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Notes FrOID HQ_ 
[fthis is you r first issue of POLYHI!.DRON'" Ncwszinc, I 'd like to 
take thi~ opportunity 10 welcome yOlllQ tin: RPGA'" Network. The 
newszine is you r means of cOllllllunication with over 9,000 other 
gamers worldwidc_ In it , we publish articles donated by members, 
club news, official rulings on gamc·rdated questions, and tourna­
ment modules. If you have an idea Ihal you would like to shan: 
with the rest orthe Network, wrill: il up and send i[ 10 HQ. This is 
your chance to speak out! 

Convention News 
This past quarter, RPCA Network tournaments have been held al 
Ihe following game conventions across Ihe United States: 

Convention Location 
AT LANTA FANTASY FAIR Adama, Georgia 
EMPEROR 'S BIRTH DAY Elkhart, Indiana 

CONVENTION 
GLATI-JRICON '86 
ORIG INS '86 
OU INCON 
SEAGA 

Evansville, Indiana 
Los Angeles, California 
Qu incy, Illinois 
Atlanta, Gt:orgia 

This ycar's Origins markt:cl the first RPGA Network lOurnament 10 

be held on the west coast for several year~. I wa~ pleased to be in 
a\lcndancc, along with Gary Gygax, Ernie Gygax, Bruce Heard, 
Frank Mentzt:r, Doug Niles, j on Pickens, Steve Winter, and Mi­
ChlLel Dobson. Some California members IOld me they felt slighted 
by lhe Network because of Ihe lack of tournaments in the westcrn 
United States. Believe me folks, the Nelwork is willing to sponsor a 
tournament anywhere in Ihe world. If Ihey aren't happening in 
your area, iI's because we haven't had a re(luest from your local 
convention and we don't know who you r lOu rnament coordinators 
are. J eff Albanese and the OT I crew d id a great job at Origins, and 
we hopc they will include R PGA Nctwork tournaments in all of 
thei r future convention planning. And while we're on the subjcct of 
Origins, special thanks go out from jeff and myself 10 the evt:r­
eflkient Rembert Parker, who he roically plowed through paperwork 
and smoothed out assorted disasters to ensure that the lOurnament 
ran well. As always, his help was appreciated more than words can 
say. 

Another first this summer was Quincon, a new convention in 
Quincy, Il linois, at whichj im Ward, Thill Wham, and yours truly 
were pleased to appear. Greg Stille alld his crew did all excellent job 
coordinat ing the convent ion, which drew about 100 a ttendees. The 
convention featured three RI>(JA'" Network tournaments, plus a 
banquet , miniatures contest, and a combat demonstration by the 
SCA . If you live in the Midwest, Quincon is a must for your sum­
mer convention schedule next year. 

Frank Melll:t.er and I put in our usual guest appearance at 
Glathricon '86 in Evansville, Indiana this jUlie, Other Famous 
People in attendance included Bob Blake (famed module designer 
and coordinator of the AD&o® GalliC O pt:n l ournament at GEN 
CON~ Game Fair), and guest DM Dall Kramarsky, who, in addi­
tion 10 his other accomplishments, wrote the AO&O® Game Special 
'lburnament used by the RPGA'" Network at GEN CON 19 Game 
Fair. 

Several members called in to express their disappoinllllent over 
the cancellation of the RPGA Network tournament planned for 
ATLANTICON this year. Neither HQ nor the event coordinator 
were informed of the cancellation by convention management umil 
AT LANTICON was already in progress. My personal apologies to 
tho" who 811ended because of inlormat ion they received from me 
that there was to be a Network event. 

HQ has not yet received results from Ihe tournaments at TRI· 
CON IV, COASTCO N IX , and C HATTACON. Memberships 
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and experience points from th01le conventions will be upd ated as 
soon as the paperwork is in and verified . 

\Vherc Chaos Reigns 
If you tried to call HQ ill the last several weeks, you probably 
ralked with a volunteer lIlember. The combined RPGA Network 
HQ and GEN CON® Game Fair office has been so busy preparing 
tournaments for several large surumer conventions (including G EN 
CON® 19 Game Fair) and working on the Newszinc thar we needed 
volunteers to cover phones and input data. As usual, our call for 
help did not go unheeded. On behalf of the whole department, I 
would like 10 thank Dan Km marsky, Michael Lach, Rich Ouo, 
Rembert Parker, Rocky Pisto, Daniel Pum, Rich Rydberg, Steve 
Thearle, j ay lummelson, john Vaccaro, and most of all, Skip 
Williams, for volunteer office help beyond the call of duty. 

The City Project 
We plan to begin work 011 the city projcct in early November. Sub­
missions will be taken from November 1st until at least the end of 
March 1987. The legal details of the project remain unresolved , but 
once rhe conventions arc over and the Newszine alld directory have 
been brought up to date, we will begin laying the groundwork and 
reviewing submission!. 

For those of you who have recently joined us, the propo~al is to 
combint: our efforts and create a composite fantasy city out of sub­
missions from the membership. Each member wishing to contribute 
to the project may send in as much or as li ll Ie as desired, including 
taverns, shops, colorful N I'Cs, townhouses, street encou nters, and 
sO fo rth. All subm issions will be combined and rewrillen for cOllsist· 
eney by HQ, and the fi nal version will then be published. Each 
contributor will be initially credited in print and will receive a free 
copy from [he first printing . In that way, we will have a fantasy ci ty 
that we can all use, and we will all have contributed a liule some­
thing to it. 

First, however, we need a nlllne for our city. Now, I'm terrible at 
naming fhi ngs, so the whole membeuhip will have to help. SClld 
your suggestion to: "Name the C ity Contest," P.O. Box 509, Lake 
Geneva, WI 53147 before NOvember I , 1986. Entries will be re ' 
viewed by HQ, and the member whose entry is chosen will receive 
a 5-year membership in tht RPCA Network and a I-year subscrip­
tion to T SR '5 new DUNG EON'" Adventures Magazine. The city 
will be eilher a seaport or a river town to facililate trade, alld il will 
probably be located in a temperature zone. 

White Rabbits 
Like the white rabbit, we're still running late. But although we still 
aren't quite caught up to schedule, we've definitely made substan· 
fial progress so far. Three issue! (128, #29, and #30) have been 
publ ished within the past two months. Issues #3 1 & #32 should both 
be Out this fall; after that, the Newszine should be back on track. 
The membership d irec tory awaits only club listings and fin al ap­
provals before going 10 press. We expect a mass mailing to a ll mem­
bers in September. 

All memberships which would have expi red before the release of 
those items have a lready been extended on ou r computer. Thty will 
Ilot be terminated unti l mailings of those delayed items a re com­
plete. Membership renewal nOl ices will continue to go out on sched· 
ule, as Ihey a re a function ofa separate system which ru ns 
automatically. Memberships will NOT actually be terminated until 
they have been completely fulmle{!. 

!f you havtjudged an RPGA tournament or placed in one, you 
may already have received a I1<: W membership card which reflects 
your membership extension, but nOI your current player or judge 
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The New Rogues Gallery 

Nienna 
& 

Friends 
b y C hristopher S. Jones ° 1986 ChrisfQPhcr S.Jonrs 

"'111(; New Rogues CCil/ery" is a cOll/inlling feMurc in POLYHE­
DRON'" Newszinc through which members /IIay share their most 
interesting characrer$ and NPCIJ wjlh the rest orlhe Network . 
Referees may usc some or all of the ('harncters described here for 
random encounters, or even build a whole advcnfure around rhem. 
The Ncwsz;lIc we/comes aJJ member contribuljof/.~ for Ihis fe,1(Iuc, 
parlicul.1rly humall or dcmj·humllll clall s like Ihis olle. 

The following characters are related morc by accident Ih1111 by 
design. All except rhe full drow' and d ridcr' comprise a household 
of sons, though nor all are blood-related . T hese characters, wilh the 

• 

possible except ion ofZcred, travel extensively and can be cn(OUIl­
tc red just about anywhere . They arc presented here as NPCs 10 add 
a bil of spice 10 a cam paign. 

Many of Ihe following characterl are spellcasters, but their spell 
~eledions haw~ been Icft up 10 you. Unless there is a deli nile rcason 
10 ailSochllc with strangcrs, these charaCleu generally keep 10 Ihe'n­
sdves. 

Nienna ========= 
Felllale Half-Elf f'igiller/Magic- User (5/7) ( Draw dcsccllf) 

STR: 12 
(NT: 17 
WIS: 11 
DEX: 17 
CON: II 
C H A: 17 

AC Normal: 2 
AC Rear: 5 
Hit Poinu: 35 
Alignment: Lawful Neutral 
Deity: Corellon Larcthian' 

Weapon Proficienciel (as fighter): LOllS Bow, longsword, 3pear, 
footman's mace. 
Weapon ProficiellciC5 (al magie-uscr): Dagger, staff. 

S pecial Abilities': Infravision (60'), 30% resistance to sleep and 
charm, detect concealed doors (I in 6 passing, 3 in 6 searching), 
delect secret doors ( I in6 passing, 2 in 6 ilCarehing). 

Effects of Light' : Like her drow ancestors , Nienna is sensitive to 
light . Full daylight reduces her effective dexterity by 2 fo r Ihe du ra· 
tion of exposure, penalizes her "to h it" rolls by -2, and givn o ppo­
nents a + 2 bonus 10 th.::ir saving th rows vs. he r allacks. If she 
attacks a creature illu minated by a light source from darkness or 
deep shadow, her su rprise ability and d~xterity a rc normal, but she 
attacks at il - 1 "10 hit" penalty, and the opponents' saving throws 
ar~ made al a + 1 bonus. Nienna is not adversely affec ted by rela­
tively dim light, such as torches, lanterns, magic weapons, light and 
r.'I.erie fire , pelts. 

Languagu: Common, Elvish, Gnomish, Hailling, Goblin, Hob, 
goblin, O rcish, Gnoll i ~h . 

Equipment: Leather armor + J', do.,k ofc/vt'nkind', amulet of 
proofagail]st detectiOll lllld location' , longsword, long bow, 20 
a rrows, quiver, 2 daggeT1. 

Description: Nienna is 5'7" tall and weighs 110 pounds. She has 
black skin and silvery hair. T hme features, plus her deep blue eyes 
and pointed cars show her drow hcritage, however her features are 
distinct enough for the learned to see Ihat she is nOI a true Drow. 
Nienna possesses greal beauty, and many of hcr enemies have fallen 
to her bccaus.:: of it. She is 36 years old . 

History: Nienna's birth was the result o f a drow raid on her mother 
R hodara's village. She spent most of her !'arty li fe with her mothe r 
under the prOleclion o f Zered Camaron. Her education consist!'d of 
studying magic under Zered and learning to fight f!"(lm hiS son, 
Elerion. When she reached maturity, she set ofT to find and slay the 
vicious drow leader Trll)' -Dor, her tfue father. Though she has 
e ncountered him many times over Ihe years, shc has never suc­
ceeded in killing her father, for he is as powerful and cunning as he 
is ruthless. In fact, he came very close 10 killing her o nce, bill she 
was saved by Elerion 's quick action. Now she and Elerion travel 
IOg!'ther. 

Personality : Nienna possuses little of the normal drow manner. 
Though sometimes given 10 violent fi ts of rage, she is usually very 
COUrtwuS, but aloof. She re$peclS those who wield greater power 
than she d()(:s, but she hates the use of such power for c ruel pur­
poses. She constantly seeks revenge on Tray-Dor and a ll drow . 

Ni~nna is ashamed o( h~r drow blood. Because of her heritage, 
she is dedicated to Corellon La rethian, and she bears an undying 
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hatred for Lolth'. Nienna has few friends and no suitors, though she 
finds Elerion 'luite attractive. 

C u rrent Reside nce: N ienna is a wanderer who spends most of her 
lime on the road . H owever, she is always welcomt· in the house of 
Zered Camaro!! . 

= ==== Rhodar a Larith ===== 

STR: 13 
INT: 14 
W IS: 17 
D E X: 11 
C ON: 14 
C HA : 15 

AC Normal: 3 
AC Real": 3 
Hit Points : 41 

7th-Levci H um,m Female Cleric 

Alignment : Lawful Good 
Deity: Pholtus (see WORLD O F G REYHAWK" Fantasy Setting) 

Weapon P roficieneies: M ace, staff, flail. 

Languages : Common, Elvish. 

Equipment: Chain lIlail + 2', rod of resurrection' (42 charges), 
mace + r', small helmet , footman 's Oail, prayer beads, incense, 
silver holy symbol. 

Description: Rhodara Larith is 5'5" tall and weighs 117 pounds. 
C h ronologically, Rhodara is actually 55 years old, but physically 
she is st ill in her early thirt ies (see H istory). H er long brown hai r is 
streaked with blonde, and she has hazel eyes. She is in good physi­
cal condition and is very pretty. 

History: R hoda ra joined the priesthood of Phollus when she was 
sixteen. At the age of nineteen, she was in a small village spreading 
the fait h when a Drow raiding party auaeked. A t length, the drow 
were driven back 10 their lai r in the nearby mountains by a passing 
patrol of sylvan c\ves, led by Eledon Camaron . Rhodara, who was 
badly inj ured, was taken 10 the home of Zered Camaron, Elerion'g 
father, where she slowly regained her strength, and in due course 
gave bi nh to Nienna . Rhodara ra ised the half-drow child in accord­
a nce with hcr own fa ilh . W hen N ienna grew older, R hodara began 
to adventure Ollce again. In one of these adventures, her youth was 
reslOred by an unknown pod on . 

P ersonality : R hodara is st rong-willed and steadfast, but kind and 
merciful to those in need. She treats friends and strangers alike wi th 
respect , though she despises evi l. She has reamincd devoted to~ 
Pholtu s, and she continues to spread his faith. Rhodara regards all 
drow with great ha tred and fear. 

Current Residence : Rhoda ra st ill lives in Zered's manor deep in 
the woodlands. Though occasionally she will leave on a q uest, she 
always returns, for Zercd loves her company and she is always 
welcome. 

======= Elerion Camaro n = ====== 
M ale Grey Elf RaligedMagj,:>User(9112) 

STR: 
INT: 
WIS: 
DEX; 
C ON : 
C H A: 

18(56) 
19 
17 
16 
15 
17 

AC No rmal : -2 
AC Rear: 0 
H it Points: 58 
Alig nme nt : Neutral Good 
Deity : Labe1as Enoreth 
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Weapon P roficiencies (as r anger): Spear, long bow, knife, hand 
axe, long sword. 
Weapon Proficienc ies (as magic-user): Dagger, dan. 

Special Abililies': 90% rcsistance to sleep and charm, + 1 ;'10 hit" 
bonus with bow, shon sword. or long sword, infravision (60'), 
detect secret doors (I in 6 passing, 2 in 6 searching), dctect con­
cealed doors (1 in 6 passing, 3 in 6 searching) , surprisc on 1-4 (Jd6) 
if alone and not in metal armor, base 100% chance to track Out­
doors , identify tracks of all ueatures, size and weight of humans, 
and size and numbt,r of mounted creatures, +9 damage bonus vs. 
gi,lOt-c1ass crl""atures, attacks 3/2. 

La n guages: Common, Elvish, Gnomish, HaWing, Goblin, Hob· 
goblin, Orcish, Gnollish. 

Equipment: Elfin chain + 5, JOllg sword + 3, Zagyg's spell compo­
nent case (5 usesJday), rod or absorprion , long bow, q uiver, 20 
arrows, knife. 

Description: Elerion is 5'6" taU and weighs 105 pounds. He has 
silver hair and amber eyes. Elerion has sharp , friendly features , and 
his skin has a slight grey tint. He generally wears blues and greys. 
He is 392 years old. 

History: Elerion was born 10 Zered Camaron and his wife T imera. 
H e spent his youth exploring the land around his falher's mansion 
and estate. This early experience and later training served to make 
him a skilled forester. Elerion has great respect for the fo rest and its 
creatures, and he will never hunl them unless his life depends on it. 
He also studied magic from his fat her and developed a great love of 
it. Eventually, he found a magical way to raise his intell igence be­
yond the maximum for his race, and became one of the most pow­
erful magic-users in the elven community. 

Elerion has spent much of his adult life adventuring and travel ing 
throughout the world. As soon as Nienna was old enough, it was 
Eler ion who taught her to fight. She learned so quickly and well 
that the IWO became traveling com panions. 

P ersonality: Elerion is warm and friendly, bu t also caut ious and 
sometimes suspicious. H e takes his time assessing new a cq uaint­
ances , but once he has offered his frien dship, he is steadfast and 
supportive. T hough he may sometimes seem naive, th is is actually 
an act to throw off st rangers. Elerion bears a great love for his 
father and is unswervingly loyal 10 him. H e is attrac ted to Nienna, 
bill she does no t know that. 

Current Residence: Elerion's home is the forest manor ofZered 
Camaron, his fathe r. 

====== Zered Camaron ====== 
15fh·Level M alc Grey Elf Magic· User 

STR: 
INT: 
WIS: 
DEX: 
CON: 
C HA : 

I I 
21 
17 
16 
I I 
17 

AC No rma l: 3 
AC Rear: 5 
Hit Points : 38 
Alignment : Neutral G ood 
De ity: Labdas Enoreth 

Weapon P roficie ncies: Dagger, sl ing, staff. 

Special Abilities' : 90% resis tance 10 sleep and charm, + 1 "10 hit" 
bonus with bow , shon sword, or long sword, infravision (60'), 
detect secret doors (l in 6 passing, 2 in 6 searching), detect con­
cealed doors (1 in 6 passing, 3 in 6 searching), surprise on 1-4 (l d6) 
if alone and not in metal armor. 

Languages : Common, Elvish, Gnomish, Halflin g, Goblin, Hob­
goblin, Orcish, Gnollish. 

Equipmen~: Bracers ~f dere.me' ~AC 5), ,:,,~nd ofpa~a]Y7.ation' (73 . 
charges), rmg of multlplc Wishes· ( I remammg) , 8 sllllg bullets +?, 
dagge r, staff, sl ing. 

T 



Dncdption: Zered is 5'5H and weighs 100 pounds. His ha ir is a 
grey-white mix, and he sports a short, white beard. His eyes are 
amber and he has a kind face. He is a dislinguishcd elf who seems 
to rad i(ue an aura that commands respect. He is 1326 years old. 

History: Zered Camaron is one of the most powerful and admired 
elven lords in the world. Despite this, Zen:d long ago secreted 
himself from the workings of the world, though he keeps hinuel f up 
to date. Most of Zered', early life is unknown to all save him . It is 
known, however, that he has been an unofficial advisor to many 
e1ven kings and queens. Zered wed the elf maid T imera and spent 
many happy years with her until hcr death, shortly after the birth of 
Elcrion . Zered has spent much of his life studying and trying to 
raise his intelligence, an endeavor which has yielded enough magic 
items of great powt:r to ra ise his intelligence fur beyond that of 
normal elves. 

Personal ity: Zered is kind and friendly. He shuns most company, 
but he does enjoy tha( of Elerion, Nicnna, and Rhodara. Zcred 
despises evil and will work to abolish cruelty, for he is in truth a 
kind man . He loves magic and spends mOSt of his time studying it. 

Current Residencc: Zered has an estate located deep in a fores t. 
His large mansion is built in the trees. 

= ===== Tray-Dor ====== 
Male Drow Fighter/M agic· User (8112) 

STR: 
INT: 
WIS: 
DEX: 
CON; 
CH A: 

13 
18 
12 
I' 
15 
8 (16 to Drow) 

AC Normal: 0 
AC Rear: 0 
Hit Points: 48 
Alignment: Chaotic Evil 
Deity: Lolth 

Weapon Profidencies (as fighter) : Knife, sling, short sword, hand 
crossbow, mace, buckler. 
Weapon Profidencies (as magic. user): Dagger, dart. 

Special Abilities',': Infravision ( 120'), surprised only on I in 8 , 
+ 2 bonu~ to save vs. spell , rod, Slave, and wand, 74% magic re­
sistance, 90% resiSianCe to sleep and c1J.1rm, may fight with 2 
weapons wi thout penalty, detect secret doors ( I in 6 passing, 2 in 6 
searching), dctect concealed doon (I in 6 passing, 3 ill 6 searching), 
de{(~ct new construction (75% chance), detect stonework traps (50% 
chance), detect slid ing walls (1.4 on Id6), detect depth underground 
(50% chance), su rprise on 1-4 ( ld6) iralone and not in metal ar­
mor, may c~t each of the following spells once per day~ dancing 
lights, faerie fire, darkness 5 ' radius, detect magic, know align· 
mem. Icvitate, attacks 3/2 . 

Effects of Light ' : Tray-Dor's abilities arc affected by light. Full 
daylight negates his enhanced surprise ability, reduces his effective 
dexterity by 2 for the duration of exposure, penalizes his "10 hit " 
rolls by -2 , and gives his opponents a + 2 bonus their saving throws 
VS. Tray·Dor 's allacks. If Tray-Dor a llac!u a creature illuminated 
by a light source from darkness or deep shadow , his surprise abil ity 
and dexterity are normal, but he attacks at a · 1 " to hit" penalty, 
and his opponents' saving throws an: made at a + I bonus. Tray­
Dor is not adversely affected by relatively dim light, such as 
torches, lantcrns, magic weapons, Iig/II find f.1 crie fire spells. 

Languages: Underconunon , Elvish, Gnomish, subterranean silent 
language. 

Equip'ment: Drow chain mail ( + 5)", knife + I', ring of cham de on 
power', iron flask' (contains a Babau), 10 ealtrops, 2 knives, dagger, 
short sword, hand cron bow, poison . 

