 
Wars occurred. Sueh individuals may be 
valuable sou rces of info rmation about ded-

",att:d areas. or they mighl be dt: r;mfled and 
hOlitilc. Some might even be devclop<:d as 
phlycr characters by willing rdt:rcC5, 
although their freedo m of action might be 
limitcd. Jim Ward has produced somc 
gu idelines for robot i( pes, bu t dlt'5C have 
nOt ytt Ocen pubJishL-d. 

M<trt i.::m Player C hill'cu; tCt·s 

Ml1rtian human . humanoid. and mu wtL'd 
lIn imal player characters m<ly be ge net'a ted 
according to (he standa rd GAMMA 
WORLD Game rules. Luntariun Ch11f(ICtcrs 
arc gt:neraled as follows. T hese st aliSl ics 
!llay be U5(.'<l for both PC and N J>C J.untar-
wns. 

Stat istic Die R o ll 
MS 3<14 + 2 
IN 4d6' 
DX 2d6 + 
CH Jd6 
CN 4d6 ' • 
I'S 2d6 + , 

• R oll/I /! {"ur, but drop ,h,·/",,"<· . .r die 5("(>1'('. 

'· US'.: 8-~id"d die /0 deu·,,,,jm· hil poilll~. 
(M UIIIIII l.ulllllr;<l1}S usc 6-sidcd c/;a lor hil 
poinr$. The ""uimum pos$ibk· score: lur ("(>II,liIU' 

lio" i, 18.) 

Lunlarians obviously do not rt:aCI to situa· 
tions as quickly as humans do. lwd they arc 
no t as accura te when firin g weapons. How· 
ever, they arc quite intelligent . strong. :t nd 
helilthy. 

Lunlllrians have a base armor class of 7. 
T heir scales are small and 50ft, almost like 
human sk in in texture, though there nrc 
tough mu scles below the skin . 

The movement rate for Lunt ariam is 121 
900118. NI'Cs will have 12d8 hit dice a nd:t 
morale level of ld6 + 4. Luntarians have 
no e1aw attacks, preferring 10 use weapons 
instead, but they can b ite for Id6 hp dam­
agt: when engaged in clnse melee combat. 

Importing pes From Earth 
T houflh high-speed spaceuaft served as tht: 
most imp-ortant link between Earth and the 
Red Planet, research was just bei ng linisht:d 
on it top·secret project known as Hermcs 
wht:n the Social \Vars OCCllrrL'"(1. The Her­
mu Project researchers had developed 11 fast 
and effective means of inte rplanetary matter 
transmission. and had built test transmitters 
on Eanh and Mars. T he range of each 
transmitter,was limited to something less 
than a hundrL-d million kilometers, but that 
was dose enough tn reach the M art ian 
colonies whenever Ea rth and M an were on 
the same side of the sun. (This event, 
known as opposition, occurs every twelllY' 
five or twenty-six months .) A " window" for 
trl1nsrnission is available for two mo nths 
during opposition, a nd materials and pas­
sengers could be instantly and ,afdy 
shipped between world~ as fast as they could 
be carried into the transmitter chambers. 

Before the project cou ld be m ade public, 
the Social Wa rs intervened and Ihe entrance 
to the proj« t headquarters d isa ppeared . 
buried in the Rocky Mountains or southern 
British Columbia. Few traces o f the project 
re mained, bUI if anyone were to discover ilS 
location and figure out how 10 reac tivate the 
transrniUer, it could open up the fronti t:u nf 
a second world, the likes of whi ch ca n 
sC:lfcdy be imagined. 



UNOFFICIAL NEW 
ILLUSIONIST SPELLS 

b y Jon Pickens 

,"lam' of/ftc magic item,' listed ill rh,' DUrlg:c()ll Mastus Guide han' 
dkc/s (hill CIIllllot b,. duplil'll/l'(1 h,l ' t'Xi~lillg sl'ell" in Ill<' A D&lY!J 
Gamt' .,.n/clII. So /UlII- {';tn ,1udl item., b.' fl'dllu:loJed? Tili.~ is the 
(ounh inswllmcllt ill II ser!"s orne'" spdJ., ... /r;ell 1m,.,. b<.'<.'1l SUl;­

gelled as II lolli/ion 10 this {'{lfnp;,ig" cI;f~·lIlml! . (\m.. '/I li,,(1 11 li:w 
IIsdi,' "t','iIl"IIS " heFt' ,IS wi'll.) "nit" linn 11m ... • illsrallmt'ms o( this 
series, cit'<llin!{ ",j,h daicil l ;/Ild tnag-ic-lI.,cr spdls. //lay be {olllld in 
issues #'12. 12'1, ,md #25. 

Dancing Shadows (Illusion/Phantasm) 

Level: 2 Components: V:S 
Range : 1· CaslinK Time : 2 M:gmc/lu 
Duration : I rot/mll/cI'd Saving Throw: Neg. 
Area of EtT,,:c l: :J - ("ube 

Explanation/ Description: Thi s spdl creates fli ckering lights and 
shadows which TIIove and "dnnce" within a 3· cubc_ All erelltures 
within this area must save vs, spells or be disor ie nted (treat ;as if 
blinded) while within the area of cffect , and for two rounds after 
leaving it. Creatures without eyes, and those which a rc not sensitive 
to the visible light spectrum, arc immune to Ihc effccts of this spelL 
Thieves who have successfully saved may hilk in the dilllci/1g 
slwJowswith a bonus of -+ 50% to their hide in shadows ability (to 
a maxirnurll 01'99%). 

M imicry ( [ llusion/J>hanta~m) 
cf. JU ongrdlfwn 

Level: 2 
Range : 6 · I- I ~/lcvd 
Duratiun: :J I'OlIndsllc"d 
!\rea of Effect : l-karing rung(' 

Components: V.S 
Casting T ime: 2 '~·Clfmc"ts 
Saving Throw : Special 

Explanation/ Description : This spell allows the caster to mimic the 
sounds made by any known lm ima[ or monster, with the except io n 
of any special sound-based attacks. Characters who disbelieve the 
sound may make a saving throw vs. spells; ifsllccessful, they will 
hear only a fllint noise. 

Create Darkne5S (Alteration) 
cr. Dark Grreper 

Level : 3 
Range : of · ~ I ~/lt'"d 
Duration' Spccial 
Area of EfTcrI 5 · dLum:I~'r 

sphcn' 

Components: ' -:5 
Casting Time: :J scgmc'/JIS 
Saving Throw: Spcciill 

Explanalion/~scriptinn : This spell instantly eXlinguishes .. n non­
magical §(IU Il;e, of illuminatio n wilhin the area of effect at the time 
it is cas\. Magical light SOU t-CCS must save V~. frost or be extin­
guished as welL Light ~O\lrccs extinguished by this spell can not be 
relit for one hour un[css the rlm'kness is disl'dk..-l, although magical 
light sources will return to normal autnmatiCi1!ly once the (/:Irk ness 
is no longer in etli;el. The infrllvisioll or c reatun:~ in the area is not 
affected. Note that this $pcll d0("5 not prevent the preparation or the 
usc of new sources ofillumimnion while it is in effee, . 

Sh ad ow Blink (Altcr<ltion ) 

Lcvel : :J 
Rilnge: U 
Du ration : I HlIJmVlt'1·r:/ 
Area or Effect : Person;ll 

Components : V.S 
Casting Timc: J s<'g/IJcnf.~ 
Saving Throw : Nonc 

t:...: planation /lX~cri[lt ion : This spell is a limited form of tl"kPOl"fil­
lio/1 which etHlblcs the casler, (,[ong with up 10 2,500 gp wdght or 
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gear. 10 instantly -'blin k" from shallow to shadow. up 10 a I1mxi­
mum distance of 6·, with no e rror. T he destinat ion IIlust havc 
~utli cicnt shadow cOve r to permit a thief 10 hide in shndows. Th.: 
caster alwlly~ arrivcs III e .... artly the sh<1dowed spOt desired, cit her hy 
simply visualizing the an:a or- b)' s tating din:([ion. If the desired 
destination is wholly 01' part ially OI:f"up ied by a svl id object , th\' 
('aste r is trapped nn the Shadow PhUl., until a IlICllnS of return can 
be found. If no $Imdow exist ~ at Ihe intended d eSlinalion, Ih., 
attcmpted blink {aib and is wastcd . The caster may slMdo..- blink 
once for evcry :3 levels nf experience : that is, a 5th or 6th level illu ­
sion ist may ShiUlow blink up to IWO times within the s pell duration , 
II 7th , 8th. or 9th Icvel illusionist up to three times. (lnd 50 forth . 
R ecovery from ea~' h blink requires 7 segmen ts. 

