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In Memorium

The Network bids farewell to a renowned dwarven adventurer

I met Steve Glimpse in October 1984, in Evansville, Indiana.
It was my first gaming convention, and my first Network tour-
nament. I sat across from him and his mound of colorful,
worn-edged dice. He was playing a dwarf, and with his bushy
black beard, crooked grin, and sparkling eyes, he very much
looked the part. I don’t remember the character I played, or
the name of the adventure or the DM. But I'll always remem-
ber Steve.

Steve lured me, and many other players, into several Net-
work games that long-ago fall weekend. And then he lured us
into dozens upon dozens of games over convention weekends
to come. Steve’s love of the role-playing hobby was infectious.
He had a way of tempting newcomers to a table and getting
them wrapped up in the adventure. He had a way of making
them mark their calendars for conventions he was planning Lo
attend. If Steve was going, we were going. We had to. He had
a way of making every game fun.

Fun was what gaming was all about to Steve. An engineer
for McDonell-Douglas in St. Louis for many years, Steve put
his work and worries aside when there was a convention
within driving distance. And if the convention
looked tempting and was far away, he’d fly
there — and often persuade many of us
to come along. As the years passed,
hints of gray snuck into his dwarven
beard. The list of his conventions
increased, the hoard of painted
dragons he bought at gaming
charity auctions swelled, and ///, p
the number of his adventur- / 2
ing comrades grew. He had f/’/,/ Z
friends throughout the Y, - 2

/

Midwest, in Canada, and
on both coasts — and most
of them were members of
the Network. And he

had thousands of friends
he didn’t know. for he
touched so many people
through his promotion of
the gaming hobby.He even
lured Rillie, his wife of three
and a half years, into gam-
ing, and he’d grin when he
couldn’t find her at
a convention
because she was
in some cubby-
hole that served as the
gateway to Ravens
Bluff.

Steve never missed a
Game Fair — not since his
first one in 1981. He started
attending as a player —
indulging in any Network-sanc-

»)

tioned game he could find. Then he was coaxed to be a judge.
His dark eyes sparkled, like I remembered on that long-ago fall
day, when he received his first perfect 180 judge score. He said
he was afraid to judge any more because he knew he couldn’t
top that score. But he did judge — again and again — and on
many occasions he matched that coveted 180.

I remember calling on him each year from 1987 to 1994,
when I was working as the Network Coordinator and was
looking for volunteers for the summer convention schedule.
Just as Steve had coaxed me to the gaming table that fall in
Evansville, I coaxed him to be a Regional Director for a while,
and then to coordinate tournament after tournament at the
Game Fair. Each year he said he’d had enough of coordinating
— enough of all the paperwork and the checking on every
judge and table. Each year he said he just wanted to play. And
each year he’d sign up for a bigger tournament to shepherd,
such as the massive Network feature. He took the next step .
earlier this year and signed on a convention staff — for Sun-
Quest in Orlando. And I'm certain he would have done even
more — if he’d been given the time.

Steve racked up a few service awards for all his efforts. He
was the first recipient of Evansville Gaming Guild’s prestigious

Joe Martin Award for Outstanding Gaming, and at this
year’s Game Fair he was one of the first members to

receive the Network’s Lifetime Achievement Award.
» Of course, he also racked up more wins at Network
s tournaments than anyone could care to count and
that few people could hope to equal.

He won that game in Evansville in 1984.

There was no contest. Anytime Steve was

given a dwarf to play, he’'d always win.

He’d triumph in battles against hill giants

and ogres and wyverns, and he’d walk
away with magazine subscriptions and
other prizes.
But there was one battle he couldn’t win.
Steve Glimpse was diagnosed with skin
cancer in 1990. He fought it on and off, and
was at one time declared cancer-free. But his
old foe came back to haunt him with a terrible
vengence late this past spring. And it wasn’t
going to let Steve win.
Steve died early in the morning October 3,
1995, on a fall day a lot like that one in Evans-
ville so many years ago.

The many people he touched over the years
will remember what he brought to their lives and
to the game table — fun, laughter, and an infec-

tious fervor for the role-playing hobby. They’ll

remember a dwarven heart beating inside a

human body, and they’ll fondly and always remem-
ber Steve.

~
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Death’s

Teeth

An adventure location in the DRAGONLANCE® setting

By Steve Miller

This material, based onthe module
Dragons of Faith (DL 12) by Harold
Johnson and Bruce Heard, expands on
a location at the western edge of the
Blood Sea. It is featured as Encounter
Area 41 in the original module, or
Encounter Area 75 in DRAGONLANCE
Classics 3 anthology. It is designed for
characters of levels 8—10.

A Tale of Two Brothers

When the pride of the Kingpriest called
down the punishment of the gods on the
people of Krynn, numbered among the
many casualties were the twin brothers
who commanded the lIstari fortress of
Ladeveth.

Ladeveth had been built across a
valley that served as one of the main
approaches to Istar. The twins com-
manded a legion of warriors and hun-
dreds of inquisitors stationed here.
Each was also the stern, loving father
of a large family.

Delarin was a devout follower of the
Kingpriest and a diligent inquisitor
who ensured that his charges followed
carefully the Kingpriest’s doctrine of
Manifest Virtue. His brother Mitarias,
an accomplished fighter, was the com-
mander of the Holy Legion stationed at
Ladeveth, whose primary duties were
to defend the approaches to Istar and
hunt down the ogres plaguing the
region.

When the Cataclysm struck, and the
ocean rushed in to drown the shattered
remains of an empire the gods them-
selves had destroyed, most of Ladeveth
and its inhabitants were washed away
by the immense tidal wave that tore
through the valley.

Ouly the twou endlowers of the
fortress remained. The northern tower
was where Delarin lived with his fam-
ily, while Mitarias and his family made
their home in the southern one. Each
brother lost loved ones in the Cata-
clysm: Delarin lost his wife and only
son, leaving him with four daughters,
and Mitarias lost two daughters; only
his wife, her elderly father, two sons,

~ and a daughter survived.

“Waterspan Bay. Upon being

The destruction wrought by the
gods, and the loss of their families,
drove both brothers mad. They blamed
cach othcer for what had befallen their
families and grew to hate each other.
As their insanity grew deeper, they
came to believe that the only way to
avenge the wrongful deaths of their
loved ones was to destroy what the
other brother loved most. History does
not record who struck the first blow,
but the resulls were Lhie same: the two
brothers murdered each other’s remain-
ing family members. Their spirits live
on, feeding on the hate that consumed
their corporeal selves.

The Brothers Today

The last towers of Ladeveth still stand,
although the peopies of the Blood Sea
refer to them as Death’s Teeth. They
are located on the eastern shore of the
Blood Sea, where Waterspan gives way
to the ocean. The southern tower is
haunted by Mitarias, who is now a
haunt, and the vengeful spirits of his
brother’s children, who have become
wraiths. The north tower is haunted by
Delarin, who is now a spectre, the
undead spirits of Mitarias’ children
(which have risen as wraiths, just like
their cousins), and the shambling
remains of Delarian’s wife and
father-in-law, who have risen as
ghasts.

Adventure Hooks

Death's Teeth is in a fairly isolated
spot along the Blood Sea, so it is
unlikely that the characters will just
"happen" to be there in most cam
paigns. In DL 12 Dragons of Faith,
where this site is first mentioned,
the characters are lured here by a
Dragonarmy officer upon whom they
are spying. This method might work
in some campaigns. Other reasons
for the characters to be at Death's
Teeth might be:

1. While traveling along the
coast, a suddent storm forces them
to make landfall at the inlet to

attacked by the ogres, one of the
creatures lives long enough to inform

Death’s Teeth Area Map

the characters that the towers contain
great treasures that are guarded by
fearsome monsters.

2. While searching for information
on dragonlances, or other magical
weapons with which to fight the armies
of evil, the characters come across ref-
erences to "the fabulous collection of
exotic and magical arms of Mitarias,
commander of Ladeveth's legions" in
pre-Cataclysm texts. Additional
research reveals that Ladeveth was the
name of a fortress located near what is
now Waterspan Bay, along the coast of
the Blood Sea.

The Surrounding Area

Death’s Teeth are perched atop
windswept bluffs on land that is
claimed by the barbaric ogre nation of
Kernen. The ground is covered by a
variety of grass with stiff blades that
grow to about a foot in height. In the
strong winds that blow across the
bluffs, the grass is constantly waving to
and fro, making it appear as though the
towers are surrounded by a sea of their
own. The blades are very sharp, and
characters who try to move across the
area have a 10% cumulative chance per
turn to be cut upon their shins, suffer-
ing 1 hit point of damage.

50 Feet f”

Map illustrations by Dave Sutherland
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Side View

The ogres use the promontories to
keep watch over the bay and inlet, and
there iz a 20% chance that the charac-
ters will encounter an ogre patrol for
every turn spent in the region illus-
trated on the “Death’s Teeth Area
Map". Onece the encounter with the
ogres has taken place, there won't he
another ogre encounter until the next
day. The patrols consist of six normal
ogres and an ogre leader (who has

rarmivad crma 1win|'.ng in martiol ssm
bat by a Dragonarmy officer stationed
al Ogrebond to the south.)

The ogres never go near the towers,
as they know something terrible dwells
within. An ogre taken alive will tell the
characters of great treasures guarded
by horrible guardians, They don't know
the nature of these guardians, but
know that something lives under the

cemetary outside the tower an the
narthern shora

At the base of the bluff {(which can

be reached by a rickety set of stairs con-

etructed by the ogres), are two skiffe
that the ogres use (o cross Waterspan
Bay on their patrols. Ocensionally, an
ogre patrol will bivouac at the base of
these stairs rather than return to their
camp, &0 if the characters were to
destroy a patrol, they will not attract
windue atbention for o couple of days,

The Towers in Detail

As mentioned above, the two towers
appear ag blackened, weather-worn
husks. The interiors of the towers are
ap ravaged by the salty air as the vut-
aldes,

The Mloorplans of both towers are the
same, but the contents are different.
The detail map provided can be used for
both structures, with the contents and
encounters in each tower being sepa-
rated by the codes A and B, with A
being Delarin's tower, and B being
Mitarias' tower. Note that if there is ne
specific detail provided for a room
beyond the boxed text, this means there
it nothing else of note in that area.

Ground Level

1. Family Plot

Inside o small, wind-weathered weall is
what appears to be a graveyerd. You see
several grovestones slanting af different
angles, poch af the end of a slight
depression in the earth. This aren is
overgrown with the stiff grass e the
rest of the region, but vou can see thai
several areas hove been dug up recently.
The gemes mearfora are s weadfor ool
that the names carved on them are

tmpossibile to read.
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Ao Mitarias wife and fothor-in-law
lair here, living together in a twisted
mockery of family existence, The dis-
turbed areas lead to the warrens they
have created.

If & characier apprsches une of
these areas, a horrible, reeking, mud-
eaked nightmarish woman launchesa
herself up through the loose dirt, and
attempts to grab the character and
drag him down into the hole.

Check for surprise on the part of the
character, If the character is surprised,
or if the ghast scores a successful hit,
the character is yanked through the
sl earihy and down into the ander-
ground tunnels. The other characters
hear a muffled screeching voice,
“Daddy! Dinner's ready!”™ The second
ghast arrives within 1d4 rounds, and,
it the character was paralyzed, other
characters trying to rescue him will be
confronted by two horrid creatures
feasting on their comrade. (The victim

suffers1dé points of damare per
round. )

II'the characters defeat the ghasts,
and éxplore their warren, they find tun-
nels leading to five different chambers,
each of which eontains the remains of

Liumsans aod olbier crealures devoured
over the years. In each of these five
areas, there are 1d4x100 steel piecos,
but there are also bodies that weren't
devoured to the point where they would
not re-animate; Eaeh room contains 1dé
ghasts who are unahble to move around,
due to missing limbs, They writhe
among the other remaing and attempt
to bite or grab characters whe enter the
roam, whﬁ: groaning with terrible
hunger.

These immobile ghasts should prove
no threat to the characters, and ghould
merely be used az a horrible, hlnod-
chilling sight for them to witness. If the
characters decide Lo get close to the
pathetic undead creatures, the DM can
consider them 2 HID monsters with an
armor class of B,

2, Inspection Area
As youe try to open the doar fo the black
tower, it falls apart, the iron bands that
wine fofed OF dugedfoer redfuced oo powdery
rust. Bevond, is a room choked with
dust-covered cobwebs. In one corner, you
can see a circular light of stairs that
wind their way up foa faint light.
Dhrectly across from vou, slivers of lighi
drift in through o warped door, much
like the one that just fell apart when you
towched i,

A: There are no dangers to the char-
acters in this room. The only notewor-
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thy feature iz the dead carcass of a
giant epider on the floor. If a character
examines the body, he can find no obvi-

g eanca for tho svastara’e death (Tho
fact is that the monster simply died of
old age.)

