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ON THE COVER: One of our favorite artists (and our absolutely favorite T-shirt artist)
Ray VanTilburg made this special shirt for our September cover depicting a scene from
the battle at the Ravens Bluff city walls. He also made a wonderful
full color version of the T-shirt for purchase at the Game Fair.
We've got some left in most sizes (for $17 U.S. funds—includes
postage and handling) if you'd like to order one of your very own.
Order direct from HQ at the Network's U.S. address below.

If you'd like to talk to Ray about a custom T-shirt (he does the
most amazing work), write to: Off-World Designs, 317 Boling-
brook, IL 60440. He does great convention shirts, too.
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Got News?

Share it with us!
Send your scoop to
"NEWScene" at the
Network's address!

Role Playing
for Famine Relief

This year sees the tenth
DrakCon in Glasgow, Scot-
land and the tenth anniver-
sary of the event that
started it all—Dragon Aid.

In 1986 a group in Lon-
don, led by Liz Holiday,
decided that members of
the role-playing hobby
should respond to the suc-
cessful efforts of Band Aid
and Live Aid to raise funds
for relief of the dreadful
situation in Africa. They
sponsored a successful
attempt to set a world
record for continuous
AD&D® game play, and put
out a fanzine calling on
other gamers to join in
with their own events.

On holiday | picked up a
copy of the fanzine, came
home and asked the staff
of the local game shop
what they thought. Within
a few hours | was being
interviewed by local radio
and newspapers. Letters

were sent to games compa-

nies, soft drink firms,
paper manufacturers, etc.

Three short weeks later,
we had a hall at Aberdeen
University, reams of high
guality glossy paper, cling-
film, a promise of trophies
and several pounds of
pate'. The local ODEON
came to the rescue with
the use of a card for a local
wholesaler and a sale or
return order of Coke, etc.
on our behalf. We were on
our way.

That first event started
with a 36-hour sponsored
marathon followed by a
night’s rest. The next day
we re-opened for a week-
end of gaming including a
three round AD&D tourna-
ment. Despite small atten-

dance numbers, we raised
£600.

Eight months or so
later, | started getting
asked when | was going to
hold another event. The
organizers of the original
Dragon Aid event decided
not to repeat, but we kept
it alive as an organization.
We did have to come up
with a new name. After
various suggestions and
dreadful puns we settled
on DrakCon—to include
Fantasy (Dragon!), Horror
(Draculal) and SF (the Drak
from Enemy Mine). We
found a regular venue, and
it became an annual event.

Over the last ten years
DrakCon has raised almost
£14,000 for famine relief
and built a reputation as
one of the most friendly
and fun events of its type.
We would like to thank all
those who have supported
us over the last ten years
and hope that many of you
will be able to join us in
the next ten.

—Sandy Douglas
oj57@dial.pipex.com

Network Awards

This year at the Came
Fair's Wednesday night
membership meeting, the
Network awarded service
awards to many of the Net-
work’s loyal volunteers.
These service awards rep-
resent our appreciation to
all Network members who
helped other members dur-
ing the year.

Four tournament authors
were inducted into the Net-
work’s "10 Tournament”
Club for their contributions
to the tournament library.
Those honored were: Bran-
don Amancio, Glen R. Good-
win, Christopher B. Ravlin,

and Douglas Smith. One of
our most prolific authaors,
Daniel S. Donnelly, was
inducted into the "20-Tour-
nament" Club.

The following members
received Service Medals:

George Aber
Sherrie Miller
Leonard Dessert
Todd Smart

Ken Richart
Eugene Luster
Tom Hammerschmitt
Cisco Lopez-Fresquet
Ed Gibson

Glenn Smith
Chris McGuigan
Todd Laing
Shaun Horner
Jake Brunette
Wayne Straiton
Surekha Chate
Carol Clarkson
Wellston Clark
Dave Sutherland
John A.T. Vaccaro
Jay Fisher

Two members, David
Conant and Don Weather-
bee, received special
plaques in appreciation of
special technical services
they've provided to make
certain that the Network
runs smoother. These are
known as “Above and
Beyond Awards.”

A special appreciation award |

was made to David Samuels,
Linda Baldwin, and the rest
of New York City’s Knights
of the Empire Network club,
for dedicated service to the
community at large, and to
other Network members.

Finally, an award was pre-
sented for years of dedi-
cated service to one of the
Network’s “godparents,”
Harold Johnson.
—Scott Douglas
RPCAHQ®@aol.com

NEWScene

Gamer’s Chotce
Awards
Gamer's Choice ballots
were counted in late July,
_and the winners were
announced at the Game
Fair. Over 30,000 ballots
were printed in the
Newszine and in DUNGEON®
Adventures magazine.

Best Family Game
Sim City: The Card Game
Mayfair Games

Best New Role-Playing Game
Mage: the Ascension
2nd Edition
White Wolf Games Studio

Best Fantasy Accessory
BIRTHRIGHT®
TSR Inc.

Best Scnence Fiction Rote- i
_Playing Game
- Paranoia 5th Edition
West End Games

Best Historical Game
1856
Mayfair Games

Best Science-Fiction/
Fantasy Strategy Game
_ The Hobbit :
Iron Crown Enterprises

Best Card Game
' Shadowfist
Daedelus Games

'_"Best'Card Game Supplement
Power Surge-Overpower
= Fleer '

st Computer Game
. Warcraft Il
- thzard Entermmmem

-iBest Game Magazine
S Shadis
_ Alderac Entertainment

' Favorite Game Master
Jean Rabe

-~ Favorite Tournament
- The Fourth Wish
The PM Players

- The Network congratulates
these worthy winners.
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Apparently, the letters page struck a
repsonsive chord in everyone. You're
telling me you want a letters page every
issue. Let it be so. Now you must con-
tinue to write fascinating and enter-
taining letters such as these:

Hello RPGA, PoLYHEDRON People:

I like: letters every month. Roger
Moore’s column. Convention listings.
Articles and adventures for non-AD&D
games. If you print AD&D adventures, 1
prefer one-shot adventures that can be
tailored to any campaign.

I don't like: Forgotten Deities. That
“o” falling out of our magazine’s logo. I
like to see LiviNGg CITY™ coverage (like
shops & NPCs) but not too much.

What I would really (really)
like (very much), is discus-
sion between members in a
published forum. We could
exchange campaign ideas,
or tell what we think of the
LivinG CrtY, or tell
embarassing anecdotes
about Scott, or why we like (or
dislike) conventions, or why
we're in the RPGA if we don’t go
to conventions, or do our own
product reviews/plugs, or give tips on
member recruitment, or discuss why
3rd Edition is better than 2nd, or tell us
about Belgian cons, or tell about our
campaign with no rules, or no experi-
ence points, or how to be scary, or how
to run a scary Chill game, or the Endan-
ger Species RPG we're working on, or
the R&D gadgets we came up with for
Paranoia, or how to game with kids, or
our experiences as a physically chal-
lenged gamer, or the best color for
POLYHEDRON, or the soundtrack we
recorded for Ars Magica, or why we
should use any of those dozens of books
that TSR publishes, or why we hate
wargamers, or anything. No, really, any-
thing—as long as it relates to Role Play-
ing Gaming. I'll bet that there’s someone
besides me who has a short article to
submit that won’t fill up a whole page.

Think about it—a big part of what
we all like about POLYHEDRON (or any
gaming magazine) is: ideas. Number
120 had six articles—six sets of ideas by
six people. Now add eight letters from
eight more people. Much better, eh?

Which brings me to part 2. I think
one way you could expand membership
is to appeal to the non-conventioneer.
This forum would definitely help. Aside
from that I can’t think of many (reason-
able) ideas, but I'm sure someone can.

Kevin S. Hansen
Grafton, W1

I don’t really like that “o” falling out of
the logo either.

4 '@ Polyhedron

Dear Jeff and HQ staff:

First off, Hurray for Des Garrett’s
forthright comments on the Newszine,
competition deadlines, and other stuff.
Almost everything he said has been
mentioned to me by our SW Pacific
members and been passed on to Scott
(and even Jean) in the past. It is great to
know we’re not alone down here in
thinking LIviNG CITY is a waste of space,
and deadlines are too short for us non-
US residents.

Secondly, Erik Benson’s comments

on killing off Living CrTy. YES, PLEASE.
1 was involved in the initial working
groups to get LIVING CITY sorted out,
and was disappointed in the petty poli-
ticking that went on when what was
needed was some serious changes in
direction—so I gave up. To be fair, there
are a few people who are trying very
hard to make Living CitY work, but the
inertia that the campaign has developed
is too strong now to be altered. Just look
at the complaints from members when
changes to allowed classes, and keeping
track of magic items, were looked at by
HQ. No, I'm afraid the only way to save
RAVENS BLUEF is to nuke it from orbit
and (maybe) rebuild on the rubble
(Hmm, LIviNg™ GaMMA WORLD").

To further emphasise my point here,
look at LIVING JUNGLE, LIVING DEATH,
and Virtual Seattle. All are convention
campaigns for members, and all have
learned from the mistakes of LIVING
Crry. Many of the problems of LIvING
Crty have been specifically excluded
from these other campaigns. Just as
many RPGs have been replaced by later
editions, it’s time to let LIVING JUNGLE,
LiviNG DEATH, and Virtual Seattle
replace LIviNG CrTY.

Finally, welcome aboard, Jeff. Your
column in issue 120 was certainly inter-
esting. I'll be very interested to see how

long you are permitted to maintain that
“not TSRPGA” notion if you want to
keep your job, but for all our sakes, I
hope it’s a long time. BUT, for heaven’s
sake get a spell checker! “letters have
been edited for brvty” Aargh!