Description: Tray-Dor is S'I ~ and weighs 95 pounds. He has white 
ha ir and black skin . His slight build belics his strength, and he is 
quite cunning as well . His sharp fcatures have a malicious cast , and 
his love of infli cting pain can be read in his gli ttering black eyes. He 
is 463 years old. 

• 

History: Tray·Dor 's past is largely shrouded in mystery. What is 
known is that Tray-Dor is a high official in the drow hierarchy (for 
a male) . Hc has no friends cxcept Day· Ron, even among the drow. 
He spends most orhis time t raveling the world in d isguise. Thirty­
six years ago he lcad the raid on Rhodara's village. Shord}' thereaf· 
ter, he found the outcast Day·ROIl and befriended him. 

Hc has encountered his daughte r Nicnna many times, and he 
usually emerges vic torious. In the most recent battle, he would have 
killed her had she not been saved by Elerion. 

Personality: Tray-Dor is cruel and thoroughly evil. He lovu caus· 
ing pain, and he hates everything and everyone. He: feels nothing 
for any being save Day· Ron. 

Current Residence: Tray·Dor has a home in {hc d row kingdom, 
but he no longer lives there. He now travels con~ tan {ly, never stay­
ing in {he same place for more than a monlh . 

Day-Ron = === = = = 

FREQUENC Y: Unique 
ARMOR CLASS~ 3 
MOVE: 12-

M ille Odder' 

HIT OICE~ 6 + 6 (47 hp) 
T R EASURE TYPE: see below 
NO. OF KITAC KS: I 
DAMAGElKI'1~CK~ 1·4 or by weapon type 
SPEC IAL ATTACKS~ Spells, paralyzation 
SPECIAL DEfENSES: Nil 
MAG IC RESISTANCE~ 15 % 
INTELLIGENCE~ High ( 14) 
ALIGNMENT: Chaotic Evil 
SIZE ~ L 
PSION IC ABI LITY: Nil 
EFFECTI VE CHARISMA~ 3 
DEITY~ Lohh 

Weapon Proficienciu: Long bow, longsword, battle axe . 

Special Abilities': Able to casl spells as a 6th·level magie'user, may 
also cast each of the following spells once per day ~ dancing Jigh llS, 
darkness. detect magic, faerie fire, knowaiignmem, levitare, fights 
as 7 hit die monster, victim of a bi te attack must save VI. poison ar -
2 or be paralylGed for 1-2 turns. 

Equipment: Long bow + I', !ongsword + 'i. bracers ofllrchery', 
ba tt lc axe, (luive r, 20 arrows. 

Description: The drow portion of Day·Ron's body has silver ha ir 
and black eyes. His spidery lower body has brown fu r, and the leg 
joints are ringed wi th black . Day· Ron is both strong and intelligent. 

History: Day·Ron was a promising 6th-level drow magic-user 
when he was summoned by Loifh . Oay· Ron fa iled h is tests and was 
turned into a drider. As such, he became an outcast from the drow 
communi ty. He wandered alone until hc mel and befriended Tray· 
Dor. '1ogelher they have traveled throughout the world. 

Personality : Perhaps thc reason for his friendship wi th Tray-Dor is 
because they are so alike. Day-Ron is crud and malicious. He hates 
everyone, even the d row, for they c~t him out from their society. 
He enjoy. infli cting pain and tortu ring prey, and , like all spiders, he 
is very fond of human blood. 

Current Residence: Day· Ron has no permanent home, and, like 
Tray-Oor, never remains in one place for more than a mont h. 
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INSEARCHOF 
THE 12'b Level Mage 

by Roge r E. Moore 

After m any yean o f adventuring, Brawn 
Musclebound the fighll:r finally accumu­
la tC{! a modest fortune and II bit of prestige. 
For services rendered , thc king of the realm 
granted h im II title ,_nd ,I sizeable tract of 
dubious land on the borders of the realm . 
But no sooner had Brawn sCHled in to rule 
and collect tax revenue than his scouts 
brought news of II few hundred barbarians 
with dest ruc tion on their minds coming th is 
way. Brawn nccd~ an army fa sl. 

After studying the sitlHu ioll, Brawn 
decides that he needs plen ty of good sol­
die~, several dozen high-level fighten for 
officers and cOlTImanden, a few clerics and 
magic-users to provide spell support, and 
some thieves for scouting. H e petit ions his 
liege and gets a token few troops, but moot 
of the royal a rmy is busy putting down a 
revolt on the Q(her end o f the kingdom , so 
the lion's share of the troops a nd com ­
manders will have to come from thc capital 
city o f Brawn 's province and the surround ­
ing sett lements. Brawn a rranges for recruit­
ment of regular soldiers from the peasantry, 
then begins looking for professional adven­
turers. 

He places an ad for exper ienced profes­
sionals in thc Adventurers' Gazelle and 
in ues a proclamation th roughout his own 
lands solicit ing adven tureu from various 
fields. Then he sits back to await the results . 

Now it 's up to the OM in charge to 
decide who's going fa a nswer Brawn's pIca. 
Though a smart OM would not d epend 
ent irely upon random chance to determine 
the composition of a PC's army, it helps to 
start with a ballpa rk est ima te o f the type 
and nu mber of NPC profeuionab available 
in the campaign sett ing. How many mages, 
clerin, thieves, and fighte rs a re there in the 
area, a nd how experienced are they ? 

A rough de mographics outline a nd a few 
simple calculat ions can prov ide you with a 
reasonable estimate of the number and type 
of available profess io nals in a given area. 
Remember that the statistics given below 
apply on ly to NPCs. n01 10 player charac­
tel"ll or 10 other special N PCs, who should 
be consid ered as additions 10 the lOll'l l. T his 
system merely lays out the "background " 
population of a region . 

Fi l"llt, note down the app roJ{irnate popula­
tion of the area in question. If you haven' t 
al read y determined Ihe total population of 
your citie, and su rrounding terrain, use the 
statist ics fo r a companlble cilY or province 
from thc Glossography booklct of the 
WORLD O F GREY H AWK'" Fantasy 
Ga me Setti ng, adjusting as needed. 

"'or convenience, mosl city populations 
should bc givcn in mulfiplc, of 10,000. 
Major cities might have 60,000 or mo re, 
but there might 1'11$0 be whole kingdoms 
with only 20,000 inhabi ta nts. 

P OU' IIEUHO N 

N~xt, decide how many of the total popu­
lat ion are able to advance beyond level O. In 
most campaign worlds, it is safc to auume 
that only about one in ten normal hu mans 
is capable of adva ncing \0 higher levets in 
some pro fession. T he olhcr nine represen t 
those who are either too young or too old 10 

be part ofthc work force, and those who 
carry out the day-to·d ay work needed \0 

support the population, including farmers, 
shopkeepers, laborers, etc. Notc, howcver, 
tha t this estimatc is for the world as a 
whole, and may vary according to local 
conditions. For example, ad VClllu rcn often 
constitu te a higher percentage of the tota l 
population in a city, since adventurers tend 
\0 congregate whe re the money is. Like­
wise, rural settings do not no rmally a urac t 
adventurers, 50 they should have a consid· 
e rably lower than average percemage. 

Now, of these character types, how many 
have taken up each profession? The 
enooumer tables on pages 175 & 183 of the 
Dungeon M asters Guide provide sample 
class bn:akdowns fo r N r c , e ncountered in 
dungeons or castles. Using those as guide­
lines, we can make the following rough 
est imates of the percentage o f the lotal 
adventuring population accounted for by 
each class: 

Fight~ r classes 
Cleric classes 
Mage classes 
Thief c1ass~s 
O ther classes 

45% 
20% 
20% 
10% 
5% 

T he WORLD 0 )<' GREY HAWK'" Famasy 
World Sening gives slightly differe nt com ­
parativc ratios fo r Ihc distribution o f high­
level N PC s on page 16 of thc Clossography 
booklet. The higher ratio of thievcs 10 5pell­
casters may be peculia r to the world o f 
Certh . 

Using these figures as guidelines, decide 
upon a distribution tha t you fcel is reason­
able for your own campaign world. Once 
you have set the proportions, simply apply 
them to the total adventuring population 
you have calculated for that area to find the 
approximate number of each character type 
ava ilable. 

Now that you know how many of each 
character type you have, what is the level 
distribution? It is fa r too simplistic to 
assu me that character levels are evenly 
spread throughout a range o f In-20th level, 
or 1st-6th , or any other such flat d istribu ­
lion. As shown by the experience poim 
tables in the Players Handbook, cach level 
r~qu i res about tw ice as much experience to 
altain as the previous one, at least until 
name levcl is reached, so higher-level NPC , 
should be very rare indeed. If wc hypo the­
size that roughly half of all ChaTlICters who 
belong to a particular class ure ht kvcl, 
then half of the re mainder would he 2nd 
lcvel, half o f tho~e left would be 3rd level, 

and so fonh , until name level is reached. 
\Vith larg~r populat ion bases, many marc 

high-level N PCs may be found . This level 
distribu tion model isn't an accurate repre­
sentation when characters above name level 
start \0 appea r, since their XP progressions 
are " flat." But consider that it takes many 
years to reach such a level , and a tt rition 
through old age, accidents, warfare, and so 
forth, which we have not considered yct, 
wi ll become a signi ficam factor now. So 
there should still be fewer 16th-level mages 
than 15th -level ones, though Ihe exact pro­
port ion should be determined by the OM , 
since those characters arc major NPC5. 
Grant~d, none of this is very exact . How­

ever, it is much more accurat~ than using a 
die roll of ld20 to determine the level of an 
N PC, and a C OM P LET ELY perfect sys­
tem isn ' t n:ally necessa ry for large-scale 
calculations. Ballpark figures arc m uch 
easier to work with. 

Application o f The o ry 
Now we'n: n:ady to figu re out who joins 
Brawn's army. Let's assume {hat the capital 
city of his province has a population of 
10,000 - most border provinces haven' t 
had {im~ to accumulat~ more than that. 
Ou t of the$<: 10,000 people, 9000 arc O-Ievel 
typ~s of ev~ry kind , and only 1000 have the 
ability \0 advance beyond Ihis stage. 

Applying the class distribution d crivcd 
fro m the DMG to those 1000 character 
typcs, w~ find that 450 are fighter typcs, 
200 a re cleric typcs, 200 have taken up 
magic use, and 100 a rc th ievcs or a ssassins. 
The remaining 50 are assu med to be 
monks, dual-classed characters, bards, or 
other unusual professional types s uch as 
sages, alchemis ts, c te. 

Out of the 450 fighters, roughly 225 ,lTe 
1st-level , 11 3 a n: 2nd-lcvel (roundi ng up in 
favor offhe lower levels), 56 arc 3rd-level, 
28 a n: 4th-level, 14 are 5th-level, 7 are 6th­
level, 4 are 7th-level, 2 are 8th-level, a nd 
only one 9th-level Lord n:maim. 

The prospects for fi nding high-level 
mages and clerics arc not encouraging. For 
each of those classes, 100 1st-level , 50 2nd ­
level, 25 3rd-level, 13 4th-level, 6 5th-level, 
36th-level, 27th-level, and one 8th-level 
N J>C may be found . Thieves a nd assorted 
other dasses rale even man: poorl y. (So 
where's the Grand Master o f Flowen? Well, 
he 's one oflhose special NPCs who is ou t­
side thc province o f simple calculations. H e 
should be placed b y the OM .) 

Over view 
What does all th is really mean? h means 
thai Brawn and all the others looking for 
high-level N PCs to hire will find that they 
arc fcw and far between. Those few who 
exist might not care to join Brawn 's army, 
and somc might even have joined the other 
side! Building a n army is tough! 

• 



,\ D&IJ ' (i ,\i\IE 1·'F.ATlJRE 

IN DEFENSE OF THE LOWLY FIGHTER 

by Brian Leikam 

Brian Leikam was II /il"S/-p/ilce willller in 
the RPCA'" Ne/work 's D&D(!) Gmlle lOur­
/lilment .1{ GEN CON® 18 Ii/st AI/gust. 
PIC,lS(x/ with the convenience and plflY,lbi/­
jly of/he /lew DUNGEONS & 
DRAGON~Camc system, he rutU ,1 

D&D Game c.111l/Mign of his own 11/ While ­
mall Air Force Base in lvfissoul"i wher.., he is 
Slii/iolled. 

1"lave you noticed that no one seems to play 
lighters anymore? Is your D&I)'!' Game 
campaign overron with "rare" de m;­
humans and spellcaslcrs? The fighter was 
the fint and greatcst fantasy character. H ow 
did he lose rcspett in the games? 

tn the DUNGEONS & ORAGONSe 
Game system , the player's choice or classes 
is pretty clear cuI. T he Basic player has 
sevell choices for a starting character: 
fi ghter, cleric, magic-user, thief, elf, dwarf, 
and halning'. Of all these classes, however, 
the lowly fighte r is usually the least a ppreci. 
ated . After all , why play a fi ghter when YOll 

could play an elf? Although the fi ghter has 
the best hit dice', the elf, dwarf, and half­
ling have beUer savin~ throws' at lower 
levels, plus infravision , and, in the case o f 
elves, magic \0 fall back on . Let 's not forget 
derni-humans' improved hiding skills ' \ the 
elves' immunity 10 ghoul paralyzation , and 
the dwarves' ability to deuxt old/new co n· 
struction and sliding/shifting walls'. 

Add 10 th is the fact that in lower level 
play most of the bad guys have rough ly the 
sa llie hit poinu as a fi ghte r, and what's the 
poor fighter player to do? An elf could lob a 
mllgic mi!lSi1c' to ":roften up " his enemy, 
and the dwarf is just 100 short for the enemy 
to hi t properly. But the poor fighter has 
th ree rather unpleasant cho ices. He could 
use arrows at long or medium range, but at 
thOse dis tances and at lower levels, experi· 
ence has shown that arrows can be about as 
useful as firi ng a BB-gun at a Panzer. He 
could run, but how many players enjoy 
that ? Or, he could usc that famous fighter 
tactic known as face-IO-ugly·face combat. 

"Ah ha!" you may say, " Demi -humans 
are limited in level advanccment, and that 
disadvantage balances them out in the long 
run ." A while ago I would have agreed 
wi th you and tha t would be that , but the 
long·awai ted (and mw.:h appreciated) Com­
panion Set revealed that while demi­
humans an: li mited in spellcasting abilities 
and hit points, they can now advance in 
fighting abilitie~ almost as fast as the lowly 
fi ghter can - plus they take less damage 
from magic a nd/o r dragon breath 10 boot!' 

Given these fa clS, it seems that the fighter 
has a drastically lower chan ce for su rvival 
than demi-humans two to three levels lower, 
at leasl unti l the fighter'S gn _dually increas-

." 

ing hit points start to make a rca! d iffer· 
ence. 

Now befo re you use the reSt of the article 
for fireball practice, let me categorically 
state here and now that I am not against 
demi-humans; some of Illy best friends act 
like d warves. I am only saying that the 
fighter was probably intended to be the 
heroic example from which the other fan­
tasy characters classes were born. So with 
all due respect and a large shield over my 
head, I present a few suggest ions 10 give the 
fighte r :rome much·deserved parity wilh the 
Olher classes. 

1. I nt roduce ite ms usa ble o nl y by fight­
cu. 
Other classes have exclusive use of cer­
ta in items, don't they? Why not give the 
fi ghter the same privilege? Such items 
needn ' t be of tile super-powe rful type. A 
fighter-only s word +/ ' would do won­
den for the class. 

2. L imit ability score modiriers fo r demi­
human,. 
Okay, raciall imiu are al ready being 
used by the AD&~ Came. Let's just 
say I was inspired . After all , while the 
twO systems arc generally not compa ti­
ble, both games can both lea rn a few 

things fro m each other. Of course, the 
modifiers I suggest are d ilTerent from 
those listed in the AJ)&D game, but tile 
concept is roughly the sam e. 

Elves are supposed to be smaller and 
thinner th:_n fighters . So why nOt limit 
their natural plusses on damage to twO, 
tOps? In other worus, if a n eJfhas an 18 
strength (:lI1d I've seen an ungOdly num· 
ber of elf characters who do), allow the 
character the +3 bonus o n H it Rolls' , 
but restrict the damage bonus 10 ... 2. 

Dwarves are much shorter and stock­
ier than men, so we could logically 
delcle the o ptional initiative adjust­
ment '. They shouldn ' t be able 10 move 
that fast , should they? 

I-Ialflings are also much smilller than 
men, but unlike dwarves, they a rc a lso 
much weaker. Restriel their maxi mum 
damage bonus to ... I . 

J. Make dcmi-humans less common. 
This one may hit some players where it 
hurts the most, but if dem i-humans are 
supposed to be the mi no rity in most 
worlds, why a re they the dominam force 
in so many adventures? As a rule, demi · 
humans live in clan ~ ' whic h are isolated 
from mankind to an extent. While these 
clans may trade with neighboring 
human settlements, they tend to keep to 
themselves in other matters. Elves, 
d warves, and ha1flin~s that do go adven­
turing are the exception rather than the 
rule. Why not put a limit on the number 
of demi·human characters you will 
accept fo r you r campa ign? 

T hese are only suggested modifications 
which I have used successfully in my own 
campaign; they a re nOt official ruks addi­
tions. nut as you can see, these minor 
adjustments do not affect the "average" 
demi-human cha racter - jus t the supcr­
troopers that seem to walk into my cam­
paign every week. 

Some of these suggestions a ffect demi­
ho man charactel"$ directl y, and this may not 
be appealing to many players. Other OMs 
may come up with other (and possibly 
beuer) ways to give the fighter an even 
break. I simply feel that the fi g hter class 
does not get the respect it deserves from 
most garners, and J wan ted 10 show others 
that it 's all right to make ~ome adju stments 
in order 10 restore the balance to a cam­
paign as long as the adjustments are reason· 
able and well·considered . I could wrile 
much more, but I see a la rge group of very 
a ngry elves approaching m y castle walls. 
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by Jeff Grubb 

PART 1 THE DARKCRVPT 
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B a ckground ior t he O M 
T he Border Kingdoms surrounding Ih", G ray Desen are being 
systematically raidt.'<:I by desert bandits. Normally the bandits are 
scallcrcd and thcir raids disorg"ni~cd, but now Ihey have uniled 
under a leader known only as " T he Ravager," and the cOlObimuion 
is devastating_ 

The Ravager has used an arcane process known to his anccston , 
the magician.kings of Ihe Gray Oeser!, to make himself nearly 
immortal. By linking his ~ou l with a venerated item of power (in 
Ihis case, thc hean of his ancestor Olman-l clu , lasl mouli of the 
G ray Desert), he has made him5Clf impervious to all physical and 
magical anack!. As long as the crysu,]·encascd heart ofOlman -Teh! 
rcm,lins inlact, nOlh ing can ha rm T he Ravager. 

[n ParI I , the characters must loc1l(e and rt:trieve the Ast rolinth 
of Miridor, a book which records thc hislOry of the Gray Descrt 's 
magician-ki ngs. The Ast rolinth , buried with an dven Patriarch , 
dC$c ribes the process by which T he Ravager's invulnerability may 
be gained. In Part II, the cha racters must seek oUi the rest ing placc 
o f Olman-Teht and deslr0Y the ancient ruler's heart , which is now 
the key 10 T he Ravager's power. In Part III , they must penetrate 
the enemy territory and defeat The Ravager, now reduced to mortal 
status. 

Player Background 

T he Border Kinl?donl! su rroundi ng the G ray Desert arc being 
systematica lly raIded - plundered by a mighty army of desert 
bandits. At the head of th is army is a man kno wn only as " T he 
Ravager," a powerful leader who is said to be im mortal. Indeed, 
despite many battles a nd a number of assassinat ion attempts, the 
Border Kingdoms have been unable to harm this bandi t- lord, 
while his armies grow ever more Jlowerful on the loot of plun­
dered towns. 

But now the Border Kingdoms have a hope, though that hope 
seems slender. T he lone sUJvivor of an experienced group of 
spies and assassins sent a fter The Ravager has returned with 
word that his invulnerability is deta iled in an a ncient book, T he 
Ast rolinth of Miridor. last owned by Patriarch Wardcct o( Trt:n­
don. This ancient text was la id to re" with the h igh cleric: upon 
his dea th ten years ago. The legends contained in that book a re 
the tales of the Gray Desert a nd its magician.ki ngs. The magic 
o f that land 's rulers may provide a clue to the power o( in new· 
est lord, The Ravager. 

Your party, gathered from the Border Kingdoms and beyond, 
Il llS been asked to recover the tome from Wardect's 'lo mb. The 
Town Maste rs of Trendon have given you permission to enter 
the tomb but they will neither accompany you nor publicly 
condone your actions. For Ihis reason, your expedi tion begins at 
d usk. 

Start 
Allow the players to choose spells and ask quest ions. T he Town 
M asters know the foll owi ng pieces of information about Wardect 
a nd his crypt. Do not volumeer information; mert:ly respond to 
questions. 

I. Wardcct was an df, Patriarch of Ihe elven fai th which wor­
ships Corellon Lare thian. Wardcct 's symbol was a blue q uarter 
llloon. 
2 . Ward«t ru led Ihe land of Trendo n for twenty yean unt il h is 
death , 0(n8tural causes , len years ago. 
3 . Wardeci designed his own tomb, and ent nlstcd the crystal key 
10 the council oflh e "IOwn Masters. Li ttle is known of lhe tomb 
save Iha t Wardect is buried in the centermOSI cha mber, with his 
chief acoly te and fi T$t lieUlenant at his side . 
4 . Wardect credited the power of the Astrol inth for his success in 
ma ny of his adven tures, and so Ihat tome Wa$ laid to res t wi th 
him. T he high cleric always wore a blue-metal amulet in the 
shape of a butterfly, but ilS exact na ture is unknown. 
5. Wardect was buril:d wilhout treasure. His riches were en­
IOmbed with his followers . 