B: As the charactersenter this room,
the dust falls from the cobwebs and fills
the air. Allew an Alertnoss cheek for
any character with that non-weapon
proficiency. A suceessful check means
the character notices a pair of glowing
red eyes hovering in the dust-filled
durkess, This is one of the aodesd
spirits that dwell in the tower. Tt imme-
diately attacks the character who spot-
ted it. If no one has the Alertness
proficiency, choose a character at ran-
dom, and check tor surprse as the
wraith makes its move.

There is also a trap door in one cor-
ner of the room. The stairwell beneath
it, however, hoe long einee collapeed. IF
the characters choose to excavate the
area, they will create a shaft that leads
tn a small dungeon under the tower.
The DM can expand this pertion, if he

chioses.

First Floor

First Floor

3. Barracks

The stainvell opens into another cob-
wobbod room, An arrew 20 allowe nrld.[’l!
io gpill through the dusty air, revealing
the decayved, collapsed remains of beds
and chairs that have been rotted by cen-
turies of salty motsture blown n off the
HECL, Sr:! ,.',.”L-k irido the ftﬁ' u;u.'ﬁ’e’, Yo Carn
gee g iron door fhot s sbreaked with

red, The stairs confinue up into dark.
REEE,

‘This room is empty of monsters in
hath tnwiare Howevear in the erombled
remains of the beds, and footlockers
that once atood at their ends, searching
characters will find 1d8 gp. These are
coing of lstarian mint, and are excesd-
ingly rare in post Cataclyemdo Krynn.
Collectors wll pay 200 st per coin.

The door leads out onto a fragment
of the wall. Tt is rusted shut in both
towers, but a successiul Bend Bara/Lift
Gabes roll will furve either door open by
hreaking it off its hinges.

Second Floor

Second Floor

4. Guard Post

The staire end in o room that i o
dusty and desolate ag any other you've
seen in this place. A wooden door sags
on loose hinges on one wall, and bevond
it you can see daylight (assuming the
clupruciers are in the fower during dhe
eyl A longextinguished torch rests in
a rusly sconee on your right.

A; If the characters examine the
floor, they will not find any tracks in
the cust, B They will notee a aark
gtain on the stone floor. If they examine
it more closely, they will recognize it as
an ancient blood stain, If a character
examines the stain this closely, the
angry spirit of Dolar, the eldest son of
Mitariazs, reaches up through the floor,
grabs the character around the neck,
and starts bashing the character’s head
againzt the floor (1d6 points of damagrs
per round and the loss of 1 point of
strength ). Dolar was slain in sach a
way by hiz unele, and to feed his rage,
he slays others in the same way so that
ho keops fresh his etornal hatrad of
Delarin, A successful Strength check
by the vietim will allow him to break
free from the spirit's grasp, at which
time Dolar emerges completely from
the stain, and attacks with his fall
power, howling with fury.

B: Thare iz no danger in thiz room,
but the torch in the sconee is magical. It
is a forch of everbirning, and once lit it
cannot be extinguished for 24 hours,
save by the person wheo lit it.

4. Waiting Room

Sunlight spills thraugh the arrow slit,
casting a bright wedge of light into the
darkened room. In the corners of this
room, Here are partiaily eollapsed,
moldy easy chatrs. A pair of crossed
swords gleam tn the sunlight, mounted
in @ cross ebove the toor, direcily oppo-
site the arrow shit,

In both towers, the swards above the
doors were gifts from high-ranking mil-
itary officials. Each is a fong sword+1.
A and B: As the characters enter the
room, they can 2ee that thers are no
cobwebs in the chamber. COnee they are
in the room, three casy chairs scurry
towards them, amimated by some
unseen foree. Two rounds later, the
swnrds ahove the divor come ny'inE At
them.

The furniture is reduced to kindling
when the herses inflict enough damage
to destroy it, but the swords merely fall
to the groond after taking 20 hit points.
The characters may now claim these
with oo further risk.

6. Conference Chamber

A large inble, stained from many
doeades of salty air dominodes this
Fooi. Six wrsturdy-looking chairs
stand arcund it. Banners, too moldy for
cerpyone to read the heraldry that omnee
adorned them, hang on the walls. A rof-
ﬂ:nﬁ' eleaer FERgSl £F i hi?!gﬂ'{-‘. .!endmg
from the room.
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A: As the first character reaches the
door leaving the room, the banners
hanging on either side of it animate,
and attempt to grab him, as though
affected by the 2nd-level wizard spell
bind, The banners are AC 8, and must
be slashed for 10 hit points before they
are too damaged to bind characters,

B: The mummiiied remains of a
waormnan lie an the table, hor hody
dressed in the frayed remnants of a
gown. Around her neck lies a platinum
choker with a ruby. It is worth 2,000 =t.

These are the remains of Nahla,
Delarin's sldeot daughtcr, and they lay

as they have since Mitarias brutally
slew the young woman. If a character
disturbs the body in any way, Nahla's
angry spirit swoops down from the ceil-
g b allack: She will lwlerate no fur-
ther violation of her person.

7. Commander's Office

The smell of decay is strong in this room.
Light spills from an arrow slit across a
water-stained desk that stands befoire £t
Rotting tapesiries adorn the walls. This
FoaEn was onee a lexurious office, but it is
notd fust o sali-stained ruin,

A: When Delarin surrendered his
last ghred of panity to hatrod and
paranocid fear of his brother (which
peeurred shortly afler he slew
Mitarias' last child), he came to this
room to write the “true account” of
what happened in the towers, Aller a
week of writing without food, drink, or
sleep, he expired where he sat, It iz
this spirit that has been animating the
furniture Lo attack the characters. If
the characters are not possessed by
the spirit of Mitarias, as they enter
Delarin's office, he senses, in a
moment of lucidty, that they are not
agents of his brother. Realizing this,
he swiftly slips behind one of the rot-
ting tapestries, hiding his horrible vis-
age from the characters,

He addresses the characters in
archaic eommon: "Hail, ve agents of
righteousness. | have awaited your
coming gince the day glorious Istar per.
izhed. 1 beseech thee to assist me in vis-
iting vengence upon the blackguard—
him whom [ once called brother—that

destroyed my family and whose evil
was part of the infection that brought
low the righteous realm of lstar. If thou
glay him, then I and the other restless
gpirits in this tower may rest. Ye will
find him in the tower across the pass. If
one of your number will permit me to
malke use thine arm as mine in right-
eous vengence, my gratitude will know
no bounds "

Delarin wishes to pussess a hern,
causing that character’s epirit to go dor-
mant until Mitarias has boen destroved.
He offers to answer whatever questions
the characters t‘lﬁﬁhl- have abwul Totas
in return for their help, as well as stat-
ing that he will ask Paladine to watch
over therm in their quest. Should the
characters refuse him, or turn belliger-
ent at any time, Delarin emerges from
behind the tapestry, madness consum-
ing him again, and attempts to magic

Jar the toughest-looking fighter present.
Delarin then uses his new body to
escape the tower and cross the bay in
one of the skiffs. (If Delarin is foreed to
hijack a character's body using his
magie jar ability, the character's spirit
15 irrevocably destroved, DMs might
wish to allow the other characters to
give chase by, coincidentally, having
both skiffs on the same side of the bay.)
The body in the chair has nothing of
valia on it, and the hnndreds of pages
that Delarin wrote in his final days
have long sinee turned to rotted pulp, In
the drawer of the desk, however, are
clerical serolls containing detect evil,
catheall, ko alignment, nogative
Pane protection, detect [ie, divination,
and restoration spells. All function at
Bth level.

8. Stairwell.

In both towers, the door to the stairs
are locked, and the mechaniam is

rozted in place. A successful Bend
Bars/Lift Gates, or a knock zpell will
open them. The stairs go up.

Third Floor

9. Entrance Hall

Two doors lead from this windowless
chamber, Additionally, a trap door
leade up.

Third Floor

12

B: Behind the door to Area 10, the char-

ol 3 vann I.IEI.I.I. LI.I.IS rﬂ.‘l‘.“.l WI.I.I.I:IJ. H.[‘Eﬂ.lh"

hing. The door to Area 10 is locked, but
may be opened with a knoek spell or a
thief's Open Locks ability, and the trap
door can be foreed open with a suceess-
ful Bend Bars/Lilt Gates roll,

10. Cell =
Dhist covers the floor in this barren
stone room. Along one wall are rusty
chains and manaeles.

B: A beautiful girl in her late teens
in a tattered dress and with a bruised
face is chained to the wall. This is the
goirit of Lorela. another of Delarin’s
daughters. She was chained here hy
Mitarias and left to die.

When the first character enters the
room, the door slams behind him, It
cannot be opened or hattered down by
any means. The chained woman pleads
with him just to sit and talk with her
for a while. If the character does so, the
tragic spirit will ask him about the sun-
light, the weather, and hia loved ones.
If he is soothing and polite, the tragic
spirit fades away and the door opens. If
the character is rude or seems to be
fearful, Lorela will become angry and
altack. (She is not actually chained to
the wall, as she is noncorporeal. )

Like her father, Lorela has the ahil-
ity to animate objects, and she wil]
attempt to trap the character in the
manacles.
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Lorela’s skeleton lies on the floor, and 1t
has a silver anklet worth 100 et

11. Hallway
ﬂ-c:y(.ln.l;.ﬂ o dowr 13w dusty hoellway with
tr doors an vour right and one door on

your left.

12. Master Bedchamber

The dominant feature of this room isa
targe canopled bed that has long since
Fallen to rein. Other furnilure includes
a collapsed dressing table, o chiadr, ond
a wardrobe from which the door has
fallen, revealing moldy, rotting gor-
ments. Light enters the room through an
arrote s,

B: A skeleton lies in the bed, an
empty carale and poblet near his linp
hand. Near the ceiling, 12 feet off the
floor, hovers the ghostly image of
Mitarias. He died contemplating how
best to kill his brother's last two daugh-
tere. Since his rovenge was not com-
plete, his spiril lingers here as a haunt,
waiting for the means to end it all.

Az the characters enter the room,
the spectral form says, "Ah, mighty ser-
vauls of light! How long [ have waited,
and prayved for vour arrival! T beseach
vou—help me exstingush a blight of
monstrous evil from the tower that
stands across the pass."

He reviles Delarin as a monster
whaose thirst for the blood of innocents
was not sated by the destruction that
he and his kind (Istari priests) brought
down upon fair |star. Delarin would not
rest until he had foully murdered
Mitarias' wife and children, The haunt
will request that a character allow him
to make use of his body to avenge his
glain family, so that his soul can finally
rest. In return, he will answer any
gquestions they might have about
ancient [star, ond will reveal that his
fabulous colleetion of weapons in
located in the dongeon under the tower
(Tt has long since collapsed, but
Mitarias does not realize this.)

If no eharacter volunteers, Mitarias
tries to possess one anyway, and heads
for the tower across the bay, Likewize,
if the heroes arrive with Delarin pos-

sessing one of their number, Mitarias
doean't even bother conversing, but
merely possesses a body, and procesds
to fight his brother to the death. "Con-
cluding the Adventure" explains what
happens once the two brother face each
other.

In ene corner of the room iz a crum-
hled chest with 500 st of Istarian mant.
The characters may take this once the
spirit of Mitarias has been dealt with,
hut the coins are cursed. Any charactor
who takes the money will find himself
unable to speak plainly, and will suffer
-2 to all reaction rolls.

13. Guest Rooms

These are the chambers in which the
children of both brothers lived owt their
final months. In each tower, the choraoe-
ters experience an odd sense of dread
when entering. The rooms eontain neth-
ing of value, and all furniture and
elodhing e !.IrW'l'l:}l'Wll .'mj.fnrj.r‘l" uwﬁalmﬂxs.

Roof Top

14. Roof Walk

The salty wind is strong here atop the
tower, and you can see for miles arownd.
T the south, you can just make out the
squat fortress of Ogrebond, and to the
eaat. nuer the sem. you can see the
fashes of lightning from the sform thed
hangs over the vast whirlpool at the
Reart of the Blood Sea.

B: In a corner of the roof lies a
woeather worn ohkeloton that slutahios

the ruaty remains of a dagger in one
hand. This 15 the body of Emma, the
voungest of Delarin's daughtera. A pre-
encious youngster, she had overheard
euuugh conversations among upward-
mohile officers that ghe had learned to
mix lethal poisons by the age of 12. She
mixed such a coneoetion for her uncle,
and, upon discovering she could not
escape through the locked door from

Area 8, and that her sister had stopped
sobbing in Area 10, she came up here
and died.

When characters approach the body,
thiey hear o faint whisper above the
wind: The voice of & young girl pitifully
eomplaining about how cold it is, and
begging them to help her stay warm. If
the heroea cover the skeleton with a
hlanket ur cloak, Uk voice sighs cvoe-
tentedly and fades away with a “Thank
vou.” If the characters do nothing, and
attempt to leave the roof, Emma's
angry spirit materializes and attacks,

Concluding the Adventure

When the two evil spirits eanfront each

other in the bodies of characters, they
fight cpoh with whatovor woapone are

available until one character poes below
0 hit points. When this happens, both
spirits cease to exist in bright flashes of
light. The remaining spirits of the chil-
diren are finally at peace, and the two
ghasts die as well.