“Uncle” Wes Nicholson
RPGA Branch Manager
SW Pacific

See, that “brvty” thing was a joke, Wes.
You know, I made the word “brevity”
brief? Stay on your toes, man.

Jeft:

Sorry, but I disagree with your analy-

sis of what POLYHEDRON should be for.
Iam a Con Man. I enjoy taking my

| t H
two young sons to several conventions
each year. My boys and I eagerly await
the arrival of the POLYHEDRON each
month to read about the happenings of
Ravens BLUFF and the upcoming cons.

The primary, and I believe only way,
to get POLYHEDRON is to enroll in RPGA.
Many of us in RPGA are convention-
going people. The ones that have their
subscription to POLYHEDRON lapse are
those that are no longer doing the con-
vention thing. I believe, therefore, that
the majority of active and long-term
readers of POLYHEDRON are convention
people, regardless if they respond or are
heard in the magazine. It only makes
sense.

There are a number of other maga-
zines published for gamers and RPG
folks. This is the only one that I know of
for RPGA Network members. Let’s not
kill the overall thrust of this magazine
from the con people to the RPG folks. In
fact, let's have more Information on
conventions. There are many conven-
tions that are not even in the
POLYHEDRON.

I want a source of information on
the RPGA network and this is supposed
to be that source. Do not eliminate or

decrease our only choice for that infor-
mation.

Toe-She
Rick Vogel, Michigan

Anyone agree or disagree with Rick?

To Whom it may concern,

Well I got my POLYHEDRON again this
month, and must say that I was angered
beyond belief by the letter from Eric
Benson. To keep it short, he blames the



whole problem with Roll and Role
(notice spelling) playing in the RPGA
today on the LivinG CITY and its players.

Eric Benson has a list of complaints
about the system. His main concern
however, is the lack of role playing and
the players’ attitudes about “killer mod-
ules.” I play and judge LIvING City, and T
know that there are problems. I agree
with Eric that most of the players don't
role-play, but 1 know why that happens.
The current LivING City modules offer
rewards for completing the module,
NOT FOR ROLE PLAYING. If the peo-
ple that write these modules and the
editors started putting emphasis on, and
actually rewarding the role playing
aspect, then I am sure most players
would do so.

I started playing LivinG CITy because
I believed it was a great medium to
interact with other players of caliber
with a PC that I was actually interested
in playing. On many an occasion, my
LivinG Crry group barely left the first
encounter before the alloted time for the
slot was over. The best part though was
that I got away from the standard RPGA
module format where the prankster
halfling or gnome thief was guaranteed
to be the only character to be remem-
bered.

But I soon discovered that if 1
wanted 10 get the XPs and magic that
everybody else had from the Livine Crry
modules, | needed to seriously tone
down the role-playing, and concentrate
on actually finishing the module. I had
to strike a balance in this respect, and
while | miss the pure role playing, I also
believe that a plaver that can balance
both role and roll playing is a better
player overall.

Then there are the killer modules.
There seem to be a group of authors out
there that use the approach that their
PCs will not have to face the danger, so
they will make the module as deadly as
possible. These people are the ones that
are doing the most to ruin the game.
While I am not asking that Livine Crry
modules be cake walks, I do wish to
point out that some (Mad Wizard Ren,
House Cleaning, and many others) are
basically killers.

Eric’s basic solution to the problem
is that the whole Living CITy system be
scrapped (this is something I believe the
RPGA Network has been trying hard to
do themselves). This seems to be the
approach to anything that one doesn’t
approve of these days. Most TV shows
and movies are too violent... let’s ban
them. Role-playing games promote
unbalanced behavior... let’s get rid of
gaming. Grading students in school will
hurt their self-esteem... let’s not have
grades. GET MY DRIFT?

If Mr. Benson has a problem with

the Living CITy system and its players,
then he can simply opt not to judge or
play the Living Crv events. I did the
same in regards to the LIVING JUNGLE,
The RPGA section of most conventions
offers plenty of other alternatives for
those that don’t want to do Living CITY.

Sincerely,
Alex Lombardi
Columbia, CT
To HQ:
Congratulations, you are doing a
good job!

I'm one of the people who can’t go to
conventions; I live too far and I can’t
afford the travel from here just to play in
a convention (but I love to do it}. Now
I’'m very happy about the changes you
want to make for our benefit.

The people who live in foreign coun-
tries or (for many reasons) don't go to
the many events the RPGA has, only
receive the POLYHEDRON Newszine,
Adventures in POLYHEDRON are a good
start, but there are other things. Keep in
mind that we receive POLYHEDRON a
month later, and sometimes it doesn’t
arrive. For this reason, we arc always late
in the news, and sometimes miss infor-
mation and have less time to make sug-
gestions, There are other types of
contests where the members can join by
mail, to elect something, for example,
the best monster of the year, or anything
vou can imagine, The idea is for all
members to have the same opportuni-
ties to win. I live too far to have the
pleasure to play with you face to face,
but there are many forms of contact.
The RPGA must use them all.

I would like more RPGA informa-
tion about others, in my case, South
Americans. Probably all the members
who live in the same country (or near
ones) would like to contact each other.
There isn’t enough space in POLYHEDRON
to do it, I know, %ut the RPGA could
designate a member for each country or
zone. 1 know, you are going to talk
about Regional Directors, but no one is
really close to us,

I love RPGs and have many friends
who play in Chile, Argentina, Uruguay,
and Peru. All of them tell me the same
problems: in South America, RPGs are
little-known (but numbers of players are
growing), the games are expensive
(taxes, transport, etc.} and are limited to
those the Editorials want to bring. And
of course, they have no idea about
RPGs, and so on.

Probably we are a few, and any
atternpt to make things easier for us is
too expensive, or too complicated.
understand all these problems. But I
would like you to know I'm very happy

to be a member anyway, and I'll always
be here to help if I can. Thank you very
much.

Yours faithfully,
Alejandro Poli
Santiago, Chile

Dear POLYHEDRON:

Like most people, I have some con-
cerns about LIviNG CiTy, Mostly that it’s
become formulaic and rewards power
gaming.

I can, however, propose a solution:
empower the judges. RPGA judges are
our front line in the war over power
gaming, over/under rewarding players,
encouraging good role-playing, and
providing the “campaign” feel that
Living CITY was supposed to create.

Give judges the latitude to
increase/decrease combat encounters,
experience/cash rewards, and to reward
behavior outside of the hack & slash
mode. When was the last time a player
was rewarded for heroism, generosity,
nobility, wisdom, or cleverness?
Chances are if it’s not outlined in the
module description, most judges are
afraid to improvise.

Obviously, this can open a Pandora’s
box of problems. And we gamers are a
vocal bunch when things don’t go our
wav. RPGA HQ, with assistance from
the members, should develop and pro-
vide a list of guidelines for judges to fol-
low and give each judge one training
class in standards of practice. Most
judges, empowered with good guide-
lines and the freedom to make their own
decisions, will then be equipped to deal
with problems effectively on the spot
before they become endemic to our
association.

Your thoughts, esteemed colleages of
the association?

Frank Gerkins
Washington, DC

So, go on, colleagues. Blow off some
esteem on any topic mentioned here, ar
anything else that occurs to you. I read
all the mail addressed to POLYHEDRON.
Even the kooky stuff. So write me:

POLYHEDRON Newszine
201 Sheridan Springs Rd.
Lake Geneva, W1 53147

or email at: polyhedron®aol.com

Do it now.
—Jeff
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4 Fewo
fOur Favorite Things

by Skip Williams

At the 96 GEN CoN" Game Fair, some of
TSR’s finest gaming minds sat as the
panel of a seminar: "What'’s a DM to
Do?" Qur own Scott, who was volun-
teered to be one of those minds, showed
me the handout the seminar attendees
were given. We all know good article ideas
when they fall on us. For those of you who
didn't get a chance to attend the seminar
(or take copious notes), here is the first
installment by RPGA Network staff
alumnus, Skip "Sage" Williams.

Handling Players

Remember that you can always get play-
ers to do exactly what you want them to
do. The trick is to do so in a way that
conceals your manipulations. Conceal-
ment is important because you don’t
want players to become dispirited or
resentful. (You're running your game for

the players to enjoy, right?)
Here’s how:

* Plan ahead. In the battle of wits
between DM and players, the players
have the advantage of multiple minds
working together. The
DM has the advantage
of knowing what's going
to happen ahead of time.
Use your advantage.

6 @ Polyhedron

Being a grab bag
of tricKs, tips, and
techniques to Keep

DMs in control and

players entertained nolycanthrope, he has

* Manipulate sparingly. Don’t base
every adventure or every encounter
within an adventure on a single charac-
ter action.

+ Always let the players think what
they’re doing is their own idea. Never
mandate thoughts or actions (many
pros break this rule, but that doesn’t
mean you should). Tell the players what
their characters hear, feel, see, touch,
and taste and let them go from there.

For example, if you've set up an
encounter where a group of lycanthrope
hunters attack an innocent man and
then have to face the music, don’t do
this

If the PCs follow the tracks:

Of course, the man is

been out berry picking

and got his shirt stained.

+ Give your players plenty of different
chances to do the “right” thing. Don’t
just throw a single opportunity at them
and hope it sticks. If the party in the
previous example didn’t attack the man
washing his clothes, perhaps the group
also encounters a poacher who’s hiding
several deer carcasses (his neighbors
note that he frequently goes out at night
and sure acts suspiciously), and a couple
of kids out making wolf tracks (with
pebbles and stacks attached to their
shoes). The party might find the trail
and follow it right to the kids.