Shadow Cloak (Altcration) 

Lcvel : J 
Rimgc : 0 
Duration: I tum/ lcl'eI 
Arca of Effec!: j'ersoll.11 

COlnlmnem s: '~ S. A-I 
C aSling Time: 3 segmellls 
S;wing Throw : None 

E)(planation/Dc~ription: Tilis spdl vcate5 a shadowy, insubst;ulIial 
mantle around the Cllster, This 31J.1<10", do..k enables the ca~ter to 

become effectively invisible upon stcpping into im area of shadow I 
large enough 10 pe rmil a thicflO hide in shadows. Th e illusionist 
reappears wl",n making an itl!ack. bit t can fade back into the 
shlldows if undist urbed for one round. The dOilk is a u tomatically 
dispelled by na tural sunlight or by lighl cqual in intensity to a 
SUllbUTSI. The material component is a square of black silk. 

Su nburst (Evocation) 
, J: W,111d of l llurn;nlllioll 

Level: J Components: V,S,1yl 
Range: 12 ~ Casting T ime: 3 ,~cgmell/s 
Duration: 'I", SlX' Saving Throw: Sp<:dal 
Area of Effee!: " . r/iamc(cr globe 

Expl:malionfDcscription : C reates a b rilliant nash of greenish white 
light with blazing golden rays. Undead within Ihe arca of effect take 
6-36 (6d6) points of damage (no saving throw); all other ercatures 
within or facin g the burst must Silve VS. spells or be bli nded for 2-12 
segmenls. Creatures without eyes, a nd those wh ich a rc not sensitive 
10 the \'isiblc light spectrum, arc immune to the eITeet s of this spell. 
A sunburst neg<1te1 any d.1rkm:ss spells from casters of e([ual or 
lower [cyel. The malcrial component is a sunflower seed. 

Ill usor y Wall (tltusionf Phantasm) 

Lc\'cl' 4 
Ra nge: 1~ 
D uration: P ernWIIC/If 
Area of Effect : I' x 10' X 10 ' 

vQlumc 

CQmponents: V,S,NI 
C<lsting Time : of st'gmcllls 
S<1ving Throw : None 

Exp[anation/Description: This ~pell cre<Jles the illusion- of Il wall, 
tloor, ceiling, or simi lar surfan: . The illusion is permanent until 
dispdlt-d. [t will always appear feal when viewed, bill physieal 
objetts can piass throu~h it withoUf difficult y. When u sed 10 conceal 
pits, traps, or normal doors, standard demi-human lind magical 
d.::teetion ab il ities work normally, and loveh or probin g scarc_hes will 
feveal the true nature of the surfllce, thnugh such will not cause lhc 
illusion to disappear. The material eomponcnt is a rare dust that 
eosts 400 gp IHld requires 4 day~ (0 prepare. 

Programmed G la n.er ( lIIusio n/ Plmntasm) 

I.evel: -I Cornponenl 5: V.S 
Range: I "/Ie"d Casting Time: of scgmelll~' 
Duration: Sp~x-ial Savin!;" Throw : SPt'(; j,11 
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Arcaof F.ffec, : 4sq· I I sq· 
Ilevel 

Explanation/Description: I\y mcans of this spdl. the illusionist 
causes a volum.., uf sound to a rise, al ,my desin;d dist<lnce within 
range, upon command Ul' when a spccified l'ondilion o<xurs (d 
lI).1gir: /IIou/h) . The ~ou nd will seem 10 recede. close. or relTwin 
fi~ed as desired. The volu me of sound (au$ed d epends upon the 
experience level of the caster. An 8t h level illusionistl'an produce a 
volume of sound equ i\'alent 10 thai of 32 men, maximum. Each 
additional experience le\'d add~ the \'olume of -I more men. so al 
9th Ic \'cltlte illusionist can causc sound equal to that o f 36 men. 
maximum, and so forth, Thus, talking, singing. or shouting. lmd 
walking, marching, 01' running sounds (1m be caused_ The auditury 
illusion created (;In be virtually any type of sound, but the rela ti ve 
volume must be commensurate with the level of the magivuser 
casting the spell. A hordl' of rats funnin g a nd squeaking is about 
the same voluIT'e as a men ruoning and showing. A roaring lion is 
equal to the noise \'olUllle of no fewer Ihan 24 men_ CharaC!el"ll who 
di~believe the sound may m ake a saving Ihrow \"$. spells. and will 
hear only a fai nt sou nd ir successful. T he gla mer will last for a 
maximum of I round per level of thc caster. 

Note thaI this spell I~ pat'ricularly ctTL"(ti"e when cast in <:onjU llC' 
tion with a progrilrllmed il/l1."ion . The rlli't,:riaJ wmporH'n! of the 
spelt is a bit of wool or a small lump ofw(L,>.:. 

Secm ing ( Illusion/Phantasm) 

Level: 4 
Range: 10 ' radius 
Duration: 2·12 fOullds + 1 

Components: V.S 
Casting Time : 4 segmclIfs 

roulldllevel Saving Throw: NOlie 
Area of Effect: Olle crell furd/eve} 

Explanation/Dcscriplion: This spell enables the itlusionist to alter 
the appearance of up IQ one person (defined as for ch.1l-m persoll 
spell) per level of experience, including clothing and equipment, 
within a 10' radius. The ('ISler may COlUSe the recipielllS to ap)l'I!"r 
as any gcnerally man·shap(.'d bipedal <:n;aHlre Iypc, each up to I' 
shorter or taller than normal height , and ei the r thin or fat, or in 
between. Allthosc affeCtl'<l resemble the same type of creat ure: 
human. ore, ogre, etc.; however, each appears as a recognizable 
individual. The effeci will fail with respet:t to an individual (relu ure 
if the illusion decided upon by the caster cannot bc accomplished 
within the above parameters. ( For example. 11 hal fling could not be 
made to appear as a centaur, but might be made to look like a 
short , young ogre.) Unwilling crealllrcs may make a saving thTOw 
V$. spells to avoid the effect. '!lle spell la~u 2· 12 turns plus I HIm 
vcr caster level. Affecu:d persons resume Iheir normal appearance if 
~Iain . 

Read Object (Divination) 

Level: 5 
Range: Touch 
Duration : I round 
Area of F.ffeC! : Objt"Cf tollched 

Component~: V,S,M 
Casting Time : 55cgmcIlIS 
Saving Throw : NOlie 

I-:Xplanalion/Oc~eriplion: By handling an object, the caster can 
determine the current or previous owner's race, align ment, and 
possibly his fate . If an ilem bas a legendary hi~tory, the ea~ter may 
(30% chance) have visions of its pa~t . If t he device is operated by 
command words , the Cfl s!cr has a 5% chlwce per level of determin ' 
ing one of these each time the spell is C1' st. unless the object is of 
aTti fa<:t quality (in which case the DM adjuuicates information 
gai ned). T he material component is an incense o f rare aromatics 
costing no less than 100 gp. 