The characters can now excavale
the collapsed dungeon under Tower B,
and retrieve whatever weapons or
speial artitace the DM chooses o place
there, or perhaps discover that nothing
gurvived,

No matter how the scenario plays
out, the characters will not likely dis-
cover the truth of what happened here
at Ladeveth those many centuries ago,
for even the spirits of Delarin and
Mitarias have forgotten how those
events were brought on.
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Side View

The ogres use the promontories to
keep watch over the bay and inlet, and
there is a 20% chance that the charac-
ters will encounter an ogre patrol for
every turn spent in the region illus-
trated on the “Death’s Teeth Area
Map”. Once the encounter with the
ogres has taken place, there won’t be
another ogre encounter until the next
day. The patrols consist of six normal
ogres and an ogre leader (who has
received some training in martial com-
bat by a Dragonarmy officer stationed
at Ogrebond to the south.)

The ogres never go near the towers,
as they know something terrible dwells
within. An ogre taken alive will tell the
characters of great treasures guarded
by horrible guardians. They don't know
the nature of these guardians, but
know that something lives under the
cemetary outside the tower on the
northern shore.

At the base of the bluff (which can
be reached by a rickety set of stairs con-
structed by the ogres), are two skiffs
that the ogres use to cross Waterspan
Bay on their patrols. Occasionally, an
ogre patrol will bivouac at the base of
these stairs rather than return to their
camp, so if the characters were to
destroy a patrol, they will not attract
undue attention for a couple of days.

The Towers in Detail

As mentioned above, the two towers
appear as blackened, weather-worn
husks. The interiors of the towers are
as ravaged by the salty air as the out-
sides.

The floorplans of both towers are the
same, but the contents are different.
The detail map provided can be used for
both structures, with the contents and
encounters in each tower being sepa-
rated by the codes A and B, with A

* being Delarin’s tower, and B being-

Mitarias’ tower. Note that if there is no
specific detail provided for a room
beyond the boxed text, this means there
is nothing else of note in that area.

Ground Level

1. Family Plot

Inside a small, wind-weathered wall is
what appears to be a graveyard. You see
several gravestones slanting at different
angles, each at the end of a slight
depression in the earth. This area is
overgrown with the stiff grass like the
rest of the region, but you can see that
several areas have been dug up recently.
The grave markers are so weathered
that the names carved on them are
impossible to read.

[ 110 Feet
|

A: Mitarias’ wife and father-in-law
lair here, living together in a twisted
mockery of family existence. The dis-
turbed areas lead to the warrens they
have created.

If a character approaches one of
these areas, a horrible, reeking, mud-
caked nightmarish woman launches
herself up through the loose dirt, and
attempts to grab the character and
drag him down into the hole.

Check for surprise on the part of the
character. If the character is surprised,
or if the ghast scores a successful hit,
the character is yanked through the
soft earth and down into the under-
ground tunnels. The vther characlers
hear a muffled screeching voice,
“Daddy! Dinner’s ready!” The second
ghast arrives within 1d4 rounds, and,
if the character was paralyzed, other
characters trying to rescue him will be
confronted by two horrid creatures
feasting on their comrade. (The victim
suffers1d6 points of damage per
round.)

If the characters defeat the ghasts,
and explore their warren, they find tun-
nels leading to five different chambers,
each of which contains the remains of
humans and other creatures devoured
over the years. In each of these five
areas, there are 1d4x100 steel pieces,
but there are also bodies that weren’t
devoured to the point where they would
not re-animate: Each room contains 1d6
ghasts who are unable to move around,
due to missing limbs. They writhe
among the other remains and attempt
to bite or grab characters who enter the
room, while groaning with terrible
hunger.

These immobile ghasts should prove
no threat to the characters, and should
merely be used as a horrible, blood-
chilling sight for them to witness. If the
characters decide to get close to the
pathetic undead creatures, the DM can
consider them 2 HD monsters with an
armor class of 8.

2. Inspection Area

As you try to open the door to the black
tower, it falls apart, the iron bands that
once held it together reduced to powdery
rust. Beyond, is a room choked with
dust-covered cobwebs. In one corner, you
can see a circular flight of stairs that

-~ wind their way up to a faint light.

Directly across from you, slivers of light
drift in through a warped door, much
like the one that just fell apart when you
touched it. :

A: There are no dangers to the char-
acters in this room. The only notewor-
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thy feature is the dead carcass of a
giant spider on the floor. If a character
examines the body, he can find no obvi-
ous cause for the creature’s death. (The
fact is that the monster simply died of
old age.)

B: As the charactersenter this room,
the dust falls from the cobwebs and fills
the air. Allow an Alertness check for
any character with that non-weapon
proficiency. A successful check means
the character notices a pair of glowing
red eyes hovering in the dust-filled
darkness. This is one of the undead
spirits that dwell in the tower. It imme-
diately attacks the character who spot-
ted it. If no one has the Alertness
proficiency, choose a character at ran-
dom, and check for surprise as the
wraith makes its move.

There is also a trap door in one cor-
ner of the room. The stairwell beneath

it, however, has long since collapsed. If .

the characters choose to excavate the
area, they will create a shaft that leads
to a small dungeon under the tower.
The DM can expand this portion, if he
chooses.

First Floor

First Floor

3. Barracks

The stairwell opens into another cob-
webbed room. An arrow slit allows light
to spill through the dusty air, revealing
the decayed, collapsed remains of beds
and chairs that have been rotted by cen-
turies of salty moisture blown in off the
sea. Set back into the left wall, you can
see an iron door that is streaked with

red. The stairs continue up into dark-
ness.

This room is empty of monsters in
both towers. However, in the crumbled
remains of the beds, and footlockers
that once stood at their ends, searching
characters will find 1d8 gp. These are
coins of Istarian mint, and are exceed-
ingly rare in post-Cataclysmic Krynn.
Collectors wll pay 200 st per coin.

The door leads out onto a fragment
of the wall. It is rusted shut in both
towers, but a successful Bend Bars/Lift
Gates roll will force either door open by
breaking it off its hinges.

Second Floor

Second Floor

4. Guard Post

The stairs end in a room that is as
dusty and desolate as any other you've
seen in this place. A wooden door sags
on loose hinges on one wall, and beyond
it you can see daylight (assuming the
characters are in the tower during the
day). A long-extinguished torch rests in
a rusty sconce on your right.

A: If the characters examine the
floor, they will not find any tracks in
the dust, but they will notice a dark
stain on the stone floor. If they examine
it more closely, they will recognize it as
an ancient blood stain. If a character
examines the stain this closely, the
angry spirit of Dolar, the eldest son of
Mitarias, reaches up through the floor,
grabs the character around the neck,
and starts bashing the character’s head
against the floor (1d6 points of damage
per round and the loss of 1 point of
strength). Dolar was slain in such a
way by his uncle, and to feed his rage,
he slays others in the same way so that
he keeps fresh his eternal hatred of
Delarin. A successful Strength check
by the victim will allow him to break
free from the spirit’s grasp. at which
time Dolar emerges completely from
the stain, and attacks with his full
power, howling with fury.

B: There is no danger in this room,
but the torch in the sconce is magical. It
is a torch of everburning, and once lit it
cannot be extinguished for 24 hours,
save by the person who lit it.

5. Waiting Room

Sunlight spills through the arrow slit,
casting a bright wedge of light into the
darkened room. In the corners of this
room, there are partially collapsed,
moldy easy chairs. A pair of crossed
swords gleam in the sunlight, mounted
in a cross above the door, directly oppo-
site the arrow slit.

In both towers, the swords above the
doors were gifts from high-ranking mil-
itary officials. Each is a long sword+1.
A and B: As the characters enter the
room, they can see that there are no
cobwebs in the chamber. Once they are
in the room, three easy chairs scurry
towards them, animated by some
unseen force. Two rounds later, the
swords above the door come flying at.
them.

The furniture is reduced to kindling
when the heroes inflict enough damage
to destroy it, but the swords merely fall
to the ground after taking 20 hit points.
The characters may now claim these
with no turther risk.

6. Conference Chamber

A large table, stained from many
decades of salty air dominates this
room. Six unsturdy-looking chairs
stand around it. Banners, too moldy for
anyone to read the heraldry that once
adorned them, hang on the walls. A rot-
ting door sags on its hinges, leading
from the room.
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A: As the first character reaches the
door leaving the room, the banners
hanging on either side of it animate,
and attempt to grab him, as though
affected by the 2nd-level wizard spell
bind. The banners are AC 8, and must
be slashed for 10 hit points before they
are too damaged to bind characters.

B: The mummified remains of a
woman lie on the table. her body
dressed in the frayed remnants of a
gown. Around her neck lies a platinum
choker with a ruby. It is worth 2,000 st.

These are the remains of Nahla,
Delarin’s oldest daughter, and they lay
as they have since Mitarias brutally
slew the young woman. If a character
disturbs the body in any way, Nahla’s
angry spirit swoops down from the ceil-
ing to attack: She will tolerate no fur-
ther violation of her person.

7. Commander’s Office

The smell of decay is strong in this room.
Light spills from an arrow slit across a
water-stained desk that stands before it.
Rotting tapestries adorn the walls. This
room was once a luxurious office, but it is
now just a salt-stained ruin.

A: When Delarin surrendered his
last shred of sanity to hatred and
paranoid fear of his brother (which
occurred shortly after he slew
Mitarias’ last child), he came to this
room to write the “true account” of
what happened in the towers. After a
week of writing without food, drink, or
sleep, he expired where he sat. It is
this spirit that has been animating the
furniture to attack the characters. If
the characters are not possessed by
the spirit of Mitarias, as they enter
Delarin’s office, he senses, in a
moment of Jucidty, that they are not
agents of hig hrother. Realizing this,
he swiftly slips behind one of the rot-
ting tapestries, hiding his horrible vis-
age from the characters. '

He addresses the characters in
archaic common: "Hail, ye agents of
righteousness. I have awaited your
coming since the day glorious Istar per-
ished. I beseech thee to assist me in vis-
iting vengence upon the blackguard—
him whom I once called brother—that

destroyed my family and whose evil
was part of the infection that brought

low the righteous realm of Istar. If thou :

slay him, then I and the other restless
spirits in this tower may rest. Ye will
find him in the tower across the pass. If
one of your number will permit me to
make use thine arm as mine in right-
eous vengence, my gratitude will know
no bounds."

Delarin wishes to possess a hero,
causing that character’s spirit to go dor-
mant until Mitarias has been destroyed.
He offers to answer whatever questions
the characters might have about Istar
in return for their help, as well as stat-
ing that he will ask Paladine to watch
over them in their quest. Should the
characters refuse him, or turn belliger-
ent at any time, Delarin emerges from
behind the tapestry, madness consum-
ing him again, and attempts to magic
Jar the toughest-looking fighter present.
Delarin then uses his new body to
escape the tower and cross the bay in
one of the skiffs. (If Delarin is forced Lo
hijack a character’s body using his
magic jar ability, the character's spirit
is irrevocably destroyed. DMs might
wish to allow the other characters to
give chase by, coincidentally, having
both skiffs on the same side of the bay.)
The body in the chair has nothing of

* value on it, and the hundreds of pages

that Delarin wrote in his final days
have long since turned to rotted pulp. In
the drawer of the desk, however, are
clerical scrolls containing detect evil,
enthrall, know alignment, negative
plane protection, detect lie, divination,
and restoration spells. All function at
8th level.

8. Stairwell.

In both towers, the door to the stairs
are locked, and the mechanism is
rusted in place. A successful Bend
Bars/Lift Gates, or a knock spell will
open them. The stairs go up.

Third Floor

9. Entrance Hall

Two doors lead from this windowless
chamber. Additionally, a trap door
leads up.

Third Floor

B: Behind the door to Area 10, the char-
acters can hear the faint sound of sob-
bing. The door to Area 10 is locked, but
may be opened with a knock spell or a
thief's Open Locks ability, and the trap
door can be forced open with a success-
ful Bend Bars/Lift Gates roll.

10. Cell

Dust covers the floor in this barren
stone room. Along one wall are rusty
chains and manacles.

B: A beautiful girl in her late teens
in a tattered dress and with a bruised
face is chained to the wall. This is the
spirit of Lorela, another of Delarin’s
daughters. She was chained here by
Mitarias and left to die.

When the first character enters the
room, the door slams behind him. It
cannot be opened or battered down by
any means. The chained woman pleads
with him just to sit and talk with her
for a while. If the character does so, the
tragic spirit will ask him about the sun-
light, the weather, and his loved ones.
If he is soothing and polite, the tragic
spirit fades away and the door opens. If
the character is rude or seems to be
fearful, Lorela will become angry and
attack. (She is not actually chained to
the wall, as she is noncorporeal.)