- Many players can’t resist an action if
they think the action is something you
don't want them to do. “Please don’t
throw me into that briar patch Mr.
Fox!” You want the characters to pull a
certain lever? Put a “Don’t Pull” sign on
it and see what happens.

- Stress the embarrassing and inconve-
nient over the deadly. Overall, it’s better
to trick players into jumping into a
cesspool than to trick them mto jump-
ing into a volcano. For example, if the
party attacks the man washing his
clothes, either make him tough enough
to withstand the assault (perhaps he’s
the local patriarch) or find a way to end
the fight quickly (perhaps the man
faints when attacked).

« Liberally salt your adventures with
entertaining characters and minor trea-
sures that PCs can find if they poke
around a little. If your group grows
accustomed to gaining small rewards for
doing the unusual, they’ll be much
more willing to play along when you
start dropping hints about what they
should do.

There were lots of great DMs on the
panel, and we're expecting to print some
tips from PLANESCAPE” setting designer
Monte Cook in October. In future
months, we plan on getting useful hints
from lots of professionals.

But what about you?

Do you have some great ideas about
how to DM? Send your ideas to: “A Few of
Our Favorite Things” at the Network
address. Who knows? You might be the
next great mind to appear here!



mnd Duchy ¢

by Ed Greenwood

he everchanging Border King-
doms continue to beckon; the
more Elminster reveals of them,
the more I want to go, seeking
wild adventure. We last looked at Gallard, a less
than enticing spot that is nevertheless the best place
to hire guards, purchase hardware, and fence stolen
goods. This time around we’re right back into the
heart of waiting splendor and danger, as we visit
The grand Duchy of Shantal.

The Grand Duchy of Shantal

Some folk call this “the heart of the Border Kingdoms,” not just because it’s centrally
located in the tamer western half of the region, but because it’s almost stereotypical
of these realms: bucolic beauty, eccentric rulership, and lurking danger.

The Grand Duchy today is a tranquil-seeming broad valley of gently rolling farm-
lands studded with woodlots, flanked to east and west by lightly wooded hills, and
crisscrossed by winding lanes. At its center rises the triple-spired Duchal Towers, sur-
rounded by a neat ring of cottages that make up the village of Shantal. These in turn
are encircled by a road, and beyond it lie long, narrow vegetable gardens that end in
orchards, one for each cottage, radiating outwards like the spokes of a wheel.

It’s a curiously neat and ordered settlement for the Border Kingdoms, and the
impression of alert, tidy authority is further enchanced by the ever-present mounted
patrols of “Vigilant Bailiffs:” capable-looking warriors, armed with crossbows,
swords, javelins, and throwing nets.

The alert visitor will notice additional items of interest: visiting mages acquire
patrol escorts at all times; there don’t seem to be any priests or mages; and almost all
villagers are well-armed and look like retired warriors (in fact, they are).

The reasons for these things must be discovered by most visitors, as there seems
to be a curious silence around the Border realms as to the history of Shantal.

The Grand Duchy was founded three generations ago by Pelindar Slendyn, the
last warrior-servant of the archmage known as the Arcanaubh, after a duel that
destroyed the Arcanauh, his Red Tower, and his bitter foe, the Thayan sorceress Ith-
catra Llumen. Present-day Shantal stands on the former site of the Red Tower.

Pelindar forbade the use of magic in his land, as did his son Thaerin during his
rule. Repeated incursions by hostile wizards interested in the unique after-effects of
the duel made the establishment of an Official Mage necessary early in the reign of
the current Grand Duke, Orsarr Slendyn (NG hm F10), a burly, fun-loving adven-
turer who reluctantly retired upon the death of his father.

Orsarr tried to convince his adventuring companion, the battered old sorceress
Athamundra Rildar of Zazesspur, to come to Shantal and be his mage, but she sent
her daughter instead. Orsarr found that his Official Mage was a beautiful lady who
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stood almost seven feet tall with flame-
orange hair, sparkling green eyes, and a
temper more fierce than the worst fall
storms,

Flyndara Rildar gave him wards to
protect his lands, and the promise to
defend them from any severe attack,
then called on magical aid to raise her-
self a tower, and vanished within to pur-
sue her studies. She gave orders that she
was not to be disturbed unless the safety
of the Duchy was at stake, mentioned
that she might spend some time touring
other planes, and vanished, enly to be
seen again on rare occasions, when she
walks in unannounced at evening feasts
half-dressed, her hair tangled and mat-
ted, and falls on food like a starving
prisoner. Visitors aren’t welcome at her
tower, particularly would-be appren-
tices. There is rumor in the Duchy that
Flyndara skulks about the Grand Duke’s
lands in animal shape, watching for
thieves, and hunting the prey of what-
ever shape she’s currently using. (There
are also rumors that she’s ordered the
Grand Duke not to marry, because he
will be her mate when she feels ready to
bear a daughter to pass her magic to.)

Whatever the truth about the Offi-
cial Mage's sanity or marital intentions,
it is certain that one three occasions
she’s blasted intruding mages to dust—
no less than a Red Wizard of Thay, a
Halruaan archmage of senior years, and
a Zhentarim of rising reputation. It is
rumored that Flyndara has prevailed
through a combination of reckless
indignity, strange spells, and multiple
artifacts.

Those artifacts are a topic whispered
about in the Grand Duchy (by one local
to another, never to outsiders), because
the use of multiple artifacts in battle is
widely rumored to have been the cause
of the explosion that destroyed the Red
Tower and its battling occupants—and
left the Daerndar the way it is today.

The Daerndar, a series of caverns,
lies under the Duchal Towers now. Some
say they are what has driven the Official
Mage mad. Indisputably they are why so
many wandering mages show up in the
Grand Duchy, “nosing around.”

Why would anyone want to get into
the Daerndar? We'll get to that soon
enough, Elminster told me: first, a word
or two about the Duchy and its wards.
It’s true that you'll find no priests in the
valley except a handful of Battleforges of
Tempus who dwell in the Duchal Tow-
ers, and administer to spiritual and
healing needs of the Vigilant Bailiffs, the
Grand Duke, and (upon request, and in
return for promises not to contest the
Grand Duke’s authority or his Bailiffs,
and not to attempt to reach the Daern-
dar, or support any mage in doing so)
any visiting warriors who worship the
Lord of Battles.
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It’s also true that a majority of
Duchy residents are retired {or semi-
retired) warriors, who gladly dwell in a
home free of hostile magic. Most volun-
teer for occasional duty as Vigilant
Bailiffs, and spend the rest of their time
as farmers and craftworkers, producing
such things as their own “improved”
designs for helms, shields, and bracers
{which tend to be non-reflective, rust-
resistant pieces fitted with dagger-
sheaths and coin pouches).
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The Shantan farmers grow mixed

vegetables for their own use and keep
livestock; they produce for export a
smoky-flavored dark beer known as
“Old Oakey”, cheese, sausage, and hams.
Most sell from covered carts at their
gates, or the traveler can stop at The
Roping Post hardware store, across from
the main gates of the Duchal Towers,
and buy from a wide selection of local

produce. The proprietress, Analytha
Kroanarl, is a cheerful, bustling soul
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who knows everyone in the valley, and
will discuss everything except the Offi-
cial Mage and the Daerndar.

The wards created by the Official
Mage (though some locals believe she
merely awakened and modified wards
created earlier by the Arcanauh—and
there is general agreement that they
must be powered by some secret arti-
fact) prohibit the following spells from
operating within the Duchy: teleport,
dimension door, and all other known
translocation magics; invisibility and all
other illusion/phantasm magics that
affect the true appearance of a living
being; and all magical fire (including
dragon breath). They will force the ces-
sation of ongoing eftects that try to
enter the Duchy (i.e. a disguised mage
riding into the valley will lose his magi-
cal disguise. One teleporting in would
find an abrupt end to his journey at the
outside border of the wards). The wards
add a prohibition against all magical
lightning and electrical discharge mag-
ics, as well as web and hold person spells
within the ring road that surrounds the
cottages of Shantal. They may have
other, unrevealed effects. It is rumored
that within the Duchal Towers, cold-
based magics are negated, and all
shapechanging beings—such as lycan-
thropes and dopplegangers—are forced
through a slow, continual cycle of all of
the shapes they customarily employ.

And with such lore out of the way,
Elminster told me at last about the
Daerndar, an extensive natural series of
caverns that the Arcanauh had broken
into and used as storage cellars, spell-
casting chambers, and hiding places for
strc)ng maglc.

There’s said to be a single secret way
down into the Daerndar—a flooded
tunnel that a swimmer must know well,
or perish in dead-end side-ways for lack
of air. It allegedly descends from some-
where in the Official Mage’s tower (from
under her bed, local legend insists, but
this may be a storyteller’s embellish-
ment that gained credence through
retelling).

The explosion that destroyed the
archimage and his artifacts imbued the
caves with a magical radiation—fed,
some say, by the continuing discharges
of ruptured artifacts whose magic has
been twisted horribly awry. Those
who've seen the caverns speak of blue-
green glowing mists drifting about
thern—mists that are home to at least
three deomspheres (‘ghost beholders’
detailed fully in The Ruins of Under-
mrountain boxed set). It is not known
what attitude these undead have to
intruders who don't attack them (they
are known to battle those who do), but
at least one adventurer who fled from
Shantal insists that the Vigilant Bailiffs
his adventuring band fought on the



northern borders of the Duchy were
able to summon one of the doom-
spheres to fight for them!