W hen the characters arc ready 10 proceed, a messenger enters with 
more news. 

As lhe Town Masters a rc preparing your escort to the borders of 
the graveyard, wor:se news arrives. The forces of T he Ravager 

are ma rching on Trendon, a nd will arrive by dawn. T ime is of 
Ihe essence now, as you must recover the red-bound ASlrolinth 
of Miridor before the bandits arr ive. 

""lake these," say the Masters, handing you a set of th ree 
keys. " T he two iron one! open the gates to the Outer a nd Inner 
G raveyards, while the crystal key opens the Ma usoleu m of War­
dect. Go quickly now, and Illay your journey be as swift as the 
desert wind! " 

1. The Graveyard 

Your escorts lead you to the gates of the O uter Courtyard, and 
b id you a silent farewell. T he gales are closed and locked, a nd 
the lock is old , but wel l-oi led. Beyond the gates, nothing moves 
except the flicke ring moon shadows among the graves . 

T he gates will open easily with the appropriate iron key, and a re not 
t rapped in any way, swinging open easily and quietly on oiled 
h inges. 

There is nOlh ing in thj ~ a rea except the tombstones of the com­
mon graves, overgrown vegetat ion , and a few newly-made graves 
with fre shly carved stones. T he fresh graves arc those o f local poor 
fol k, and they have nOI been disturbed . 

la. The Inner Court 

The Inner Courl , where stands the M ausoleum of Warde~t, is 
bu ilt inlO the side of a steep hill and su rrounded by high walls. A 
fu ll moon fill s the graveyard wilh stark shadows from g rave­
SlOnel and bare, ancient trees, and far ahead you hear the soft 
hooting of an owl. T he gates to the Inner Court arc unlocked 
and swung wide . Shadowy figures move among the tom bs, a nd 
you sec the glint of moonlight on metal. 

The I nner Cou rt is 40' deep by 50' wide, su rrounded by a stone 
wall iS' high and domina ted by Wardcct 's Mausoleum , bu ilt into 
Ihe hillside on the far side of the Court. 

The pa rty h;u come upon a group of nat ive grave-robbcr3 prac­
ticing their trade. T he group consisu of a 5th-level magic- user, 
th ree 5th-level fi ghters, and a pair of 6th-level thievu, all human. 
The fig hters arc wearing non-magical plate and carrying shields. 
Ra tarr, the leader, has a baSt.1rd sword + I; Terha.th and Sturdan 
arc armed with non-magical basta rd swords and daggen. The 
th ieves, Bots and Laun, are in leather a rmor. Each is armcd with a 
dagger + 2; in addi tion , Ba ts has a short sword + I , and Lau n 
carries a non-magical longsword. Mesidor, the magic-user, wears 
bracCI"$ of defense (AC4) and ~arries 4 non·magical daggers. He has 
al ready east his knock spcllto open the gate, then hasred the fight­
ers. If not su rpri sed , he will cast shield upon himself as soon a~ he 
sees the cha racters, countin g- on the fi ghters 10 hold o ff the intruders 
unt il the spell is complete . 

Assuming that the characters do nOl im mediately seek 10 parley 
o r come up with a trick that would cause the grave-robbers to re­
th ink Iheir posi tio n, the fi ghter3 will move to engage the party as 
soon as possible, hoping to drive the m off, while the thieves, posi­
tioned by the door in shadows, attempt to backstab the characters 
b ringing up the rear. (See detail Map I .) 

Meanwhile, Mesidor will use his spells in the following order 
unless the situa tion warrants otherwise: m irror image, both magic 
missile spells (at spellcasters, to d isrup t), and fi nally sleep. 

If parley is offered, the robbers will seek to determine the cha rac­
ten' purpose without giving a way their own. T hey may lie, offer to 
split proceeds with the charac ters, or take any other acl ion which 
seems appropri ate. 

Mesidor: AL NE; IN High; SZ M ; M V 12"; AC 4; MU5; hp 13; 
THACO 20· ; IIAT I ; D mg by weapon (1-4 for dagger) o r spell . 

Spells carried : magic miuile (x2), shield, sleep, mirror itO!lge, 
knock (alread y cast), hasle (al read y Cast). 

Fighten: 3; AL N; IN Low; SZ M ; M V 12"; AC 2; F5; hp 30 
(Rat"rr) , 28 (l1:rbash), 25 (Sturda n); THACO 18; IIAT I ; Dmg 
by weapon (2-8 for baSlard sword, 2·8 + I fo r bastllrd sword + 1, 
1-4 for dagger). 
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T hieves: 2; AL LN; [N Average; SZ M; MV [2" ; AC 6; T6; hp 
22 (BOIS), 20 (Laun); T HACO 20 ' ; IAT I ; Omg by weapon ( 1-
6 + I for short sword + I, 1-8 for longsword, 1-4 '" 2 for dagger'! 
+ ~ . 

2, Guardian 01 the Crypt 

You stand in the moonlit eoun before the tall doors of\Vardect 's 
Mausoleum . The lighl of the moon reveals that the doors are 
sheathed in bronze plate. Elvish runes arc carved ioto the plat­
ing at eye level. 

Reading the nmes produces no ill effect. The translation is: 

Rtf' LIn Wad"t tltt ( ttrt, 
AIMI hb faithful Acolglts 

Good .a1Ml NolItt Gwr." .r Tff ..... 
Ltt All £V" Tff,"" II ThIs Piau 

And Ltt tltt Elwn God's (hostll find Sallctuary Krff 
The door is locked and trapped with a glyph of warding which 
delivers ajolt ofdect riei ty ( 10 hp, save vs. spells for 'll damage) 10 
anyone who attempts to open it without using the crystal key. When 
the key is inse rted inlO the lock, a magic lIIoulh spell on the key 
speaks the name of the gly ph, and the door can be opened safely. 
Characters who lislen al the door hear nothing. 

Once unlocked, the bronze doors immediately swing inward on 
hidden weights, revealing an antechamber deCOrated in blue tile 
and gilded metal. On the fa r side is the only Olher door in the 
20'x20' chamber. Between you and it is an 8' lall gray statue of an 
elf. A blue quarter moon is inscribed on its chest. As the door 
swings wide, the statue ra ises a hand , palm outward , as if com­
manding your group to halt . 

The elvish figure is a clay golem constructed by Wardect to guard 
the 10mb. It has been inst ructed to open the door for anyone hold ­
ing out the blue quarter moon symbol , and to attack anyone trying 
to enter the tomb withoul showing one. 

Allow the players an ac tion when they see the golem raise its 
hand. If a blue quarter 1II00n sy mbol (carried by Paramedix and 
Logistix) is presented strongly to the golem, as though to turn or 
command it , the golem immediately turns and opens the door to 
the stairs , then steps aside . 

If the PCs attack the golem, or try to walk pllst it to the door, it 
will attack anyone who is not openly displaying the blue quarter 
moon. Those who are wearing one will be ignored unless they 
present it !lrongly, in which case the golem stOps attacking, turns , 
and opens the door. If the door is already open, the golem will slam 
it shut and immediately reopen it, even if a character is sl/mding in 
the doorway at the time. Such unfortunate characters a rc knocked 
down the Siai rs by the impact and suffer I d6 points of damage. If 
the PCs do nothing when they 5Ce the golem, it will d ose the bronze 
doors in the charactcn' faces after 3 rounds and return to its origi­
nal position . The doors rclock when closed. 

Golem , Clay: I ; AL N; IN Non-; SZ L (8 '); MV r; AC 7; H O 
I I ; hp 50; TI-IACO 10 j I AT 1; Omg 3-30; XI' 3,600. 

Special Defenses: Can only be hi l by blunt magical weapons; 
immune 10 most spells, except as described bclow. 

Special Attacks: Can hasle self once per day for three rounds; 
damage inflicted by day golem can only be healed by a cleric of 
17th- level or higher. 

Notes: I'vlove earth inflicts 3-36 points of damage and repels 
golem 12ff ; disimcgrate inflicts 1-12 poin ts of damage and slows 
golem 50 %; earthquake inflicts 5-50 points of damage and holds 
golem for I turn . Each round of combat there is a non ­
cumulative 1 % chance tha t the golem will go berserk, hasting 
itself and attack ing any character. It ignores the symbols COIll­

pletely when berserk. 

JOO",' IIEDRON 

3. The Crypts 
3<1 .SIi.lirs 

The door opens 10 rcveal a stair leadin§ down into the hills ide 
behilld the Mausoleum. It ends in a 10 x lO' landing, with doors 
to your right 3nd left. 

3b. Crypt of Almonda 

Thi~ is the chamber of Almonda, chief Acolyte of the Patria rch . 
The burial chamber has been torn to bilS - tapestries have been 
shredded, coffers broken open, and gold scattered on the noor 
from broken jugs. The sarcophagus of Ihe Acolyte has been 
staved in and looted. There is a large hole in the far wall. 

Someone or something has raided the tomb of the acolyte, as all 
that remains in Ihe damaged coffin arc some gnawed bones. There 
arc ~ome 5,000 gp scmtered throughout the tomb, but no magic 
ilems. All conta iners have been destroyed. 

3c. Crypt of Siegtrin 

This is the chamber of Siegt rill, Fi rst Lieutenant of the Palri­
arch. This chamber has obviously been broken open and looted; 
a large hole g:t.pes in the far wall. The room is fill ed with broken 
bones and jugs, smashed weaponry, and the overtu rned coffin of 
the First Lieutenant lies in the center. 

This chamber has also been raided , and Ihe coffin is em pty save for 
a hollow skull . Most of the trappings of the room have been 
smashed , bUI if the characters search, they will discover rome 40 sp. 
a white gem (worth 5,000 gold pieces) and an intact non-magical 
dagger. 

3d. Cry pt of Wardect 

This is the chamber of the Patriarch Warden, apparentl y un­
changed since the day he was laid tn rest here. Rich tapestries, 
dusty with age, line the walb. A st ,- ..,,· crypt , inlaid with gold , 
stands squa re against the fa r wall. ' ·'lere are no coffers or chests 
in this room, only the crypt itself. 

The lid of the crypt can be lifted off by a combined stren gth of35. 
(Counl the 18(5 1) strength of the gnome as a 20.) The c rypt is 
empty. Something has bu rrowed through the back of the crypt and 
the wall behind it , leaving a large, gaping hole . The passage (and 
all passages) arc wide enough for a single man to pass through. 
The$C pa.ssages smell of dank earth and rot. 

4. The Badger 

The small passage descends deeper into the earth, widening as 
two smaller passages join it. This widened passage opens imme­
diately into a large (20'x20'xlO') chamber littered wilh bones 
and broken crockery. A 10' wide passage exits the far s ide of the 
room . Small burrow holes, about two feet wide, line the left side 
Of fhl' room. A small, furry, gray and black creature st icks its 
head Out of the nearest burrow, baring its teeth and growling at 
you . 

The creatu re is a badger who has turned this form er ghoul lair into 
its home , and seeks to defend il. It will not attack or leave ilS bur­
row unless attacked first , but it will snarl and snap at the charac­
ters. If someone speaks to it (i. e., the gnome or a cleric). it will 
inform them (i n no uncertain te rms) that they are trespa ssing on its 
home and that their leave-tak ing would be most appreci<tted. I( 
asked, it will inform the pa rty that the passages beneath the grave­
yard wefe carved by a small band of ghouls, led by a powerful 
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undead leader. He will 'llso lIIem ion that a d ozen hye na-like hu­
m ans (gnolls) passed through [his way a few nights back. heading 
towa rds the g houls' Illir farlh er down the corr idor. The badger 
knows li llie beyond Ihis wh ich would be of usc 10 Ihe pan y. a nd il is 
unwilling 10 leave ils home 10 join the group. 

Badger: I ; A I. N ; IN Sellli-; SZ S; MV 6~(3~); AC 4; HD 1+ 2; 
hi' 5; THACO 16; I AT 3; Dmg 1-2/1-21 1·3; XP 30. 

Notes : Pel! value is 10-30 gp. 

5. The Advance Guard 

The re is light Il round the ne)<[ corne r, flickering like {hat of 
torches. As you approllch. you (an hear muffled voices, broken 
on occasion b y I I harsh lau gh or a gutleral snarl. 

Let the characters III ll ke whatever preparations they wish for ap­
proaching the corner. 

The pas5age o pens into a long, low room (30'x40'xlO') with 
rounded corners, carved out of the hard earth and stone of the 
hill . A long table runs across Ihe width of the roolll , at which arc 
seated six gnolls a nd a ghoul. In the far corner, Ilnolher three 
ghouls life involved in eating dinner. The gnolls are armed with 
long, gleaming two-ha nded swords. Large dogs, held in wooden 
cages at the far side of lhe table, snarl and bark at the ghouls. 

The gnolb, ghouls, and ghas t (the "ghoul" silt ing al the table) will 
no t nO( ice a single ~Cou t or careful g roup looking around the corner, 
b ut they will react as soon as the charactef!! make themselves vis ible 
o r audible and allaek. Noise in the hallway will be inves tiga ted by 
two gnolls, Otherwise, adj ud icate possible su rprise and init iative 
normally. See Det a il Map:2 for posi tions o f the various creatu res. 
T hc gnoll! in this room have become accustomed to the ghast '. 
stench , and a rc immune to it. 

Un less the simation warrants othe rwise, fou r gnolls and all th ree 
ghouls will attack thc pan y im mediately, while the two gnolls be­
hind the table spend a round turning the table on its side for de­
fense, The ghas t will nOt attack unless cornered , instead, it will try 
to fl ee to Eneounler 6 10 warn the temple. 

The room itself is lit by fou r torches in the north and south walls. 
The south wall h,ld a nmher opening at one time, but th is has since 
been bricked up. A dWllrf or gnome will identify this area as new 
construction which utili :.-.ed stones from the crypt above, if searching 
Ihe area and concentrating. It is not a concealed door. The charac­
ters may break the wall down in 2 turns wi th picks, or in 3 turns 
without proper toob. T he openi 'lg leads to E ncounte r 7. 

There arc four wild dog~ (two in each cage), undomesticated as 
yet and tormented by the Ihouls. Sleep spells used in this room will 
affect the dogs first, then tiC gnolls, which is one reason the gnolls 
keep them a round. The gnolls will not release the dogs during 
comba t. Anyone speaking with Ihe dogs will find them friendly, and 
they know that there are several more gnolls lurking around. They 
will accompany the party if asked, but not fight. T hey willilee if the 
party get ' into a fight with ghouls or ghasts. 

Gnolls: 6 ; AL C E; IN Low-Average; SZ L (7' + ) ; M V 9"; AC 5 ; 
HD 2; hp lOea; THACO 16; /AT I ; Dmg 2-B o r by weapon: 
XP48. 

Gha! t : I ; AI.. CE ; IN Very; SZ M ; MV 1 5~; AC 4 ; HD 4; hp 21; 
T J-I ACO 15 ; 1l'i.J" 3; Dmg 1-1-/ 1-4/ 1-8 + paralys is (each); XP 
274. 

SIX,<ial De fenses: Immune to sleep and charm . 
Special Attacks: Paralys is a ffeelS any victim touched (includ­

ing d ves); exudes Slench which affects all creatu res within a 10' 
radius - victim s must save vs. poison or suffer a -2 " to hit " 
penalty. 

Notes: Protection from evil used in conjunction with iron 
kee ps ghast away; cold iron does double damage. 

Ghouls: 3; AL C E; IN Lo w; SZ M ; M V 9"; AC 6; HO 2; hp 7 ea ; 
THACO 16 ; IXI" 3 , Dmg 1-3/1-3/1-6 + paralysis (each); X I' 
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79. 
Special Defenses: J mrnune to s1cep and charm. 
Special Attacks: Pumlysis by touch. 

No tes: Protection from evil keeps ghouls away: pa ra l y~ is dO\!~ 
not affct t elves. 

Dogs, Wild: 4; AI. N; IN Scmi: SZ S; M V 15"; AC 7; H D 1 + 
hp 6 ca.; T H /\ CO IB; IAT 1; D rug 1·4 ; XI' 32. 

6. The Temple of Yeenoghu 

Thc passage burrows decper into the rock. The walls arc now 
smooth, fini shed Slone. There is a closeness about the air, as if 
the very Slone radia tes a di m feel ing of oppression a nd malevo­
lence. The passage ends in a low arch opening into a large 
(40'x10'x20 ') tem ple. -r:lpestric5 depicting gro[esque scenes cover 
the stone walls. [n the fa r left comer, a hideous statue of a skele­
tal gnoll rises almost to the ceil ing. In the far right-hand corner a 
set of curved Steps leads 10' up to a circular platform with a 
southern d oor, A decaying, mad-eyed ghoul stands atop thi s 
pla tform, wearing a blue- metal butterfly amulet and clutching a 
brown , ta ltered book. Ghouls and gnolls, claws ready and weap­
ons sharp, Sfillld be tween you and the platform. A tall female 
flind. bearing a triple-headed morni ngstar, stands at the base of 
the statue. 

The lead er of the undead residents oflhis area is a ghas t-[ord, 
formerly Ihe Patria rch , now reduced in both mind and spirit. The 
s nolls a rc armed with b roadswords, and their leader is the fe ma le 
Il ind. As soon as the cha racters arc noticed, the two leadcf!! will 
dircct their ghouls and gnolls to allack . Cries of " Slay them! " a rise 
from all the creatures. They a re positioned as noted on Delail Map 
3 . If a ny ghouls o r the ghast fled from Encoun ter 5 , they will have 
take n positions above the arch , and will leap down on the party as 
they enter Ihe room, with orden to avoid the fro nt line and strike 
for the second a nd rear ranks. 

The ghllst-Iord does not have the paralysis powers of his kindn.>d, 
but his stench is so nau$Cating that all within 10' must sa\'e or suffer 
a -1 " to hit" penalty unt il they move out of range. T he ghast-Iord 
has already cast his bless and resist fi re spells before the party's 
a rrival. U n!cu Ihe situa tion warrants different action thereafte r, he 
will cast si/el1ce, IS' radius at a spelkaster, then protection {rom 
good, Ihen coml/Mnd on anyone who looks threatening, and fi nally 
hold person on one or more fi ghter types, or on anyone threatcning 
him directly. H e cannOt be turned , as he is not undead per se. 

The nind will di rcct the battle, using her morningsta r as a mnd­
bar when opponentS cl08e. (Only she may usc the weapon this way.) 
She will lake cOver as needed from spells, only joini ng the melee 
when her side is a~sured of victory. If cap(Ured, she will describe the 
history of the ghast-lord and suggest that his ledger probably con­
tains an y and all records of Ihe disposition of items. 

The bolt~ rlly amulet is an ilIllo1c/ ofli{e prorection, which will 
store the spirit of the user for seven days after cleath (wh ich may 
help explain Wardect's present Slate), and makes the wearer invul­
nerable to psionic a ttack. 

This room is the ghouls' Icmple. It is dedicated to Yeenoghu, but 
is currently being used as a common room for the ghoul~ and gnol­
lish visitO rs. The undead a rc under the direc t command of the 
ghau-Iurd. and cannot be lurned unli l he is defeated . A ll undead 
will retreat if the ghas t-lord is slain , and thereafte r they will only 
attack the party in order to escape if both exits are blocked . 

T he ghouls ' treasure is piled before the statue ofYeenoghu : it 
consists of 300 pp, 10,000 gp , 5,000 sp, 10 gems o f 1,000 gp va lue 
and a himd axe + I . The eyes of the Yeenoghu slatue arc rubies 
worth 5,000 gp each . Both are trappal with glyphs which deliver 
ten poi~ t s of fi re d amage (save vs. spells fo r half damage) to an yone 
auempllnr to remove them. 

M ost 0 the magic looted from Ihe tombs above has been bartert.>d 
a way to other groops in the caverns, and the transactions are re­
corded in the faded brown ledger which fhe ghasf-Iord holds. One 
o f the entries reads " Red Book o fM iridor - To Zaybu z beyond 
the Burning Vale in Exchange for Yeenoghu 's eyes." Besidcs that 
entry are the words "Spiker. Aldor, K ' thay, Melani-To Cross." 

Cnolls: 6; AL C E; IN Low-Average; SZ L (7 ' + ); MV 9~; AC 5; 
H02 ; hp 10ea ; Tf-IACO 16 ; NAT I; Omg2-Borby weapon ; 
X !' 48. 

G haS!: I ; AI. CE ; IN Ve ry; SZ M; M V 15"; AC 4; HD 4: hp 2 1; 
THACO 15; NXr 3; Dmg H/I -4/1-B + paralysis (each); XP 
271 . 
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APPOlIlUtiX 
7th · t evd H um .. n Male Fighter 

Ability Scores 

STR: 17 +1 hit/ + l ",1m, + 50Iwl, Drs 
1·3, BB·LG 1.1 % 

JNT: B 
WIS: 12 
DEX: 14-
CON: 13 
CHA: II 

Age: 34 

Cleric spell flli/ure 5 % 

SS 85 %, RES 90 % 
4 hellchmen 

Description 

Height: 6'2'" 
Weight: 205 Ibs. 
Hair/Eyc~: Black/gray 
Alignment: NeUiral Good 

THACO: 14 
AC normal: 
AC rear: 3 

Combat Data 

Armor type : Plate & shiel<l + 1 
Hit Points: H 

Weapon Proficienciel: Longsword , IWO' 
handed sword, javelin, dagger. 
NPP: ·2. 

Saving Throws 

Poison, paraly s i~, death 
Petrification, polymorph 
Rod, staff, wand 
Breath Weapon 
Spells 

10 
II 
12 

" 13 

Racial & Professional Skills 

Attacks : 3/2 (2/1 with longsword) 
Special Abilities: Weapon specialization In 

lonlflword . 
Langu ages: Com mon, Gnoll , Neutral 
Cood. 