Blend ing (Altcrationllltusioll) 
cr. Robe Qf Blending 

Level: 6 
Range: 'lbuch 
Duration: 5 roulldslk-vc/ 
Area of Effect : Crciltun.' touched 

Componc.' nts: V,S,,1yf 
Casting Time: 5 SCgIlK'IJ(S 

Saving T hrow: None 

Explanation/Description : This spell enables the caSler 10 appear to 
be part of a rock walt, a pial}{, a creature of another sort - what · 
e\'er is appropriate. T he colorat ion, form , lind e\'en 0001" are pro· 
du<:(d by the spell, although it will not make its <:aster appear to bl' 
more than twice (or less than one-hall) nonmll height, and it d~s 
not em power language or noise capabilities - ei ther understanding 
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or im itating. In silUations where se\'nal different forllls arc appro· 
priate, lhe l'aste r mu~t S1ale whid, fo rm is dt'sired. The caster can 
change form s at wilt while the spell is in effect, each s ueh change 
requires.1 segments . Creatures with exceptional (15 +) or better 
intelligence hlll'e a 1% p<:r irll cltigence poinr chalice o f cietening 
somethin!i 1.,miss when they a rc within :3 ~ of the a!Tel·ted t:rea ture, 
'Illd rhose crearures with low intelli!ie!l<:e (5 +) Of beller and 10 or 
more Jc\·els of experience or hit dice have a 1 % per level or hit dil' 

chance of likewise noting something unusual about a b/l'nd.'duea· 
lure. (T he laller is cumulative wilh the fonner chance for detection, 
so an 18 intelligence magic'user o f 12th level has a 30 % chance -
18 % of 12% - of noti ng something amiss.) There i$ o ne initial 
check per cligihlc creature. and successive checks shou Id be made 
each IUl"1l the reafter, if the sarm' creatures arc wilhin Ibe 3 " range. 
The malerial componcnt is 11 piece of dricd chanH.:lcon skin 



FLETCHER'S CORNER 
by M ichael Przytarski 

"Fle/cher's Corner" is il regular co/umll 
thaI offers sensible lips (rom im c;'Ipcricnccd 
judge who is 110/ .1m/ill/cd wjlh .'Illy K.lmc 
company on how /Q SO/I'e everyday I,rob· 
lems in role-playing clImpaigns. -rhe ideas 
pr"sen/eel are nm official; they an: simply 
{ldvicc (rom om: Inf:mbt·,. ID others. If you 
h,IVC if problem Ihlll yOll would like 10 .~cc 
.1ddH'SSt'd in Ibis co/ulIln , send il in to 
R I'GA ,. Network HQ, P.o. Box 509, L1kc 
Geneva, Wf 53/0/7. 

Thanks w those afyou who have suggcsled 
lapks for the column ; you'll see your 
requests addressed soon . In the meantime, 
we shall delve: into the realm of magic -
not spells, everyone uses difTcrcnl spdl 
sySlems these days, but magic itcnu . 

Personally, I fecl/h:u the magic used in a 
campaign should nOt be limiled 10 what tan 
be built from a single $et of spells. Magic. 
users develop spells for speci fi c purposes, 
usually in response to a personal nc;ed o r 
inleresl. Spelkasters o ften spetialize in 
panieular areas. ( I know of a mage eharac· 
ter who specializes in fire. Trolls ' ha te him) 
I~ut all characters use magical items, a nd 
that's where the problem starts. 

Organizing Your Mag ic 
A campaign world is a dosed system. Logi· 
cally, therefore, all the magic items available 
to characters (excluding arti facts) were 
made by some PC or NPC from materials 
available within the world sett ing. So the 
supply of any given item must be finit e 
(even if it is plentiful), and each item must 
have a value commensurate both with its 
power and with the length of time it takes to 
create. 

If you don 't stan out with a system for 
keeping track of mllgic items in your ca m· 
paign world, it's easy to end up with an 
incredible profusion of them. But if you 
have a logical rat ionale for the origin , 
source, price, and availability ofvariou! 
items, it's much easier to control the supply. 

Tracking the history of each individual 
potion is obviously a lot of unnecessary 
extra work, so I roughly divide magic items 
in to categorics for ease of handling. It's not 
vital that each aod evcry item in thc book fit 
neatly into one category or another, and you 
may find that a different system of categori. 
zation worh better for you. BUI for the sake 
of example , let 's take Ihe items most cov· 
eted by players (weapons and protective 
devices), and break them inlo catego rics 
according 10 their relative power: mundane, 
powerful, and deadly. 

•• 

T h e Mund ane 

Mundane items are temporary or one'use' 
only magical items , such as polions and 
scrolls of lesser· powered spells. Also 
included "ro:: mis,iles with low levels of 
encha ntme nt , such as arrows + I ', and 
other limitcd·usage weapons which do not 
ordinarily innict severe harm on others. In 
addi tion, some non·magical itcms may fall 
into thi.~ category if they art' uncommon and 
useful. Man y items made by spo:cialists arc 
so well crafted that they act as though 
enchallled. For e;.:ample , some of the 
arrows made by elves may fly like magic 
(equivalent to .1rmws + " assuming thai 
you can aim Ihem), even thou gh they are 
not enchanted. Or how about clvcn bow­
st rings, dwarven lamps , haUl ing slings, lind 
goblin spcar~? All these arc made by beings 
who arc experts in the field , and 3re used 
extensively by these races, so they should be 
well·made, effective, and cheap. Jto:ms like 
these should be welcome to characters of 
any level, even if they have money to burn. 

Ideally, mundane items should be the 
most common ones in a campaign, but they 
are usually the ones most hated by players. 
Many players fcdthat a scroll or pot ion is 
worthless unless it has some ult ra·powerfu l 
effect for combat o r protection, and most 
charactcrs wouldn't even bother to pick up 
an arrow + I, let alone use it. I will be the 
first to admit that the selection of magie is 
very limitl.-d at th i! low level of power, and 
thai it's easicr to see an immediate usc for 
powerful items. But it shouldn 't be that 
way. This lIttitude is indicative of a cam· 
paign in which heavy emphasis is placed on 
combat, or ono: in which the O M makes 
powerful ma~ ic too readily available. 

Mundane Items are normally readily 
available on the market, even in smaller 
toWn!. They can often be made in 
"batches," and they arc freq uently found in 
the course of adventuring. 

The Powe rful 

Powerful items are those with low· power 
permanent enchantments, such as swords 
+ 1', enl;hanted armor, some rings and 

miscellaneous magic items, a nd some 
charged items, '"I;h as wands, staves, etc. 
This classi fi cation does NO T include 
swords with special powers or purpo~es, 

charged items with Iife-or-death abilities, 
and other devices of ext reme power. 

Powe rful ite ms should be rare r than 
mundane ite ms, but some may st ill be 
offered for sale in large cities, and they 
should be relatively easy to acquire during 
adventu ring. They are almost never made 
in "batches;" each must be commissioned 
individual!y. 

T h e Deadly 

Deadly magkal items a rc those with penna­
ncnt cnchantments of life-or' death power, 
such ;IS ,'orplJl swords' (which can pos~ibly 
cause instant death o n a good hil), rods of 
resuro:cfiQII ', weaJXlns with extra powers or 
spcl; ial abilities, and powerful profective 
devices such as highly cnchanted armor and 
shields, or even rings ofinvisibililY', whkh 
can enable the user to evade attack. T hose 
items which arc designed solely fo r the 
purpose of killing or cont rolling creatures 
wilh extreme forre should always be consid· 
ered deadly. 

Deadly itcms should be rare enough that 
you can keep ~rack oflhe o rig in and history 
of each lmd ev.::ry one. The majority of 
tho:m are probably al ready owned by power· 
ful NPCs, but some may be found in dan · 
gerous places after long q uests. (Note that 
sUl;h items are almosl ncver found by low· 
level characters. If they could be taken Ihat 
easi ly, some OIher adventurer would surely 
have done so by now.) 