The Daerndar hold such a great
attraction for mages Realms-wide
because these radiations are strong
enough to recharge many magical items
for those who know the right spells to
focus and infuse. (Elminster spoke of a
single guiding ritual causing a wand of
magic missiles to gain 4d12 charges—
but warned that most uses of the radia-
tion gain far more modest benefits.
Rods and staves, for example, seem to
require a spell per charge gained.)

Those who do not know the proper
spells are warned that most spell use in
the Daerndar causes chain-reaction out-
bursts of wild magic! In consultation
with Elminster, I've provided a random
table of possible effects for the use of a
DM doing things “on the run,” but cre-
ating specific effects before play begins
is preferable.

Daerndar Effects Table (d10)

01: teleport without error on a single
(random) being. This spontaneous
expulsion is the sole manner in which
any translocation magic will function in
the Daerndar (with one exception,
noted hereafter)—and it is a one-way
trip out of the caverns to ten feet above
the nearest roof, tree, or patch of

ground at some random spot in Shantal.

The affected being simply appears in
midair, stripped of all clothing, gear,
and items (all of which remain behind
in the caverns). Villagers don’t tend to
be all that sympathetic to such arrivals,
though they won’t be actively hostile
unless attacked; they tend to direct
naked adventurers to the (unsympa-
thetic, tending to require services in
return for his aid) Grand Duke. Mages
who attempt their own teleport without
error spells in the Daerndar are warned
that the usual result is that a (random
type of ) monster is teleported into the
caverns, to attack the caster—and that
sometimes the mage and another being
anywhere in Faertin (of the same race
but extremely young, different gender
and unable to cast spells) instantly
exchange bodies.

02: unseen blow is delivered to one
(random) target being, equal in effects
to one strike of a Bighy's clenched fist.
03: prismatic spray occurs, from random
source and in random direction.

04: polymorph other on nearest (or at
random) 1d3 living beings into shapes
of other beasts—such a change lasting
1d4 turns, but never involving a system
shock, a form that can’t exist in the
Daerndar (i.e. no fish gasping out of
water) or chance of remaining in the
newly assumed form. Usual shapes
adopted include large crabs or horse-
shoe crabs; cows; giant dew-worms;

giant snails; and various sorts of creep-
ers (plant vines).

05: 4d4 magic missiles (1d4+1 damage
each) fly off in all directions; all present
must make Dexterity Checks to avoid
these aimlessly swarming bolts.

06: chain lightning (9d6; last jump ends
in a 4d6 fireball instead of a 1d6 light-
ning strike).

07: reverse gravity (three locations).

08: flame strike on a random spot, dying
down into a flaming sphere (no extra
damage from its formation is suffered
by anyone hit by the flame strike) that
rolls away in a random direction, but
dissipates after 1d3 rounds.

09: cone of cold erupts, from random
point source and in a random direction.
10: blade barrier centered on where the
triggering magic was cast (or in a ran-
dom locale).

In addition to these wild effects, the
Daerndar exhibit additional properties
that may prove perilous.

project “ghost” images of themselves
everywhere, somewhat like a mirror
image spell. These images (there are typ-
ically six or seven) move independently
and look identical: touching a false
image will betray that it isn’t solid, but
won't dispel it.

Moreover, the walls of the Daerndar
seem to move from time to time, chang-
ing the shape of the caves and in at least
one case crushing a hapless wizard
between closing walls. The radiations
block all translocation, scrying, astral,
and ethereal spells and spell-like powers
(no one can use magic to “jump” into or
out of the Daerndar).

The Daerndar may well have other
unrevealed properties. They are known
to have claimed the lives of over 40
adventurers in the past decade alone.

The Grand Duke has (on two occa-
sions) given his permission for travelers
to try to recharge items in the Daern-
dar—but both occasions have involved a
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From time to time, the caves are
lashed by violent, spontancous spell
storms. These often involve explosions,
lightning, and other damaging cffects—
but any spell-users (i.c. all wizards and
priests) must make an Intelligence
Check for each round of exposure. Fail-
ure means that they are feebleminded.

At other times (i.c. not during spell
storms), a bewildered and belligerent
monster appears in the caverns, tele-
ported in by Daerndar magic. Trolls,
minotaurs, mimics, ettins, eyewings,
and ropers seem to appear most often
(and can be randomly generated by d6
roll), but spectral wizards and gibbering
mouthers have also been reported.

All magical items brought into the
Daerndar float freely—drifting along
gently through the mists, or violently if
a spell storm erupts—if released and not
tethered (i.e. in a sheath). They also

watchful escort from the prickly Official
Mage. Other visitors to the caverns have
stumbled on secret passages in the
Duchal Towers that lead to the route
controlled by Flyndara Rildar, and vis-
ited on the sly; a few survived to tell the
tale—and escaped the subsequent slay-
ing creatures sent by the Official Mage.

Would-be visitors to the Grand
Duchy of Shantal are warned that going
there to hire warriors or to buy beer or
cheese is a far safer calling. For their
convenience, the village boasts one com-
bined inn and tavern, which stands
beside the The Roping Post , across
from the main gates of the Duchal Tow-
ers: the Grand Duke’s Griffon
(Good/Cheap). It’s a typical dingy old
roadhouse. Don’t step on any of its pet
toads; they’re apt to be mages trans-
formed by Flyndara or the Daerndar,
and a mite irascible for it.

Q
Issue 123 i@ 9



A DRAGONLANCE®

FIFTH AGE™ Contest

Fate DealsA New Hand

Chao

by Harold Johnson

"The Gods are Gone!" ...or so the tale is
told. We mortals are left alone in a cruel
world with only our wits and each other
to fend off the destruction of dragons
unfettered! Krynn has weathered much
since the Chaos War, and though the
nations of Ansalon rally and struggle for
freedom, the world is much changed and
bears the scars of Chaos.

- Lissa Barbre recording

the words of the Herald

In the summer of 382 ac the final
chapter in the War of the Lance saga
was written—Chaos came to Krynn
and nearly destroyed our world. The
ballads sing of a last battle fought
by the world's champions to save
the gods and all creation from utter
dissolution. When the world awoke
from that nightmare Battle of the
Rift the gods once again aban-
donned Krynn, this time to save
their creation.

The withdrawal of the gods was
just the final signature on Chaos’
metamorphoses of this world. Chaos
left its mark on Krynn, scarring the
land, transforming the beasts, taint-
ing the relics of the land, and
breathing danger and destruction

s Comes to

into the very life of the world.
Here are examples of some Chaos
marks which have been identified:

The Chaos Footprint is a great
furrow, a footprint of some gargan-
tuan drake. Those who tread its shad-
owed canyons and burnt vale feel the
chill of Death. Even mighty heroes
grow weak with palsy, unable to
leave their beds for months. Rumor
suggests Chaos left its spoor in this
dread divide, a fallen scale, a smear
of blood, or a broken talon whose
Chaos essence disrupts all sorcery

"The Mmdless Drone is a crea-
ture whose reason was destroyed by
Chaos. This humanoid is the ultimate
mimic, duplicating the strongest per-
sonality or emotion encountered and
exceeding the ability of the model.
But the creature lacks discrimination,
for instance, when duplicating a war-

rior’s skill it becomes a beserker
attacking friend and foe alike. What
race the Drone was originally is
unknown. Rumors suggest it can
adapt its appearance as well.

The Tangled Coil is an armband
shaped like a twisted vine. This band
can sprout new tendrils to entangle
foes or aid in climbing. Beneath the
dark of the moon, it bears a bitter
black fruit that transforms one into a
shadowy wraith for a night. How-
ever, those who have possessed the
Coil have been led by events into
jealousy, corruption and betrayal.
Folktales suggest that the Coil may
take root in its owner's flesh eventu-
ally changing him into a tree.

Winter’s Sleep is a glistening veil
of snow and ice. Those caught in its
path are overwhelmed and fall into a
dreamless sleep. Bewitched for
weeks, victims may waste away as
their sleep consumes their body's
fat. Some have even frozen to death.

It is our goal to identify and cata-
log any Chaos marks left on our
world to warn others and provide
for the safety of our children. These
dark scars blight the land, cripple
creatures, curse our kindred, and
hide deadly dangers. Your help is
required.

Contest Rules
We are looking to catalog all of the marks and changes made
on the world of Krynn in Chaos' passing. Since Krynn sur-
vived the Battle of the Rift, none of these scars or transforma-
tions would be far rea_chmg or have a wide ranging impact on
our world. Further, Chaos is opposed to order and none of
these changes would be global, racial or broad in scope,
exhibiting unique individual effects or combination of effects,
presenting exceptions rather than changing standards.
Marks identified thus far have been grouped into the fol-
lowing categories.
+ Landmarks, Iocatlons, settmgs,
+ Creatures, plants, living thmgs,
« Items, artifacts, curses;
+ Phenomena, weather, events
Other types of Chaos marks iy exist, but will not be consid-
ered valid submissions.
Each submission for consxderat[on should be presented in

the following format typed double-spaced, with 1" margms all
around. Each page should be numbered and the item's name
and the author's name ould be typed in the upper right cor-
ner. A Standard Dis ¢ Form is required to accompany
each entry. This fo. ppeared in the August issue of the
Newszine, and i is available for download from the TSR areas on
America Online an s well as by mailing a SASE to the
Network. Winners will receive an autographed collection of
brand new DRAGO FIFTH AGE game products =

All submissions become the property of the RPGA Network
and TSR, Inc. Use of ny submissions will be credited to the
ongmal author. Send y your submissions to: “Chaos Marks Con-
test,” RPGA Network, 201 Shendan Springs Road, Lake
Geneva, WI, 53147. '

Deadlme. December 31, 1996

All entries must be postruarked by this date. Any entries not
postmarked by this date will be void. Sorry, we cannot accept
emailed or faxed Sllb]]'uSSlOHS for this contest.
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“Is this her fault or mine?