Equipmcnt 

Magic Items: longsword + 2, gian tslayer, 2 
polions of healing, 
Normal Equipment: 2·ha nded sword , 2 jav­
elins, 50' rope, 3 torches, small belt pouch , 
small silver mirror, wineskin , I pint watered 
wine , 

You are a tall , distinw,ished gentleman , You 
have spent you r ca reer a$ a fighter and sol­
dier, and occasionally as a mercenary. Direct 
and blunt, you think in military term~ re­
gardless of the size of yOUT company or the 
scope o f the ta$lor. at hand . You were brought 
up to be gracious toward women of all races , 
However, though you are ch ivalrou~ tOward 
females of human or elvish descent, you tend 
to be condescending to all olher females. You 
are generally patroni:dng toward all demi­
humans (particularly gnomes and halflings), 
and suspicious of men who a rc unskilled in 
blade com bat. 

PARAMEDIX, the cleric , is a t rue lady. 
Her talenu a nd chann! a re really tOO rare to 
be put at risk on adventures, but her spells 
can make the difference between victory or 
defeat. You wish she would make a grealer ef­
fort to rest rain the elf mage and prod the 
gnome though. People wi th her status should 
be active in enforcing good conduct , 

NECROMANTIX, the magic-user, really 
bothers you. T his $Carccrow of a man hu no 
real manly skills, and he maintain! an un­
hcalthy interest in death and death magic. 
Fortunately, he seems to have a relatively 

Parilmcdix 

7tll · t el'd Human Fe/milt· Ckr ;c 

Ability Scores 

STR: 13 
INT: 10 
WIS: 17 
DEX: II 
CON: If 
CHA: 10 

+ 101"'1, Drs 1·2, BIJ·J.G ·1% 
CrK 45 %, 5-7/lcvc/ 
+3 ST bonus 

SS 88, RES 92 
4 henchmell 

Description 

Age: 29 
Height : 5'6~ 
Weight: 170 Ibs. 
Hair/Eyes: Blonde/blue 
Alignment : Neutral Good 

THACO: 16 
AC normal: 
AC rear: 2 

Combat Data 

Armor type: SpJiIl/ + 2 & shield 
Hit Points: 3 1 

Weapon Proficie ncies: club , hammer, 
mace. 
NPP: -3. 

Saving Throws 
Poison , paralysis, death 
Petrification, polymorph 
Rod, staff, wand 
Breath \Veapon 
Spells 

7 
10 

" " " Racial & Proresliional Skills 

Attacks: III 
Spells/day: 5 5 3 -
Languages: Com mon , Neutral Good , Elf, 
Blue Dragon. 

Skeleton 
Zombie 
Ghoul 
Shadow 
Wight 
Ghast 

Undead 'furning Thble 

o Wraith 7 
D Mummy 10 
o Spectre 13 
T Vampire 16 
T Chost 20 
4 Lieh 

Special 

Equipment 

Magic Items: mace + 1, .~t.1ffofslrikjllg(12 
charges), scroll ~ purify food & drink, creale 
water, heal. 
Normal Equipment : Leather spell com po­
nent case, holy symbol (blue quarter lI1oon , 
worn around neck), prayer beads, 2 small 
sacks (empty), large belt pouch, 3 flasks of 
oil, 2 fla sks of holy water, bullseye lantern . 

You are a human follower o f the e1ven deity 
Corellon Larethian, whose sym bol is the blue 
quarter moon . You have a quiet nalure, and 
you arc usually calm and polite even in the 
most extreme circumstances. You usually 
carry more spells fo r healing than for combat . 
The slarr of striking is not yours; it belongs to 
the church, While it is to be used in the cause 
of defeating The Ravager (whose crudty to 

dves is common Talk), yOIl do not wish to re­
turn an empty and drained staff if yOll can 
avoid it. 

APPOMATIX is a capable fighter overall , 
and he is almost indispensible as the "fron t 
line." He is a bit of a zenophobe, and a male 
chau vani st besides. You can't complain 
about this thouf!:h, because he is alwa ys nice 

Egoccntrix 
Male f;/f ,'-'!.1gic-uscrn"'h;c f (516) 

5TH: 
INT: 
WIS : 

JJ 
15 
12 

Ability Scores 
Drs 1-2, ItB·LG 2% 
CI K 65% , l-U/level 
Cleric spell failure 5% 

DEX: 16 + 1 reactions/missiles, ·2 AC 
bonus 

CON: 18 + 2(+ 4) hpldie, SS 99, RES 
100 

CHA: 16 + 25% reactions, 8 he/lchmcn/ 
+ 20 % loyalty 

Description 

Age: 502 
H eight : 4'11" 
Weight : 120 lbs. 
Hair/Eyes: Silver/blue 
Alignment: C haotic Neutral 

Combat Data 
THACO (as magic-user): 20 ' 
THACO (as t.hief): 19 
AC normal: 5 
AC rear: 7 
Armor Iype: Leather + 1 
Hit Points: 33 

Weapon Proficie ncies (as magic-user): 
sta fT. 
NPP: -5. 
Weapon Proficiencies (as thief): dagger, 
short sword , short bow. 
NPP: ·3, 

Saving Throws 

Poison, pliralysis, death 
Pet rification, polymorph 
Rod, staff, wand 
Brea th Weapon 
Spells 

12 
11 

" 15 

" Racial & ProrcHsional SkilJli 

Attacks: II I 
Spell,/day: 4 2 I -
Special Abilities: + I " 10 hit " with bow o r 
sword ; 90 % resistant to sleep and charm; 
find sec reI doors ( 1-6 in passing, 2·6 chance if 
searchi ng); find concealed doors ( 1-6 chance 
in passing, 3 in 6 if searching); infravision 
(60' ); backslabbing ( + 4 " to hit ", triple dam· 
age) . 
Languages: Common , Elvish, G nollish, 
Gnom ish , Goblin, Ha/fling, Hobgoblin, and 
Orcish . 

Thieving Sk ills 

PP OL FT MS HS H N CW RL 

60 47 '~5 52 47 25 92 30 

Equipment 

Magic Items: Shorl bow + 2, sllorr sword 
+1,2 arrows + 2, arrow ofdcmon·slaying, 
potion of healing. 
Normal Equipment: Qu iver, 20 ;L rrows, 3 
silver tipped arrows, small pouch on belt , 
spell compone nts, dia ry ( locked , key on 
Siring around neck). 

You are rhe finest marksman and clven mage 
this century has seen , and you don ' t hesitate 
10 let your traveling compan ion! know about 
your skills - in detail. You consider The 
Ravager 's actions (especially the burning of 
the elven capilOJ) a personal affront, and will 
go 10 any lengths 10 defea t him . Most people 
consider you headstrong, vain, and argu · 
mentative, your diary conta ins a thrilling at-



COUIll of your lifc, with juSt enough elabora­
tion to assure that the events you record re­
flect your opinion or youl1ldf. This seldom 
entaib exaggeradng the danger you face, juSt 
your role in overcoming it. 

APPOMATIX, the Iighler, is a real pile­
driver, a blunt inslrllment. He seems to think 
be has brains, but only his brawn is wort h 
anyth ing. Fortuna tely, Logistix is usually 
around 10 advise him . Actu all y, the big lug 
would be likable if he wasn't such a prude. 

PARAMEDIX , [he cleric, is every bil as 
prudish as Ihe fi ghter, but o:onsidc rably more 
taclful. She 's 1'10\ a pleasure to be around, but 
you are glad to IHlve her healing on hand. 

LOC IST IX , the cleric/ranger, is the real 
brains of the group. Her plans are always 
workable, but she always stays nexible; she's 
not a ramrod like the fighter is. She doesseclll 
to be in awe of the other cleric, probably be­
cause they wOl"$hip the same deity. She should 
develop a little 1II0 re self-respect. 

NEC ROMANTIX, the mage, is a real 
character. He seems 10 resent your magical 
abilitcs, probably because you ' n: not fooled 
by the froni he keeps lip. He tries 10 make the 
uninformed think that he is a specialist in 
death magic, but most of his spells are altera­
tions. He appear! to resent thieves, probably 
because of his peasam upbringing. This 
make his friendship wilh the gnome very puz­
zling - perhaps he is simply unaware of Ihe 
gnome's (rue profe ssion. 

GOLDBR IX , Ihe gnome Ihief, has no am­
bition . H~ seems perrectly willing 10 lak~ 
things as they come, and he makes no effort 
10 help himself or 10 make himself usdul 10 

others. His tastless joke! amuse the mage, 
but no one else SCCIllS to have any usc for him. 
If he doesn ' t shape up soon Ihis parly wi ll 
drop him like a worn-oul shoe. 

Spell Books 

Level 1 Spells (Memorize 4) 
Charm I~erson Friends 
Magic Missile R ead Magic 
Sleep Unseen Servant 

Level 2 Spells (Memorize 2) 

Forgef Invisibility 
Ray of Enfeeblement Scare 

Level.3 Spells (Memorize I) 

Fireball 
Lig/llning Bolt 

Hold Person 

to you . Sometimes , however, you fear thaI his 
altitudes will franu re party unity. 

NECRO MA NT IX , the magic-user, 
think s he knows romthing ahout undead. 
One of these days hc's going to wish he had 
picked anot her subject 10 study. How any­
body could fed llnything but loathing for 
creatures so spi rit ually twisted is beyond you. 
You hope Ihe mage does nOI have 10 learn Ihe 
depth of his foll y the hard way. 

LOCISTIX , the cleric/ranger, is a good 
friend and a valuable companion. Her partic­
ular combination of skills is vcry useful . She 
seems 10 crave approval from Appomatix, 
though - a 1051 cause if there ever was one . 
She seems to have a crazy streak in her. and 
she tends 10 get carried away in a fi ght o r dur­
ing a chase. This in termittcnt foolhardi ness 
will cost her dearly someday. 

EGOCENTRI X , the el f magic-userlthief, 
is a formidable sct of skills, but he has tOO 
high an opinion of himself. Vou lend to be 
overly critical of him because orthis. Since he 
sees himsel f a! perfecl , you tend toj udge him 
by thaI slandard . Vou Iry very hard 10 be civil 
10 him, bUI his attitude is fa r from charming. 

GOLDBR IX , Ihe gnome thief, is overcau­
lious and tOO willing to let others do his work 
fo r him . Hisjokes a re often crude and cruel. 
The only member of the parly who really 
linds him amusing is Ihe human mage. Nev­
ertheles!, his knowledge of mining and traps 
make! him a useful member of the party. 
And, h is humor is a nice contraSI 10 the sIUrk 
practicali ty of Appomatix . 

normal - though low-powered - sclectiol 
of spells. Vou wish he wouldn't encourage th, 
gnome's dreadful sensc o f humor. 

LOCI STIX, Ihe cleric/ranger, tries hare 
to be useful, but the poor lady seldom hilS till 
mark. She is barely adequ ate as a lighter. an{ 
she call ' l hold a candle to Paramedix when il 
comes 10 th ings clerical. H er secondary skill!. 
especially tracking, do come in handy once i~ 
a while , but she is really a fifth wheel. Vou Ir) 
very ha rd 1'101 to lei her know Ihis, however, 
as she is likely to do somtning foolhardy in or· 
der to prove hercsclf. She docs have an excel­
lent hcad for planning, but she seems to 
forgelthe fine poii'll! ill the heat of the action. 

EGOCENTR IX, Ihe ma$ic-user/ lhief, is 
more talk Ihan action. If 'hIS elf were even 
half as great as he thinks he is, you would all 
be able to retire and leave Ihe world in good 
hands. AI least his spells have more punch 
than the Olher mage's do. He would be much 
more useful to you if he didn ' t speod half of 
his lime playing (II bein g a locksmith lind 
Ireasure-finder. 

GOLDBR IX , Ihe gnome thief, is a cow· 
ard. II is nearly impouible to gel him [ 0 con­
tribute 10 the common weal. His knowledge 
of slone work and Ihings mechanical is useful, 
howevcr. Furthermore, th is knowledge is 
generally offered by the gnome himself, since 
advice involves no risk. 



Necromantix 
7th- Level Human '\<fa/e Magic- User 

Ability Scores 
Drs /-2, B/j-LC 1% 
CIK 65 %, 7-1111cvcJ 

5TH: 8 
tNT: 16 
WIS : 11 
DEX : 10 
CON: 16 
CHA: 9 

+ 2 hpldie, SS 95, RES 96 
4 henchmen 

Description 

Age: .'38 
Height: 6'Off 
Weight: 130 lbs_ 
Hair/ Eyes: Gray/green 
Alignment: Neutral 

Combat Data 

THACO: 19 
AC normal: 5 
AC rear: 5 
Armor type: Bracers of defense (AC 5) 
Hit Points: 31 

Weapon Proficienciu: dagger, starr. 
NPP: -5. 

Saving Throws 

Poi~on, paralysis, death 
Pet ri fi cation, ·polymorph 
Rod, slarr, wand 
Breath Wea pon 
Spells 

13 
11 
9 
13 
10 

Itacial & ProfessIonal Skills 

Attaclu: III 
Spells/day: 4 3 2 I -
Languages: Common , Neutral, Shedu, 
Ogre, Hallling, Dwarf, Gnoll. 

EquIpment 

Magic hems: Dagser + /, scroll of 2 spells 
- ( wall of icc, water brealhi"s), ring of 
swimming, potion o f t:X lra·hca/ing. 
Normal Equipment: StafT, small pouch on 
beh , spell component s, large pouch on belt, 
tinder box, 3 nasks of oil, bullseyc lantern, 2 
daggers. 

Tall and lanky, you hail from a costal fishing 
village. The scroll you bear is a gift from 
your fa mily thcrc. You have an intcresl in 
death magic and the undead, a pursui l that 
has drawn you into this party. The Ravager's 
supposed invulncrability is int rigui ng, and 
you arc curious to di5(;Over the secret of that 
invulnerability. You often speak in meta­
phors, coloring your speech wit h referen ces 
to death and undeath for the sake of theatrics. 
You likewise love riddles and all forms of unu­
sual and obscure humor. 

AI'I'OMATIX is a useful lighter, but a 
bore and an extremis!. He seems to live in a 
fanlasy world in which he is a great genera l 
who commands everyone elsc. Fortunately, 
his thinking is usually clear and his grand 
schemes are generally workable. He is also 
nearly fearless; he never hesita tes to PUI him­
selfhetween danger and the rest of the party. 
It appears Iha! he doesn ' t really like you -
probably because you have seen through 
him . 

l'ARAM EDIX , the cleric, is a good lady to 
have around. Her cle rical quick-fixes a rc 
much appreciated. She s(ems genui nely ap­
palled by your interest in death magic and the 
undead - nOt suprisi ng , consid!:ring her 
background and gentle nature. She obviously 

Logistix 
Female Half-Elf Ranger/Cleric (5/6) 

Ability Scores 

STR: 13 
INT: IJ 
WIS: 16 
DEX: 9 
CON: 17 
CHA : 12 

+ 101"'1, Drs /-2, Im-LG ., % 
elK 55%, 6-9/levcl 
+ 2 on saves 

SS97, RES 98 
5 henchmen 

Description 

Age: 41 
Height: 5'5" 
Weight: 160 Ibs. 
Hair/ Eyes: Cold/violel 
Alignment: Chao tic Good 

Combat Data 

THACO (as ranger): 16 
THACO (as cleric): 18 
AC normal: 0 
AC rtar: 2 
Armor type : PI:! /C + I & shield + I 
Hit Points: 36 

Weapon Proficiencies (as ranger): 
morningstar, longsword, sho rt sword , dag­
ger, short bow. 
NPP: -2. 
Weapon Proriciencies (as cleric): mace, 
hammer, club. 
NPP: -3. 

Saving Throws 

Poison, paralysis, death 
Pelrificat ion, polymorph 
Rod, slaff, wand 
Breath Weapon 
Spells 

9 
12 
13 
13 
14 

Racial &: Professional Skilili 

Attacks: 111 
SpcllJ.lday: 5 5 2 -
Special Abilities: 30 % resistant 10 sleep and 
charm; find secret dOOr!! (I in 6 chance in 
passing, 2 in 6 chance if searching); lind con­
cealed doors ( I in 6 chance in pan ing, 3 in 6 
chance if searching); infravision (60'). 
Languages: Common, Elvish, Cnollish, 
Gnomish, Coblin, Hatll ing, Hobgoblin. 

Skeleton 
Zombie 
Ghoul 
Shadow 
Wight 
Ghast 

Undead 1urning Thble 
J) Wrailh 
o Mummy 
T Spectre 
T Vampire 
4 Ghost 
7 Lich 

Spedal 

Hquipment 

10 
13 
16 
20 

Magic Items: mornings/ar + 1, r ing o f fire 
resistance, S1a ff of curing (10 cha rges). 
Normal Equipment: Holy symbol (blue 
quarter moon), small pouch on belt, spell 
componcnts, large pouch on belt, I nask of 
holy water, prayer beads. 

You are a cleric of the elven deilY Corellon 
Larethiao , whose symbol is a blue quarle r 
moon . You arc also a ranger and a woodsper­
son, more at home in the forest thall in the 
ci ty. You are careful planning, but you of­
ten upset your own plans with sudden at tacks 
and wild actions. You enjoy the risks of com­
bat far more than the careful dullness of par­
ley, but you temper your feelings with 

Goldbrix 
," 'a le Gnome FishleriThid(6/6) 

Ability Scores 
5TH: 18/5 1+2hir/ + 3c1am, +1 25#",/, Drs 

H , BB-LG 25% 
GIK 45%, 5-7/lcvel tNT: 10 

WIS: 9 
DEX : 17 

C/cric spell failure 20 % 
+ 2 reaclions/ missi/es, -3 I\G 
bonus 
5560 %, RES 65% CON : 8 

CHA: 5 -1 5 % "'<Ie/ions, 2 henchmen/-
20% 10Y<llty 

Description 

Age: 553 
Height: 3'0~ 
Weight : 801bs. 
Hair/Eyes: Blacklbrown 
Alignment! Neutral 

Combat Data 

THACO (85 fighter): 16 
THACO (as thief): 19 
AC normal: 4 
AC rear: 7 
Armor type: Leather & ring o f protec/ioll 
+/ 
Hit Points: 35 

Weapon Proficieneies (as fighter); Short 
sword , javelin, hammer, short bow, knife. 
NPP: -2. 
W'"r.:n Proficiendc, (as thief): club , dag­
ge r, ong ,word . 
NPP: -3. 

Saving Throws 

Poison, paralysis, death 
Petrificat ion, polymorph 
Rod, staff, wand · 
Breath Weapon 
Spells· 

II 
II 
12 
13 
13 

Racial &: ProfessIonal Skills 

Attacks: 1/ 1 
Spedal Abili lies: + I bonus " to hit" goblin 
or kobold; -4 AC bonus vs. bugbear, gnoll , 
ogre, ogre mage, troll , g iant, tilan ; lind 
slopes 8/1 0; unsafe stonework 7/ 10; depth 
underground 6110; dir«lion underground 5/ 
10; infravision 60'; backs!abbi ng ( + 4 " to 
h it" bonus, triple damage) . 
Languages: Burrowing mammal, Common, 
Owarven , Gnomish, Goblin, HalOing, Ko­
bold. 

Thieving Skills 

pp OL FT MS HS HN CW RL 

60 62 55 57 47 30 77 30 

Equipment 

Magic Items: ShorlS"'Oro + 2, n'<i dragon 
slayer, polion of healing, hammer + 2, j.we­
lin ofpiercing(no proficiency needed to use). 
Normal Equipment: Backpack, 2 pints 
meOld , 2 pints ale, rations (2 weeks). 

Your IIIOttO is " Maximum re turn on mlnt­
mum efTort ," a way of life not always ap­
proved by those around you. This is balanced 
by you r own natural abilities that give you 
big returns for small crrOrl S. This is 1l0tlO say 
that you arc lazy, bm you do feel tnat it is a 
waste of time for a fi ghter to spend 20 min ­
utes bauling a chimera when a magic-user, 
wielding some renewable hocus-pocus, can 



wipe Ihe e nc rnyoul. This attitude hal nOI en· 
deared you to most of your travding compan­
ions, but they seem to appreciate it whenyou 
do make thc efTor!. You never ri~k life and 
limb unnecessarily, but you are not adverse to 
removing those trinkclS and treasures that 
present themselves for the looting, regardless 
of polenriai consequences. 

APPOMATIX, the fighler, works too hard 
for his own good. or course, this benefits you , 
so you lei him bash down doo~ as well as do 
most of Ihc fi ghting and thinking. He seems 
to be a bit crazy, thinking that he is some kind 
of great general and the rest of Ihe parly are 
his troops, but as long as he gels Ihe job done 
you don ' t mind. 

PARAMEOIX , the cleric, provides the 
healing thai keeps the c ra:l!y fighter going; 
Ihey make a good pair. She also fooli shly putS 
out /lIore than she gets back, although she 
might get SOlne kind of "spiritual" sat isfac­
tion out of the present mission. Her intangi­
ble rewards don't concern you. You are 
looking for worldly successes. 

NECROMA NT1X, the magic-user, is a 
frie ndly person. He laughs with you when 
you tel[ ajoke, and he seems to have a realis­
lie auimde. H is main interest on this adven­
ture is learning about undead. The only thing 
you want to know about undead is that there 
aren't any near you, bUi if undead are the 
mage's cup of tea, that's fine with you. 

LOCISTIX, the ranger/cleric, is the only 
person in the party, other than you nelf, who 
seems to enjoy wha t she is doing. She seems 
to share the other cleric's "spiritual" mOliva­
tion. Maybe that is common to all such holy 
rollers. 