T he Ridic ulou s 

I know what you're thinking. This category 
wasn't liued earlier in the col umn . How 
I;an he justi fy this one a fter all he's listed so 
far? \-Vell , it 's easy. T he ridkulous are those 
items that should never even have been 
thought of, let alone u$ed in any game, 
normal or otherwise. A good example is the 
+5 holy lJvengcr' with life sfcaling powo:r. I 

have seen many strange items, from lJrrows 
of alllli/ti/Illion (spher!""s of IlImihi/iatioll 

1 

<lH<lched to arrows) to magical teet h that 
allow the user to perfo rm as a one-man 
army. 

Suffice it to say that rid iculous items are 
never found, cannO! be made, and cannot 
exist in any re<lsonable campaign. 

HHonlemade" Ite ms 
Catego rizat ion makes it easie l· to design 
" homemade" magic items 100. J ust decide 
into which category your new Ilem should 
fit, balance ilS level of power with the other 
items in Ihe category, then round out the 
details and decide an appropriate origin and 
history if needed. Set a price if the ilem is to 
be avai lable fo r sale, or spl.'Cify the time and 
materials needed if it is to be manufactured. 
Using existing guidelines for comparison 
helps ensure that new items won't upset Ihe 
balance of play. 

It also gives you a better idea how many 
item, should be available in each category. 
Mundane items are not plentiful, but with 
practic\! you'll find that you C,1n invent 
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some Tellily nifty low-power itelns. After all, 
anyone can develop a + j hoi" sword' with 
life stealing powers, ( Don't laugh, ' had a 
character arlee run with a party that h:1(1 
three of them,) It takes far more 
imagination to come up with a bowl of 
nevt'!'·t'llding' hOI Oil/meal. Big deal, right? 
Have a character in an a rctic si tuation once 
and you'll sec what he'll pay for thnt bowl. 
And wher<; is he going to find a warm meal 
on thOse rainy mornings while he 's being 
hunted, or when he's simply in a hurry? 
Not only will that bowl be welcome in a 
true sa me, but it should be reasonably 
chcap (compared wa + j holy sword) and 
easy to make. 

Pricing Your Items 
Novice DMs frequently underprice magic 
items on the market. Remembe r, book 
prices n:f1ee t item valm:s rdative to one 
another; each DM must balance sale prices 
with the economics of the individual cam' 
paign, 

Market prices of magk items should 
logica lly be subject to fl uctuations based on 
campaign inflation (caused by the influx of 
too much money fro m advent u rers) and on 
supply and demand . For example, arrows 
+ I are rrequently eh'en·made. If this i~ the 

case, a campaign with an overabundance of 
dves should have a similar overabu nd:mce 
of arrows + 1 available, at a fairly reason' 
;)ble cost. This also holds for more powerful 
arrows, but (hose, having been made by 
older family members wit h more experi. 
ence, will cost more, although they will be 
nearly as easy 10 gel. Likewise, there are 
bound to be more d warven swords avai lable 
than dven ones, and the elven swords will 
be expensive, since there are fewer elves 
with skill in forg ing metal. 

Fantastic items, such as rings, brooches, 
potions, wands, and the li ke, arc an excep· 
tion to the rule. T hese item$ m ust usually 
be made by a specialist in a particular fi eld, 
and the availability of com ponents is a 
signifi can t factor in determi n ing price. 
(Components arc the metals o r othcr hard 
materials that form the object, and the 
spells or other power used to hold the item 
together and give it its abil ity.) 

Fantastic items other than pot ions, 
scrolls, and low·pow~red weapons are usu' 
ally made to o rder for a specifi c penon o r 
purpose . I"o r that reason, the ma nufactu rers 
of such itcms usually demand at leasl half of 
the fee in advance, ifnot the full a mount. 
After all, what happens 10 a mage who 
spends years on a powerful staff for you, 
only to fin d out that you died and no one 
else wants the thing? 

Fi na ll y, consider the time it ta kes 10 man' 
ufacture a magic item . That a lone should 
scnd the cm t of the finished p roduct 
through the roof. Try us ing a standard 
formula to estimate the costs. For labor, 
fi gure a base rate of 2 gp per person vel' 

day, wilh a 10% bonus per level of the 
creator. Add 10 this thc cost of the hase 
materials, research , spdl cas ting and recast · 
ing. testi ng, and in spection, and you've got 
an expensive item there , 

Many have tried 10 b)'pass this operation 
by taking an already manuf,lctured item 
and casting additional new spells upon it to 

give it extra powers. [1' 5 ~ I nice idea, and 
cheaper th<ln the manufacture of new items, 
bl!( logically speaking, it shouldn't work 
(except for standard rteh.nging). Afler all. 
someone powerful enou~h 10 make thc item 
in the firsl place is cerlalll ly powerful 
enough to put some type of prmection on it 
10 prevent ot hers from messing with its 
workings. T his protection can vary from 
causing the new spell not to function at <Ill 
to causing the entire ilem 10 go dead due 10 
an overload. 

Even mundane items !;a n take up to a 
ycar to make. Consider potions, for exam· 
pie. Some potion., require rare and danger­
ous ingredients, and Ihe smallest mistake 
can spoil an entire h:IICh , "Vhen II mage 
fin ally has a good batch , he's not going to 
let it go for a mere 500 gpo 

When seu ing prices, keep in mind Ihe 
met hod that must be uscd to make the item , 
materials nceded , spells required, a nd the 
level of the miinUfilClurCr, All those consid· 
erations should be n.:tlccted later in Ihe 
availability of the item and the price. And 
remem ber that in general, the beller the 
product , Ihe more the maker th inks of 
ret iremcnt . After all , a mage can throw onl y 
so ma ny spells of pCrmallCllcy' before it 
really costs him - and he wasn't young 
when he started . 

There's one more point that characters 
should consider before commissioning items 
of deadly power. "owerful individuals do 
not usually approve o f OIhers playing with 
serious magic, and may try to prevent you 
from gaining more power. And assuming 
thaI you successfully gain this new item , 
what a re you going to do with it? As soon as 
ot hers know of iI, they wi1lt ry to take it 
from you, as you have taken magic fro m 
others. The more power you have, the more 
trouble usually comes wilh il. 

Imported Items 
Strange items arc nOi the only thi ngs that 
have been used to the eXtreme. Some judges 
allow individual characters to own two or 
more items of great magic (that is 10 say, the 
dreaded a rt ifact). That's all right for DM s 
who want 10 deal wilh it, but what happens 
when these pl"yers have the nerve to pop 
in to someone ebe's world and dema nd tha t 
thdr characters a nd equipmen t be 
acceptcd? If the DM in charge does not 
review new characters and items closely, 
such "imports" can causc havoc in the 
campaign JUSt because Ihe laws of magic ar~ 
different. Plus, how are the "old " players 
going 10 feel if a newcomer is permittt'<l to 
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ellier the campaign wilh a dear advant age 
o" er the res!, when they had to work long 
a nd hard to ad vance Iheir own chanlCters? 

I SliPpOSC a greal example of this would 
be a you ng man I met in an event <lIGEN 
CONI! 17 Gamc Fair. It was a " bring your 
own high· level !;haracter" game, with more 
tkm eighteen players. Many of th<.:~ e play· 
ers hadju~ ! rolled thei r characters (11 prac' 
tice I do nOt like), but several of u~ provided 
Our own. With so many players involved, it 
was difficult at fi rst, but the main prohlem 
was with one player who wanted his cha ra t:· 
te r's minions to come along. It seems tha t 
the characte r in question colleeled swords, 
and the minio ns carried them fo r him . Now 
normally this type of problem can be solved 
by !'equesling thaI he lake only what hc 
could use. But he was unable 10 choose, 
decided th<lt we were out to get him and his 
friend s, and staned to attack a ll our charac· 
ters. Needless 10 say, the game wa~ ove r :Ind 
many feelings were hurt by the incident. 
And all of this was because the playcr had 
developed his character in a g roup th<lt 
worshiped power 10 the extreme ra the r Ih:m 
encouraged cooperalion. Imagine what th is 
altitude can do 10 a normal campaign . 