The tempter or the tempted, who sins the most?”

By Glen R. Gooowin
Charactenrs by Robert Wiese

DM Outline

his adventure takes place in the
@midst of a war between Ravens

Bluff and unknown forces under
the Warlord Myrkyssa Jelan.

The city's commanders have been
informed that enemy forces plan to attack
an ally to the north, the small township of
Mossbridges. The elders of that town are
in quite a tizzy, but Ravens Bluff has
pledged it's aid and has placed Comman-
der Nioga of the army in charge.

The PCs are ordered to ride north to
Mossbridges in advance of the army, which
will follow under General Obespieri. Upon
arrival, the PCs meet with Commander
Nioga. He sends the party to rest ata
nearby inn and promises to send for them
shortly.

At the inn, the PCs can relax to the
delightful sounds of a bard named Golat-
ian. Once the PCs go to sleep they are
awakened by an intruder, Golatian, who
delivers a secret message warning the party
of impending evil.

The next morning Nioga sends the
party to deliver a message. Unsuccessful in
their mission, the party returns to Moss-
bridges only to be set upon by Nioga’s own
men. The PCs discover that Nioga is work-
ing for Warlord Jelan, and has been feed-
ing false information to Ravens Bluff. They
also learn that Nioga has fled the town.
The PCs report to General Obespieri upon
arrival, and are ordered back to Ravens
Bluff to warn the city and help prepare its
defense.

The PCs return to Ravens Bluff where
they discover that Commander Nioga has
arrived ahead of them and is on his way to
speak with the Commander of the City’s
Defense Forces, General Therogeon. The
PCs rush to the General’s office only to
discover they are too late—Nioga has
assassinated the general and fled the city.

While defending the city in a minor
skirmish the PCs spot Golatian who is in
need of their aid.

The PCs learn from Golatian that
Nioga has transported a mirror of mental
prowess into the city and intends to use it

WILLIAM SHAKESPEARE

as transportation to place the enemy forces |
inside the city for an attack. Golatian | &
requires the PCs to help him stop the §

enemy and grab the magic mirror. If the
PCs capture the mirror, Golatian can use it
in conjunction with the military’s High
Sorcerer to transport the Ravens Bluff
army into the Enemy camp.

The PCs are then expected to help £

Golatian, capture the enemy and the mir-
ror, and save the city.

Player Intro

War means change. Nowhere is this more pre- |

sent than in Ravens Bluff. Once a bustling
metropolis of culture, commerce, and knowl-

edge, the city has become something com- | -
pletely different. The once-joyous sounds have &=
shifted. Gone are the hawkers’ cries, the chil- £

dren playing, and the sonfs of bards. Now all
one can hear is a hushe

and the clacking of practice weapons as sol- ==

diers repeat weapon drills in the street.

Even your own lives have been turned &=
upside down. In the months since the war
broke out you have been pushed around, orga- |
nized, taxed, conscriﬁ)red, enlisted, and |

drilled. Your lives, and the lives of everyone in
Ravens Bluff, have become so involved with

the military that you wonder if you remember |

what peacetime was like. An enthusiastic mili-
tary has reduced the lives of the citizens to

“Yes sir!” and “No Sir!”, “Get to work Sol- =

dier!” and “Did I ask you to think?!”

rumor that the army may be headed north for
the largest battle to date.

Encounter One:
General Obespieri

You arrive at the general’s quarters as the sun §
reaches its apex and are quickly ushered &=

inside. The general, an incredibly muscular

man with dark hair, looks up from his papers .
as you enter. He flips you a quick salute and £
leans back in his chair. His piercing black eyes £

scrutinize you and you begin to feel uncom-

fortable under his icy stare.

, nervous whispers |

Loremaster Di-Thil Sturn
6th Level Male Human
Specialty Priest of Oghma
STR: 13 Ht:6'0"

11 Wit: 170 |lbs

12  Age: 36

16 Hair/Eyes: Blo/Br
17  Skin: Fair

12" Alignment: N

AC Normal: 4 Rear: 4 -
THACO: 18 Hit Points: 37

Weapon Proficiencies:
Wrestling Specialization, Morn-

. ing Star, Staff

Non-weapon Proficiencies:
Ancient History (15), Ancient
Languages of the Vast (16),
Heraldry (16), Herbalism (14),
Local History (12), Read/Write
Common (17), Religion (17),

| Singing (12), Spellcraft (14)

Languages: Common

Specialty Priest Powers:
1) Turn Undead. Turn outer
planes Special Undead at +4

- levels

2) Cast one |dentify spell per
day in shrine of @ghma

- 3) +2 to Hit on Wrestling
Attacks

Magic ltems: Bag of Holding
(70 cu foot capacity); Scroll—
Tongues, Dispel Evil, Speak with

| Animals; Scroll=Speak with
- |Dead, Slow Poison

Equipment: Ceremonial Vest-
ment of Oghma (white shirt and
trousers, black vest with gold

_ | brocade), holy symbol, scrolls in

scroll cases detailing histories
and legends (filling your Bag of
Holding), banded armor, morn-
ing star, staff, normal clothing,
boots, belt, backpack, bedroll, 3

_ |vials holy water; magnifying

glass, candle, flint and steel,

~|quills, ink, 10 sheets parchment,
In fact, that’s what you're doing now: fol- =

lowing orders. You've been ordered to General | =
Obespieri's office. The general is in charge of £ &
Ravens Bluff's external forces, and there is §

38 gp, 28 sp

. |Priest Spell Spheres:
Major: All, Astral, Charm, Com-

bat, Divination, Elemental, Heal-
ing, Protection, Summoning
Minor: Guardian, Necromantic,
_ Sun

‘| Role-Playing Notes:

Your name is pronounced di-

- |THEEL stern. Most people call

you Dithil, which annoys you.
Why your parents gave you

~ Isuch an odd name is a mystery.

In fact, the only brilliance you
credit them with is sending you

~|to the temple when you were 8.

You spent the first years at

~ |ihe temple working in the
~|kitchen and singing in the choir,
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but eventually you studied the

ancient mysteries of Oghma, the |

god of knowledge. This was
when you shone, rapidly learn-

ing all'the under-priests could | -

teach. The high priest himself
tutored you for the last 2 years
of your stay. By the time you lefi,
not only had you dedicated your
life to Oghma, the god of knowl-
edge, but you knew almost
everything. You are a vast store-
house of history and events.

Soon after leaving the temple

you met Raspathir “the Genera
Endoc and helped him defeat
|some orcs. You have stayed

with him since, adventuring for

10 years. You enjoy it more tha
at first you thought'you would.
Making history is especially fun,
and you write down the party's
adventures and accomplish-
ments for posterity. O@ghma
must look on you fondly for this.
You refer to the group as the
“Warriors of Oghma" though
others call it by different names
or simply “the group:' You have
settled into the role of advisor,

edge freely. A well-infermed
group is a successful group.

Catherine of Agnost-a master
swordswoman, obviously. :

limpressed with'your knowledgé;__

| She's not very serious, often
.engaging in flashy displays. You
like her though, faults and all.
You talk religion with her, as she
has siblings in the clergy.
Palithar of Erenbora—This one
has a variety of skills, and great
knowledge obtained throughout
his long life. He often seems to
have several activities going at
once, but he handles it well.
Raspathir Endoc—The General
has a mind for strategy, but
relies on your counsel and
knowledge, as he should. You've
have been together for 10 years
now; similar interests have
forged an unlikely friendship.
T’zzarr't (“Zar”)-Nothing in
|your training prepared you to
_ {work with a half-drow. That he's
a thief doesn't help either... At
first you were suspicious, but
the four years you have known
him have taught you tolerance.
Bormark Rothjansen—Always
asking about the history of this
- |or that, usually getting the group
involved in strange adventures.
|In addition to being a ranger,
he's probably a Harper (a secret
society of nosy do-gooders).
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The General will continue to study the

party until he feels it time to speak. If the

PCs speak first, the general will chastise

~ | them with an extremely loud and strong
| “DID [ ASK YOU TO SPEAK, SOL-
- DIER?!” The general treats most PCs as
_ | enlisted men. The only exceptions are
" | knights, whom he will ask to do things

rather than order. Eventually the General
will speak again.

“I have heard good things about you peo-
ple, but quite honestly I don't see it. You are
lazy, self-absorbed, and poorly motivated.
You're obsessed with personal gain, magic,
and trivialities. These are poor motivations for
anyone who would consider himself sentient.”

“But, I do have need of a group for a spe-
cial mission and it will have to be you. Here’s
the situation:

“Commander Nioga, a personal friend of

| mine, has recently discovered the intentions of

.| the enemy force. It would seem that the enemy

" | has amassed itself to the east of Mossbridges,
| our ally to the north. Their intention is to

| Mossbridges and use that city as a launching

= | point for a full-scale invasion of Ravens Bluff.

| This cannot be allowed to happen. The army

will leave at first light tomorrow morning and

- march straight to Mossbridges in hope of arriv-

and offer your advice and knowl-{ ing before the siege begins.

“Since you have somehow been recom-
mended to me as trustworthy and faithful ,
you shall take this letter ahead of the army to

. | Commander Nioga in Mossbridges and place

yourselves in his service. You are to leave
mmediately; good mounts are waiting for you

| outside.

“I expect you to place this letter in Nioga's

£ hands by dusk tonight. Don’t let me down.
* You are dismissed.”