EGOCENTRIX, the magie-user/ th ief, i. 
so busy patting him8e1f on the back that he re­
ally doesn't have time to look out for himself. 
lfheever woke up 10 the poniblities, he could 
use magic 10 augment his thief abil ites and 
beat you to the good opportunities. Fortu ­
nately, that hasn ' t happened. The rangerl 
cleric provides him with another di.r raction; 
he's obviously smitten with her, even if she 
doesn' t notice. 

concern for others. You see your dual role of 
fighl er and healer as an impcmam one . 

APPOMATIX , the fighter, has a good 
mind for planni ng, even ifhedoes tend 10 ex­
aggerate the im portance o f most things. You 
enjoy brainstorming with him, even if your 
sessions are marred by the syrupy way he 
speaks to you. You wou ld be insulted bi 'he 
empty llal1eries he heaps upon you i you 
didn't know why he does it. He's obviously 
sweet o n Para medix . The genuine respect 
and affection he has for her stand out agilinst 
the shallow way he trea ts you . He 's obviously 
tryirag to cover his feelings for Paramedix by 
act ing courtly IOward you as well. 

PARAMEDIX, the cleric, is a reall y nicc 
lady, and also an extremly good cleric , in both 
sense. of the te rm. Although she has pro· 
gressed farthe r than you have in Ihe worship 
of your mutual deity, she neve r tries 10 lord it 
over you. She is total ly unaware of the fight­
e r 's feelinS' for her, That's a true shame, Hu ­
mans have no time to waste when it comes to 
matters of the heart. 

NECROMANTlX , the magic-user, is the 
human son ofa fisherman, but he appears to 
be a'ihamed of his past. He tries to cover his 
rustic background by acting bookish, but this 
really isn't necessary. H is magical studies 
have made him learned enough to make up 
for h is common origins, His interest in death 
and the undead is unhealthy at ben, and dan­
gerous at worst . Ifhe is nOI eareful , he may be 
seduced by the dark secre ts that he seeks. 

ECOCENTR IX , the magic-user/thief, is 
a little full of himself, but th is is not uncom­
mon among adventurers. H is magic is more 
useful than Necro matix 's, and ahhough he is 
not as knowledgeable as Coldbrix, he is 
quicker 10 el<eTl himself when he is needed. 

GOLDBR IX , the &"nome thief, is an 
annoying little person WIth a bad sense or hu­
mor and a slothfu l nature. H is knowledge of 
stonework could make him indispensiblc, bm 
he refuses to exen h imself. 

has conside rable knowledge of the undead 
but she is unwillin g w share it with you. 

LOGI STI X . the elven cleric/ranger 
should decide what line of business she wantl 
10 pursue . She is undependable as a cieri, 
(100 impulsive), and inadequate as a fightel 
(no stamina). She makes a good backup fa t 
Appomatix and " aramedix, but she coul(; 
never replace eithe r of the m. 

EGOC ENTRIX is another el f who can't 
decide what he wants to be. His magic i~ 

strictly the flash y type - good only asa cnldc 
replacement for brawn. H is thieny skills fa U 
woefully shan of the gnom e's. I-Ie might hi m 
out to be a passable mage or thief if he'd stop 
scribbling in thai diary of his and spend some 
time studying just one of his profusions. 

COLDBRIX , the gnome thief, is highly 
unpopular. Nobody clse seems to like this 
diminuative fellow, but you find him end­
lessly entenaining. He is t he only wi" besides 
yourself, in the pany. H e understands the ef· 
fi cient usc of resources and is not burdened 
by the e:>lccss moral baggage the OIhe rs carry. 
He really runs the part y; the ot he rs may 
think they' re on thcir own missions, but it's 
all really being Siaged for the gnome's benifil. 

Spell Books 

Level l Spells (Memorize 4) 

Burning Hands Comprehend Llln-
guages 

l"emiter Fall Hold Porlill 
Read Milgic S/l ocking Grasp 
Spider Climb 

L evel 2 Spells (M emorize 3) 

Knock 
Mirror Image 

Levirate 
Strellgth 

Level .3 Spells (Memorize 2) 

Feign Delllh Fly 
Slow 

Level 4 Spells (Memorize 1) 
Polymorph Other Polymorph Sel f 



Special Defcnses: Immune 10 sleep a nd charm. 
Spcrial Auacks: Paralys is arr« l ~ any victim touched (includ· 

ing elves); exudes stench whieh afTects alt creatures whhin a 10' 
radiu s - viclims must save vs. poiSQn or sufTer a -2 "10 hit " 
penalty. 

Notes: Protection (rom el'il used in conjunction with iron 
keeps ghast away; cold iron d ocs double damage. 

G houb: 3; AL CE; IN Low; SZ M ; MV 9N
; AC 6; HD 2; hp 7 ea; 

THACO 16; NAT 3; Dmg 1-:V1 -311·6 + paralysis (each); X i' 
79. 

Special Defenses: Immune 10 s/~"(:p and charm. 
S pecial AHacks : Paralysis by louch. 
NOles: Protcctioll (roll1 evil keeps ghouls away; paralysis docs 

not affect elves. 

Gh 'ISI-lord : I; AL CE; I N H igh; SZ M; MV 12-; AC 2; HD 8; hp 
48; T HACO 12; IAT 3 or I spell ; Dmg 1-6/1 -6/ 1-12 or by spell. 

Spells carried: commalld (die), proteclion (rom good, sallC/IJ­
IIry. bless, resiSI cold, hold peNon, spirilual hammer, silence 15' 
radius, speak with allimals, resisl lire. 

Flind: I; AL LE; IN Ave; SZ M; M V 12"; AC 5; HD 2 + 3; hp 
19; THACO 15; N~T 1 or 2; Dmg 2-8 + Special; XP 11 2. 

Special AHacks: H it whh lTlorningstar inflicts 2d1 and victim 
mu ~ t save vs. wands or be disarnlt:d. 

6a. Encounter Variant 
There is a ch'lIlce that the party lI1ay enter the lemple area rrom the 
SQuth if they break down Ihe wall and run Ihrough Eneounl t r 7 . If 
th is is the case, move the ghan-Iord and his possessions rrom the 
balcony (0 a pmilion in front orthe statue ofYeenoghu (wilh the 
flilld), and read the following description : 

T he a ir in the passage turns close and muggy, laced with incense 
and a dark forebodin g of greal evil. The passage opens ontO a 
balcon y in the sou theast corner of 11 1,Irge (40'x40' x30') temple 
area . Curved steps lead down 10 the main floor, which is occu­
pied by Ihe forms o f milling gnolls and ghouls. In the near right­
hand corner is a huge Slalue of a dcmonic gnoll with glittering 
eyes. 8efore Ihis statue stand twO figures conrerring - a ragged 
ghoul clutching a tauered brown book and wearing a bulterfly 
necklaee, and a tall female fl ind bearing a triple-headed 
morningslar. 

Run Ihe combat as for Eneounler 6. T he gnolls and ghouls will 
pursue a fl ceing party, and they cannot be turned as long as they 
arc under the command of the ghast -Iord. 

7.1hr Baby 

The a ir grows hOI as you move down the passage, opening ontO 
a ledge running above a red, smokey cavern . Barring th is open­
ing is a large stone humanoid figure , lit by Ihe hellish light be­
hind il . The figure gives a low, inhuma n growl and advances o n 
the part y. 

The figu re is a mimic that has taken Ihe form of a stone golem. It is 
used by the ghas t-Io rd as protection from Zaybuz a nd his demon. 
H e is under orders to auack any intruders not accompanied by the 
ghau-Iord. 

Mimic: I; A L N; I N Average; SZ L; MV 3~; AC 7; HD 10; hp 
51: T I·IACO 10; IAT I ; Dmg 3-12; XP 3,1 H . 

Special A\lacks: G lue. 

8. The Burning Vale 

This cavern is a vision or a d a rker plane, lit by a hellish glare 
iuuing from pools of burning li(IUid that lie at the bottoms of 
chasms on either side of the passage. Only 20' from you the 
passage is blocked b y a roaring sheet.ofwhite-hot name . You see 
a large horned humanoid crouching in rront of the flame . The 
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tips of its fangs, ho rns and scores orshort, curved body spines 
gleam evily in ehe stark light. It stares al you malevol e mly with 
its red eyes, a s Ihough impatiently waiting for you 10 do IIOme­
Ihing. 

The creature is M clani, a barbed (kvil "owned" by Za ybuz and 
used as a gale kceper. The gate is a natural gas vent set alight by 
the heat of the cavern. The devi!,s function is 10 open the waH of 
l1ame (via its pyrolt'dmics abiliey) for those who seck Zaybu:r.. It 
does nmhing until the PCs approach, a\lack or call out t hc incanta­
tion listed in the gha~I - lord 's ledger. 

If Ihe PCs attack. Melani melees one fronl- line fight e r and uses 
hold puson on anolher. H e ignores spcllcauers, counting on his 
magic resistance 10 proteci him from spells . If the hold is successful , 
Melani picks anolher target , favoring those with probable low 
wisdoms (fightcrs o r thieves). Ir the devil suceeds in killing or driv­
ing away all but a held charac ter o r two, he will push all but o ne or 
the held PCs into a chasm. T he fall causes IOd6 points ofdamagc, 
but treat any 5's or 6's rolled ~ I S 1 '5 - the liquid brea ks the fall. 
The flaming liquid, however, inflicls 3d6 points of Iirc damage per 
round (treat as a large, very hot normal fire for dcterm in ing the 
effect of magical protections). Damage continues frunl round to 
round until the victim climbs out or the pool. The devil saves the 
remaining charactcr to "play with." If M elani is reduced to 10 hit 
points or less, he retrealS Ihrough the wall of fire and waits on the 
Olher sidc , melecing any characters who pass Ihrough it (see below). 

Ir the pany recites Ihe in(3ntation, the devil grumy states that 
Zaybuz is out , and he o rders Ihem 10 come back IOllIor row. If the 
PCs insisl Ihat they have to sec Zayooz, Melani asks them 10 Slale 
Iheir business. W hile they answer, he uses know alignment on 
,he m. Once he discovers their al ignments, he will be unwilling to 
le t them pass. Mdani gives the PCs a runaround suitable for their 
stalcd business. H e will only agree to let the PCs pass ir they tell 
him that they have come wit h a delivery from the ghouls (ussu ming 
Ihat the del ivery is them, and that thcy arc 10 be food fo r Zaybuz), 
or irthey claim to wish 10 negotiate a sale or purchase (a normal 
activity for Zaybu7.). 

Ir Ihe party succC5sfully negoliales wilh the devil, he tells them to 
wai t while he "rings the masler." 

T he homed monster reaches into its ear. It scaly fingen probe 
for a moment, then withdraw some kind of small, fu r ry crealure. 
T he monster grinds the tiny bea" between its finger tips, leering 
with perverse pleasure. " T he maSler is en route," chuckles the 
monster as it pops the creature back into its car, apparently still 
intact. "Stand well back," it adds. ·'I' m about to open the gate." 

The small creature is II brain mole. The devil squeezed it to make it 
send OUI a psychic "squel1I " which Zaybuz can "hear" on the as tral 
plane. If any PC uses a psionic-related spell within 30' of the devil. 
the mole will attack, ceasing only when the spell ends o r the viClim 
gets Out or range. If the PC s kill Mela ni, only a very complete 
sea rch orthe devil 's body will reveal the mole. T he mole will also 
"squeal" if the devil retreaes through the wall or flame , although it 
is prOleClcd rrom a firey death by iu location inside Ihe d evil's ear. 
In eilher case, its squeal will summon Zaybuz back 10 his body. 

To open the gate, the devil casts pyrotechnics (fireworks version) 
on the wall. The devil apologizes with obvious insincerit y if IIny 
PCs arc blinded by the Fireworks. The pyrotechnics ext inguishes the 
wall of flame for Id4+2 rounds, or until the devil rcligh ts it wi th 
produce flame. The passage i~ filled with sparks and fl ashes like a 
gian t cigarette ligter as the vem starts to rel ight ilScJfnaiurally. The 
PCs can pass Ihrough the area without harm as long as the vcnt 
stays unlit. 

If the PCs fight the devil, they mUSI either diUh through Ihe wall 
of flame, or find some other means of extinguishing il. The flame 
in flicts 5d8 points or damage to any characters pas5ing t hrough it 
(save V5. breath for '12 damage, dcxlerity bouns applies). Trealthe 
sheet or flame as a wall o( fire for the adjud icaling the e ITeets of 
magical proleclions. 

Devil, Barbed: I; AL LE; IN Very; SZ M (7'); MV 12 ~; AC 0, 
MR 35%; HD 8; hp 36; THACO 12; IAT 3; Dmg 2-8/2-8/3-12; 
XP 1,785. 

Special Abilities (at will): ,lnimmc dead, charm perSOIl, fear, 
110/d peNon, illusioll, know ll Jignmenr, produce name, pyrolech­
nics, suggestion, teleport, gille (30% success) I barbed devil. 
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Special Dd cnses: N~v~r surprised ; i mmun~ to fi re; lakc$ 'h 
damage from cold or gas; hit only by silver o r magic weapons 
( + 1 or bener). 

Bra in Mole: I ; AI. N; IN Animal; S2 S (3" ); MV I"; AC 9; H I) 
1 hil poinl ; T HACO N/A ; NAT Nil ; Dmg Nil; XP 3!. 

Special Auacks: 121 point mind IlInlSI has 20% chance per 
round tod rive non-psion ics insane, R 30'. 

9 . The Do o r 

The passage ends in a large set of broll llc-pla tcd doors. Dark 
runes are scribed into thc doors, and the symbols fl icker and 
dance in the red light. 

Th~ run",s, written in Common, read as fo llows: 

tfnr Is 1M lair of upuz Iitt Mi!hIY 
Walkrr 0' tltt Dart. '.1,M 

All Good Sh.111 TrtmWt In His Uision 
For nw, Art Cault 

AIMI Thtl, Mlntk IDI1I 5Hn It His 
T he doors are locked and Irapped wilh a glyph o(waroillg . Anyone 
opening the doors lIIust savc vs. spells or be amicted with a curse (­
I penalty on all saving throws fo r the next five turns). The doors 
a re locked . They can be opened by a thief at normal chances, or by 
a successful open doors attempt (treat as an attempt against a wiz­
~rd locked porta l, or by a successful be/ld bllrs auempt , or with a 
knock spell. Otherwise, the characters ciln bea t them down in one 
tum . 

10 . The Lair 01 Za y buz 

The door opens into a triangular-shaped room, with the door at 
the center of the 20 ' wide base. The wa ll$ of the room a rc clut­
tered wi th bookshelvcs and lab equipment. The Ooor is covered 
wi th whi te marble, with a sin$1e band of black stone 30' away. 
T he ap<:x of the t riangle is 60 from the door, and is occupied by 
a low throne , upon which sits the humanoid form of a mind­
Ilayer. 

Zaybuz the mind 1l(lyer will only be " in" his body if the devil's 
bra in mole has emiued a psych ic "squcal." Otherwise, he is roam ­
ing the Astral Plane on his own dark mission and his body will not 
move. 

T he black marblc is covered wi th glyphs o( waroing; each inOicts 
16 points of elect rical damage when triggered. Any cleric who sees 
the runes (via a find fraps spell ) will recogn ize them as ligh tning 
(leh). 

IfZaybul': is " in ," he uses his mind blasl agai ns t the party. The 
room is shaped 10 match the area of the blast, so aU PCs in the 
room are subject to it. If the PCs have brought the brain tIlole 
along, Zaybuz bh.sl$ il along with the party. Since the mole has no 
defense, it automat ically loses its a ttack abilit y (P result 0 11 the 
Psionic VI . Defenseleu Psionic Chart , using the 110-159 colum n for 
the defender). If meleed , Zaybuz will a llack one target Wi th all four 
tentad es. If he hi ts, he will slay the ta rget in 1-4 rounds. If Zaybuz 
is reduced 10 10 or less hp with 3 + attackers remaining, he willl1ee 
via probability travel, leaving the Ast roli nth behind. 

M ind Flayer: 1; AL LE; IN Gen; 5Z M ; MY 12N; AC 5, MR 
90%; HD 8 + 4; hI' 44; THACO 12; IXI" 4; Dmg 2 (each); Xl' 
2,328 . 
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Spedal Attacks: Psionic abil ity 24 1, A/ FG H ; any victim hit 
by a tentacle is held , and its bra in will be withdrawn and eaten 
1-4 rounds late r; psionic disciplines a t 7th-level mastery: levit.1 -
lion, dominalioll , E::S /~ body equilibrium, astral projecfion , 
probabilily /riIVe]. 
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The Treasure Chest 
The Famous R-scries AD&IY!! 
Modules by Frank Mentzer! 

COLLECWR ITEMS! 

First RPGA ~ Network 
modules ever released to 
members. Only while 
supplies last! 
R-l: 7b the A id of Falx. A silvel' 
dragon is in danger because of the theft of 
five pOliollS of silver dmgon control. His 
lair is ncar the thieves' complex . Ca n you 
slip in and secure the potions before the 
lime limit runs oul? Wi th 5 characters, 
levels 5·9. 

Price: 56.00 S' IUCK ': HI 

R2: The Investigation of 
Hydell. lIappy s laves? A business thllt 
sells happy slaves?? YOli are l'Cquestcd to 
investig.ltc the complex and shut it down 
if possible. With 5 lIlulli-c11lssed chal'1Ic­
ters, levels 5Is. 

Price: SIl.OO STOCK I: HZ 

O,.der form all I'.1ge 3 I 

R3: The Egg of the Phoenix. 
The fabled aI't ifact known as The Egg of 
the Phoenix has been stolen and hidden 
on the Negative Materia l Plane itsel f, 
guarded by a real Phoenix . T he Council of 
Five in NOl' lhending has c<llled on your 
party 10 retl'jove il. Wilh 6 characllll's, 
levels 5·9, 

Price: S".OO S1UCK I: " 3 

R4: Doc's Island. Your party l11ust 
deliver The Egg of the Phoenix to Doc's 
Island, but that is only the beginning. In 
the very bowels of Doc's Island res ts 11 

great treasure - a floly Sword. With 5 
characters, levels 6· \0. 

Price: 56.00 s 'mCK I : 114 

Special offer: R3 mid 114 nmy be PUI" 
chased lI." If set fo/' only S·IO.OO) 

S1UCK I: 1\10 

POLYHEDRON~ NEWSZINE: 
Back issues of POLYHEDRON New5:I:ine 
are still avai lable for moSt issue numbers 
but supplies are limited . Complete your 
collect ion now! 

POLYHEDRON Newszine ' 1 through '22 
S4 .00 eit., except -9 (ou l of stock). 

Stuck #: 

POLYt POLYS POLY 15 
I'OLYZ POLY9 POLY 16 
POLYJ POtYIO POLY 17 
POLY4 POLY II I'QLYI8 
POLY5 POLY 12 POLY I!) 
POLY6 PQLY I3 POLY20 
POLY7 POLYI '~ POLY 21 



Fletcher's Corner 
by Michael Pnytarski 

The: clIistcnce ofha!f-clves' and half-orcs ' in 
the AD&I)® Garne opens up unlimited 
possibilities for the creative player. We all 
know what you gCI when you CTOSS an df 
with a human. But what happ'!'nl ir ,he 
OIh(';r pa ren! is an ore? Applying modern 
genetic thcory (loosely), (he result could be 
anything from a 7' NBA star with pointed 
ears to a " Refrigerator" elf. 

But the phys ical characteristics aTen 'llhe 
only problem with ~uch a crossbreed . There 
an: probably unusual pc,.,onality tTait s 
which may not appear right away. Consider, 
for example, an unlikely marriage between 
an df and a dwarf. Now, assuming off· 
spring were possible at a ll , Ihe m atch could 
pnxlucc a lal1, bearded elf who uses a ham­
mer, Jikc$ to live underground . and wears 
green, or a dean-shaven , pointy-cared 
dwarf who uses a bow, lives in the woods , 
and hatcs green - or anything in between. 

Now diose examples a re are admittedly 
extreme. What about more reasonable 
possibilities, say, a cross between a dwad 
and a halning'? Naturally, the offspring 
would have to be a short , hairy character 
with big feet and pointed ears. Othe r less 
obvious trai ts might include a love fo r gems 
or a strong desire w relieve others of thei r 
fin ancial gains . 

So what happens when you cross a hu­
man with some exotic c reature , l uch as a 
dryad'? A male child would probably be 
normal, except for a greenish tint to his hair 
and skin. A female, however, could have 
very green hair and skin, plus a natural 
charm' ability. The same principle would 
apply to the child of a troll' and a human . 

Classiiieds 
California: Players wantad for tha Ao&~ 
Game. I've just moved to Ihe LA area, and I'm 
looking for college-aged or older players wilh 
atleasl 5 years a)lperience or more In the 
Wesl LANenice/Santa Monica areas. Please 
call (213) 822-1319 sllar 7:00 P.M. 
Florida: I'm interested In meeling OMs and 
players, ages 18 and older, 01 Ihe AO&OS, 
TOP SECRET*, and STAR FRONTIERS" 
Games. t am new to the RPGA'" Network, with 
three years outside playing experience. Con­
tact: Michael McCormick, 2166 Sunnyside 
Lane, Sarasota, FL 33579. Phone: (813) 955-
9730. 
Oklahoma : I wilt be suending college this fall 
at Canlral Slate Universily in Edmond, Okla­
homa. I am Interested in starting an RPGA'" 
NelWork club, or just geUing a gaming group 

POU' II RDRON 

Besides being uglier than a bald dog, ~uch a 
("h ild would obviously have extra tough skin 
and a strong fear of fire - not to mention 
very few fri ends. 