So remember, when you are planning a 
game or world , take into accou nt the magic 
you arc going to use, and decide o n thc the 
items that you will allow. Evaluale magic 
items that players wish to bring into your 
campaign from othcrs, and sim ply di sallow 
those Ihat do not fi t in with your system of 
bala nce. Kecp a record of all magic in your 
world, This wi ll cause more work for you, 
but it will result in fewer powerful items. 
And bt:St of all , when your characters fi nd 
an item , thcy will appreciate it more and 
use it mo re wisely. Not only will thi, re necl 
well o n you as ajudge, it will aid your 
players in developing their role-playi ng 
abi lity. 

A Few of My 
Favorite Things 

Pictu re a small keep inhabited b y a dwa rven 
carewkcr. T he dwarf in q uest ion is a mere 
Ie,'ct 9/9 fighte r/thief' with few magical 
ite ms , but lOIS of guts. He holds no alle­
gienee to any part icular faction o r religion , 
yet many high· level characlers fear and hate 
h im. Why? Well , since he is the caretaker of 
the keep, he knows all of the secret doors, 
passageways, and dark cornen, T his means 
that he can suddenly appear beh ind a party, 
use his dwnrvcn rhrower' 10 gel Ihe group's 
attendon, then vanish into the walls , Plus, 
as some alrcady know, he is all expert wi th 
marbles. Many a fi ghte r has become int i· 
mately acquainted with the floor due to a 
handful of marbles IOssed by a fleeing 
dwarf. 

Of course, while all the invading adven· 
tu rel"3 :Ire yelling, running, and blasting the 
a rea where they last saw Ihe dwarf, they 
may min spoiling the owner standing in the 
hall. He has just come home 10 find a group 
o f someone ', im mature child re n trashing his 
ho me, Or even belter, suppose the dwarf 
leads the party 10 his master, who JUSt hap· 
pens 10 have been dead for a few centu ries 
and hates to be dis tu rbed. After all, even 
liches n~ed sleep. 

2. 



REVIEW 

The Critical Hit 
by E rrol Farstad 

Gn.:et ings o nce again. fel low galllCI"$! At Ihe 
request of Kt:dcy Anderson (Pipersville. 
Pennsylvania). I will be rC\'icwing [he TW I­
LIGHT: 2000'" Game' for chis issue. 

Bul before we get into thaI. I'd like to 
thank Janice Ander ( H .movcr Park, IlIi · 
nois), Rob Diehorn (Camp Hill, Pennsylva­
nia), ' [hdd Goluba (Plcason ton, California), 
Pierre S'lvoie (laronto. Ontario), Chris 
Sm ith (Wilmington, Massachusetts), ,lnd 
jon Wisniewski (Oak Rid ge. New.Jersey) 
for their litle suggestions for this colum n. 
Myonly regret is thai there weren't more of 
these grt:.:u ideas. I will say now that A LL 
the suggestions were good, and that it was 
very hard to determine the best. Bul I have 
10 say thaI "The Critical H it," from Todd 
Coluba, is my choice for a permanent 
name, lind here's why: 

I . '·Critical hit " is a universal Kluning 
term, which is not specific to anyone 
ga me system . 

2. it shows that I am an indcpem.k nt 
revIewer. 

3. It gives the impression that I'm 
going to expose the "g\lt~" of each game 
reviewed. 

Again, thanks 10 all of you for your ~ugges· 
tions, an~ I hope you'll keep reading my 
game revIews. 

I have an exci ting announcement! Wut 
End Garnc5, Inc., finally came Out with a 
GM Screen for the Pt\RANOIA'"" Game'! 
T hose of you who read laSI issue's review 
know that I complained about the extra 
work it takes to find the tables and chart s 
du ring play, since they arc scauered 
throughout the three sallie booklet$. The 
new G M Screen is a real "Computeuend " 
for the system . ( Re member, the Computer 
is in charge in the PARANOIA Game, nOt 
deities.) I give it a hearty four-star rating! 

As a final IIOte, I had o riginally intended 
to lise jU$t a numerical !Kale to rate gamcs. 
]Jut fhe boxed stars that appeared with m y 
int roductory review article looked like part 
of the system, so Penny suggested I use 
them. 

The TWILIGHT: 
ZOOOGame 

"Good luck. You ' re on your own.'" T hese 
arc the final words thai you, as a member of 
the 5th Division, hear from the Command­
ing Officer at headquarters in Warsaw. 
From here on in, it 's just a simple matter of 

sun·i\·al. You ' ll have to dodge marauders , 
nuclear craters, and the sun'iving units 
from other countries on top of your regu lar 
dmies, such as foraging for food , setting up 
camp. and maintaining your weapons. 

T he TWIL IG HT 20Q0Game (COW, 
518 .(0) is set in the year 2000, after World 
\Var 111. You a nd your comrades an' mem­
bers of the U.S. Army 5th Division (Mech­
anized), and you're all trying to su rvivc on 
a day-to-day basis in Poland , where you're 
pretty much cut off from the res! of the 
world. It's a different type of mk-playing 
game which combines the dements of 
modern ·day wilrfare with role-playing. and 
docs a prett y darn good job at il. 

Packaging 
The title of the game perked m y interest, 
but the artwork on the front of the box is 
only so-so. The backgrounds arc excellent, 
and the detail on the uniforms, weapons, 
and vehicle .• is good, but the faces seem to 
be out of proportion compared with the 
bodies to which they afe attadled, a nd the 
soldiers depicted look more like caricatures 
th~n representation~ of peopk in all army 
uml. 

But inside - lIh , fcllow members, inside 
lies a veritable treasure trove! The game is 
complete, and it comes wi th - hold onto 
your dice - a Play Manual , a Referee 's 
1\-lallual , charts for cha racter generatio n , an 
equipment list , a price list , a n introdlictory 
adventure, an adventure handout to 
acquaint the players with the events leading 
up to current game time, a briefing sheet 
that serves as a copy of the final intelligence 
report issued by the 5th Diyis ion, a cam­
paign map of Poland, numerous blank 
character sheen, a nd one IO-sided and fO Ul· 
6-sided dice. In addition. there is a sheet 
describing what should be included with Ihe 
game, which is a blessi ng in itself. 

Rules and Explanations 
The rules arc set down in plain language 

and Ihey are easy to understand. But, like 
some of the marc complex games, it takes a 
bit longer 10 learn than the basic role­
playing sames. 

Characters arc ~elH:ra t cd with one 10-
sided and four 6-sulcd dice. Each has eight 
basic abilities, which in turn arc used to 

determine other skills learned dtlu:r before 
or afte r join ing the military. 

T he dice arc also used to determine the 
results of Fire Combat', Body Combat', 
Melee Combat' , a nd Skill Success'. Skill 
Succeu is Ihe easiest 10 master, requir-
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ing olily a roll vs. the chaT'lcter·s skill [evel 
'lnd the G M 's decision as 10 whet her the 
chance ofsuccess should be Easy, Average, 
or Diflkuh for the action in qUestLo'l . Body 
Combat and i'vlelee Combat cover the use of 
knives, spears, bayoncts, and sclhlcfense. 
The character 's skill level ( 1·100) is uscd as 
the ChllnCe of success for resolving either of 
these actions . Fire Combat (i.e. the use of 
firearms) is resolved by using the skill level 
(with various modifiers applicd) and range. 
So fal·. so good. 

Miscellaneou s 
Those of you who have read m y review$ 
befo re know that I usually rant and ravc 
when II game's chans and tables are seal­
tered throughout several books. Well , the 
TWI LIG HT: 2000 Came has no 5uch p rob­
lems! All the lllbies a rc in one booklet. 
(Cheers and other forms of enthusiasm are 
appropriate.) 

T he interior artwork depicts soldiers 
before, during, or after comblll , and it is 
much better Ihan that on the bnx cover. 
Some pictures arc hiShly reminiscent of 
photo, taken during actual modern wars. 