With that the General pushes a sealed

~ scroll tube across the desk to the party and

looks back down into his paperwork. If the
PCs attempt to speak with him he will
simply repeat the word “DISMISSED.”
The PCs find six riding horses awaiting
them outside. Each horse is equipped with

= bit, bridle, blanket, oats, a sleeping blan-

ket, and one day’s rations. The horses are
rested and capable of making the journey.

It is a 12-hour march for the army from
Ravens Bluff to Mossbridges. The PCs can
make this journey by horse in less than five
hours. It is currently just past noontime.
The PCs do not have any time to return
home for possessions or mounts.

Encounter Two:
Mossbridges

You ride through the afternoon and come
within sight of Mossbridges as the sun sets.
Mossbridges is feeling the effects of the siege.
Many battles have been fought nearby; as a
result, the town has been raided many times.
Ravens Bluff has committed to the town’s
defense, and the banner of the Company of
the Bloody Hatchets flies from the smooth
stone wall that surrounds the town. This was
constructed using wall of stone spells, but
there is also evidence of construction of real
walls. One gate, in the south part of the wall,
faces Ravens Bluff.

When approaching the gate, the party will
be hailed by members of the Bloody Hatchets,
a cocky bunch of soldiers.

“Friend or foe?” shouts someone from
behind the wall at the gate.

The party must convince the defenders
that they are allies to get into town. This
should not be difficult; presenting the
scroll from Obspieri will do.

The guards let the party in through a
small door in the wall next to the gate. [t is
concealed from obvious view. They direct
the PCs to the Military Post next to the
Blushing Gynosphynx tavern, where
Nioga has set up his headqaurters.

The guards on duty are disinclined to
spend time talking with the PCs. Nioga
has ordered that anyone coming from
Ravens Bluff be sent to him immediately,
and they follow Nioga’s orders completely.

The town itself has a somber demeanor;
most of the people here are not used to
wartime living and feel cooped up. Sup-
plies are low, though more are expected
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with the army. Passerbys ask the PCs if
they are with the army, when the supples
will come, and if the army will arrive
before the town is destroyed.

Encounter Three:
Commanoer Nioga

Arriving at the Military Post you are quickly
ushered inside to Commander Nioga, a tall,
imposing man with red hair and beard. He has
a very large frame, and his strength is
renowned. Nioga is well known for the fanatic
loyalty that his troops show him. Many a new
recrutit to the Ravens Bluff military hopes to
become part of Nioga's famed Company of the
Bloody Hatchets.

Nioga wastes no time. He quickly reads
the letter and smiles at its contents before
handing it to his aide.

“You have done well despite what General
Ogrebane thinks of you! And | am desperate
for men and have need of you. However, |
can see that you are tired. Present yourself at
the Blushing Gynosphynx Inn, where they
have a room waiting. Eat, sleep, and allow
yourselves to refresh. Tomorrow morning |
will have great need of your services. Dis-
missed.”

Nioga wears both a ring of resistance to
divination spells, and a ring of mind shield-
ing. Any attempt to fathom his alignment,
mood, or intentions will have no result.

Nioga's statistics are included at the
end of this adventure in the section “A

Mighty Ally”.

Encounter Four:
Golatian the Baro

When the PCs enter the Blushing Gynos-
phynx, the innkeeper will greet them.

The inn looks more like a barracks than a
place for making merry; tived townspeople sit
on trestle benches at tables along the walls,
and tables of supplies face the kitchens. Straw
mats stacked in a corer attest to the fact that
the injured are brought here during artacks.

The innkeeper, now the village quartermaster,
a ruddy-cheeked man, eyes you warily. You
can see that a couple of people are doing just
that in a corner, but they bear the look of
I}Iavg;w Bluff soldiery. A bard plays quietly by
the bar.

There are nine villagers at the tables
eating. They are part of the wall defense
force, and with the recenrt arrival of the
Bloody Hatchets they have a chance to
work reguar shifts and even eat. They
think the Hatchets are wonderful, though
a arrogant and bossy. The innkeeper,
Ferred Ganross, is serving these people.

The two soldiers are Bloody Hatchet
members, sent by Nioga to keep watch on
the party. They will exchange small talk
with the PCs for a short period, but do not
spend a lot of time talking to them. Nioga
has told them that he suspects there are
spies among the army, and the PCs look
like spies to these two.

If asked about the imminent attack,
just about anyone can tell the PCs that a
large enemy army is camped to the west.
The Bloody Hatchets think that the attack
will come in a couple of days; they refer to
recent scout reports of supplies arriving at
the enemy camp as the reason for post-
poncmcnt.

The bard is Golatian, a traveler taking
refuge here for the night. He was on his
way to Ravens Bluff, or so he says, and will

probably turn back for Tantras in the {
morning. He had no idea the fighting was §

this bad. In actuality, Golatian is a ranking

member of the Ravens Bluff army who has §

come to keep an eye on things in Moss-
bridges. He never admits this. His disguise
is the work of mundane means and alter self
spells.

A Message

During the night, a mysterious person will
slip something under one of the PCs’ doors
and then vanish. If a PC is on watch in the
hallway, then the person (Golatian) will

Catherine of Agnost
6th Level Human Female
Swashbuckler (Fighter)

sl 6 HtE5 RS

16 Wt 120 Ibs

15 Age: 26

13  Hair/Eyes: Aub/Gr
12 Skin: Fair

13  Alignment: NG

AC Normal: 2 AC Rear: 6
THACO: 15 Hit Points: 53

Weapon Proficiencies: Fencing
Blades Group (rapier, sabre,
stiletto, dagger, main gauche),
Sabre Specialization, Stiletto
Specialization, Rapier Special-
ization, Punching Specialization,
Two-Weapon Style Specializa-
tion, Short Bow

Non-weapon Proficiencies:
Blind-Fighting, Dancing (16),
Endurance (15), Etiquette (13),
Gaming (13), Juggling (15), Rid-
ing-Horse (15), Tumbling (16)
Languages: Common

Tricks: to hit Penalty
1) Cutting Off Buttons -3
2) Disarm Opponent -3
3) Stapling Clothes to Wall -2
(thrown stiletto called shot)

Magic Items: Cloak of Protec-
tion +2; Sabre +2; Stiletto +1

Possessions: leather armor,
short bow, quiver with 20
arrows, 6 stilettos in belt
sheaths, non-magical sabre,
practice rapier (not usable in
combat), several colorful and
well-coordinated suits of cloth-
ing with matching belts and
gloves and hats, some simple
jewelry (10 gp total value) to
wear, fashionable warm cloak,
backpack, bedroll, whetstone,
hooded lantern, 3 flasks lamp
oil, 1 flask greek fire, 92 gp

Role-Playing Notes:

You wanted to be noticed
and admired since you were a
baby. Maybe it came from hav-
ing an older sister in'the priest-
hood of Tymora and a younger:

| brother in the priesthood of Lli-

ira. Your ambition during child-
hood was to become a bard,
but you soon discovered that
you couldn’t sing. Your memory
isn't that great either. However,
you always had a natural talent
with swords. When you were
16, you ran away with a carnival
to become a sword performer.
Blessed with superior skill
with light weapons, above aver-
age looks, and a keen fashion

_ |sense, you soon were a star.
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You enjoyed the life, but left it
when you received a summons
for help from your brother, Tom.
While helping him, you met and
joined this group. In the three
lyears you have adventured with
these people you have come to
see that being admired for

doing worthwhile things is mu@:‘ '

more satisfying than simply
being admired'as a performer.
You usually dressinthe

flashiest, most stylish clothes,
always in the forefront of fash-
ion. Your favorite weapon, your

| sabre, always rests at your si
You are fond of gaming, but
would rather engage in bouts

{skill than in games of chance.
You do not believe in disguise,
and although you see the merit
of sneaking in to the villains' lair,
you are sure to claim the credit
(for the group) afterward for
defeating them. You enjoy single
combat with worthy foes:

Loremaster Di-Thil Sturn—
Priests of ©ghma must be an

rior attitude, you are still =
impressed with how much infor-
mation he knows. .

Palithar of Erenbora—His multi-

tude of talents fit in well, and he

is your closest friend inthe

group. His songbird exemplifies

his elven light touich. He some-
|times trains with you. -

Raspathir Endoc—The General. -
He sure is interested in fighting, |
though he leaves it alltoyou. |

You've filled in holes in his plans
occasionally. He doesn’t seem
to have strong feelings for peo-

ple. You respect him as a leader. | '

T'zzarr't (“Zar®)—This half-drow-
thief is too mercenary. He
comes on to you infrequently,
and you have no interest of that
kind in him. You try not to offend

him, and let him practice fighting |.

drills with you.
Bormark Rothjansen—You had
a brief but passionate love for
this ranger when you joined, but
it passed before you told him
about it. You still cherish fond
feelings for him. Heisthe
|groupis second-in-command,
and a good leader.
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bring the packet and claim that he saw one

" | of the PCs drop it, or maybe it was one of

the suspicious-looking soldiers downstairs.
In any case, he arranges to leave it and
then quietly disappears.

The packert consists of a note folded
around a silver coin. Closer examination
of the coin reveals the stamp of Ravens
Bluff on one side, and the sigil of a Hawk
on the other.

The note itself reads:

My fellow brothers,

You must proceed with much caution.
There is something in Mossbridges that
is not right. Do what Commander Nioga
asks of you, but be prepared for treach-
ery around every corner. Nothing is safe.
Ewvery single thing you do in the next two
days will influence the rest of your lives.
You must trust me as the hawk trusts the
air.

Once read, the note and coin suddenly

~ burst into flame, and are quickly consumed.

" Encountenr Five:
s It A Mission
siogantiolfespioNiosiDs. | The PCs will be woken in the morning by
| a knock on the door. A soldier will
| “request” that the PCs report to Nioga
| immediately.