Like her father, Lorela has the abil-
ity to animate objects, and she will
attempt to trap the character in the
manacles.
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Lorela’s skeleton lies on the floor, and it
has a silver anklet worth 100 st.

11, Hallway

Beyond the door is a dusty hallway with
two doors on your right and one door on
your left.

12. Master Bedchamber

The dominant feature of this room is a
large canopied bed that has long since
fallen to ruin. Other furniture includes
a collapsed dressing table, a chair, and
a wardrobe from which the door has
fallen, revealing moldy, rotting gar-
ments. Light enters the room through an
arrow slit.

B: A skeleton lies in the bed, an
empty carafe and goblet near his limp
hand. Near the ceiling, 12 feet off the
floor, hovers the ghostly image of
Mitarias. He died contemplating how
best to kill his brother's last two daugh-
ters. Since his revenge was not com-
plete, his spirit lingers here as a haunt,
waiting for the means to end it all.

As the characters enter the room,
the spectral form says, "Ah, mighty ser-
vants of light! How long I have waited,
and prayed for your arrival! I beseech
you—help me exstingush a blight of
monstrous evil from the tower that
stands across the pass."

He reviles Delarin as a monster
whose thirst for the blood of innocents
was not sated by the destruction that
he and his kind (Istari priests) hronght
down upon fair Istar. Delarin would not
rest until he had foully murdered
Mitarias' wife and children. The haunt
will request that a character allow him
to make use of his body to avenge his
slain family, so that his soul can finally
rest. In return, he will answer any
questions they might have about
ancient Istar, and will reveal that his
fabulous collection of weapons in
located in the dungeon under the tower.
(It has long since collapsed, but
Mitarias does not realize this.)

If no character volunteers, Mitarias
tries to possess one anyway, and heads
for the tower across the bay. Likewise,
if the heroes arrive with Delarin pos-

sessing one of their number, Mitarias
doesn't even bother conversing, but
merely possesses a body, and proceeds
to fight his brother to the death. "Con-
cluding the Adventure" explains what
happens once the two brother face each
other.

In one corner of the room is a crum-
bled chest with 500 st of Istarian mint.
The characters may take this once the
spirit of Mitarias has been dealt with,
but the coins are cursed. Any character
who takes the money will find himself
uuable Lo speak plainly, and will suffer
-2 to all reaction rolls.

13. Guest Rooms

These are the chambers in which the
children of both brothers lived out their
final months. In each tower, the charac-
ters experience an odd sense of dread
when entering. The rooms contain noth-
ing of value, and all furniture and
clothing is decayed beyond usefulness.

Roof Top

14. Roof Walk

The salty wind is strong here atop the
tower, and you can see for miles around.
To the south, you can just make out the
squat fortress of Ogrebond, and to the
east, over the sea, you can see the
flashes of lightning from the storm that
hangs over the vast whirlpool at the
heart of the Blood Sea.

B: In a corner of the roof lies a
weather-worn skeleton that clulchies
the rusty remains of a dagger in one
hand. This is the body of Emma, the
youngest of Delarin’s daughters. A pre-
cocious youngster, she had overheard
enough conversations among upward-
mobile officers that she had learned to
mix lethal poisons by the age of 12. She
mixed such a concoction for her uncle,
and, upon discovering she could not
escape through the locked door from

Area 8, and that her sister had stopped
sobbing in Area 10, she came up here
and died.

When characters approach the body,
they hear a faint whisper above the
wind: The voice of a young girl pitifully
complaining about how cold it is, and
begging them to help her stay warm. If
the heroes cover the skeleton with a
blanket or cloak, the voice sighs con
tentedly and fades away with a “Thank
you.” If the characters do nothing, and
attempt to leave the roof, Emma’s
angry spirit materializes and attacks.

Concluding the Adventure

When the two evil spirits confront each
other in the bodies of characters, they
fight each with whatever weapons are
available until one character goes below
0 hit points. When this happens, both
spirits cease to exist in bright flashes of
light. The remaining spirits of the chil-
dren are finally at peace, and the two
ghasts die as well.

The characters can now excavate
the collapsed dungeon under Tower B,
and retrieve whatever weapons or
spcial artifact the DM chooses to place
there, or perhaps discover that nothing
survived.

No matter how the scenario plays
out, the characters will not likely dis-
cover the truth of what happened here
at Ladeveth those many centuries ago,
for even the spirits of Delarin and
Mitarias have forgotten how those
events were brought on.
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- Notes from H

A look at 1995, and a look ahead...
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I'd like to say a few things about 1995,
and maybe wax a little philosophical
about 1996.

We at Network HQ want to say thank
you to all those individuals who have
supported the Network through this last
year. Judges, players, coordinators, vol-
unteers, and authors, I'd like to thank
each of you for laying your limitless cre-
ative talents on the line for the benefit of
your fellow Network members.

We’d also like to thank those folks
who've openly disagreed with us this
last year. Without your insightful feed-
back, wc’d still be doing some things
wrong. There is a difference, however,
between being responsive (listening to
members who offer constructive criti-
cism), and being reactionary (coddling a
few individuals who demand their own
way). We will continue to be responsive
to members’ voices, and continue to act
in the interest of Network members, all
Network members.

What’s important here is not that we
agree on everything. It’s become readily
apparent to me, Duane, and Robert dur-
ing this, our first year, that we’re not
going to satisfy everyone. We try to go
carefully into our decision making
processes, but there are often hard calls
to make, calls with which many may
disagree. Often we don’t agree amongst
ourselves on some of these decisions.

What’s important here is that all of
us work together to make this a better
Network, a better and more fun organi-
zation. We should work together to
make the LIVING CITY™ campaign the
best possible campaign setting, with the
best possible adventures. We should
work together to provide other Living
settings, other tournaments, and other
Network activities with that same level
of enthusiasm which epitomizes the
T.ving CITY campaign.

What’s important is that we all
understand that we do disagree on some
issues, and this is not necessarily a bad
thing...

Due to circumstances beyond our con-
trol, Navarre the Magic Trader will
not bc appearing at Constitution (Jan,
MD). Look for an updated schedule in
the next issue. '

Living City News

Next month we’ll begin sequencing out
two sets of articles especially for the
Living City enthusiast: Orders of
Knighthood and Temples of Ravens
Bluff. These articles are the first in a
series of articles which more fully
describe the city environs, while devel-
oping the continuing story of Ravens
Bluff.

A note about magic item certificates:
Every LC player has the right to obtain
certificates from their judge for magic
items obtained during play. Network
IIQ has made certlain thal any tourna-
ments sent out from this point forward
will have magic item certificates
inserted into the adventures. Conven-
tion tournament coordinators are there-
fore responsible for making adequate
numbers of copies of certificates to be
awarded by judges at each table. Judges
are responsible for obtaining the neces-
sary certificates prior to play. Players
are responsible for asking for the certifi-
cates at the table.

Many members have asked about
what kind of certificates will be valid,
since conventions have issued various
kinds. And there are trading forms out
there. The answer is simple: only offi-
cial forms with the Raven logo will be
valid (a trademark of TSR, using it
without permission is a no-no). Players
with other types of certificates must
exchange them for correct ones or trade
or use up the items.

Remember, magic item certificates
will not be required until the GEN Con®
1996 Game Fair. We recommend that
those individuals who wish to get cer-
tificates for their items before the Game
Fair send a copy of their character, his-
tory, and items requested as soon as
possible. Don’t get caught in the sum-
mer ruch!

Slot Zeros

" A word about Slot zeros, those strange

beasts peculiar to Living sctting tourna-
ments and especially Livine CiTy
games. A slot zero occurs when the con
coordinator gets the event judges
together so they can play the event
before they have to judge the event,
allowing them to play their characters
and gain experience and magic items.
This can be a good idea, and tends to
attract much needed judges to LC
events. However, one cannot just run a
slot zero if one so desires. Here are
some guidelines for slot zero events:

* Slot zeros are a privilege, not a right,
extended to convention coordinators by
HQ. They must be requested in writing
along with the Tournament Request
Form. The number of requested slot
zero tables and their intended location
must be included in the request.

* Slot zeros are for judges only. They
are not intended to be, and should never
be used as an excuse for friends of the
con coordinator to play extra events.
They should not be used so that judges
can play LC (or whatever) and then
judge the Feature, nor should they be
used for convention volunteers’ benefit.
All these people can make time to play
the event at the convention if they so
desire.

¢ Slot zero packets must be clearly
labelled “Slot 0,” and must include the
date the slot zero was played. They
must be returned to HQ along with the
packets for the convention.

We think that slot zeros are a good
idea; we'd like to keep offering them.
Those conventions abusing them risk
losing the privilege. One last tip to con-
vention coordinators: we suggest you
hold the magic items from slot zeros
until the con, to help convince the
Judges to actually show up.

We'd like to ask members what they think about limiting Living CiTy tables
to six players. We hope that doing so will increase the attractiveness of

judging LC events, but we would like your feedback before we make our
final decision. Send us a letter, postcard, or Email by January 15, and we'll
make the decision based on what you tell us.
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A World of Your Own

Dark and alien places, part 2

by Roger E. Moore

Last month, we looked at an original
AD&D® campaign set in a sunless envi-
ronment—the underdark of a small
moon, Kule. The game play in Kule is
founded on the exploration of unknown
caves and dungeons, battles against
subterranean foes, the solving of old
mysteries, and (as always!) the gaining
of personal wealth and experience.
There are thousands of miles of under-
ground passages on Kule, but the world
still hae the feeling of being small and
almost cozy with its closed-in dungeon
environment.

This month’s campaign world is also
sunless, but for a diffcrent reason; the
theme and play of this campaign are
unlike the previous one, too. The envi-
ronment of this new world is played out
in the open, on a spherical world’s sur
face. Though the themes of exploration,
mystery solving, personal growth, and
defeating foes are present here, there
are also nightmarish and unearthly
scenes, and survival is a key problem.
Paranoia, anxiety, and fear are hall-
marks of this campaign, as in the
KAVENLOFT® campaign’s Demiplane of
Dread—but there are important differ-
ences between that setting and this one,
as will be seen.

Night Everlasting

Our DM this month is Norman, a fan of
horror settings. Hoping to develop a
personal gaming universe, Norm tin-
kers with creating a new “island of ter-
ror” for the RAVENLOFT campaign but
abandons this, preferring an actual
planet. His vision of a new world is
influenced by the Cthulhu tales of H.P.
Lovecraft and others, featuring a
chaotic cosmos apparently geared
toward destroying mankind—nothing
personal here, as is often the case in
Ravenloft.

Norm also likes the works of William
Hope Hodgson, an early 20th century
horror writer noted for his novel, The
Night Land. In this book, Hodgson
described a monster-infested Earth far
in the future after the sun has died;
humanity, barricaded in a single pyra-

mid-like city called the Last Redoubt,
faces extinction but never relents in its
struggle against the fantastic beasts
and terrors at the end of time.

Could this happen to an AD&D game
world? Norm scribbles some notes and
soon generates the outlines of his new
campaign, based upon a briefly
described setting from the out-of-print
AD&D module Q1, Queen of the Demon-
web Pits, on pages 17-18: the Night-
world of Vlad Tolenkov.

Nightworld (Norm’s working title for
the setting) was a normal AD&D world
like Oerth or Toril, with the usual intel-
ligent races and monsters. Then, with-
out warning, this world’s sun had an
unexpected eclipse—and was gone. The
sun had entered a gigantic antimagical
dead zone, a wildspace sargasso (as
described in the SPELLJAMMER® setting)
that snuffed out the magical connection
from the fire body to the Elemental
Plane of Fire. Darkness and cold fell
over the world in moments. Seas began
to freeze, cold winds howled, peoples
rioted, and the end of life was at hand.

This event came to be known as
Blackout, and the sentient response to
it as the Time of Madness. In an cffort
to save their worshipers and them-
selves, many local gods swiftly sacri-
ficed the majority of their power,
merging their divine essence with the
earth to draw deep volcanic heat close
to the surface. This caused a vast
upsurge in earthquakes and volcanic
activity across the world, but it saved
most of the world’s life as well.

However, the Sacrifice (as it is now
called) and Blackout spawned explosions
of wild magic that horribly altered many
living beings. Worse, a number of non-
neutral deities native to this world van-
ished after Blackout, in a cataclysmic
battle fought during the Sacrifice
between extreme alignments. This, the
Highslaying, prevented the world from
falling into the claws of evil gods
entirely, as local conditions were ripe for
it. The gods who survived the Highslay-
ing and Sacrifice were reduced in power
(most are now demigods), but they are
desperately sought and highly involved
patrons of their current worshipers.

About a thousand years have passed

since the legendary time of Blackout.
Many people no longer believe there
ever was a sun in the sky, though cdu
cated folk sadly know better. Let’s look
at Norm’s world and see how different a
place it is.