Breeding lor Power 
So now you can see some good reasons for 
marriage afle r that adventure romance. For 
one thing, ;1 allows the poor kid to ha ve a 
proper name, three hOis and a cot. And , by 
carefully choosing the ad vantages of each 
parent , you can breed a line of super­
characters with easc. The:n, once you have 
the new crossbreed up to mega-level, say in 
11 week or twO, you can get him married, 
have more: super-kids, and it 's all downhill 
from there . (The only problem you may 
have with this idea is finding ajudge who 
believes in your characte r 's lineage.) 

So now you know how half-elves are 
made in this game. An the misfits arc 
marched off into the woods and hidden , 
never to be $Cen again , leaving only the 
normal onn 10 go out adventu ring and die. 
The same goes an the other races and half 
faces which arc never discussed. If you 
accept this basic generalization for character 
building, everyone can run a perfect charac­
ter with god-like powers and do it fairl y. 
Thai 's probably why half-dves are so popu­
lar in some "reas. 

Still have problems with generating half­
elves this way for game use? Well , he: re's a 
q uick character generation aid for you . First 
you roll 4 six. -s ided dice, removing the 
lowest of th e: scores' .... 

A Few of 
My Favorite Things 

Pressed for design time? Want to aggravate 
players who persist in nosing "round places 
you haven't developed Yel? ' lake a normal 
dungeon room . Add some nice treasure, " 
semi-tough monster, and a fake door. Now 
spread rumors about the huge: dungeon 
complex with its fantasti c treasu res which 
no one has ye t been able to take. Then 
le:ave: it at that - no other room s, ha lls, 
monsters , or anything. NOI only docs it save 
a lot of planning, but think how silly you r 
players will look as their characters spend 
days looking fo r the way in - not to men' 
tion the magic they will waSte. 

And j ust think what such a scam would 
do for a small town's economy. The local 
magic shop can make a fortune selling 
specialty magic items to adventu rers . The 
Thieves Guild can sell them in form at ion , 
a nd of COUI"$I! they'll need food and a place: 
10 stay while researching the problem . In 
facI, the local Chamber of Com m erce prob­
ably started the rumor to bOOst t he econ­
o my. 

Need a nother tricky scenario? A nearby 
town needs help! A giant monster has taken 
up residence nearby and th e: town is in 
turmoil. No crops can be planted , and 
many stores and even homes are bei ng 
destroyed. Someone must help! Send in the 
paladins' a nd fighters! (Or cou rse, no one 
mentioned that the: giant creature is a I S' 
rust monster'.) 
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together. Contact: Charles Beasley, 304 Ber­
nie Housing, Bernie, MO 63822. Phone: (314) 
293-4620. 
Puerto Rico: I would like to form a gaming 
club in the San Juan area. My interests are Ihe 
0&0" (all levels), Ao&D*, TOP SECRET*, 
GAMMA WORL()3, GANGBUSTERS", 
INDIANA JONES", and CAR WARS'" games. 
Other games are also welcoma. Contact: 
Casar oiaz, 190 Hostos B543, Hato Rey, PR 
00918. Phone: (809) 751·7324. 

Special 
For Sale: The DAAGON- Magazine, issues 1-
76 (except 10, 25, & 46) as a set. Best offer. 
Contact: Daniel Pei, 4120 Brooklyn Avenue 
NE, 1305, Seattle, WA 98105. 
Wanted: DRAGON" Magazine and POLYHE-

ORON" Newszlne. Please conlact: Gerald 
Pollard, 271 1 Pisces Drive, Orlando, FL 
32821 . 
For Sale: Large collection 01 0&0" and 
Ao&o:t modules and rulebooks (hardcover 
and boxed sets), all in very good 10 mini condi­
tIon. I am also selling an unused 8altlesys­
tam'" game wilh all markers Inlacl . Back and 
recent issues of Dragon- Magazine, unused 
OR. WHO" boxed game, James Bond 007 
Basic Rulebook and 0 Manual, and the 
CHAMPIONS'" boxed set are also available­
all in e)lcellent condilion. Great prices. Con­
tact: Mr. Tadikonda, 6 Lynnfield Dr ive, Morris­
town, NJ 07960. Phone: (201 ) 455-0017. 
PBM: Play-by-mail opponents wanted for 
FASA's MechWarrior'" game. r would like to 
use the AeroTech'" and BalileTach'" games 
along with the MachWarrlor syslem to e)lpand 
the possibilities and rea lism of play. Contact: 
Clay Fowler, 1202 Berrywood Lane, Houston, 
TX non. 



BEWARE THE NEW GOLEMS 

by J effrey A. Martin 

When the fr.-!onSlcr MiI/lUill was released, many fearsom e monsters 
were cOlUaincd withill its pages. But of all these creature,. only a 
few monsters approached the o mnipotency of the d n::adnought 
known simply as the golem. Screams of terror a nd disbel ief fill ed 
many a dungeon corridor once golems were incorporated inlo the 
AD&[)$ Game world . They were creatures which demanded intelli · 
gence and teamwork to be~l in combat - truly a great challenge. 
Now, however, the thrill is diminished - Ihe golem has become old 
and stale. 

Afu:r baul ing each type several l imn, rnclccing a golem becomes 
j ust like any other combat . Later, when Ihc FIEND FOL IQ$ Tome 
a nd MOII!Jlcr Manual 11 book! were published, the ranks of the 
mighty golem were not enlarged . 

In addition, there is an imbalance as Ion S as only a fcw spellcast­
ing classes can construct gole ms. Golcrns arc magical constructs, so 
why shouldn't any high-level spellcaster have the capability to build 
one? 

Well, rejoice! The golenu presented here arc designed to fill in 
those gaps. Though these a ren ' t official addi tions to the AD&D 
Game's monster roster, they should put some life into a dull cam­
paign. Now those famil ia r shricks can be heard once again . 

COPPER GOLEM 
FREQUENCY: Very rare 
NO. APPEARING : 1 
ARMOR C LASS: 7 
MOVE: 6~ 
HIT DICE: 40 hit poinu 
% IN LA IR : Nil 
T R EASU RE T YPE: Nil 
NO. OF A·TTAC KS: 2 
DAMAGt:lATTACK : .'3 -12/.'3- 12 
SPECIA L AT'TACKS: Sec below 
SPEC IAL Dt':FENSES: Sec below 
MAGIC RESISTANCE: See below 
INTELLIGENC E: Semi­
ALIGNMENT Neutral 
SIZE : L (7 'h' tall) 
PSIONIC ABILITY: Nil 

Auack/Defcnse Mode~ : Nil 
LEVEL/ X.P. VALUE: VIII2,.'3BO 

Copper golems can be created by non-good clcrics of 14th-level or 
higher. The process requires the cleric to spend not less than Olle 
month praying and fa shio ning a fi gu re set in copper, then employ 
bless' (or curse' if the caster is evil), cham', resist fire', commune', 
name strike', and animlHe object'. The ent ire process costS a t h~ast 
50,000 gold pieces for materials alone. 

The resulting copper golem appears 10 have skin of red-hot 
metal, and eyebrows, bea rd, and hai r o f nowing names. 

The copper golem will obey iu master so long as the cleric keeps 
a copper talisman, which was made along with the golem , upon his 
person. The cleric must d isplay the talisman openly to command 
the golem. 

A copper golem attacks as a 9 hi t die monster, innicting lh dam­
age to fire -using creatu res or double damage to cold-using crea­
tures. O nly + I or better weapons can damage copper goleml, and 
all non-fi re using creatures wi thin 10' must save vs. spells each 
round or take IdB points o f damage from the heat unless magically 
protected from fire . 

Magical cold slows the golem by 50% for 2- 12 rounds, and a 
cloudburst' innicts 10 poi nts of damage to a copper golem. Submer­
sion in water will kill a copper golem in 5 rounds. Copper golems 
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are as strong as lIesh golem5' , and they can be healed by magical 
fire on a 1 hit pail\( for I hit point basis like iron golems'. 

OAK GOLEM 
FR EQUENCY: Very rare 
NO. APPEARING : 1 
ARMOR C LA SS: 5 
MO VE : 9" 
HIT DICE: 30 hit points 
% IN LAIR : Nil 
TREASURE T YPE: Nil 
NO. OF ArrAKCS: I 
DAMAGE/ATTAC K: .'3-24 
SPEC IAL AlTAC KS: Sec below 
SPEC IAL DEFENSES: See below 
M AG IC RES ISTANC E: See below 
INTELLIG ENCE: Animal 
ALIGNMENT Neutral 
SIZE: L (8' tall ) 
PS IONIC ABILITY: Nil 

AllackJDefenHe Modes: Nil 
LEVEUX .P. VALUE: VIlli ,065 

An oak golem may be created by a druid o f 12th-level or higher. -Ib 
do so , a figure of human likeness mUSt fi rst be carved fro m a re­
cently fallen oak tree. The d ruid must cast Jhi/Jdagh', b'lrkskin', 
commune wirh nMUte' , and fin ally livroak'. Then the druid must 
spend twO weeks praying and polishing the figure with rare oils, 
after which the golem will animate. The rare oils, 1001s, and other 
materials cost a mi nimum of25,OOO gpo 

The fini shed product resembles a la rge, finely carved wooden 
statue o f human proportions. Its body is em bell ished with small, 
very sharp thorns. The oak golem a!lacks as a 9 hit d ie monster 
with its nail ing, thorny fists. In addi tion to its norma l attacks, it 
can cast entilngle' twice per day. 

The oak golem will serve its druid creator faithfully, obeying 
simple commands or merely ~e rving as a guard until sOlile predc­
termined event takes place. 

Magical fire slows the oak golem by 50% for 2- 12 rou nds. Warp 
wood will deliver 2-12 points of damage, while a pl'1m growth' will 
cun: an oak golem or any damage it has susta ined . H old plant' will 
CAuse it \0 be non-ambulatory for 1-4 rounds, and /U rn wood will 
cause it to move lIway (rom {he d ruid at I N ror 2-8 rounds. Oak 
golems are harmed by magic weapons only. 

They are equa l in strength 10 nesh golems'. 

BRASS GOLEM 
fREQUENCY: Very rare 
NO. APPEARI NG: 1 
ARMOR CLASS: 6 
MOVE: 6~ 
HIT DICE: 50 hit points 
% IN LAIR: Nil 
TREASURE T YPE : Nil 
NO. Of ATI'AC KS: 2 
DAMAGE/A1"TAC K: .'3- IB 
S PECIAL AlTAC KS: See below 
S PEC IAL DEfENSES: See below 
MAGIC R ESIS-I'ANCE: Sec below 
INTELLIGENCE: Non ­
ALIGNMENT: Neutral 
SIZ E: L (12' tall) 
PS IONIC ABILITY: Nil 

Attack/Defe nse Modes: Nil 
LEVEUX. P. VALU E: VIII/4,IOO 
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Any good-aligned nHI$ic-user of 14th -level o r higher may const ruct 
a bra~~ golem by crafting a large statue of brass and employing the 
follow ing spells: ('tlcham an item', cominuaJ Jj!Jht ', protection from 
('vit , and limit<.'CI wish'. The statue muSt be commissioned from a 
master craftsman fo r not less than 50,000 gp_ Once it is completed, 
the process of preparation and enchantment requi res at least two 
momh~ to finish . 

Upon its completion, the brass golem will app<car as a large, 
handsome human fi gure with shinin$, brassy skin. lIS dress is typi­
cally that of the Grecian epoch , and II constamly emits light equal 
to that of a light' spell. 

Bran golem! never ha rm their crealQTS, remaining faithful um il 
destroyed . A brass golem allacks twice per round with a crude two­
handed sword , st riking as a 13 hit die monster. Whenever a hit is 
scored , small bursa of light equal to torchlight flash from the point 
of contact. Once every twO rounds, the brass ~olem can increase iu 
illumination so that it duplicates the sunburst elTeet of the wand of 
illumination' , except Ihal Ihe golem's sunbursl affects only a 
l ~x l Nx l " cubedi rcctly in front of it. 

.... Veapons of + 2 or greater enchantmcnt are rcquired to harm 
brass golem!, and the only spel l which can adversely affect one is 
colllinua] darkness', which causes thc golem to become rigid for one 
round, and negates its ability 10 produce the sunburst' effect for 3 
rounds. Note that a comilll/allight' spell will cu re 4"40 points of 
damage sustained by the ~ol em . 

Brass golems are equal m strength to clay golems' . 

SHADOW GOLIlM 
FREQU ENCY: Very raT(: 
NO. APPEA RI NG : I 
ARMOR C LASS: 6 
MOVE: 9" 
HIT DICE: 10 hit points 
% IN LA IR : Nil 
TREASU RE TYPE: Nil 
NO. OF AITACKS: I 
DAMAGE/ATTACK: 9-36 
SP EC IA L A""ITAC KS: See below 
SPEC IAL DUt: NSES: See below 
MAGIC R ESISTANCt:: Sec below 
INT EL LIGENCE: Non­
ALIGNMENT: Neutral 
SIZE: L ( 16' tall) 
PSION IC AB iLITY: Nil 

Attack/Defen se Modes: Nil 
LEVEUX.P. VALU";: I X/8150 

Shadow golems can be constructed by illusionists of 14lh · level or 
higher. Thc process entails the casting oflhe following spells into an 
specially-fashioned obsidian statue: continual da rkness', summoll 
shadow , shades', and Illter reality'. ConstruClioll of a shadow go­
Iem requ ires twO months oft imc and 60,000 gpo 

Shadow golem! a re slightly malcvolent in their act ions and will 
seek to twist the meaning of their master's wishes. T herefore, care 
must be used in giving instructions; simple commands (i.e. stop, 
go, kill , take, ctc.) a re far more likely to be carried out without 
incident than are complex chains of instructions. 

Whcn completed , a shadow golem appears as a huge human 
composed of dull black shadowy matter. In eycs glow II wicked­
looking red . 

Shadow golems can be hi t only by weapons of + 3 or grealer 
enchant ment. Most spells do not affect them , but continua/light' 
inflicts 3-18 point~ of damage, lind conlinual darkness' repairs Id6 
points of damage 10 the golem per level of the caster. Note, how­
ever, that shadow golem! avoid the light of lhe sun, for that will kill 
them after 3 rounds of cont inuous exposure . 

in areas of shadow and darkness, shadow golems are virtually 
undetectable wi tham magiclil a id , and they can surprise on 1-5 
( ld6). They a ttack as 16 + hit dic monslers, and each successful hit 
requires the victim 10 save vs. spells or lose 2 points of s:rength. 
Any character whose slrength is reduced to 0 in this manner be­
comes II shadow'. Shadow golelll! are as strong as stone golems'. 

I. P..,.., ADVANC~D DVNCOONS " I)RACO"'S. Pl.Y''' H. ndbool. 01978 TSR. Inc. All 
Ri,h" R<>,,,',«I. 
1. Prom AOVANCED DUNCr.ONS" t)RACON~ MOIu .. , M.naa]. 01978 TSR. Inc. All RiSh .. 
R ....... «I 
J. from AOVAr;CEO OUNC EO NS " DRACO NS· Dun,«>I) M."."Cakk. "1919 TSR, to>< . AU 
Ri, h" R ........ cl. 
\ F,om ,,"OVANCF.O [)UNC~:ONS" DRAGONS. Un""h«l ........ " • • • 1~. TSR, tn<_ All 
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RPGA'" Network 
Tournament Winners List 

The following conventions have held officia l RPGA Network Tourna­
ments. Congratulations to all the winners! (Data from other conventions 
held this past quarte r will be listed in a later issue .) 

MILCON II 
(March 8 & 9, 1986 - Milwaukee, Wisconsin) 

AD&D® Game Open Tournament 
"Des tiny of Kings" (by Stephen Bourne) 
Tournament Coordinator; Keith Polstef 

1st Place 

Donald Plngte 
linda BIngle 
Mike Przytars kl 

2nd Place 

Dewey Frech 
Cheryl McNally 
Gilbert Streiff 

3rd Place 

Mike Asbury 
Mike Selinker 
Roman Szykulskl 

AD&~ Game Masters Tournament 
" The Camel's Nose " (by Michael Sal/nker) 

tournament Coordinator: Keith Polster 

1s1 Plaee 

Linda Bingle 
Les Hahn ' 

2nd Place 

Donald Bingle 
Dewey Frech 

3rd Place 

Cheryl McNally 
SIeve Null 

IMAGICONV 
(Fabroary28-March 2, 1986 - Manhattan Kansas) 

AD&D Game Open Tournament 
" SwOfds of Deceit" 

(by Michael Dobson, Stephen bourne, and Ken Rolston) 
Tournament CoordinatOf; Robert Argent 

1.t Place 2nd Place 3rd Place 

Mike 8rohaska Paul Dawson 
Ralph ReIche rt 
Mark Tarrent 

Andrew Dunlap 
Nathaniel Roster 
Monique Hurlbut 

Bill Sheverbush 
Chris Winterscheid 

CONCAVE 7 
(Merch 7-9, 1986 - Park City, KfIfltucky) 

AD&~ Game Open Toumament 
" Faerie Mound of Dragonkind" (by James M. Wald) 

Toumament CoordInator. Jean Rabe 

1.t Place 

Tom Dunville 
Rich Myers 

2nd Place 

liz Chr&S1e 
Felicia Fudge 

3rd Place 

David Floyd 
Bruce Rabe 

MARVEL SUPER HEROES'" Game Open Tournament 
"S/le-Rempagel" (by Susan Lawson and Tom Robertson) 

TOUrnament Coordinator; Bruce Rabe 

1st Place 

Jean Robe 
Rod Smilh 

2nd Place 

Tom Ounville 
Rich Myers 

3rd Place 

Wade Mitche ll 
Don Scarbrough 

see also page 31 
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Little Miss Sure Shot 
by Preston Shah 

The BOOT HI LLf> Game includes an extensive list of hislOrical 
N PC! converted to game statistics. But o ne very famou s lady was 
omitted from this roster: Annie Oakley. 

Combining hiSlOrical data from various published sources, I have 
pieced IOgether a fairly comprehensive personal history for Annie , 
which should provide enterprising referees wilh a wealth of rok· 
])laying opportunity. Her game statistics were developed using 
historical references and other stories as guidelines. 

Since her skills wcrc used mainly for e nte rtainment, she has no 
kills on record, and no rewards are olTe red. However, her natural 
laicms make her II formidable opponent. Played properly, Annie 
can give egotist ical cha racters Ihe surprise of their lives. AI 5' O· 
and 102 Ins., she doesn 't look like much of a Ihreat , but she will nm 
hesitate to to put characters fooli sh enough 10 cross hcr in their 
places. 

Personal History 
Annie Oakley was born Phoebe Anne Moses on August 13. 1860 in 
Darke County, Ohio. She was the fifth ch ild of j acob and Susan 
Moses. She grew up in a on('-room cabin near Greenville, Ohio 
with her parents, her brother j ohn, and her three sisters, Sarah 
Ellen, Lyda, and Elizabeth. Her famil y called her Annie. 

After her fathe r died during a blizzard in 1868, the children a ll 
had 10 help run the hou~chold. While he r ~ isters and brother lOok 
over mOSI of the chores, 8-year-old Annie was relegated to bringing 
home food for Ihe family, which she d id very well. She hunted in 
the woods with a neighbor boy nallled To rn Walsh , and the twO 
often passed the time by making nickel belS on Annie's next shot. 
When huming, Annie made it a role never to shoot a mot ionless 
ilIl imal, and never 10 shoot for any parI but the head. (Shooting an 
animal anywhere clse may roin the meal and the pelt.) Sell ing pelts 
10 local fur traders brought Annie both a small income and a repu­
tation for hunting prowess. But many people thought that "Annie" 
was "Andy," so she lost ou t on a lot of en.:d it. 

Eventually, various hardships caused the family to scatter. At the 
age of nine, Annie was sent to live at a poorhouse. There, she was 
overworked , beaten, and leased by the other children , who called 
her" Moses Poses." She hated the nickname so much tha t she later 
changed her fa mily name 10 Mozee, and she never quite forgave 
her brother john for keeping the old family name. 

After two years o f th is abuse, Annie gOt fed up wilh the POOl'­
house and walked back home, where she learned that her mother 
had remarried . Her new stepfather was 11 Civ il War veteran named 
J oseph Shaw. A11 of her older sisters were also married, so Ann ie 
took up hunting again and went back 10 earni ng meat for the fam· 
ily. 

In 1875 , Annic 's siSler Lyda invited her 10 Cincinnati for a visit. 
Once there, Annie became intrigued with Ihe ci ty'S shoaling gal­
leries, and she would shoot for hou~ without a single miss. He r 
brother-in-law was so impressed that he arrangcd for Annie to 
cha11enge sharpshooter Frank Butler to a shooting match. Annie 
shot so well that she won both the match and her opponent's heart. 
She and Fran k were married the following year, and they began 

lOuring the country performing shooting tricks. Eventu<llIy, Frank 
decided thaI Mozee was not a catchy enough name, so he ~uggesled 
thaI Annie Mozee adopllhe name " Annie Oakley." 

In 1895, Annie and Frankjoined Buffalo Bill Cody 's circus. The 
two bl .. ·came good friends with Buffalo Bill. Ann ie stayt.:d with the 
circus for seventeen years. Her act ronsisted of various trick shots, 
such as shooti ng the wicks OUI of moving candles, shooting glass 
balls thrown into the air, and shooting the ashes off of c igaretles. 

Annie lOured lhe U.S. and much of Europe with the <; ircus. 
During her travels in the weste rn United States, she was adopted 
into the Sioux nation by Chief Sitting Bull , who dubbed her "Little 
Miss Sure Shol ." 