You spot Nioga almost as soon as you
arrive at the field command center. He speaks
quietly with one of his lieutenants. They con-
tinue for several minutes more before Nioga
turns to you.

“Ahhh! Good morrow to you all. I hope

| you rested well.

“The enemy commander has demanded

| our surrender. I have chosen you to convey

my reply to the enemy host approximately six

- hours east of Mossbridges. Here is the message
| and a map. I am also sending some of my best
L | men to act as your escort. You are simply to
_ | take the message, deliver it, and return. Do
_ | not wait for an answer; do not cause trouble.
~ You are acting diplomats for Ravens Bluff and

Mossbridges. Good luck my friends.”

Handing you the message and the map,
Nioga exits the tent. An aide, the lieu-
tenant with whom Nioga spoke, motions

. vou after him. Following, you find your
| mounts amidst a company of twelve men.

| There are ten enlisted men, two sergeants,
| and, of course, the lieutenant.

The message simply says "Go to the

| Abyss!,” but the PCs should receive it

{ sealed and not read it. If they do choose to
| open and read it, tell them what it says and
| then have the lieutenant berate them for

being treasonous and impudent.
The Lieutenant will wait for the party
to mount before signalling the advance.

. | Quiet, confident, veteran enlisted men
.| will form up around the party. All of the
| men wear the emblem of the Company of

the Bloodied Hatchets.

Of all the men, only the lieutenant will
speak with the PCs. His name is Lieu-
tenant Sorackie. His men will not speak
with the PCs as they consider this escort
beneath their abilities, and have been
ordered not to by Nioga.

The Lieutenant knows a bit about the
military situation of Mossbridges and
appears to know exactly where he is going.
The enemy force is located just south of
the Chemaline forest, which lies six hours
ride outside of Mossbridges. The enemy is
expected to begin moving at dusk tonight
towards the west and will arrive tomorrow
momning. This will give them several hours
of rest before they can begin their attack.

A detect evil intent or other such spell
will reveal that the Lieutenant feels ani-
mosity towards the PCs.

Unexpected Emptiness

After several hours’ hard ride you arrive on
the hillside which overlooks the Chema-
line forest and its neighboring plain. As
you take in the surrounding countryside,
your confusion grows. Before you is the
plain, looking like any other completely
deserted plain you would expect to see.
Both the plain and the forest look unin-
habired.

The party may look about for clues.
There is no trace of any army anywhere,
nor has there been one here for at least a
tenday. Lieutenant Sorackie appears just as
bewildered as the PCs. A detect lie or such
will reveal that Sorackie is not bewildered
as much as he appears to be.

Unexpecteo Enemies
When the PCs turn to head back to Moss-

bridges, or turn on Sorackie, Sorackie will
signal the platoon and the entire unit will
attack the PCs (as Nioga so ordered).

Enlisted Men (9), human F3: Int Average;
AL LE; AC 6; MV 12; hp 26; THACO 18;
#AT 1; Dmg 1d6 (Short Sword); SA nil;
SD nil; MR nil; SZM (6'); ML 17.

Possessions: leather armor, short sword,
10 gold each

Sergeant #1, hm F5: Int Average; AL LE;
AC 3; MV 12; hp 40; THACO 15; #AT 1;
Dmg 1d8 (Long Sword); SA nil; SD nil;
MR nil; SZ M (6'); ML 17.

chain mail, long sword, 25 gold

Sergeant #2, hem F5/W6: Int Average;
AL LE; AC 3 (armor spell, Dex); MV 12;
hp 30; THACO 15; #AT 1; Dmg 1d8 (Long
Sword); SA nil; SD nil; MR nil; SDex 17;
ZM (6'); ML 17.

Possessions: long sword, 25 gold

Spells: 1st level- burning hands, color
spray, armor (precast), sleep; 2nd level-
invisibility, mirror image; 3rd level- haste
(on self and comrades as battle starts),
hold person.




Magical item: wand of magic missiles
with 10 charges.

He uses his wand to disrupr spellcasting
by holding his action until a spell is started,
then firing. He can fire two missiles per
round, both must go at once (though they
could be at different targets).

Lieutenant, hm F8: Int High; AL LE; AC
2; MV 12; hp 62; THACO 10; #AT 2; Dmg
2d4+5 (Bastard Sword + Strength); SA
specialized in bastard sword; SD nil; MR
nil; SZM (6'); ML 17.

Possessions: bastard sword +1, 50 gold

Unexpecteo Information

The men know the following pieces of
information. However, getting it is the
problem. They won’t talk unless they are
dead (treat them as hostile for purposes of
speak with dead spells), charmed, or tor-
tured. If the PCs need to get access to a
speak with dead spell, they can haul a body
back to Mossbridges; there is a priest there
(5th level) who can cast the spell for them.

If the PCs have to resort to torture,
well,... it should be an interesting moral
dilemma for them.

They have no papers of any kind; Nio-
ga’s orders to kill the PCs were verbal.

If the PCs successfully interrogate the sol-
diers they can learn:

e Nioga has gone over to the enemy and
is working with them. His troops, being
fanatical followers, have done so as well.
Nioga has promised them great rewards.

* There never was an enemy force out-
side of Mossbridges. The story was a ruse to
trick the army out of Ravens Bluff so that
the enemy force could invade without hin-
drance.

e Nioga has been given the position of
General in the enemy force in exchange

for his help.

¢ The enemy intends to attack Ravens
Bluft at sunrise the next moming.

e It is rumored that Nioga has a Noble
Genie who will give a wish to any man
who helps Nioga. None of these guys have
gotten wishes.

If the party goes back to Mossbridges, go to
Encounter Six. If they decide instead to go
straight back to Ravens Bluff, go to
Encounter Seven.

Encounter Six:
Return to Mossbridges

You've ridden back as quickly as possible to
Mossbridges, but still the light has started to
fade as you reach the outskirts of the toun. As
you crest a small hill outside the town you
notice the army of Ravens Bluff has just
arrived and begun to settle into position. Rid-
ing into town you are met by General Obe-
spieri, who is frantically arguing with the City
Elders.

“...mean Nioga is gone?”

“He had orders from you to...”

“What orders? I never sent any orders?
Someone find Nioga!”

The party should approach and reveal
all to the general. At first the general will
be upset at the PCs for speaking out of

turn, but as more information comes out |

he will quickly see that they have done

him a great service. As Nioga’s betrayal is | =
revealed, Obespieri will become furious. £

He screams:

“That good for nothing, impudent boy!
That's what comes from hiring your in-laws! 1
will personally reward the man or woman
responsible for Nioga's capture!”

After fuming General Obespieri will
calm down enough to lay out a plan.

“Ravens Bluff is due to be attacked tomor-

Palithar of Erenbora
Elven Male 4th Fighter/4th
Mage/5th Thief
STR:

14 Ht:4'6"

17  Wit: 81 |bs

10 Age: 247

15  Hair/Eyes: Bro/Gr
10°  Skin: Pale Fair
15 Alignment: CG

AC Normal: 1  Rear: 4
THACO: 17 Hit Points: 22

Weapon Proficiencies: LL.ong
Sword, Composite Short Bow,
Single Weapon Style Spec.,
Dagger

Non-Weapon Proficiencies:
Animal Lore (15), Appraising
(15), Direction Sense (11),
Hunting (9), Pottery (15),
Read/Write Elven (16),
Read/Write Common (16)

Languages: Common, Elvish

Thief Skills
PP 40% (-20)
OL 37% (-5)

HS 45% (-10)
HN 40% (-5)
FT 33% (-b) CW 85% (-20)
MS 45% (-10) RL 20%
Backstab (+4 to Hit, x3' Damage)
Note: Penalties in parentheses
should be applied when!wear-
ing elven chain mail

Magic ltems: Longsword +1;
Elven Chain Mail +1; Potion of
Stone Giant Strength

Possessions: composite short
bow, 8 daggers in bandolier
sheath, quiver with 17 arrows,
bedroll, 30 feet of rope, 3
climbing spikes, small hammer,
hat, silver symbol of Erevan lle-
sere, wineskin, warm cloak,
boots, leather gloves, thieves
tools, a white songbird, a cage,
spell components, 53 gp, 2
gems worth 100 gp each

Role-Playing Notes:

You've always been inter-
ested in doing several things at
once. Sometimes you don't fin-
ish projects, but those were
usually'the uninteresting ones.
When something really grabs
your interest you stay until the
end. You became triple-classed
this way, exploring fighting,
magic, and thieving at one time.

Six years ago you were sent
to assist adventurers in defeat-
ing some trolls that threatened
your woods. Afterwards, you

A E _ |decided to stay with the group.

You've found the human
world to be even more special-
ized and disciplined than your
own elven home. The people are
very good at what they do, but
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they are too focused and seem
to miss a lot of life's pleasures

ties. You try and show them the
variety and experience they're
missing when you can. For
example when the group is
investigating, you find details
that show other sides of the sit-
uation or persons involved.

You still dress in the elven
colors of your homeland,
browns, greens, and grays.
Another reminder of your home
that you carry isiyour songbird
Lily. She is very precious to you
and goes on all your adventures
(in a cage), though she stays in
camp during dangerous parts.
You can get her to stop singing
by covering her cage with a dark
cloth, but you rarely do this.

You have noticed that
humans and other non-human
races expect elves to act happy
and carefree. You try and live up
to this. You don't usually let
strangers see sadness or trou-
bles. You work hard at under-
standing humans, especially the
people you work with.