However, while Ihe Referee's C harts give 
the delails on the weapons a nd assign num­
bers for damage, the tables do not specify 
what the numbers stand for. The yalues 
given in the lables actually represent a 
variable quanlity in a damage .... -quat ion 
based on range, but it would be convenient 
to have the range equations listed wilh the 
table u wdl as in the Combat section of the 
PlllY Manual. After all, it's ralher perplex­
ing to sec II "0" damage rating for II hunt­
ing bow. 

Overa ll 
The concept is good. The game it~c1 r, with 
the exception or the point noted above.:, is 
excellent and can provide many hours o f 
enjoyable role-playing. 

Final Rating 
The TWILIGH1l 

20wr:..G*"me 
Category 

Packaging 
Rules 
M iscc11aneous 
Degree of Difficulty 

Overall 

Ratin g 

*** 
**** *** 
2 for players (6 
month" experience 
m:ooed) 
3 for judge.s (I 
year expcf1ence 
nee.:ded). 

** * 
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PLAYER REFERENCE SHEET 
Needle, Part 3 

Treasure Listing 
The following ilems were found during lhe two prior !rip~ to lhcjun . 
gil'. C(lsh and salable ilems were sold and di,·idcd . O(h~'r items may 
be take n if desired. Players may divide them in any man ner. 

GP 
Value 

100 
5,000 

20 
10,000 
6,000 

600 
250 
500 

1,000 
1,000 
5,000 
2,400 

IS,OOO 
30,000 

76,870 

Cash or Salable Ite ms 

h ems 

Various normal coins (from the body in rlie ruins) 
Gold Bus! afTorgc!. 5 - lall (found in maze) 
Golden bell, 3· rwndlc, 2· wll cup (found in maze) 
Golden throne willI velvel [rim (found in maze center) 
K ing's reward 
Gems from natives 
Granitc life-s ize human bust (found while lumbering) 
12S-pound elephant tusk (found while lumbering) 
i O-pound IUT<juoisc rock (follnd whilt: lumbering) 
150·pound block of quam'. (fou nd while lumberi ng) 
Odd gem (found while lumbering) 
Pirates' coins 
I pirate magic-uscr'! spell book 
Final reward from Ihe king 

lotal; minus '2,160 paid 10 Monlana '/7 ofthc first trip's 
haul; Digger was excluded) !cavcs 74,710, or about 
1'2,45 1 gp pcr person (6-w(ly split ). 

Curiosities 
Objects made of a strange reddish metal: 

<I. 13 toi ns bearing sleange runes, which say "Carhsa Koo" on one 
side, " One Sarkum" o n Ihe OI lter 

b . 4 similar coins but without ru nes, worn flat 
c. '2-ineh square piece offabrie made of woven metal strands 
d . Spoon-fork utensil (spork) 

Bones etc.: 

a. 100 pounds of various old bones 
b . Humanoid skdelOn with four a rm s 

." 

PUL\,UEUIlON 

" .. 

All tunnels 
apprOKlmalely 

6fee,;n 
diameter 

c. Batrachian sk<.:kIOIl wilh 11'10 m:al '/~" holcs in thc .~ kull, one in 
front and one behind 

d. Batrachiiln skull with neat Ii! ' holes, ilS above 
e. 8' -long gorgosaurus skull (a carnivorous dinosaur) 
f . .\·Iummified shrunken humanoid head. iniaCI 

Olher: 

a . Huma noid m(lde orlin, SI;mding wi lh a'll· 
b. A rusty oil can 
e. Small broken ceramic jug with the drawi ng of a spider on it 
d. T hree normal iron keys o n a key ring 
e. Old rOiling wooden cheSt (found to be haltomless) 
f. Four rusty "XC heads, no handles 
g. An odd amulet with;L spider inscribed on each side, no chain 

Magic Items 
a. fOlln Slone + I (dusty rose color) 
b. Ring of fi ll.' R('sistilnc('('2 were found , but 1 was given to Mon· 

tana) 
Co Bracelet, a solid brass ring 3~ dia. (giant -sized ring of "'llrmflt) 
d . Bag or HoJding( found while lumbering; 500 lb. Jimil) 
c. Guisarmc + 3 (pole arm, found while lumbering) 
f. Magical chalice, 5- inch (UpatOp a 3-inch tall base and stem - no 

di seernable magical e!T«t 
g. Wand of Light, odd "nd flexible. made of an unknown sub­

stancc. If struck against any hlLrd object, it glows (0 30' radius for I 
turn, then goes dark. It can be used as often as desired, and has nl) 

charges. 
h. Colden Bell orB/Mlillg, with a 3-i nch-long handle and a '2-inch ­

lall ( UP; solid gold, with a golden clappo.:r. When rung, a small gem ­
like objcct (apparen! value 1,000 gp) falls from inside it. and will 
explode 3 rounds later in a 6d6 fireball unleh ,he Jx.JJ is placcd over it . 
(This action merely delays the fireb.111 until Ihe bell is again picked 
up _) 5 charges remaining. 

Value: 7,500 gpo 
i. Plan er of Purity: Goldell serving plallcr l' wide, 2' long, with 

go/den handles all each t'lld. Any consumables pl,lCt'd 011 ils surface 
will become purified ill J rounds. Poisons arc nt'gMed: Unrvrltlllaldy. 
poriolls arc luml'd IV pure warel: No living (hillg can be lIlfel'/I'd, nor 
:Illy lIoll-consumablc ilelll.'. 

VaJll e:5,OOO gpo 
j. Apple orChaos, 5· dia, gold . [fthrown . its material form dis:lp­

pears whcre it lands. but its image remains (a phantasm), a!Teeting all 
creatures within 40 ' of it . All viclims are a!Tected as if by the 5th level 
illusion ist spell chaos, sufferin g cOII(USiOlt (as the druid spell). Normal 
fi ghters (nOi paladins o r rangers), iIIusionislS, creatures wilh intdH­
gence 4 o r less, and monsters which do not usc magi.: may ea(h make 
a laving ,hrow vs. spells 10 avoid ,he effect; no other creatu res gain a 
saving throw. T he confU$ion lasts for '20 found s, unlillhe p hantasmal 
apple disappears. T he image (a nd Ihe e!Tecl) may be re m oved hy a 
dispcllllagic spell, but checked again$l '20th level magic usc. 

Value: 3,000 gpo 

Special (Party-Owned) 
il. 400 sheetsofrcddish mctal (300 from the ru in s ilnd 100 from Ih o.: 

Native Tribal M Olher), each 2' by 5', less than '/'1'1" thick . The mcwl 
cannot be damaged e'lcept by magic. Each sheel weighs 100 coin ( 10 
pounds). 

Value: 100 gp per sheet, or 1,000 gp per sheet if the cutte r (below) is 
th rown in rree. 

b . CUller: An o<kl device , about 8 inches long; 1Il0st of it is handle , 
with a roller on one side of the end and a short knife edge on the same 
end, opposile Ihe roller. If IWO sheets of the st range meta l "re placed 
wilh a slight overlap, and if the overlap is then rolled with this d evice, 
the metal will fuse together, formi ng a single unbroken sheel - no 
crack or ed ge will remilin . The knife edge will cut the melal easily, 
without any force needed. 

Note : Montana gets a '/7 share of the value of 300 sheets . 

:11 



Classiiieds 
Northeast Region 

Connecticut : Two garners in the Shelton­
Stratford area are seeking other players of the 
AD&D.! Game and various other RPGs. If you 
are interested and at leas118 years of age, con­
tact: Karen Bells, 39 Hunters Ridge, Shelton, 
CT 06484. Phone: (203) 929-3736 (weekdays 
atler 6:00 PM ). 

New Jersey: We are start ing a club in the Sus­
sex county area. Members are needed! Club 
activi1ies will include the AD&O~ . STAR FRON­
TIERS'!>, and TOP SECRET- games, as well as 
other RPGs. Campaigns are B.Y.O.C. (Bring 
Your Own Characters). Conlact: S. Weber, 
H.C.R. 60 BOl( 61 , Glenwood, NJ 07418. 
Phone: (201) 764-3409 (between 5:30 PM and 
9:00 P"). 