In the course of her Europealltour, Annie (K.""rformed for several 
of the crowned heads of Europe, including Edward and Alexandra 
(Ihe Pri nce and Princess of Wales), the King of Denmllrk, Ihe King 
of Saxon y, the King and Queen of Belgium, the King of Greece, the 
Crown Prince of Austria, Grand Duke M ichael of Russia, and Ihe 
C rown Prince and Princess of Germany_ Her audiences were 
imprened , and often requested special tricks or tried her skin them­
selves. GnlOd Duke Michael of Russia challenged her to a shooting 
match ; she beat hi m forl y-seven u? dlirly-five OUI of a po$!ible fift y. 
In Germany, the Ka iser asked Annie whether she co\dd shoot a 
cigarette OUt of his mOUlh . She made the shot successfu lly at 50 fect. 

After they re lUrned to America, Frank and Annie bought a home 
in NUlley, New Jersey, where they often elllenained such famous 
people as Will Rog!:rs and Teddy Roosevdt. 

Annie had a special love for orphans, and she often performed 
free shows for them. Because of her way with ch ildren, Annie was 
the official guardian of the other performers' children and of the 
minors who joined the circus. [n due time , she became Ihe circus 
babysitter. 

During this time, Frank retired to become Annie's manager. He 
made a hobby of exposing frauds who claimed to be sharpshooters 
just as good as Annie - and he found many such fraud s. 

In 190 1, an injury sustained ill 11 train accident left Annie partly 
paralyzed , and her hair turned snow white. Determined, she dyed 
her hair back to its original black and returned to show business 
with a leg brace and a cane to continue her career. In her later 
years, Annie played the lead part in the silent movie, "The Western 
Girl." During WWI , Annie and Frank gave shooting le~sons to the 
soldiers. 

Though she secmed 10 be her old self, Frank was worried that 
Annie was st raining herself tOO much_ In 1921 , Annie WaJ seriously 
injured in an automobile accidelll . On top of her injurics , she also 
suffered from pernicious anemia. Knowing thaI she would die soon , 
Annie moved back to Ohio. There, "Litt le Miss Su re S hot" died in 
her sleep in 1926. 

Notes ror Play 
Annie', reaction rolls a re nonnal in most cases, but modifie~ apply 
when something happens which relates to a panicularly emotional 
aspect of her life. For example, apply a penalty of - I to her reaction 
10 any characte r who calls her "Moses," and a - 4 penalty for any­
one foolish enough 10 call her "Moses Poses," duc 10 her experi-

========= Base Ability Scores ror Annie Oakley' (Age 25) -========== 
SPD GAe TAC BRV EXP ST WPN BSP BAC DATES PRO 
+22 +20 

DAR6 31 
+4/ + 15 16 I5R " 60-26 Sharpshooter 
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enccs in Ihc pOQrhouse. Modifiers ranging from -2 to -+-2 apply 
will, respect 10 Ihosc who have dealings with her husband Frank or 
her friend Buffalo Ilil!. depending upon huw Iho~e men are treated 
by Ihe individuals in quest ion. 

During shows, Annie receives a -+- 10 bonus to her BAC due to 
her intense concentration. 

Suggested Scenarios 
Annie Oakley makes an interesling and viable NPC in almosl any 
phase of her life. nefore pla( ing her in your campaign, decide what 
portion of her eafecr you wish 10 highlight in play. Below arc some 
oulline! for possible scenarios which featu re Annie. 

Thieves in the Woods 

As a liule girl, Annie is taking some fur.! ifllo IOwn after one of her 
many hUllling Irips. She is armed wi th a musket . T he player char­
acters encounter her en roUlejust as two bandits level their guns at 
her and lI:y 10 $Ieal her day's ealeh. 

Short Medium Long Extreme Rate 

Musket 0, 10 11-20 21-35 36-50 

Dangel' at the Circus 

Reload WS 

I '/~ VS 

During her cir(u5 career, Ihe aduh Annie is threalened by a psyeo­
path, whose advances she had previously spurned. He has decided 
that if he can't have her, no one can. He intends 10 kill her, and is 
currently watching her every move and threatening her with death . 
Frank is away when thi~ OCCUr.!, bUI Bill Cody has appealed to the 
local aUlhorilles, who have found nothing SO far. [n the typical 
slasher movie trad ition, thi s should be played with lOIS of suspense, 
and one or murders might be connected with il. [n any case, the 
killer should be portrayed as a very twisted individual. Though 
deranged, Annie's adversary is a lactieal genius, planni ng his 
moves carefully 10 avoid dire<:\ confrontat ion with an armed and 
angry Annie Oakley. T he player character.! aTe hired by Bill Cody 
to catch the psycopalh. 

Bandil Annie 

Shortly a fter onc of Ann ie's shows in Europe , the royal fam ily's 
jewels are stolen. Witnesses swear that the thief looked just like 
Annie. }-' rank hires the player characters to fi nd the thief and clear 
his wife's name . 

No matter how you handle ii , the presence of Annie Oakley should 
add some color 10 your BOOT H ILL Came campaign. 

POLVHEURO:V 
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New and Old 
The GAMMA WORLD® Game 

by James M. Ward 

Whether you' re a Pure S train H uman or a 
mutated badger, ( have great news! The 
GAMMA WORLD Game has risen from 
the ashes, and it's beucr than eyer. A new 
edition , revised and updated, is about to be 
released. The new SCt con ta ins man y new 
options, and a few old ones have been re· 
stored as well. 

Weapons and Combat 
The parlial Weapons Chart below has been 
reprinted from the new set to illust rate some 
of the features presented in the updated 
version of the game. Defini tions of the new 
terminology a re as follows: 

28 

TECH: All items have a tech level, 
but now all player characters also have a 
tech level rating based on character type. 
Plant and animal characters are Tech I 
(stone age technology); humanoid char­
acters are Tech II (Middle Ages technol­
ogy) ; and P ure Strain H umans a re l b:h 
TIl (1980's technology). Tech TV technol­
ogy is that of the fUlUrc , just before the 
fall of mankind. A new Tech V rating 
has been added to represent " alien " 
technology that has recently arrived in 
the Gamma Wo rld. Most Cryptic Alli­
ances have access 10 th is technology due 
w t heir exploration activity. 

Tech ratings also apply to specific 
items. In that case, they reflect how 
difficuh it is for an uni nformed character 
to usc the item. The first edit ion of the 
game featu red a flow chart for determin­
ing the results of characters experiment­
ing with unknown pieces of technology. 
This chart has been revised and re­
incorporated into the new rules, so cha r­
acters who pick up strange items and 
fiddle with them witt eventually either 
lear!! their functio ns or fry themselves 
and thei r companions in the attempt. 
The actual result depends on the l ech 
levels of the character and the item in 
question, as well as on the luck of the 
dice. It is even possible for a character w 
discover one or more functions of an 
item without ever learning its true pur­
pose. f or example , imagine a hand laser 
used simply as a "quick and easy bread 
toaste r." 

MOD: The mod column gives the 
ability score that comes into play when a 
weapon is used. A high score in the 
relevant ability gives the character bette r 
results with the weapon. (Note, however, 
tha t lech V ite ms can actually drain 
intell igence if they arc used constantly.) 

BASE DAMAGE: The new system 
has an all new combat system, which has 
been incorporated into the Action C hart. 
The new chart ca n be used for any 

action Success is based on percentile 
dice rolls, and both luck and the relative 
d ifficu lt y of whatever is being a ttempted 
affect the results. 

Base damage is the minimum damage 
a weapon does on a successful hit. The 
base damage is then multiplied by I, 2, 
3, 4, or 5, depending upon how lucky 
Ihe hil acutally was. 

EFFECTS: All the possible weapons 
effects are listed. The blasters are now 
listed as d isintegrators once again. 
(Thank you for your cards and letters on 
that subject. ) Poison, radiation, slunning 
effecls, and damage have all been tied to 
the Action Chart, so they are considera­
bly easier to compute. 

Types of Weapons 
There arc many new weapons on this list, 
thanks in part to the letters written by inter­
ested readers of POLYHEDRON'" 
Newszine. I th ink players and G Ms alike 
wilt find Ihe new items highly useful and 
enjoyable. 

When you look over Ihe chart, notice that 
all but one of the l ech V weapons are brand 
new. It seems that aliens have landed, 
expecting their weapons to protect them . 
Laler, passers-by found equipment a nd 
weapons, but only bits and pieces of aliens. 

Scatterguns, rifles, revolvers, and pistols 
have all been added to the listing to reflect 
the difference between such weapons and 
the more modem and usually smaller slug 
pistols. Unusual weapons such as nets, 
garrotes, torches, saps, and flamethrowers 
were all demanded by Ihe public, and they 
have been cheerfull y added for your enjoy­
ment. 

What Else is New 
Lots and lots of major and minor changes 
have been made in the system. Care has 
been laken to redefine all the concepts thai 
players and GMs told us were unclear. 
( Keep those cards and letten coming; we do 
pay atten tion .) 

More in formation has been given on each 
Cryptic Alliance, as well as the locations of 
their major strongholds. 
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M utations have been redefined, and a 
few new ones have been added. Now most 
of them arc more powerful, and considera­
bl y easier for both player and GM to usc. 

Rank and Status now have defin ite game 
effects. Characters can use experience 
points to improve their abilities. Not only 
does this enable characters to increase their 
levels of power, but their increased ability 
scores improve their chances of success with 
their mutations. 

I was amazed at the number of people 
who called my creatures wimpy. They won ' t 
do that now. The hit dice of most crea tu res 
have jumped considerably, and with the 
new Action Chart , the quality of their fi ght­
ing is vast ly improved. 

The new system also offers a wider choice 
o f player character options; giant creatures 
can now be PCs as well. Also, all character 
types now lTave unique new sets of advan­
tages and disadvantages. Thanks to the 
efforts of Kim Eastland and Harold J ohn­
son, there is also a system for using special 
talents and skills. T hese two subjects will be 
further developed in fut ure modules. 

The Rules Aren't 
All You Get 

Included in the game box is a new referee's 
screen, which contains a highly useful Ran­
dom Event Chart that can provide the GM 
with entire storylines if used correctly. 

The new 32-page module is set up in 
p rogrammed adventure fo rma l to teach the 
new referee how to play, but i! can be used 
fo r solo play or by experienced GMs as 
wclL There are many new ideas and si tua­
lions that even Ihe most experienced players 
will find interesting and useful fo r Iheir own 
games. 

On the Horizon 
The p roduct schedule for the GAMMA 
WORLD Game line calls for a module 
every three months. T he first adventure, 
written by Kim Eastland, will be available 
along with Ihe new edi tion . I am working 
on two more modules, and I can promise 
you thrills and spills in both. 

Best of all, there is talk of bringing back 
(he METAMORPHOSIS ALPHA'" Game, 
provided that sales of the GW line meril the 
effort . Thanks to all of you who bough t the 
original MA, and to all those who have 
written to tell us that you would [ike to sec 
it back in print. If you know nothing about 
that old game, be assured Iha! there is a 
surprise waiting for you out in a parking 
orbit around Earth. With luck and a linlc 
bit of effort , you characters will be able to 
reach it. I'll keep my fin gers crossed for 
you. 

l88ue l a o 



DISPEL CONFUSION 

Adva!tl<;!,d 
Dungeonst::Wragons 

Garnle Questions 

ADQ; On p'3ge 15 of the Uncarflu!d Ar­
<:.111 .1 book, it lays that whcll thc: cavalier 
is dismounted a nd using a lance, a + 1 
bon us appliu to the dama~e. A m edium 
o r light lance used while d ISmounted is 
treated as a spear. But Ihc damage: indi­
cated for the medium lance is 2-7/2- 12 
a nd t ha t for the s}>C'a r i . 1-6/1 -8. Do you 
treat the: lance: exactly like a spea r ? 
ADA: The medium or light lance used 
while dismounted is treated as a spear in all 
~'P<:C{S except length , wei !:!:"!, and speed 
factOr. T herefore, the base damage is that of 
a spear, but a + 1 damage bonus a pplies, 
making Ihe total damage 1-6 + 1/1-8 + 1, or 
2-7/2-9. 
ADQ: Do psion ic disciplincs come: into 
effect immediately? Thai is, could a 
psionic character in melee with a fig hter 
probability travd away before the oppo­
nent had a chance to strike? 
ADA: Use of a psion ic di!c ipl ine takes one 
segment, !IO the p!ionic cha racter in yoor 
example might he able to escape via proba­
bility travel, depending upo n the in itiative 
roll and the speed factor of the attacker's 
weapon . 
ADQ: Can spclleasteu (or for that matter, 
monlters with innate . pell powers) see 
through their own darlene •• effects? 
ADA : No, not even the caSler can see 
th rou$h darkness wilhoul other aid , such as 
true SIght. Darkness is usually used to con­
fuse the enemy while the castcr escapes. 
ADQ: Why do super-powerful monlters 
(such as Demogorgon or Asmodeus) strike 
a. 16 + hit die ereaturCl? This give. them 
a woru: chance " to hit " than a 17th-level 
fighter. They ha ve had thousands upon 
tho u.ands of years of fighting experience 
with others of t.heir ilk , Car more tha n 
any fighte r cha racters . I know the game 
i. tipped towa rd huma n', but this seems 
a bit much. 
ADA: Fi rSI of all , neither Asmodeu. nor 
Demogorgon should have 10 resort 10 hand­
to-hand combat to deal with mortals. Their 
othe r abili ties more tha n make up for any 
lack of combat skills. 

Secondly, both can be considered demi­
gods, as per the Legends & Lore book . Note 
that even the greater gods listed in that 
work are rarely given class-equivalents 
higher than 18th-level, though they tOO 
have obviously been fighting and Calt ing 
spells for thousands of yean. After a point, 
furth er development of human skills i ~ a 
waste of time, for there are far better ways 
for a deity to handle problems. 

VOI,1'IIEllItON 

Properly run. an encounter with eithe r 
AsmOodcus or Demogorgon should be mo re 
than a ma tch for a pa rty of high-level char­
acters, superior human fi ghting skills not­
withstanding. Consider the at-will abilities, 
magic res iSiance, and immun ities of those 
oppone nts, plus their abil ity to telepon 
away from any situation they don't like, 
and they're awfully tough as they are. 
ADQ: How long is the " introductory " 
tra ining period fOo r a human who switches 
clanes and become. dual-classed? 
ADA : Since the system doesn ' t specify it, 
ii's up to the DM 'sjudgement. I usually 
require a t ra ining period of at least 1-2 
months (game time) to learn the rudiments 
ofa new profession . Another campaign in 
Lake Geneva uses a. number of weeks (game 
time again) equal to the staning age of a 
human in the new dass (D ungeon MllsleN 
Guide, page 12), which is a bit tougher. 
ADQ: On page 81 of the Dungeon Mas­
ters G uide, it says that magic armor pro­
tects the wearer Cra m spells that cause 
physical da mage. Woufd this aho protect 
against non-magical cold attacks? The 
implicat io n seems to be that magic armor 
protectl against a cone of cold spell but 
not aga inst white dragon breath . 
ADA: Magic a rmor also gives saving throw 
bonuscs v ~. non-magical cold or fire attacks, 
assuming that the attack form a llows a 
saving throw in the first place. It does not 
provide extra protection against a ttack 
forms such as gas and poison, which do not 
depend on physical damage to wo rk, nor 
against spe lls which do 1I0t inniC! damage, 
such as sJeep, charm , eiC. T he passage 
merd y indica tes that magic armor provides 
defensive bonusel vs. damage-producing 
spells IN AODITION to extra protection 
from normal attack forms. 
ADQ: Why don ' t undead ,pellcasters 
need ,penbook,? Since Ed G reenwood of 
DRAGON <!I Magazine said on page 53 of 
Issue 195 that the lich A,;imer did not 
need his spell book, I anume that this i. 
an official ruling. In that case, what i. 
the spell recharge period of a lich (or 
vampire)? 
ADA: NEVER assume that something in a 
magazine (T S R', or o therwise) is offi cial . 
The official ru ling is that liches do indeed 
need their spellbook~ to memorize spells, 
just as they d id when they were li ving mor­
tal spelleuters. The module in question is 
unclear as to exactly why Azimer isn ' t using 
his book in this instance; perhap~ he doesn' t 
use spells often a nd is still carryi ng spells he 
memorized some time ago. 

For fut ure reCerence, note cha t most 
material a ppearing in DRAGON® Maga­
zine and other gaming periodicals is NOT 
official; the art i cle~ are simply ideas and 
contribu tions from the readership. Official 
rules for the AD&DII Game appear in the 

AD&I)® Game hardback books, period . 
Official rules adjustments and imerpreta­
tions appear in this column and occasionally 
in DRAGONe Magazi ne, but they arc 
always clearly labelled as such . Even then, 
rules additions and expansions a re fre­
quently in prototype form, and a re $ubjcci 
to alterat ion before being finalized in a 
ha rdback rules su pplement. Feci free to try 
out a ny ideas pn:sented in the periodicals, 
but if you an: a stickler for ru n ning a by­
the-book campaign, double·ch « k the books 
first and adjust the materia l as needed to 

avoid conflicts with published rules. 
Note that a ny hardback rulcbook is care­

fu lly reviewed by TSR staff designers before 
publication. but deadlines do not permit 
5uch a luxury wifh respect to magazine 
a rtides. Some (few) glitches get by even in 
the hardbacks; they are mOTe common in 
the magazine •. 
ADQ: Can non.eorporeallindead ny. or 
are they affected by gravity like most 
other creatures? 
ADA : Non-corporeal undead can ny only if 
a nying speed is given in the creatu re de­
script ion. GhoslS trave! mainly on the ethe­
real plane, ~o in thei r part ial m anifestations 
they can appear to float or fl y as desired , 
except when they have assumed material 
form. 

Note that due to form at changes, certain 
b ilS of data in the original Monster M llnual 
book arc incompletely (and sometimes 
incorn:ctly) presented, using the modern 
viewJloint. A spectre, for example, has 
Maneuverability Class B, which i~ not in 
the book. A giant gar 's movem ent rate is 
not 30", as given; it 's 0·1130~ • since il can ' t 
walk around on land . 
ADQ: Page 39 of the Dungeon Muters 
Guide Itates tha t a magic-use r may add 
one spell to his o r her spell books each 
t ime he or she trains. What level is the 
given spell , a nd can the player choose the 
spell or is it randomly determined ? 
ADA : The spell is no rmally of the highest 
leve!lhat the character can cas t afte r trai n­
ing. It is up to the individual OM to deter· 
mine whether new spells a re assigned or 
given by choice in a particular campaign . In 
either case , the "chance to know" roll still 
applies, and the cha racler may or may not 
be given a chance to choose another spell if 
the first offering call not be learned. Also, 
the OM may choose to make o n ly certain 
spells available through the tra ining proc­
ess. 50 the choice may be limited. 

Good OM s usually take this opportunity 
to insert a spell which will be needed soon 
in the campaign (planning ahead), or other­
wi~e one that would lie within the demon­
strated interests of the character. For 
example, a mage who prefers evocations 
would gel a new evocation in each training 
period (usually, bu! not always) . 

•• 
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The Critical Hit 

" FitSloff, I 'm Pub/ius nrcmus Fliclccus . 
You can call me "Sir." J was 11 cclllurion 
ill 1/1e annie! of R ome, lind 11010' I'm 11 
T illie Corps Lifer/9. 1'1/ be your w;lchcr 
on the ways and wiles oflhe enemy. You 
have questions about JJclIlorclllIS, you 
come /0 me. ", 

Time travc! has held man 's fa scination for 
a$ long as thc possibility of un powered flighl 
has, but with fa r less satisfying results. 
Though man has yel to corne up wi iii 11 
device capable of physically propelling an 
individual through thc cons, a way to pani­
ally satisfy that desire now exists in the form 
of a !lew role-playing game <ailed TIME· 
MASTER'" Game (Paccsenc r, Ltd ., 
512.00). 

[t is the year 7192, a nd you r cha racter 
has just arrived from one of six " time win­
dows' ," and has been recruited \0 ban Ie the 
mellially unbalanced Demoreans', who afe 
OUt 10 create the " Perfeel" sociely by 
cha nging critical events Ihroughout hislOry. 
0 ,', you can choose to Irack down renegades 
from the T ime Wars' . 

T he idea of changing lime for personal 
gain isn 't new. ii 's been done by famous 
aUlhors such as Edgaf Allen Poe :md H . G . 
Wells, and various comic books have done it 
at one time or anOlher. However, J>aceSetief 
Lid. has come up with a way that you a~ a 
pillyer and a member of Ihe Time Corps' 
can preven l Ihese chllnges . 

Packaging 
The a rtwork on Ihe front of Ihe box is good, 
bUI perhaps tile bright red background 
lurns away $Orne customers, as red is a 
rather "angry" color. 

The box artwork ilsc1flooks very similar 
10 tllal oflhe PA RANOIA'" Game. Detail is 
good as well a s colorfu l. so there is no proh­
Ie,,! di~tingu i s ll i ng between Centurions' and 
Prus~ian soldicrs. 

Rules & Explanations 
The Traveler 's Manual does a good job of 
explaining the rules. It is !let up so tha t even 
a beginning player can pick it up, read the 
rules through a couple of times, and under­
stand the basics well enough to play. 

Thc Guide to the Cootinuum provides 
the player with excellent historical insight 
through the "time windows" me·ntioned 
earlier, as well as the background informa­
tion on Ihe eyer'present Dcrnoreans. The 
text describ ing each time window is in the 
form of a narra tion by a member of the 
T ime Corps. This presentation adds a lillie 
spice to what would normally be monoto­
nous droning o f history, as they recount the 
sighl and sounds of thei r particular time 
periods. 

Character generation is accomplished 
with three lO·sided dice. Various modifiers 
arc then applied to the raw numbers to 
generate the eight basic abi lit ies. These 
abilities are used to determine a character's 
success in all actions taken during the 
course of an adventure. 