Modifications: As a last gesture to
help humanity survive the days after
Blackout, some of the surviving gods
caused deliberate changes in their fol-
lowers, altering them to better adapt to
Nightworld’s sunless horrors. (Norm
was influenced here by the pseudo-
undead entry from the Monster Manual
II, which he borrowed and modified.) A
few highlights from Norman’s modifica-
tions to standard AD&D set-ups are
noted here.

Some changed humans became car-
nivorous hunters, meat-eaters and
blood-drinkers with 90-foot infravision,
quiet movements, and great resistance
to cold. Their pale faces, long fangs,
great strength, and peculiar appetites
make them look much like vampires.
These expert hunters are popularly
known as Stalker folk, to distinguish
them from the true vampires that
Stalkers hate.

Other humans developed the ability
to detect and consume any sort of
organic matter, even carrion, gaining
powerful senses of smell and taste.
Their fingernails have become claws
with a mild poison that temporarily
paralyzes attackers. They also have
light-enhancing “starlight” vision that
allows them to see outdoors as well as if
the sun were still out. These ghoul-like
humans are called Gatherers, as they
rarely hunt live prey.

Another deity severely altered his
own followers—all goblins—to grant
them flight. The three-foot-tall, thin-
boned Aerials resemble short werebats;
they are covered in dark-red {ur and
have pug noses, needle-sharp teeth, tiny
yellow eyes, and huge ears. Their arms
have become broad bat wings with fin-
gers at the first wing joint. They have
30-foot infravision and 240-foot echolo-
cation “sonar,” useful for open-air flight.
Though not always evil, Aerials are
often nasty, selfish, and crude. (Their
statistics are like those of goblins in The
Complete Book of Humanoids.)
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Other human types resemble cloth-
wrapped mummies, wights, or other
corporeal monsters or undead. The
“mummies,” for instance, are normal
humans of a particular religion, wrap-
ping their bodies in mourning for their
slain world and pantheons; many of
these people are powerful specialty
priests.

Some large human cities survived
Blackout, accommodating themselves to
the awful new world. In most cases,
high walls have been built up in several
rings around a hilltop city, fortress,
manor, or castle. Between each ring,
livestock is kept and fed on fungi, roots,
and other vegetation. Small lakes, fed
by cold rivers and carefully checked for
poisons, bring citizens their needed
water. Nets capture blind, albino river
fish for food. Priests and wizards cast
continual light spells on rocks and poles
in the outlying countryside, to warn of
approaching monsters. Huge nets hang
over city streets and from tower to
tower, catching carnivorous bats and
other unpleasant night fliers later slain
by town guards or armed citizens.
Archers and seige machines are plenti-
ful, to ward off marauders and wilder-
ness beasts.

Each city is inhabited primarily by a
single race, with rare travelers from dis-
tant cities bringing trade goods, news,
and so on. People awaken, work, eat,
and sleep in three shifts of about eight
hours each; time is kept by watching
star movements (the world still rotates)

and is announced by bells, horns, or
criers.

Vast dungeons have been excavated
below the cities for sleeping and food-
growing space and as emergency shel-
ters. Underground rivers and aquifers
are tapped. Mines bring up a coal-like
flammable rock used as fuel. Ventila-
tion shafts circulate air with the aid of
huge, animal- or human-powered fans,
pushing out smoke through great
smokestacks. Tunnels also reveal sub-
terranean foes like bulettes, umber
hulks, purple worms, or ankhegs that
allempl Lo dig their way under cities, so
the tunnels are stoutly built and heavily
patrolled. In some cities, long tunnels
reach out to nearby hills, where small
fortresses and communities are built.
Earthquakes are feared, and many tun-
nels are magically reinforced. Few large
underground chambers are built, to
avoid mass casualties in case of a roof
collapse.

Neutral and evil human necro-
mancers have been brought into mili-
tary and government service, raising
numerous skeletons to serve as simple
laborers and massed soldiers. Necro-
mancers oversee the construction of
tunnels, walls, reservoirs, roads, and
other works; some are military officers,
and a few are medical doctors. (As a
side note, zombies deteriorate over
time, smell awful, and often disturb
onlookers who might recognize the bod-
ies as former family members or
friends. Fresh hodies are thus dumped

11

into pits containing rot grubs or scav-
enging insects, which clean all dead
flesh from the bones; a cloudkill spell
slays the scavengers, and the bones are
then animated for service.)

The open air of Nightworld is always
cool, about 45-50 degrees Fahrenheit in
still air. Winds are rare and usually the
result of magic or atmospheric distur-
bances from volcanoes. The sky is cloud-
less and filled with thousands of stars.
Surface dwellers can see their breath if
light is available. Thick clothing is worn
in layers, with sandals over foot wrap-
pings when normal shoes or boots are
not available. Gloves are rare but hats
common, worn as much out of fear of
dangerous bats as for warmth. Armor is
always padded for heating, then oiled or
wrapped to reduce its noise.

The most common surface livestock of
Nightworld are goats, sheep, and pigs,
which proved hardier than cattle (the
latter now nearly extinct). Horses are
carefully kept and extremely valuable.
Wild and giant boars have been cap-
tured and domesticated in some areas,
and giant goats are used as mounts in
others. Chickens and geese are kept in
magically lit underground chambers.
Manure from livestock is used in huge
fungus farms above and below ground.
Dogs, wolves, and giant rats are used as
pets. )

Of the demihumans, the dwarves
fared best, as their great underground
cities were perfect shelters. Their
armies brave the horrors of the surface
to gather supplies and treasures from
abandoned centers of civilization. Hill
and mountain dwarves eventually
shared their buricd kingdoms with
humans, halflings, and other friendly
surface races, leaving aboveground
structures and upper dungeon levels to
the “star lovers.”

The crafty duergar—the gray
dwarves—held their own buried king-
doms, but they enslaved the strongest
and most lawful (thus most trustwor-
thy) humanoids as workers and war fod-
der. Goblins, orcs, and hobgoblins
survived the Time of Madness in large
numbers, either as slaves of the duergar
or in their own buried enclaves.
Humanoids and duergar have become
less evil (as so many evil gods perished
in the Highslaying), though they are
still unpleasant, aggressive, competi-
tive, and tyrannical.

Gnomes are popularly thought to
have been largely wiped out by Black-
out. However, they survive in secret,
using illusions and stealth to keep their
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enclaves hidden. A few gnomes live with
other peoples. Nightworld gnomes are
not tinkers or machine-lovers; they are
solemn, secretive, and know much
about their dark world. Illusionist/
thieves are very common, acting as
scouts and spies.

Every kind of elf, however, has been
nearly wiped out. Their forests gone,
high and gray elves went mad; only a
handful survive, but as monsters, their
minds unhinged. Their faerie cousins,
such as pixies and sprites, suffered the
same fate or died. Aquatic elves and
other sea races have nearly vanished,
replaced by ferocious sahuagin, sharks,
aquatic trolls, and ixitxachitl. Drow
were devastated by legions of dwarves
and their allies who engaged in great
wars to make their part of the under-
dark safe.

Chaotic-evil beings—gnolls, bug-
bears, ogres—suffered greatly, never
able to pull together to overcome the
terrible challenges of the Blackout and
after. Unorganized surface creatures
have become worse than savages, aban-
doned by their gods and preyed upon by
monsters and each other. In many
ruined cities, barbaric humans and
humanoids battle for survival. Mongrel-
men—distorted beings created from
bursts of wild magic that flared over the
world as the sun died and the gods
warred—hide in many other ruins.

Allowable PC races include humans
(in all their new forms), dwarves (hill,
mountain, and gray), halflings (stout
and hairfoot), gnomes, and-—using The
Complete Book of Humanoids—mon-
grelmen, goblins (and Aerials), orcs, and
hobgoblins. Common classes include
fighters, rangers, barbarians (from The
Complete Barbarian’s Handbook), spe-
cialty priests, gray druids (from The
Cornplete Druid’s Hundbook), thieves,
and wizards, especially necromancers.
Bards are rare; paladins and most
druids are unknown. Norman keeps
notes for future PCs types from lands
based on other cultures.

The foes facing the civilized world are
great. These threats are on the whole
random, chaotic, and unthinking, unlike
the Dark Powers of the Ravenloft demi-
plane. Duergar, humanoids, and rebel
necromancers provide the bulk of orga-
nized “thinking” villains, though some
vampires and liches rule minor king-
doms of undead created from the count-
less bodies of those who died in
Blackout. Dragons, giants, and behold-
ers survived as well, but mutated into
~ new forms thanks to wild magic and

other forces. Norm wishes for these to
have horrific appearances and behav-
iors, and he borrows critter ideas from
MoONSTROUS COMPENDIUM® RAVENLOFT
appendices.

Many new species of wild trolls ram-
page over the dark lands, consuming
everything they find. Some “cleanup
crew” monsters normally seen in dun-
geons (e.g., slimes, oozes, puddings, and
jellies) are found in the open. Huge,
mindless vermin have spread over the
world: giant beetles, ants, spiders,
slugs, and more scour the land for every
last scrap of organic matter, consuming
even the soil. (Giant ants and beetles
now create their own underground
farms and cities, though these creatures
are not very intelligent individually.)
Bulettes, ankhegs, purple worms,
umber hulks, and so forth have mutated
into new, unpredictable forms. Smalil
bugs like cockroaches are very common.

After deciduous and evergreen sur-
face plants perished, new plant life
filled in the gaps. Giant fungi, many
luminescent or poisonous (or both), are
found everywhere. Great thornbush
forests have sprung up, cultivated by
giant insects. Thornbushes provide
shelter for the insects, and their roots
are nourishing food. Mosses and lichens
are everywhere.

Rirds are almost entirely extinet,
except for fast flightless species. Flight
is dangerous in near-total darkness.
Anything that flies more than 1,000 feet
above the ground also runs into a nearly
airless region of extreme cold, the limit
at which the magic-filled earth is able to
warm the atmosphere. Bats, however,
survive in many forms and fly about
constantly, using echolocation to catch
their prey and avoid collisions. Some
bats have magical powers that make
them unusually dangerous.

Initial Quest: The first quest for any
group on Nightworld will vary greatly,
depending on whether the PCs are
natives or outsiders who arrived for a
short visit. In the latter case, the PCs
can trek across a hostile landscape in
search of a legendary item. Potential
allies might, of course, look like certain
enemies; adventurers must learn cau-
tion and use negotiation and stealth.

In the former case, a full campaign,
Norm starts small (short ventures into
the outer world, plus troubles in the
starting city) and builds up to bigger
things (long treks across dangerous,
monster-infested countryside). This
gives players a chance to understand
their environment and strengthens the

unease they will feel about certain mon-
sters, persons, objects, and situations.

In time, the heroes will learn that
their world is in trouble. The gods’
magic is not enough to counter a grow-
ing force of evil in the world, spreading
chaos and madness through the great
wilderness areas. Increasingly vile
beasts are encountered, and bizarre
events are seen and recorded. Is some-
thing behind these events? How greatl is
the danger the world faces? The PCs
will have to find out.

Player’s Viewpoint: The players
will quickly learn that the safest place
for their heroes is underground in a
dungeon, and the most dangerous place
is on the surface in the open air—quite
the reverse from the usual state of
affairs!

As noted before, Nightworld is played
for mystery and fear. Virtually nothing
is known about the world outside of a
handful of fortified or buried cities. Vol-
canic regions might have bizarre new
cultures and forms of life, but no one is
sure. Wilderness monsters are drawn to
sources of light and sound, so anyone
crossing uncivilized lands must do so
silently and in hiding. Carelessness
results in massed, insane attacks by
countless horrors. (Obviously, intercity
trade is infrequent at best on this
woarld.) .

Resources: Aside from borrowing
game material from various RAVENLOFT
and Call of Cthulhu sources, Norm
malkes sure to scan horror products for
other games: Steve Jackson Games’
GURPS Horror rules, Mayfair’s Chill
system, and so on. New species of life
are adapted from books Norman finds in
the local library on mushrooms, fungi,
insects, and nocturnal creatures. He
even makes use of TSR’s GaAMMA WORLD®
rules for new “mutations” to add to some
of the grossly changed lifeforms on
Nightworld to make them more fright-
ening and dangerous in effect. Norm
uses the special methiods for describing
encounters from the RAVENLOFT rules to
enhance the element of fear and uncer-
tainty in game play.