New York: Small Brooklyn-based party 01 semi· 
learless adventurers is looking lor players to 
brave the AD&D& Game world. Ages 15-23 pre­
ferred. Contact: Joe Gargiulo, 1634 80th Street, 
Brooklyn, NY 11214. Phone: (718) 837-3110. 

New York: We are looking for experienced 
AD&01' and TOP SECREfe Game players in 
and around the Middle Village/Elmhurst area of 
Queens. Contact Doug Benel, 75-{)8 Juniper 
Blvd. South, Middle Village, New York 11379. 

Pennsylvania: I'd like to join a club thai plays 
the AD&o-Game in Ihe Philadelphia area. Con­
tact: Richard Walters, 4114 Fairdale R.D., Phita­
delphia, PA 19154. Phone: (2 15) 637-7124. 

Pennsylvania: We need players and OMs who 
are willing to join a campaign. If you're inter­
ested, contact: Mark Cappiello, 43 East Phila 
Allenue, Morrisville, PA 19067. 

North Central Region 
Illinois: We need AD&~ Game players lor a 
new campaign. Experienced players are preler­
red, but beginners are welcome. Must be at 
least 16 years of age. Contact Richard 
Reinhold , 5130 N. Western Avenue, Chicago, IL 
60625. Phone: (312) 769-3098. 

illinois: The Dungeons Guildis looking lor a few 
good adventurers. If you live in Illinois (Cook or 
Will counties). contact: EriC Smith. 31 13 Euclid 
Drive, South Chicago Heights,IL6041 1. Phone: 
(3 12) 755,2036. 

Ohio: We ale forming an APGA" Nelwork club, 
and we need players and OMs lor Ihe AD&01' 
Game. Contact: John Eikenberry. 317 West 4th 
Street, Greenville, OH 45331. 

Ohio: Will all members of The Chaotic Union 
(registered RPGA'· Network club) please con­
tact the club president as soon as possible. We 
have lorgollen who you are! (The next issue 01 
" Entropy", the newsletter published at random 
intervals, will be out sometime between now 
and next Christmas.) Contacl: John Goering, 
4215 Dawnshire Drille, Parma, OH 44134. 

Ohio: A 2().year old OM would like to join or start 
up a gaming group. Interested players please 
contact : John Davidson. 2740 Westerville 
Road, Apt. C, Columbus, OH 43224. 

Wisconsin: The RPGA" Network needs you! 
HQ is in desperate need oillolunteers will ing to 
donate a few hours in the daytime or on week­
ends to much-needed organizational work , 
including tournament scoring. typing, filing, 
data entry. play testing. telephone answering, 
and general paper-shuffling. ff you're inter­
ested, contact Penny Petticord at (414) 248-
3625 between 9:00 "" and 5:00 p.. Central 
time. 

Southwest Region 
California: Mature 15-year-01d would like a pen 
pal, and would like to join a weekly or biweekly 
AO&O!> Game campaign in Santa Maria or the 
surrounding area. If you can help, contact: 
Carin Bigrigg, 984 Terrace Avenue, Santa 
Maria, CA 93455. Phone: (805) 937-4235. 

California: Expert OM is seeking players of Ihe 
AD&O!' Game lor a new campaign. All books 
(including Unearthed Arcana) will be used. If 
you're interested. please contact : Lenard 
Lakolka , 215 1 Pacific Allenue, Apt. B 203, 
Costa Mesa. CA 92627. Phone: (714) 548-
4930. 

California: Atten tion all gamers! I'm trying to 
form a registered APGA~ Network club in Ihe 
Huntington Beach area. AO&D' Game players 
are needed . No experience is necessary, and 
any age is welcome. Contact Hank Wyckofl al 
(7 14) 960-8266 for further Inlormation. 

California : Bay area members are needed for a 
new club, The Knights 01 the Bleck Phoen;x . We 
play the MORAOW PROJECT, AUNEQUES~, 
GOLDEN HEROES, and CHILL" Games, and 
many other RPGs. If you're interested, call 
James at (4 15) 234-5857. 'Til then: 

,""", JM "". ,..".. 

South Central Region 
Missouri: Help! Lonely AO&O' Game player 
seeks others in the Springfield area. Ages 12-16 
preferred. Contact: Drew Thompson, 1725 
North Weller, Springfield , MO 65803. 

Southeast Region 

Florida: t would like to join a local club that plays 
the AD&D!> Game. Contact: Nicholas Rowland, 
4736 North Bay Road, Miami BeaCh, FL 33140. 

Louisiana: We, The Game Masters, are starting 
a club lor alt games and agesllf you are willing 
10 join, contact Doug at (318) 981-1311. 

Puerto Rico 
Puerto Rico: Attemion all rote-players in the 
San Juan areal I would like to form a gaming 
Club. I play the D&D.!> Game (all levels), and the 
AO&Dl, TOP SECRET~, GAMMA WORLD$, 
GANGBUSTEAS·· , INDIANA JONES" , and 
CAR WAAS" games. Other games are wei· 
come. Please contact: Cesar D iaz, 190 Hostos 
8543, Hato Rey, P.R. 00918. Phone: (809) 751· 
7324. 

Foreign 
Canada: I would like to hear from some Montre­
alers who are interested in slarting a 
DUNGEONS & DRAGONS<!l Game (or 
ADVANCED DUNGEONS & DRAGONS" 
Game) campaign. Contact: Didi Allen. 4840 
Bonavista Road, 1206. Montreal, P.Q. Canada 
H3W 2C8. 

Canada: The University 01 Toronto Role Playing 
Garners club is eager for more memberShip. 
Contact: Pierre Savoie at (416) 690-6985 (elle· 
nings only). 

Special 
Far Flung Garners Meetings 

Due to Circumstances beyond our control , there 
will be meetings of the Far Flung Garners al both 
Sun Coast Skirmishes and Contact '85 game 
conventions. The guest lecture at Contact '85 
will be presented by Jim Minz on the topic "Sex 
and the AO&O®Game, the Untold Story." At Sun 
Coast Skirmishes. Dr. Floyd R. Turbo will once 
again take the podium with a rousing talk on 
"Mutant Cockroaches - Nature's Way of Get· 
ting Even." The documentary film, " I was a 
GAMMA WORLD® Game Bag Lady," will also 
be shown. 

Lost: One armadillo, approximatety 2 ' long, 
wearing a tweed spons jacket, Dingo boots, and 
mirrored sunglasses. Goes by the name of 
Arnie. Last seen swilling brewskies and harass­
ing barmaids in the MECCA cocktail lounge. If 
seen, please contact the nearest Far Flung 
Gamer. 

I woufd like to set up a network o f gaming clubs 
all over the nation wi th a system for trading 
games, running conventions, and other acUvi· 
ties. If you're interested, CO'ltact: Robert 
O'Neal, 2t49 North Natchez, Chicago, IL 
60635. 

Atlentlon all RPGA'· Network Membersl 

Anyone wishing to join an RPGA'" Network cor­
respondence club, please coot act: William E. 
Roland, P.O. Box 15632, College Station, TX 
n840. 

RUNEOUEST iI. ,"Vi'le'e<! tra""",.,k "",neO" by C~_iu'" IrIC . CHILL is. I'_",a,k ow""d by Pacesett" LId. CAR WARS ill 

I'Memarl< owned by Te. as In$lru",entl . IrIC. 



Convention Announcements 
Arkan ••• 

STAGE 9 WINTER FANTASY 

The University 01 Arkansas, Linle Rock , hosts this 
gaming e~travaganza on DecembtH 20, 21 8 22. 1985. 
The convention will 'ealLlre RPGA~ Network tO ll.na· 
ments(AD&O", TOP SECAEy.., and MAR VEL SUPER 
HEROES" games) plus a video room. boardgames. an 
auction, and much more. A PGA'" member d'SCOl,lnl on 
admission. 