Also available 10 the character arc various 
combat skills (armed , unarmed, special 
weapons, mounted combat , missile weap­
o ns, and heavy weapons), as well as 20 non­
com bal skills ranging from Computers to 

Tracking. Various ability scores delerm ine 
the character's base skill and level, while 
expertise in a particular skill determines 
what modifiers a rc applied to the base 
score. 

Each PC acquires 2 mental abi lities 
known as Paranormal Talents', plus one 
that is pre-determined . (There are eight to 
choose from.) !lUI be warned ! Demoreans 
have their own set of Paranormal Talents 
and use them with as much impunily as 
humans can . 

H uman is the only race available for 
PCs. However, if yo I! as a eM want to 
have players run Demorean characters, let 
me warn you - though they're quite pow­
erful by themselves, the Demoreans arc 
bound to lose because they ' re the bad guys. 

Miscellaneous 
[have to admil thatlhe TIMI~MASTERT. 
Game has great potentia l. The rules arc 
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thorough, the artwork is exccllent and well 
delailed, though I' m sure not everyone likes 
"engraver art," and the game is fai rly well 
o rganized . 

Because Ihis is a new game, various 
tables are scattered throughou t the TraY' 
eler's Ma nual. Though there is an index, 
not fi ll the tables arc listed therein, so one 
has to search for the proper table . 

GMs undertaking a campa ign based on 
this game should have some knowledge of 
history (preferably in the Western Hem i­
sphere), or be history buffs themselves. 
Otherwise, they' re in for a lo t of research 
for each adven!Ure planned, especially if 
each one is going to take place in a diffe rent 
time period. I suppose it's no worse than 
researching the various books a nd manuals 
avai lable for the AD&D$ Game 10 prepare 
for each adventure, but al least in Ihal case 
the books are at home. With the T IME· 
MASTER'" Game, trips to li brary arc in 
order unless the GM collects history books. 
"10 5Ome, Ihis may sound like "much ado 
aboUl nOlhi ng," and some GM~ will appre­
ciale the fact that a campaign can be built 
fro m reference materials that thei r players 
may not think to look for. But if you don' t 
have a good working knowledge of history, 
a nd you lack the the li me or inclination to 
do research at the library, the T IMEMAS­
T El{" Game is nOi for you. 

Overall 
In the hands of a good GM, t lte TIM!::' 
MASTER'" Ga me has the po tential to be 
very enjoyable. It has not yr:t reached its 
fulll>olential, and there are a few "rough 
SI>ots" which should be smoothed OU I. BUI 
if you like the idea of a game that takes you 
Ihrough time, give the T[ M ": MASTER'" 
game a try. 

Final Rating 
The TlMEMASTER'" Game 

PfLc kaging 
Rult:~ 
M isct: lIaneous 
OYerall 
Degree of 

Difficu lt y 

*** *** *** *** (no experience 
necded ) 

Within the box is a "Traveler's Manual" 
with the same illustralion as ,hat on Ihe 
box, a " Guide to Ihe Continuum " with Ihe 
old style cngrav ing type o f artwork, similar 
to the type used for the faces of former 
siaiesmen thai adorn U.S . cu rrency, an 
introductory advent ure, I +0 plainly 
marked, durable counters, a two-sidcd hex 
map thai can be used in any situatiOI1 , 
though it is prima rily for usc wit h lhe ad· 
venture, and lhrce IO-sided dice. 
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cominued f/"Om page 5 
level. The cards were made to b~' compalible with the com pUler 
pro!(rllll1 which calculales experience, but thai program is still not 
completed We expett the program to oe in pl;)ce by this fall , at 
which lillie updated ca rds will be mailed to all those who have been 
active ill tou rament play. In the lIlellnlilllc, however, we have had to 
rcteltSC the part ia lly updated cards, since it is not fair to hold up 
everyolle's renewals a nd extensions jusl lx-cause our computer 

can not yet calculat!; point s. All tou rnament data is currcntl y on liIe 
a( HQ. [fyou qualify for re~tricted events. you nerd not fear being 
denied entrance, even though your membership card docs 1101 yel 
rdlect your correct statu s; record ~ Oil paper arc ava ila ble 10 tourna­
ment ("oordinators at any convention offering Icvcl·re~trklCd evcnts. 

'Til next iS5ue, 
Penny Peuicord 



RPGAN Network Tournament Wlnnars Ust 
The following conventions have :"laid official APGA Network Tournaments. Congratulations 10 alilhe winnersl (Data lrom other conventions 
held this past quarter will be Hsted In a laler Issue.) 

GLATHRICON '86 
(June lJ.8, 1986 - Evansville, IndiMB) 

AoaO® Game Open Tournament 
"The Long Way Home " (by Bruce 8IId Jean Rabe) 

Tournament Coordinator: JfuJn RBbe 

1s. Place 2nd Ptace 3rd Place 

Sieve Glimpse Ray Benjamin Oavld Curtis 
Steve Hatdlnger Charles Martin Denise Curtis 
Che1y1 McNany Sean Nicol RiCh Mye~ 
Rembert Parker Greg Schwartz Uz Scheller 

ADao- Game Junklr Open Tournament 
"The Staff 01 Ocondla" (by Dan KremarslryJ 

Tournament Coordna/ol: Jeen Rabe 

181 Piece 2nd Plice 3re1 Place 

John Hoyt MIchael Sanford Casey Bofea 

Aoa[» Game Mutaro Tau_ 
"DlJ8mme's 1\.IMI" IZIV MIIfe 8IIIIA'W) 
TounatrJefII CoorcfnIIIDr:..INn RaI» 

181 Place 2nd Place 3"' Place 
Don BIngle Bob Etheftdge Aaron Boa 
Jim Wade Aandaft Lemon TetrY CIeIcher 

DR, WHO" Game Open T_I 
" Y-~-'(!JyGoQ­
Tournament COordItrfIOl: &vee RD 

, .. ,_ __ anI _ 
__ IddClleo __ 
CIIootM8oguI .... ~ __ 

GAMMA WORIJ)O _ ODM TO\IfIIIIMIII 
" --(!Jy"'~ . 

TotI7IMIIMfCrMdhilOf _lfIN ... _ 2nd_ ani'" -- -- -­MARVlL8UPIR"I~ 
GanIe allen TotIriIoIInont " __ '(!JyJll1_ -,---...... 2nd...... 3nI_ ..,c_ Ao._ ""'_ 

=:r.!: :::.:=- =I:':.t 
Tom McKay RonKnllger Mark~r 
Guy Mc:LhI1on> .... ~ _Gonot 
Qreg SchwarU CIu:k 8chciIz BIn SftMfI'er 

MARVEL SUPIR HEROES" 
_-..Tauma ...... 

"8tnfndIpIIy" (IYf Jell IItJntI) 
Toum.tfINnt ~ Bnlcelllbf 

, .. - 2nd_ 3nI_ 
Rembert Parke' _Rabe 

PARANOIA"" Game Open Tournament 
"On:buStera" (by west End Gamea) 

Tournament Coon:fnaror: Broce R4be 

1, . Place 2nd Place 3rd Placa 
Oon Bingle Ben Shaeffer Alan Fawcen 

STAR TREK": Tho Rolo-Playlng 
Game Open Tournament 

"ShadH 01 Old f1erorM" (bf Our McI.Itrww) 
Toumam.nt CoonfMlOf: Bruce Rabf 

1. Place 2nd Pfece 3R1 PIIoe 
WaRar Barron Greg Schwartz Btandon BroWn 

TOP SECRET" Glome Tau_ 
'·W., CrimM" (by Pwnny P.aIooId and AfLb SeIhIntr) 

, .. _ Don_ 
SMwGlIm.,.. 

TOI/IrJIIIrNiW~ &uce Ra6f 

2nd_ anl_ 
JayT_ LInda_ 
JlmW... __ 

PIINTACON 
(_3<\, .... - ""' __ 
AOIJIO 011 ... Open T_IIIIIII 
"-~-"(!Jyl'll/l­
~~"'QIIfN 

111_ 2nd_ ant_ 

=';'.'1" 

, .. _ -----SH also page 25 

2nd_ -..... --



HOW TO ORDER! 

BY MAIL .. 
Clip and ma~ th is Order Form to: 

The Mail Order Hobby Shop 
P.O. Box 756 
Lake Geneva, WI 53147 

BY TOLL·FREE TELEPHONE ... 
Please complete this Order Form before calling 

in YOUI order. then use the in formation from this 
form 8S your "shopping I1SI" when placing the 
order to be charged 10 your MasterCard of VISA 
account. See "Toll·Free Telephone Ordering" 
section for further in formation. 

METHODS OF PAYMENT: 
For your convenience, The Mail Order Hobby 

Shop offers 5 methods of payment, all in U.S. 
lunds ... 

Ch&<' 
· Money-Older 
• MasterCard 
- VISA 
· Purchase Order. . only from rfl(:ogni~ed 

schools and libraries. 
Minimwn Onhr. $15 in merchandise, exclu­

sive of taM and Shipping & Handling. We regret 
that we cannot accept payments in cash or 
SI!lmps, nor can we accept C.O.D. orders. 

GUARANTEE: 
The complete satisfaction of our customers 

has always been our prima!)' concern at The Mait 

Order Hobby Shop, so if for any reason you are 
not satisfied with any item you receive, simply 
relUrn it as newwithin 30 days lor an e!fchange or. 
at your option, a fult refund of the purchase price 
of the merchandise. Onty authorized returns as 
described below wilt be accepted. 

AUTHORIZED RETURNS: 
In the 8\lent you are not completely satisfied 

with any item you receiv9 from The Ma~ Order 
Hobby Shop. please notify us ~ wtftmg within 30 
daysof the time you receive that item. Write to .. • 

Customer SelVice Dept. 
The Ma~ Order Hobby Shop 
P.O. BOk 756 
lake Geneya, WI 53147 

Be sure to Include in your letter your name, 
complete address, area code and telephone num­
ber PLUS the number 01 the invoice as shown on 
the packing slip that accompanied your order. 
In addi tion, please Indicate the natureol the prob­
lem, as well as whether you prefer a refund or an 
ekl;hange. 

Once your leller has been received, you will be 
sent by return mail the instructions on how and 
where to ship the merchandise you wish to 
return. You will also receive an Authorized Return 
Number which allows us to promptly process 
your request . 

Items returned withou t the Au thorized Return 
Number will not be accepted when they arrive, 

nor will refunds or ekchanges on such unauthor­
ized returns be processed. 

PRICES & DISCOUNTS: 
Prices are subject to change wilhout notice. 
Miliary ~I on al;tiyc duty at recog· 

nized mil ita!)' installations are authorized a 10% 
discount on all items. To claim this discount, be 
sure to indicate in the space provided on the 
Order Form your name, rank, serial number and 
complete milita!)' base address. 
APGA"",twork "."."ober. are also authorized 

a 10% discounl on all items. To claim this dis­
count, members must indic8le in the space pro­
yided on the Order Form Ihelr Yalid RPGA 
membership number. 

8cftooI . ... 11br .... are also entitled to a 
10% discount when invoices are paid within 30 
days. Failure to pay within 30 days forfeits such 
discoun!s. 

Compounc8ng of diK:ountli is not permitted. 
Example: Adding a 10% military discount to the 
10% RPGA membership discount for a total dis­
count of 20%. 

DELIVERY: 
Please use street address (nol a P.O. Box Num­

berlto indicate where your order is to be deliy· 
ered. 

Orders are generally processed within 5 wolir:­
ing days from the day they are receiY1K:l. 

ORDER FORMH"""_'toPHONEINANOROlRr:to.pedro~.II.Jid~tIf"VISA~~r.lhl#o,.-,F_lHrftINrouc.6 
.., Nt r_OtfdM_ N ,... .. qu/df"..wI~. Nom~ 01 W~ _ ToII-hH......".,.'" IIIOU.B". Nom wiCfWI 

... ~ cMIH1fJZ41-3tZ5. ..."." OROERINO BY MAIl. ~r. fIW 0..-. Fonn .wi ..... " to: TIN M-"~ Hobby ...... P.O. 80. M, 1M. 0-11-. ... , 6nf7. 

{"'-- PAINT .... ~ plMnlyJ 

ORDERED BY: (For onJen othet- than to mlllta"y penonneI on .cfJ". duty.} SHIP TO: {If dIffenmt from "Ordend By" 

- -
..... ~-

........ - Po-"QW~ 

For M_y Orders ONLY: Check ONE 10 ~leeIe rn111f1od of payment. 
o Check 0 Money-Order 0 MasterCard o VISA - o Purchase Order enclosed. Write PIa number hefe: _____ _ _ ... -- ......----

1. Sub-Total of all merchandise from back side of this Order Form. $ 

2. Calculate and SUBTRACT 10% Military Discount if applicable. \e:..~-
.~"" 

$ 

3. OR enter your APGA'" number here and SUBTRACT 10% Member's Discount . $ 

4. OR calculate and SUBTRACT 10% School / library Discount if applicable . .... _- $ _&~ 

5. TOTAL MERCHANDISE COST (Note: Minimum Order is $15.00 in merchandise. $ 

6. Wisconsin residents calculate and ADD 5% Sales Tax $ 

7. ADO appropriate Shipping & Hand ling Charges f rom table elsewhere in this catalog. $ 

8. TOTAL AMOUNT OF THIS ORDER. Be sure to check your choice of payment options above. $ 



Convention Announcements 
Georgia 

CONFEDERATION (WORLD 
SCIENCE·FICTION CONVENTION) 

Don" miss the famous world sclence-lict ion 
convention al the Atlanta Hillon and Mariott . Au­
gusl 28-Seplember I , 1986. This year the con­
vention features an RPGA'" Network AD&D'" 
Game Open Tournament, plus several olher 
Network-sponSOfed events. The Guest 01 Honor 
will be Ray Bradbury. 

For judging information, contacl: Rembert 
Parker, P.O. Bo}C 180866, Austin, TX 78718. 
Phone: (512) 258·9917. 

illinois 
FRONTIER WAR 2.5 

Miller Park Pavilion in Bloomingdale, illinois will 
be the site for this gaming extravaganza on Oc· 
lober 4 & 5, 1986. Frontier War 2.5 is sponsored 
by the Dungeon Masters' Association at Ulinois 
State University. Featured events wi ll include 
an AD&D® Game tournament sponsored by the 
APGA'" Network and the n9KI installment 01 
" The Danaggael Saga" AD&D Game tourna­
ment, plus miniatures and boardgames. Fees 
are 15.00 until Sept. 20th, or $6.00 at the door. 

For more information, contact: Frontier War 
2.5, c/o Steven Miller, 511 W Mulberry, Apt 2, 
Bloomington, IL 61701. Phone: (J09) 827·7817. 

Indiana 
CONTACT '86 

Come to CONTACT '86 at the Ramada Inn in 
Evansville, Indiana on October 17, 18 & t9, 
1986. This gaming and science liction eXlrava­
ganza will feature RPGAN Network tourna­
ments (AD&oe Game, Maslers AD&D Game, 
MARVEL SUPER HEROES" Game, Maslers 
MARVEL SUPER HEROES Game, and the 
TOP SECRET- Game). Plus, there wil l be 
enough other events to exhaust even Ihe mOSI 
stouthean ed gamerl 

Guesls include Frank Mentzer, Penny Petti­
cord, David R. Palmer, Stanley Schmictt, Alan 
Clark , and Bill and Judy Suilon. 

Activities Include an an show, miniatures 
competilion, movies, panels, and a special ban­
quet and brunch. Don't forget to bring your cos· 
lumes lor the masquerade! 

For more In formation andlor game pre­
registration forms, contact: R.C. S.FA, P.O. Box 
3894. Evansville, IN 47747. 

PENTACON II 
The Nonheastern Indiana Garners ' Association 
Inc. presents another wargamers' convention at 
Grand Wayne Center in Fort Wayne. Indiana on 
Saturday, November 15, 1986. The canvenlion 
opens at 9:00 A.M. and runs until midnight. 

Once again . the convention will feature an 
RPGA'" Nelwork AD&03 Game Open Tourna· 
ment. plus the usual select ion 01 role-playing 
events, minIatures, boradgames, and other 
games. Pre· registrat ion is $2.00 until October 
31, 1986 or $3.00 at the door. The lirst 250 pre­
registrants wi11 receive a gilt worth more than 
the price of admission! 

For more information, contact: Mike Durant, 
1201 $winney, Ft Wayne, IN 46804, Phone: 
(219) 422·9964. 

FALL CON 3 
The Brigade Gaming Group announces its fall 
convention - bigger and better than ever ba· 
lore. FALL CON 3 will be held on October 25th, 
1966 in the Athenia Room 01 Greencroh Center 
in Elkhan, Indiana. Featured events will include 
an RPGA'" Network AD&~ Game tournament, 
V'NoII Nava l Minitures, Civil War Naval Mini· 
tures, WWl1 Land Ballles, and severel other 
games. Admission is $5.00 at the door. 

For more information, please confact: Mark 
Schumaker, 1621 Frances Avenue, Elkhart, IN 
46516. Phone: (219) 294·7019. 

Kentucky 
DEEP SOUTH CON 24 

Come to the luxurious Galt House in Louisville, 
Kentucky September 26-28, 1986 for this \fad;· 
tional gaming/science-fiction extravaganzal 
This year, the convention wi11 feature an AD&D* 
Game Open Tournament and a MARVEL 
SUPER HEROES'" Game Open Tournament, 
both sponsored by the RPGA'" Network, plus a 
large huckster room, an an show and auction, a 
masquerade, a 24·hour hospitality suite, a film 
program, and much more. The Guest 01 Honor 
win be David Hartwell . 

For information on attending, contact: L&N 
DeepSouthCon, P.O. Box 58009, Louisville, KY 
40258. 

For iudging Information, contacl: Rembert 
Parker, P.O. Box 180866, Austin. TX 78718. 
Phone: (512) 258-9917, 

Michigan 
CONQUEST V GAME FEST 

Come to Michigan State University in East 
Lansing on November 15 & 16, 1986 lor this 
year's edition of CONQUEST. There will be 
(ole-playing events, miniatures, and board­
games, plus an RPGA" Network AD&03 Game 
tournament, an auct ion, dealers, miniature 
paint ing contest, movies, and more. 

For more information, contact: ConQuest c/o 
Phil White, 2300 North Grand River Ave, Lans­
Ing, Mf 48906. 

Nebraska 
LlN·CON VIII 

Corne la Lincoln, Nebraska on October 17, 18 & 
t 9, 1986 lor our annual game convention. This 
year, our special guests witt be David " Zeb" 
Cook, senior designer for TSR, Inc. and his wife 
Helen, both nal ives of the Uncon area. Gaming 
events will include miniatures, boardgames, 
miscellaneous role-playing events, and an 
RPGA'" Network AD&03 Game Tournament. 

For more informatfon, conlact: Hobby Town 
East Park Mall, 220 North 66th Street, 1228, Un· 
coln, NE 68505. Phone: (402) 464·2858. 

New York 
COUNCIL OF FIVE NATIONS XII 

Our 12th annual convent ion wilt be held on the 
Union Col1ege campus in Schenectady, NY on 
October 24, 25 & 26. 1986. Once again, the con· 
vention is sponsored by the Schenectady 
Wargamers and the Union College Garners. 

White gaming is ttle overwhelming fea ture olthe 
weekend, there wi11 also be a miniatures paint­
ing contest and a masquerade sponsored by lo­
cal stores, videos, and dealers. Games events 
wi11 include an RPGA" Network AD&D' Game 
Open Tournament, plus Runequest and Juniors 
AD&D Game tournaments. 

For more information write: Council of the Five 
Nations, POB 4086, Queenbury, NY 12801. 

North Carolina 
UNC GAMING CON 

Come to the University 01 North Carolina on No­
vember 21, 22 & 23, 1986 for our annual gamIng 
cOflvention. This year, we feature an RPGA'· 
Network AD&o- Game Tournament, along with 
other role-playing, miniatures, and boardgame 
events. 

For more information, contac t: Diane Case, 
608H South Chapman Street, Greensboro, NC 
27403. Phone: (919) 275-8808. 

Ohio 
NOWSCON 

This wargaming convention will be held at the 
Brooklyn Armory on Friday and Saturday, Sep­
tember 27 & 28, 1986. The convention wi11 fea· 
ture Naval Miniatures, Napoleonic M iniatures, 
Strategy Games, and a 3-round AD&[)& Game 
tournament sponsored by the RPGA'" Network. 

For in formation, contact: NOWSCON, clo 
David C Grimm, 5501 BreckswoodOvat, Broad­
view Heights, OH 44147. Phone: (216) 526-
8233. 

EARTHCON VI 
The Holiday Inn - Independence in Cteveland 
is the site for the 6th edition 01 this SFfFantasy 
Convention. Held on September 19 & 21, 1986. 
Special guests will include Gordon R. Dickson 
and C. J . Cherryh. 

Forin/ormation, conlacl: NEOSFA, POB 5641 , 
Cleveland, OH 44101, 

Oregon 
DUNGEON QUEST 

Ponland Community College will be the site for 
this RPGA'" Network AD&ott Game tourna· 
ment. The tournament wi11 be held on Septem· 
ber 27. 1986. (Tournament Oflty - not an entire 
conventIon. Entrance fee $5.00 pre-reg, $7.00 
at the door. 

For more information, contact: Errol Farstad, 
2295 SW 219, Aloha, OR 97006. Phone: (503) 
649·2626. 

Canada 
SPECTRUM ·86 

Spectrum, an annual event of international sta· 
tus, will be held on October 31 through Novem· 
ber 2, 1986. Events ranging from boardgames 
to role·playing lournaments draw garners from 
western Canada and the United States. 

For more information . contact: URIGA, c/o 
S/udenr Union Bldg., University of Regina, Sas· 
ka tchewan, S4S OA2, Canada. 
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