As final notes, Norm elects to allow
psionics (wild talents only) but not
spelljamming. Travel to other planes is
very difficult, and some high-level priest
spells are not available, since most gods
are only demigods. Undead are harder
than usual to turn or destroy, but not
impossible. The Fear Check from the
RAVENLOFT rules is kept for meeting cer-
tain wilderness monsters. O
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Some people you must meet:

What you’ve been waiting for — Pre-Registration info for
RPGA NETWORK STAFF

Scott Douglas «+ RPGA Network

TM Coordinator
Duane Maxwell « POLYHEDRON
Newszine Editor
Robert Wiese - Tournament Pro

gram Coordinator
Judy Mueller = Network Clerk

Game Convention -

Lou Prosperi * Designer of the

The event that game masters, club presidents, and [
convention coordinators cannot afford to miss! |t

Rick Loomis « Creator of too many 3
games to mention ‘

1 1 7 1 9 9 6 MAG FORCE 7

Margaret Weis « Co-creator of Sta

1 of the Guardian
IVI E C C A 7 IVI I I W a u k e e W I DonPerr;n°goicrle;torof8tarof

: _ the Guardian & Wing Com-
When we looked at plans for this year’s WINTER FANTASY convention, the mander
! RPGA® Network’s annual gathering, we felt that we could and should do a lot [EiKSMLLRICERIELICTRIIe
better than just offer another convention for you to attend. Sure, we can offer Commander
first-run LiviNG C1TY™ and LIVING JUNGLE™ events, plus a bunch of other first- [[{YRVSp—.
run events for members to enjoy. We still like our ability to use the conven- Doug Tabb - Editor of Under-
) tion to launch new Network programs, but these days, many other good ground
I, conventions offer almost as much. With the Network’s resources and contacts, [ERGERIUICRIIERIEREC LN
¢ couldn’t we do better? Couldn’t we offer something unique? T Encounters
- , om Smith « Designer of Fantasy
4 We could, we can, and we shall. We looked at our members’ needs, what Adventures
¢ our members were asking for, and made a realization. There is not one con-
vention that caters especially to game masters, that provides opportunities THUNDER CASTLE GAMES
for them to learn tricks of the trade and gain key insights into the uses of dif- |REACREEEEREILELEE I
ferent campaign worlds and game systems. There is not one convention that - Card Game Designer
. . . . Bill Littlepage - Highlander: The s
caters especially to convention coordinators, that allows them to meet with Role-Playing Game Designer
i & industry professionals and to learn tips for making their conventions even -
=4) better. There is not one convention that caters to club presidents, allowing TSR
L them to make contacts in the industry which might later benefit their clubs. [EMAEIEEEEIELEINEINEENIE
Now there is one. . CxB‘eator e
% With this in mind, WINTER FANTASY is taking on a new look and a new N ot it 14€ e ned
j¢ focus. Game masters, con coordinators, club presidents, and other people who [SNTEY s Designer of
< really make the hobby function will find special treats just for them. And if BIRTHRIGHT campaign setting
A you are considering getting started judging Network events, this is a great Steve Winter - Creative Director of
# place to start. Experienced judges will be available to providc support, Stev ?an‘caef‘%r? gﬁ,&k; Wass
= encouragement, and feedback to help you on your way. If you happen to be a card game Creator
§ Grandmaster judge, then perhaps you can find some new tricks to learn (or Prs gy moro s s
} some old ones to pass on).
; Of course, we're not going to change it too much; WINTER FANTASY has tra- JAZauRSISEL oLt
ditionally provided one of the best places for Network members to meet, Steve Bishop * Writer/Designer of

. o a2 . Ars Magica
2. N
 socialize, and play great games with one another, and that won’t change. Wade Racine » Creative Director of

We will still be offering new Network programs. Look for Ars Magica
the premier of the newest (and we think best) Living set-
ting, the LIVING DEATH™ campaign. LivING CITY players are gg&':ﬂ\g I?S,_SQOOCI:BE::ATORS
in for a treat too, as we launch a new phase in the city’s Gary Smith - GAMA Trade Show
history. And the Network tournaments are still the & Origins
absolute best we have to offer. Vinnie Salzillo » Dex Con & Drea-
Read about all of the exciting opportunities that will be mation s
offered, and then don’t hesitate to send in your pre-regis-  |ESEMAEN Il

y , . Fair & WinTer FanTasy Con-
tration today. Don’t miss out, send it today. vention




Special Events

] LiviNG DEATH™
Campaign Premier

Welcome to the Network’s newest

Y and most provoeative Living setting,
¢ LIvING DEATH. This exciting gothic

4 mystery campaign takes place across
Gothic Earth, described in the popu-
¥ lar Masque of the Red Death expan-
sion to the RAVENLOFT® setting.
Battle the natural and the supernat-
ural as part of a secret society, but be
careful; you may not know who your
friends are. Two tournaments begin
this campaign for sophisticated role-
players. Any LivING DEATH event
table can be made a Benefit event by
contributing $5 at the table.

Special Tournaments

¢ DrAGON DicE™ Winter Championships:
TSR's new expandable dice game
¢ SPELLFIRE® Tournament: TSR's quick
4 and simple card game about the AD&D®
worlds.
® BLoop WARS™ Tournament: TSR's cool
card game based on the PLANESCAPE™
setting.
® Magic: The Gathering: Need we say
more?
¢ Sim City: Mayfair's city-building col-
lectible card game.
{ o Highlander: Thunder Castle Games’s
ultimate one-on-one collectible card
game.
® Middle karth: 1CE's new collectible
card game based on Tolken’s Middle
Earth.
® Dawn Patrol National Champi-
onships: The annual event returns. Bat-
tle through legions of enemies to take
home the trophy this year.

eee Plus more to come **

Awards Luncheon
and Ceremony

The traditional Network breakfast is
now an awards luncheon for all atten-
dees. Come socialize after the last gam-
ing slot and stay for the Awards
Ceremony. Those who are not eating can
join us later for the ceremony.

The luncheon begins at 1:30 pm Sun-
day afternoon, and the Awards Cere-
mony begins at 2:30.

_

Come see the hottest new games and worlds!

Living CiTY™ Interactive:
Winter Festival

Come celebrate the new year in RAVENS
BLUFF™ with a celebration of LiviNng CrTy
characters. This Winter Festival is being
sponsored by the Temple of Tymora and
the Knight’s Council. Planned events
include a parade of knights, a knightly
joust, open melee competitions, a cliff
diving competition, something we call
“Bobsledding,” a juggling contest, and
many other fabulous games and events.
The land office will be open to confirm
current land ownership and to authorize
new land sales. Building inspectors will
be on hand to authorize new buildings
and reconstruction.

A number of merchants will be open
doing business and the Crescent Moon
Inn will be open providing refreshments,
for a small fee. Visit the city courthouse
and chat (or plead) with Judge Rupert
T. Hangman. See the City Watch to join
up or to register your creatures and ani-
mals. And bring a gift, because the
highlight of the festival will be the noble
wedding of Lord Charles Lavergne
Blacktree IV to Lady Katherine Marie
Moorland, an event all are invited to.

So bring your money, and a painted
miniature of your character, to the New
Year’s Celebration in RAVENS BLUFF, at
Winter Fantasy.

The Interactive runs in Slot 9, Sun-
day 8am to 1 pm.

Demos Galore

Look for demonstrations of the
hottest games in our huge Demo
Hall! FASA, Mayfair, Wizards of the
Coast, TSR, and others will show you
the latest and coolest new games. All
demos will offer RPGA Network
Player points for participants.

Sunday’s auction gives you the
hance to pick up some unique
tems, including some LIvVING CITY
and LIvING JUNGLE things for your
| characters. If you want to donate
items, contact Network HQ.

MGM, Grand Gaming
Association Games

MGM, GGA, a Network club of long

standing that runs many events at the

GEN CoN® Game Fair, presents the fol-

lowing events:

Magic: The Gathering Tournament:
slots 2, 4,6, 8

Champions Adventure I: slots 2, 5, 9

Champions Adventure II: slots 3, 6

AD&D Visual: slots 1, 4, 7

Battletech Game: slots 3, 6, 9

Star Wars Adventure: slote 1, 4, 7

Advanced Civilization Game: slots 2, 5, 8

Special Prizes

Win fame and great stuff by claiming
the prizes in:

o Gamer Gambit - the player who nets
the most wins in Network events gets a
special prize

e DM Dare - the DM who runs the most
Network events with the best judge
scores garners a special prize.

® DM Champion - The highest scoring
winner of the Judge Invitational will be
named Champion DM and take home a
special trophy for a year.

¢ The competition for the position of
Lord Speaker of the Advisory Council of
Ravens Bluff concludes for LC players.
Applicants must play both LiviNg CITY
events.
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MERCENARY AR(DY

GATDERS ON pLAINS
A large army of mercenaries, adventur-
ers, and sell-swords has appeared on
the plains north and east of the city.
Scouts estimate that it is three days’
travel from the city gates. Recruiters
have been hiring in the city for the past
two months, ostensibly for a campaign
in the south, They claim that this loca-
tion was chosen to form the army
because of the large supply of available
mercenaries. Scouts also report that
large numbers of ores, gnolls, hobgob-
lins, and even bugbears make up some
of the divisions of this force.

Lord Mayor O’Kane expressed initial
concern that such a large body of poten-
tial enefmies was gathering near the
city, but further reports from scouts and
other unidentified sources have relieved
both him and the Council of Lords. The
reports indicate that the army has defi-
nite plans for moving south over the
Earthfast Mountains and even to the
coast. Letters arranging for supplies
along this route and maps showing the
route and possible trouble spots were
brought away as evidence. It was even
discovered that one of the merchants in
Ravens Bluff is supplying these troops,
and as Lord Varro argued, “They would-
n’t arrange to buy traveling supplies
from our merchants if they intended to
attack.” Only Lord Blacktree remained
unconvinced, reminding the council that
“Ravens Bluff is south of their current
position, you know.”

To allay the concerns of the citizens,
O’Kane has recalled the army he sent
into the Earthfast Mountains. Blacktree

reported, “The humanoid groups have

been dispersed and there is no immedi-
ate threat from that quarter.” The Field
General expressed relief at the recall,
saying that he had wedding plans to
attend to. Blacktree will marry Lady
Katherine Marie Moorland at the
upcoming Winter Festival.

LOST ADVENTURERS
RETURN

Last evening a thick fog settled on the
ground outside of the city walls and
remained for several hours. Wizards
from the Ministry of Art could not
determine whether the effect was magi-

cal until several figures wandered out of

the fog, dazed and confused. Many were
adventurers known to be lost under
mysterious circumstances. These people
muttered about a strange land filled
with evil, and thanked their various
gods for release. In an attempt to dis-
cover what happened, the Ministry of
Art is interviewing all of the adventur-
ers who arrived via the mysterious fog.
All LvinG Crry™ PCs who were
trapped in Ravenloft have been released
and may play in ony LC tournament.

DOUS€ Of CRITTERS
moved

Due to the continual hassles over per-
mits, DMI has purchased a large piece
of land to the south of the city for the
construction of the House of Critters.
This site is less than a mile from the
city walls. “We are trying to bring some-
thing exciting to the citizens of this fair
city,” said Connor-of-Galway, Chiefl
Executive Officer of DMI, “and we want
to get on with it. Relocation seemed the
best course. We will provide transporta-
tion to the site for all citizens.” Towns-
people seemed relieved, though many
expressed interest in visiting the House
of Critters and sampling its challenges.

Discount Merlin’s House of Critters
opens at Concentric, March 7-10 1996,
Rosemont, IL.

SOCIETY NEWSs

Welcome all! T'or Jacinth “Juckie”
Moonspring, your new society editor.
Every month. look here for the latest
scoop on the aty’s glitterati.

Where better than to start than
right at the top? It seems that Charles
Oliver, the Lord Mayor himself. has
been involved in a love triangle of
sorts. It all goes back to the ermg
known as Dragon®Con 1994.1 M
buzz there was the announced engage-
ment of the beautifully dangerous
Allandra Mystallan (played by Sherrie
Miller of and the dashing {former

1 or Fenmarel iplay

wil e Be
by Michael Capps of NC). At this s:
soirée, Belanor first announced his
candidacy for Mayor. Allandra was
standing beside him during his
announcement speech, smiling the
whole time. Lo and behold. less than a
month later, at the Ravens Bluff
Bazaar (Gex Cox' Game Fair 1994,
who is seen on the arm of the Tord
Mayor the whole day. but Allandra
herself!

It doesn’t end there. Earlier this
vear, we heard that the enga
was off for unspecified reasons. ¢
Belanor was not heard from for sev-
eral months. But like a bolt {rom the
blue, he and (YKane got into a tiff at
the recent Foun s Day Celebrations
(GEN CoN Game 9951, The lovely
Allandra was nowhere to be seen.
Coincidence?

My sources confirm that Charles
Oliver is about to make a major politi-
cal move regarding Belanor. No word

t this is: apparently the Mavor
ng this one close to his chest.
L, I've got to run; I have an
vith Lady Katherine in an
hour. Ta!