For further information on ertending or judging, contact 
Sonny SCOII. Routfl 3. Box 238. Ullie Rock, AR 722 1 I. 
Phone: (501) 82 1·2Q88. 

Indiana 

CONTACT '85 

Coma to Evansville. Irldiana, on the weekend 01 
November 15, 16 & 17, 1985 101 this annual sc:ience­
rlClion and gaming convention. This yaa. we win once 
again feature RPGAm Network tournaments (AO&O" , 
MARVEL SUPER HEROES~ , and TOP SECRE~ 
games), and many other gaming events. Speeial 
guests will be Jack L. Chalker and the Network', own 
Penny Penicord. 

FOilurfhet information OIl attendinQ 01 jlJdging, contact 
R.C.S.F.A., P.O. Boll 3894, Evansville, IN 47737. 
Phone: (812) 858·5419. 

PENTACON 

Come 10 lhe Gland Wayne Cenle< in FOfl Wayne, 
Indiana, on Novembel 30, 1985 for Fort Wayrte's lirsl 
gaming convention! Hours afe g:OO u l. until midnight 
The con~e ntlon features an RPGA~ Network Tourn a· 
ment (AO&O~ game), CALL OF CTHUHLU" and 
TRAVELLER:!. games, manYOl tler roIe..playing. boal d, 

garna , and minlalLireS events, plus a painting contest 
and e masquerade ball. 

For further informarion. conracr: Penraeon, PO. 80ll 

9707, Fort Wayne. IN 46899. 
For fudging informalion. eantllct: Michael Duram, /201 
SWinney. FOI1 wayne, IN 46804. PhOlle: (219) 422-
9964. 

North Carolina 

Waldenbooks 898 is holding a series 01 mini. 
tournaments at Cross Creek Mall in Fayeneville. 
RP(lA'" Network tOl,lmaments a18 fealmed. 

For further Inlexmarion on atrlmding ex judging. COnlae!: 
Geo" Holbrook. 438Cross Creek Mall, Fayetteville. NC 
28303. Phone: (919) 864·5 186. 

Wisconsin 

WINTER FANTASY'· Convention 

Come to Lake Geneva on January 4 & 5. t 986. tor your 
gaming pleasurel WINTER FANTA SY Convention '86 
will be held at the Americana Res o rt , and wili leature 
RPGA~ Network tournaments (AO&O~ and GAMMA 
WORLO games), AXIS & AlUES~ , RAIL BARON~ , 

and RIS!<'" game tournaments. plus 30mm Napoleon, 
ic" 15mm Zulu War, and 25mm Circus Maximu" 
Many other role'playing events, miniatures, board· 
games. and demonstrations will be available, plus a 
deale, area and an auction. Sp&ei9,1 guests will Include 
Jim Ward, Tom Wham, Frank Mentzer, Carl Smith . and 
Penny Peltlcord. Admission Fea: $4.00 per day or 
51.00 10< the weekend. All games are Ilea! 

For more /nforma/ion, send a Slamped. salf-addrassed 
enve/opa to: WINTER FA N TASY Convention, P.O. 801< 
721. Lake Geneva. WI 53/47. 

WINTER FANTASY is a semel! mark owned by and 
used Linder license from TSR, Inc. 
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GEN CON@lS Game Fair Thurnament Winners 

AO&O® Game Featu re Thurn<lment ("Convert ") 

lst place 2nd Pl ace 3rd Pl ace 

David Alfo rd 
j eff Ell is 
Dennis Everett 
T imothy Fischer 
Steve Hardinger 
Brandon j aeger 
Carl j ohnson 
Scott j ohnson 
Kent Martin 
Mark Minz 
Ki rk Reed 
j ames Tt"rry 
Sieve Thearlc 
fIl ake Woodside 
Mary Zalapi 

M ike Cormack 
Daniel Dwyer 
Steve Glimpse 
Les Hah n 
Peter Lazzari 
Raymond Maddox 
W es Meador 
T im Pool 
Rich Rydberg 
Doug Saul 
Bruce Schabinger 
Mark Slacin 
Royce Smith 
David Spaehek 
C raig Stevens 

j ozcf Brewer 
Slcve Brcrnan 
j (tmes Crompton 
Alice Felden 
David j ohnston 
Mary Konezyk 
Petcr Letenauchyn 
julia Martin 
Kevi n McFarli n 
Skip Olsen 
Rocky Pis lO 
Anthony Ragan 
Michael Schneider 
j ames Robertson 
john 'Jerry 

AO&D Game Mastm's 'TOurnilment ("Spt' ing r evCl''') 

Bob Argent 
Kelley Foote 
Randall Lemon 
j eIT Mart in 
j ohn A.T. Vaccaro 

Don Bingle 
Linda Bingle 
Bob Hart 
Fra nk Vetrovcc 
j im Wade 

Rich Bingle 
Ed Peterson 
Phil Rowell 
Randy Solo 
Russ Werner 

D&D® Gnme Thurn mncnt I"Whe r e Chaos I\c ig n s"l 

Brian Leikam Alan Brosel Reynold HaUlllstark 
Skip O lsen Frank VctTO\'CC Kelley Foot{-
Linda Rastk j im Vickers Raymond Seymou r 

S'Ii\ n FRONTI En S® Garne 'Iburnam ent 
("Hings o f T itan ") 

Kelley Foole 
Kenno.: lh Ritchart 

Tr;tl·is Harringwn 
Russell \\'e rner 

J ohn \\I, L. Kentner 
j im Ortl ieb 

AD&D Gam e Special 'Iburnam cnt 
(''1bm pJe of Elem entill Evil") 

SIeve Breman 
J ohn Carey 
l ) t an Edgell 
C hri s Gandy 
Ca rl j ohnson 
Kcnt Martin 
Rembert Pa rker 
"''' ill iam Piechota 
Rich Ryd~rg 
Randy Solo 
Russell Werner 
Ulake Woodside 

Bob Argcnt 
Erik Bauer 
Kelley Foote 
Steve Glimpse 
jim Hanan 
john Harnes 
Randall Lemon 
Neil M a r uea 
j ames Robertson 
Bruce Sturgen 
I:: ric Szulczewski 
Steve Thearle 

Bryan C on ry 
Erik Flom 
Steve H ardi nger 
D ale King 
jay KOllizer 
Richard Kowicki 
Michael McGonagle 
Ed Peter'son 
Rocky P isto 
Frank Power 
j ohn A. T. Vaccaro 
Michael Vazquez 

TO P SECRE'f® Gam e Thu r nam c n t 
("Operation: MEL:l'down ") 

Don Hingle Linda Bingle j ustin HolTman 
Steve Glimpse Richard Binglc Chris Lisow~ki 
K!.:nt Martin Frank Vetrovec j ohll M ille r 

MAn VEL SUPEn HEHOES'~ Gam e lbur n amen t 

' Ibm A1cxand!.: r 
Rob!.: rt Cantermen 
SCOlt Costello 
Kelley Foote 
Vincent Fruge 
Chris Gandy 
Sle"en Huey 
Davidjohnslon 
Lawrelln: Lcrn(~ r 

j effrey Malinowski 
Chris Meador 

("Bad oon Falcon " ) 

Don 8i n gle 
Richard Comber 
T imothy Fischer 
j on j aeger 
CarlJudisch 
Tracy Landrum 
Marc MeC lenn an 
Scott Needham 
Brad O'Ncill 
Kevin Rowe 
Richard Sa nlj)Jc 

Charles Blackwell 
B!'Uce l~oughner 
Carter Fi nk 
Chris Hadjison 
j ason Mastcrs 
MarC" M ohan 
Rrett NOt"" 
j ohn Pantano 
.J eff Stoeler 
Norbert ' liI ), lor 
Michael Wagno:r 
J amc~ TrclI 
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