Colwmn written by Wavne S. Mel-
nick of Florida. If you have any gossip
you think is worthy of print and that
you think the people of Ravens Blujf
should know, contact Wayne either
through Network HQ or divectly by e-
mail at “CatevesQl@Gaol.com”™,
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Forgotten Deities

Ssethh/Vaerae

bv Eric Bovd instead. (See the Monstrous Com- on the Shining Plains. The creed of the
y Eric oy pendium sheet in Ruins of Undermoun- priesthood demands that no snake be
tain for Snake, Flying.) harmed, that anyone harming a snake
Power: Intermediate : be maimed, and that anyone killing a
Plane: Abyss AB Wis 14*, Dex 12%; AL CE; WP any; snake be slain. Vaerae is believed to
AoC: Intelligent Snakes, AR none; RA none; SP All, have been worshipped in the North
Yuan-ti i 1t centuries ago as Repra, a beast cult
Align: CE totem. Signs of the snake totem’s wor-
WAL: CE (Yuan-ti) ship are still found in the area of the
Symbol: Flying snake with ' Marshes and the Vast Swamp.
fangs bared many demipowers, Vaerae was
Sex: Male eakened during the Time of
| during that turbulent
This deity is the Realms-based as; . in by Ssethh, the
the deity Merrshaulk as descril worship is centered
Monster Mythology, p-100. In th ] time; Ssethh has

Realms, Ssethh’s avatar app
a giant magic-using wing

ywer and portfo-
granting Vaer-

snake. He is Worshlpped nded powers
within the heart of the j '

of Chult by yuan-ti and

tle heard of elsewhere ' - '

the Realms. , v 7 ¥ ' for expanding

During the Time gl - in the Realms
Troubles, Ssethh s St

edly appeared in the ju
gles of Chult, takin
body of a massive gi
sea snake that could
move about on lan
had giant wings. T
abound of his titanic b
tles with massive
dinosaurs and other
sters.

Ssethh’s Priests

Only yuan-ti abomination
specialty priests of Ssethh
headed yuan-ti abominati
priests are limited to 12th lev
other yuan-ti abomination s
priests are limited to 10th leve y are limited to 7th level
priests are expected to travel thro L ‘uan-ti abominations always
out the Realms furthering the strata- hip Ssethh directly.
gems of the yuan-ti. o
In addition to the spheres listed AB Wis 14*, Dex 12*; AL CN or CE;
under the entry for Merrshaulk, spe- WP any; AR none; RA robe made of
cialty priests of Ssethh gain the minor . the skin of a giant snake; SP All, Ani-
spheres of Elemental (Fire) and ~ with heads Iﬁcked in mal Chaos*, Charm*, Combat*, Divina-

Weather. Healing is changed to allow mortal combat tion, Elemental (Fire)*, Healing, Plant,
both reversed and non-reversed spells. Sex: Male Weather*; SPL nil; PW 1) immune to
Specialty priests and mages in Ssethh’s snake or reptile poison, 5) sticks to
favor are often granted flying snakes as This obscure snake cult is popular in (poisonous) snakes (P4); TU nil; QS
familiars (much as imps or guasits may northern (rural) Calimshan and the animal horde (all snakes).

be given to evil human priests). Yuan-ti Vilhon Reach, having come from J
necromancers are granted deathfangs nomadic tribes who are usually found
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on the Back of a Toad

that the world rests on the

which they call Pak-
1e.” According to
been sitting for eons,

ch the sun, and sometimes after

its

y-colored tongue may

1 aﬂar:russ the sky.

n that the moon is in
eesa’s eyes, opening and
tervals. Wise men say
to stir from time to
ground to lurch and shake.
ways turned toward the
' ' ily. If he ever
/i , this would mean
by and by, the end of
offer him gifts to

Wfri 1 ,bllt. e Bh

Etrsu-lg:rg:}llaﬂn their fear. The
tried to kill the stranger, and
all to no avail. Mere mortal weaps
not harm Chuk’aa, beloved of the

It was only then the Chuk
it did not take him long to unde
was going on. Chuk’aa grew very,
angry. “Miserable thieves!"” he H
“Did you really think to catch the gre
Chuk’aa unawares? Well, 1 shall teach
murder peaceful travellers in their slee
With those words he advanced upon
three brothers, and when he was d
one of them remained standing.

Arms akimbo, Chuk’aa surveyed the
groaning would-be murderers. “Let
a lesson to you”, he said, “and tell you
ole Lthal if Tever hear of another shu lay

ands on one of his brother-shu, be it fo

greed or for any other reason, he will s
a much worse Pu:ushnwnltl'm '
vou. Now go!” -

The three brothers dragged
back to their village and re
elders what had happened to the
of it soon reached tﬁe- other shu
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Larger Than Life

The Odd Couple

by Lawrence Hurley

“The silver dragon soared through the
bright skies above Abanasinia, her eyes
continually searching for any signs of
her mutated draconian kin in the
war—turn land. Enjoying the warm
southern breeze despite her important
mission, the dragon glided on a comfort-
ing cushion of air. Her searching eyes
suddenly focused onto two figures walk-
ing up a small hillock. Instantly alert,
the leviathan dropped down so that she
was just over the treetops. Not sure what
to expect, she glided behind them sound-
lessly, watching for the slightest hint of
danger.

She relaxed slightly as she noticed
they were both small creatures,
dwarf-sized; nevertheless, she remained
cautious. As she came in for the initial
flypast, the smaller of the figures, which
she recognized now as a gully dwarf,

turned and saw her. He immediately
began to shake wildly on the arm of his
companion. “Dragon! Dragon! Dragon!”,
he shrieked, flinging himself to the
ground and covering his head with his
grimy hands.

As the smaller dwarf was carrying
on about his impending demise, the
other dwarf, a hill dwarf by the looks of
him, looked straight into the dragon’s
eyes and nodded. It was a sign of good-
will and respect with not a trace of fear,
and the dragon was quite surprised. She
shook her head in amazement at the
sight of the two unlikely companions.
“What an odd partnership” she muttered
and flew on, her mind on other matters.

What an odd partnership indeed! The
two of them met when Kalack happened
upon a group of Aghar being decimated
by a couple of draconians out for some
sport. One of the Aghar was knocked
unconscious (or passed out in fright)
and the draconians were chas-
ing down the other

fleeing Aghar. Kalack -
crept up and dragged
away the downed gully
dwarf. When the Aghar woke up
some moments later, Kalack rec-
ognized that he had been faking
unconsciousness all
along. Annoyed at first at
being fooled by a gully
dwarf, Kalack was nearly
ready to leave him for the
draconians, had the Aghar not
been staring at one of the books
peeking out of Kalack’s pack.
Intrigued, he showed the book
to the Aghar, who opened it
upside down and leafed
through it as if it were
perfectly comprehensible
that way. When Kalack
asked the Aghar if he
wanted to learn to =
read the book, the
gully dwarf intro-
duced himself as v
Flubub, sage to the -
court of the Lord
High Emperor Huub-
lik, and calmly
claimed that he
already knew how to

read. The two have been together ever
since.

Kalack grew up in the hill dwarven
comununily of Hillhome, the son of a
respected smith. He was apprenticed to
a leatherworker, and became quite
adept at leatherworking, but his heart
was not in it. His one true love was
magic. Despite his racial heritage, he
wants nothing more than to become a
mage. He believes that dwarves can
learn to work magic, and that the dwar-
ven inability to do so comes from a cul-
tural tradition so deeply held that none
choose to question it. Older dwarves
simply shook their heads sadly when he
argued this view, but he has remained
undaunted. He was packing his things
in preparation for a journey to seek a
Tower of High Sorcery when word came
that the dragonarmies had destroyed a
nearby village. He could not shirk his
duty to his people, so he took up arms
with the other dwarves of his commu-
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nity. He has become fairly
skilled with weapons, but
this has not deterred
him in the least from
his desire to seek out
magical teaching. He
has learned to read
both dwarven and
Ergot, and he

wants to learn

other languages

so he can
increase his
under-
standing
of magic.

He had risen to the rank of sergeant
within the dwarven company he served
with when they were outflanked by a
dragonarmy advance guard and nearly
destroyed. After escaping the debacle
that shattered the company, he trav-
elled north toward the lands around
Solace. On the way he encountered a
small band of gully dwarves being mas-
sacred by a contingent of draconians.
He managed to save one of the Aghar, a
gully dwarf “noble” named Flubub
Phlup. Rather than getting rid of
Flubub as soon as he could, he decided
to help him and hopes to educate him as
he seems of above average intelligence.

Kalack is friendly, noble, and
respectful. He is also coolheaded and
helpful to strangers. He wants to see
more of the world, so he might be
inclined to accompany a good—inten-
tioned group of people to other lands. In
one of these journeys he hopes to find a
White Robe (or Red Robe) who is willing
to look past his dwarven heritage and
teach him magic. Currently, he is trav-
elling to Solace to meet the smith,
Theros Ironfeld, who is known in Hill-
home. (He does not know that Solace
has been destroyed, captured and liber-
ated since last he heard news.) Once

there he hopes to travel to Solamnia,
perhaps by joining an army. He also
wants to keep Flubub with him for the
Jjourney, so he can continue to teach him
how to read and write.

Flubub is highly intelligent for a
gully dwarf, which was why he was
chosen by his “Lord High
Emperor” to lead an expedi-
tion from “the Tmperial
capitol” northwards into
dragonarmy territory to
trade for “important
stuff” his people needed
(i.e. things his
“emperor”
wanted).
Flubub is
proud that
his expedi-
tion got fur-
ther into
dragon-
army terri-
tory than
did any of
Q the “two” pre-
N vious groups
sent, even
s )f though he
- is their only
survivor.
He feels that his tactical skills and lead-
ership abilities make him a natural
replacement for his emperor should any
misfortune ever befall him.

He likes Kalack and is tagging along
with him in order to learn how to read
and write. With that knowledge, he rea-
sons, it is only a short step for him to
master magic and become a great sor-
ceror-king. He wants to keep quiet
because he still thinks he is on the
expedition even though back home they
have completely forgotten about it, and
wants to return with a great deal of
knowledge in order to lead his tribe to
greatness. He believes that Kalack
knows nothing of these plans, and
Flubub thinks himself wily enough to
fool him. He pretends to be no more
intelligent than a typical member of his
race. He often acts foolishly and asks a
lot of questions, the answers to which
he never seems to hear all the way
through. Despite the fact that he is an
intellectual paragon among his people,
he has not reckoned with Kalack’s keen
mind. He is not aware that Kalack has
heard him mumbling in his sleep about
his “destiny,” nor does he know that
Kalack has seen him gesturing wildly,
pretending to cast mighty magic.

23

Despite his personal dreams of glory,
Flubub is very loyal to Kalack because
he is the only person ever to show him
kindness and accept him without judg-
ing him. Among his own people, Flubub
was ostracized because of his intelli-
gence. He is beginning to suspect that
Kalack is even more intelligent than he
is and may know even more interesting
things than he does. The only thing that
worries Flubub is Kalack’s interest in
magic: he is afraid that Kalack might
want to become Lord High Emperor of
the Aghar domains. Still, Kalack did
rescue him, and Flubub has not forgot-
ten that. He feels somewhat guilty for
deceiving Kalack, and has considered
inviting Kalack to be one of his advi-
sors. This decision has been troubling
him a great deal lately, and he is not
quite sure what to do about it. He does
not rcalizc how much he has come to
value Kalack’s friendship and is likely
to do anything to help him, even if it
means that Kalack discovers his plans.
Such an action may surprise him.
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Larger Than Life

The Odd Couple

by Lawrence Hurlay

“The ailver dragon seared through the
bright skies abape Abanasinia, her eves
continuclly searching for any signs of
her mutated draconian kin in the
war—torn land, Enjwing the warm
SOULRETT: Dreeze despiie Rer IMporiant
mission, the dragon glided on a comfort-
ing cushion of air. Her searching eves
suddenly focused onto two figures walk-
ing up a small hillock. Instently alert,
the leviathen dropped down so that she
s just over the éreetops. Noié sure wheat
to expect, she glided behind them sound-
lessly, watching for the slightest hint of
danger,

She relaxed slightly as she noticed
they were bath small creatures,
dwarf~sized; nevertheless, she remained
coufious, Az she came in for the initiol
faenaat tho emallor af the Fahmur snbrek
she recogmized now as a gully dwarf,

furned and saw her. He immediately
began to shake wildly on the arm of his
companton. *Dragon! Dragon! Dragonr!®,
fie .!.lrl:.l"!:t.‘llwl.e, ﬂi:rjgfrlll[ .ﬁ.f:nm:.fj".tu .Hu-;
ground and covering his head with his
Erimy hands,

As the smaller dwerf was carrying
an abowt Ris impending demise, the
ocfer dwarf, a il dwarf by the looks of
him, looked straight info the dragon’s
eves and nodded. It waos o sign of good-
will and respect with nol a trace of fear,
and the dragon was quite surprised, She
shook her head in amazement at the
sight of the two enlikely companions.
“What an odd partnership” she muttered
anrd flew on, her mind an other maliers,

What an odd partnership indeed! The
two of them met when Kalack happened
upon a group of Aghar being decimated
by a eouple of draconians out for some
spart. Ona of the Aghoar woe knockoed
unconscious (or passed out in fright)
and the draconians were chas-

ing down the other
fleeing Aghar. Kalack
eropt up and dragged
away the downed gully
dwarf. When the Aghar woke up
some moments later, Kalack rec-
ognized that he had been faking
unconsciousness all
along, Annoved at first at
being fooled by a gully
dwarf, Kalack was nearly
ready to leave him for the
draconians, had the Aghar not
been staring at one of the books
poeking out of Kalack's pack.
Intrigued, he showed the book
ta the Aghar, who opened it
upside down and leafed
through it as if it were
perfectly comprehensible
that way. When Kalack

ackad tha Aghar if hao ‘*I‘;W_ i
wanted to learn to e -
read the book, the - =7
gully dwarf intro- =
duced himself as Wiy

["1j'|.|.|.r|.l.i:r1 B Lis u-n:: - a
eourt of the Lord ]
High Emperor Huub- = -
lik, and ealmly e

claimed that he

already konew Low Lo

n;m:l. The two have been together ever
gince,

Kalack grew up in the hill dwarven
oy wl ELilllane, tle son ol a
respected smith. He was apprenticed to
a leatherworker, and became guite
adept at leatherworking, but his heart
was not in it. His one true love was
magic. L’espite g racial hentage, ne
wants nothing more than to become a
mage. He believes that dwarves can
learn to work magic, and that the dwar-
ven imability to do 50 comes from a cul-
tural tradition so deeply held that none
choose Lo question it. Older dwarves
simply shook their heads sadly when he
argued this view, but he has remained
undaunted. He was packing his thing=
in preparation for a journey to seck a
Tower of High Sorcery when word came
that the dragonarmies had destroved a

nearhy village. He could not shirk his
duty to his Fnop'a,. go ho took up arme

with the other dwarves of his commu-
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nity. He has become fairly
shalled with weapons, buft
this haz not deterred
him in the least from
his desire to seek out
magical teaching. He
has learned to read
hoth dwarven and
Ergot, and he
wants to learn .
other languages .:;}
50 he can i
increase his
under-
standing

He had risen to the rank of sergeant
within the dwarven company he served
with when they were outflanked by a
dragonarmy advance guard and nearly
destroyed. After escaping the debacle
that shattered the company, he trav-
olled north toward the lands around
Solace, On the way he encountered a
emall band of gully dwarves being mas-
eacred hy a contingent of draconians.
He managed to save one of the Aghar, a
gully dwarf “noble™ named Plubul
Phlup. Rather than getting rid of
Flubub as soon as he could, he decided
to help him and hopes to educate him as
he seems of above average intellizence,

Ealack is friendly, noble, and
respectful. He is also coolheaded and
helpful to strangers. He wants to see
more of the world, so he might be
inclined to accompany a good—inten-
tioned group of people to other lands. In
one of these journeys he hopes to find a
White Robe (or Red Robe) who is willing
tir look past his dwarven heritage and
teach him magie. Currently. he is trav-
elling to Solace to meet the smith,
Theros Ironfold, who is known in Hill-
home, {He does not know that Solace
has been destroyed, captured and liber

ated sines lazt he heard news ) Oneo

there he theu to travel to Solamnia,
perhaps hy joining an army. He also
wants to keep Flubub with him for the
journey, so he can continue to teach him
how to read and write,

Flubub is highly intelligent for a
gully dwarf, which was why he was
chosen by his “Lord High
Emperor” to lead an expedi-
tion from “the Imparial
capitol” northwards into
dragonarmy territory to
trade for “important
stuff™ his people needed
{ice, thia g luia
“emperor”
wanted),
Flubuhb i=
prond that
his expedi-
tion got fur-
ther into
dragon-
army terri-
tory than
did any of
| the “two” pre-
vious groups
sent. even
o though he
E 15 their only
SUrvVivor.
He feels that his tactical skills and lead-
ership ahilitine make him a nataral
replacement for his emperor should any
misfortune ever befall him.

He likes Kalack and is tagging along
with him in order ta learn how to read
and wribe, With thot knowledge, he rea-
soms, it is only a short step for him to
master magic and become a great sor-
cerar-king. He wants to keep quist
because he still thinks he is on the
expedilivn vven though back bome they
have completely forgotten about it, and
wants to return with a great deal of
knowledgs in order to lead his tribe to
greatness. He believes that Kalack
lemows nothung of these plans, and
Flubub thinks himself wily enough to
fool him. He pretends to be no more
intelligent than a typical member of his
race. He often acts foolishly and asks a
lot of questions, the answers towhich
hie never seems to hear all the way
through. Despite the fact that he is an
intellectual paragon ameng his people,
he has not reckonad with Kalack's kean
mind. He is not aware that Kalack has
heard him mumbling in his sleep about
his “destiny,” nor does he know that
Kalack has seen him gesturing wildly,
proetending to cast mighty magie.
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Despite his personal dreams of glory,
Flubuhb is very loyal to Kalack because
he iz the only persen over to ghow him
kindness and accept him without judg-
ing him. Among his own people, Flubub
was ostracized because of his intelli-
gence, He is beginning to suspect that
Kalack 1s even more intelligent than he
is and may know even more interesting
things than he does. The only thing that
worries Flubub is Kalack's interest in
mayic; he is afraid that Kalack might
want to become Lord High Emperaor of
the Aghar domaine. Still, Kalack did
rescue him, and Flubub has not forgot-
ten that. He feels somewhat guilty for
deceiving Kalack, and has considered
inviting Kalack to be one of his advi-
sors. This decizion has been troubling
him a great deal lately, and he is not
guite sure what to do about it. He does
not realize how muech he has eome to
value Kalack's friendship and is likely
to do anything to help him, even if it
means that Kalack discovers his plans,
Such an action may surprise him,
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The Time has come to look to...

% DRAGONLANCE®:
FIFTH AGE"™

Inside information on TSR’s upcoming
new Role-Playing Game

What is Soon to be...

One of the first questions that anyone famil-
iar with role-playing games will ask is:
What makes DRAGONLANCE: The Fifth Age
different from other fantasy games? Well,
quite a few things, actually.

Not Another AD&D World

I ean hear the doubters out there already.
Do we really need another ADED game
world? Especially when ils really just an old
game world being reworked?

Well, T don't want to upset those
doubters, but DraGOMLANCE: FIFTH AGE is
neither of those things.

First, Forrn Ay i8n't an ADE&D cam-
paign setting. In an effort to make the world
of DRAGONLANCE more dramatic and give it
the literary feel of the novels, the decision
was made to produce a whole new role-play-
ing game system. DRAGONLANCE 1sn't AL
anymore, it's become a whole new game
designed for people who love to play roles
more than roll dice, I'll talk more about this

a little later.
How about the idea that FirmH AGE 1s

just a slight reworking of the old Drac-
ONLANCE campaign setting? That's not the
cage either. The events that transpire in
Dragons of Summer Flame have trans-
formed the world of Krynn. To be sure,
much has remained the same on Krynn and
Ansglon, but there have been gsome sweep-
ing changes that will make players and
DMs alike scramble to fit the pieces of this
new world together.

b

Roles vs. Rules
Perhaps the most important thing, is the
fact that FirrH ACE hae beon desipned with
an eve toward drama and role-playing, not
rules and pame mechanics. Ag such, it
makes use of many techniqoes that will be
new to even the most jaded role-playvers,

Examplos of this philesophy will be
found throughout the pame. For the most
part, however, they focus on the control that
a player haz over the actions of his charae-
ter and the flow of the =torvline.

To be sure, many role-playing ganms
place a great deal of emphasis on the telling
of stories and the importance of dramatie
elements. For the most part, however, the
game mechanics used in such systems don't
du much b foster such play. Simply making
a pame “rules-light” doesn’t make it better
for role-playing. There still comes a time
when the rules get in the way of drama and
characterization.

While it izn't possible to eliminate the
rules, eteps have been taken to minimize
their interference with play in the Fiern
AGE game. Many of the duties that tradi-
tionally fall on the shoulders of the referee
have been designed so that the plavers will
be handling them, This leaves the referee
free Lo focus on the drama and pacing of the
adventure, giving it a muoch more literary
flavor,

The Hand of Fate

While many adventure games use dice or
other random number generators to resolve
the cuteome of actions, FIFTH ACE employs
an Sl-card Kesolution Deck. Luring the
game, every player holdz a hand of cards
{lovingly called The Hand of Fate during our
playtests). When the time comes for a play-
er's hero to attempt some feat, he selects the
card to use. Thus, a player may hold hettar
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by William W. Connors

cards in his hand
for use during critical junc-
tures in the scenario.

Because of this selection process, the
random aspects of play are greatly
reduced. A player has far more control
over the fate of his character in the
FiFTH AGE game than he does in most
other RPGs.

Freeform Systems

Various aspects of the game (such as
movement, the passage of time, and
magic use), which are usually highly
regulated in adventure games, are dealt
with in an abstract, freeform method.
There is no game board, battle map, or
other such limiting element. Thus,
drama and adventure take the place of
odds calculation and table reading.

The Campaign

Thirty years have passed since the end
of Dragons of Summer Flame when the
Chaos god was defeated and the pan-
theon of Krynn withdrew from the
affairs of men. A great war, called the
Dragon Purge, has been fought between
the good and evil wyrms. The nature of
magic has been changed beyond recog-
nition by the elimination of the three
moons and the withdrawal of the gods
of magic. Even the passage of time is
recorded differently, for this is the Fifth
Age, the Age of Mortals.

Magic

Perhaps the most obvious example of
the freeform philosophy will be found in
the system used for spell casting. Play-
ers whose heroes are capable of employ-
ing magic are not tied to spell lists or
other tables.

Everyone who uses magic is given a
certain number of points with which to
shape the mystical energies of the
world, The exact effects to which these
energies are put is entirely up to the
player. If he wants to throw a fire ball
at an enemy, he can do so. If he wishes
to summon a bolt of lightning from the
blue, he has but to snap his fingers. Of

: course, the more powerful
the spell, the harder it is to cast.
Magic in the Fifth Age is not as easy to
wield as it was in earlier times.
There are two basic types of magic
in the Fifth Age: sorcery and mysticism.

Sorcery

Sorcery is a primordial magic that
infuses all of Krynn and dates back to
the time of creation, predating the
arrival of the gods of magic. Those who
wield it are able to do great things, but
will find that their powers are limited
to affecting non-living matter only.
The greatest of Krynn’s sorcerers are
the three members of the Last Con-
clave. Headed by the mysterious Mas-
ter of the only remaining Tower of
Sorcery, this order includes the mighty
Palin and the somewhat ominous
Shadow Sorcerer (about whom almost
nothing is known).

Mysticism

This is the power of life and the radiant
energies that sustain it. To master the
mystical forces of the universe, one
must master the power in one’s own
hieart.

The mystical orders of the world are
based out of the Citadel of Light, a
great fortress built on the island of
Schallsea. The head of these orders is
the elderly, but highly revered Gold-
moon, who cares for all of Krynn as a
mother might for its only child.

Dragons

Few dragons have survived the Dragon
Purge. There are probably no more
than fifty dragons left on Ansalon; half
of those are cloistered away in hidden
sanctuaries. Those dragons that do
remain, however, are titans of their
kind. Even larger and more aggressive
than the dragons of the last age, they
dominate much of Ansalon.

Indeed, so powerful are these dread-
ful creatures that whole nations have
fallen before them. Through the use of
powers unheard of in ages past, they
have spawned far-reaching changes in
the geography and climate of the lands
in which they dwell, much to the detri-
ment of the humans and demihumans
who lived there before them.

The Design Team

Well, that’s just a taste of the world of
Krynn during the Fifth Age. I think it’s
a pretty interesting place. Nearly as
interesting, however, is the design team
assigned to create the game products
that detail it.

The leader of the team is Harold
Johnson, one of the original crew that
created the first DRAGONLANCE games
and novels. Harold brings many years
of gaming experience to the praduct, as
well as an intimate familiarity with
DRAGONLANCE line and its history.

Next, we have Sue Weinlein. After a
few years of editorial work on novels in
TSR’s book department, Sue trans-
ferred to games, bringing a literary
background which gives FIFTH AGE a
depth of which few games can boast.

Third, there’s Skip Williams. Known
to most Network members for his years
on the Newszine, Skip’s Sage Advice
column has been required reading for
AD&D players since it first appeared in
the pages of DRAGON® Magazine.

Fourth (don’t worry, we’re almost
done), there’s Steve Miller. He’s one of
TSR’s new fish and combines a fresh
viewpoint on the line with a desire to
make his own mark on one of his
favorite game worlds.

Lastly, there’s me (William W. Con-
nors). Fans of the RAVENLOFT® cam-
paign setting will be familiar with my
work on such products as Van Richten’s
Guide to Ghosts, Web of Illusions, and
the Masque of the Red Death campaign
setting. Along with Sue, I was one of
the original proponents of the FIrTH
AGE concept.

There are others, of course, who
help us along. From the guiding hand of
James M. Ward (who mandated that we
include bigger, badder dragons) to the
graphic design of Dawn Murin (who
shaped the look of the RAVENLOFT and
PLANEscAPE™ lincs), cach of us brings
something different to FIFTH AGE.

We hope the final product will be
something that people can embrace as
they did the original DRAGONLANCE
saga. I look forward to finding out what
people think of our work. O
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