Loremaster Di-Thil Sturn—This
priest of @ghma knows a lot of
stuff, but he's boring. You ask
questions and add details to
liven it up. He doesn't seem to.
understand that history is living,
not a dry account. He acts bet-
ter than everyone in the group.
Catherine of Agnost—0One of
your best human friends. Her
skills seem more talent than dis-
cipline, though she does prac-
tice: Sometimes you join her.
She's saved you a few times.
Raspathir Endoc—The General
is a bit intimidating. He's unlike
other mages you've met. He can
be both imperative and friendly.
He allows discussion, but once
he decides, he expects to be
obeyed. His plans work, though.
T’zzarr't (“Zar”)-After years of
adventuring you are still suspi-
cious of Zar. He seems callous
sometimes, and hatred for drow
is hard to bypass. He is a good
thief with unusual perceptions,
including superior infravision
and the ability to sense under-
ground like a dwarf.

Bormark Rothjansen—There
was a time when you had to
supply woodland skills'and
knowledge for the group, but
you're glad Bormark does it
now. You've never been inter-
ested in tracking. You like his
gung-ho attitude and curiosity.
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| row morning. First, we must warn Therogeon
| SIEER L of this impending strike. You six, who have

by not being open to possibili- |
| Ravens Bluff, find General Therogeon, and

served me well, you are to ride immediately to

tell him all I tell you, plus all you have told

~ me. Tell him that I cannot march the troops
~  back without first resting them. At the earliest
~ | we can get the troops back by tomorow after-
| noon. [ shall endeavor to do my best. What
= | are you waiting for? GO!!"”

| As the PCs ride for Ravens Bluff they

encounter a dozen enemy scouts who are
watching for the Ravens Bluff Army. The
PCs notice the scouts first and may attempt
to go around them (see below: “The Way
Around”), or they may drive through them
risking attack and injury (see below: “Into

| the Wind").
. The Way Around

~ | The PCs avoid the scouts, but make them

describe how, the precautions they take,

T and ask them each to roll d20. If anyone
= rolls 20, then they are spotted and the
~ enemy gets a couple shots with arrows.

Use the appropriate archer stats from

" below, with a -5 to hit because they are fir-

ing at long range. Keep firing a shot or two
until the PCs flee. The scouts do not pur-

. sue

If the PCs turn back to attack, use the
next section.

" Into €the Wind

If the PCs choose to attack, they run into
the following enemy troops, who will take

* | the party for an Ravens Bluff patrol.

| Scout (6), human F3: Int Average; AL LE;
| AC 4; MV 12; hp 25; THACO 17; #AT

3/2; Dmg 1d6+2 (Short Sword); SA spe-
cialization in short sword; SD nil; MR nil;

| SZM (6'); ML 13.

Possessions: leather armor, short sword,
10 gold each

Archer (6), human F5: Int Average; AL
LE; AC 5; MV 12; hp 40; THACO 14 or
16; #AT 2 or 1; Dmg 1d6 (flight arrows or
short swords); SA nil; SD nil; Dex 17; MR
nil; SZ M (6'); ML 13.

Possessions: long bow, short sword,
leather armor, 10 gold each

| Encounter Seven:
| The Loss of aHero

|| You arrive in Ravens Bluff in the wee hours

before the dawn. The guard, after several

| moments of questioning, allows you into the

city adding, “Strange tiding must abound this
night for Commander Nioga just rode through
himself asking where he could find General
Therogeon.”

If the PCs ask where General Obspieri
is, the guard tells them that he is at Moss-
bridges with the troops (“Where else should
he be?”). If the PCs go back to Mossbridges

instead of pursuing Nioga, go back to
Encounter Six, which will send them back
here.

The gate guard can direct the PCs to
Therogeon’s location inside the city at
Castle Ironguard, the City Defense Head-
quarters.

If the PCs delayed by making an extra
trip to Mossbridges (coming directly from
the section titled "Unexpected Enemies"
to Ravens Bluff, then back to Mossbridges,
then back to Ravens Bluff), Nioga is no
longer here. General Therogeon is still
dead, however. Adjust the following
description accordingly.

Bursting into the General's quarters you
see Nioga standing over General Therogeon,
who is slumped forward across his desk. The
desk is covered in a rapidly expanding pool of
ﬁ?ﬂrﬁis and Nioga holds a curved dagger in his

The PCs may attempt to halt Nioga
with spells or attacks. He will take damage,
but will make all of his saving throws and
(for the first round) will not be affected by
any charm or hold spells that the PCs use.
Nioga’s first action will be to reach out and
touch an imperceptible spot in space. This
is the scrying spot from a mirror of mental
prowess, and by Nioga’s action, he travels
back to the mirror's point of origin. He
escapes at the end of the first round.

A Laoy Knight

As you stare at the vapor left by Nioga and the
lifeless form of General Therogeon, a woman
dressed in finely wrought chainmail enters the
room. You immediately recognize her as the
famous Lady Caroline Skyhawk, Commander
of the Griffon Ride.

“By all that is holy,” she shouts rushing to
the dead man, “What have you done to him?”

The party better do some quick explaining
and deliver their message to Skyhawk or
they will quickly find themselves arrested
for murder. However, she is intelligent and
perceptive; she will soon ascertain the
truth.

Lady Caroline Skyhawk, Knight of the
Griffon, Commander of the Griffon Ride,
hf F8: AL NG; AC Z (chain mail +3); MV
12; hp 75; THACO 13; #AT 3/2; Dmg
1d8+5 (long sword +3); SA long sword
specialization; SD nil; MR nil; SZ M
(5'2"); ML 19.

Lady Caroline is a wealthy and very
social woman, a true lady, imbued with
high morals and dedication to her duties
that make her a valued commander in the
army. She can make snap decisions and yet
be charming in their execution.

Once the PCs have explained them-
selves and the reason they are here, Lady
Skyhawk will take charge. Skyhawk was
Therogeon’s second-in-command and
assumes her new role with quick authority.




Although she does not desire the General's
position, it is painfully aware to her that
she must forget her own personal feelings

for the good of the city.

Upon hearing your news Skyhawk wastes
no time. She immediately yells towards the
door where a tenuous office lad stands ner-
vously. “Tremai! Quickly, rouse the comman-
ders, the runners and the entire staff! We are
under attack! Sound the warning bells, pre-
pare the gates! And Tremai, get the High Sor-
cerer in here, in his small clothes if necessary!”

The boy turns from the door and begins
screaming. Throughout the complex the
cries of “Attack!” and “Awaken!” can
be heard in seconds. After a moment
of thought Lady Skyhawk turns to b

“I know you have ridden
hard, and the night has no "
doubt sorely pressed you, /
but if what you tell me is
true, the enemy will be
hard upon us by dawn.
However, there is still the
problem of Nioga and his
men, and for that you may
be useful. Please get some
rest and report here
tomorrow at dawn. Dis-
missed.”

As Lady Skyhawk's
orders sink in, she turns &
her back on you and
begins to study a map of the
city spread across Therogeon’s &
desk. Turning to leave the office,
you cannot help but notice the
large blood stain, Thero-
geon's blood, which is
smeared across the cen-
ter of Ravens Bluff.

(=)

If the PCs bring up
the concept of raising
Therogeon from the
dead, Lady Caroline
states that there will
be time for that after
the current crisis,
though she thanks the
PCs for their consider- -5
ation (and any offers
they make towards

having this done).

Encounter Eight:
A Secret Entrance

The following morning, the PCs report to
Castle Ironguard as ordered, as they are
still in the army.

If they do report, they find Lady Sky-
hawk and Golatian waiting for them.

ST

As you enter the offices where you found
General Therogeon yesterday, you find Lady
Caroline Skyhawk and another man whom
you recognize as Golatian, the bard from

Mossbridges. Commader Skyhawk speaks: “It

seems that your band has attracted quite some
notice. Might [ present to you Commander
Jathan, Knight of the Hawk, chief of the
Brotherhood, and fourth—make that third—

in command of the Army.”

The PCs may react to this news anyway
they wish. Any speech however, will be
cut off as the bard Golatian (actually
Jathan) speaks:

“I do not have time to waste with mivialites
or explanations. I have need of your services,
as I aided you not long ago. Come with me,”

he says, walking past you and out the
y  door.

You follow Commander Jathan
through the city to a small private
home, then around the comer
of a building and into another
small private home. From

the outside the house

looks almost abandoned.
Inside, the building is
bustling with activity as
a large company of
Knights of the Hawk
move about. Jathan
leads you up a set of

room. For a moment he
speaks with an aide before mov-
ing to a small covered window

and peering through a spy
hole. He indicates for

&0 each of you to do like-
d wise.
S The spy hole

and directly at another
#.'/{ one, unlike the one you
are in now, appears to

be much more lavish.

It is a two story struc-
ture with white and red
trimming. The entire

T

wall. Two finely
wrought steel gates are
closed.

are looking at is where
the attack will come from. It
is also the hideout of the former Commander
Nioga. Nioga's plan was simple: distract the
army, magically convey the enemy force inside
the city, and overrun it from the inside.
Thanks to your actions though, things have
gotten harder for him.

“Howewver, Nioga still can pull this off.
The army is still too far away, and Nioga sull
has his magical mirror. You see, with this mag-

ical mirror one can scrye any location. Fur- &

thermore, if one knows how, one can use the
mirror to travel. With his mirror Nioga can
transport troops inside the city.

“We know that the mirror is inside the

stairs to an observation &

looks out onto the street §

private home. This |

property is fenced by §
an eight foot high stone

“The house you &

Raspathir “the General” Endoc
6th Level Half-Elf Male
Conjuror (Wizard Specialist)
STR: 10 Ht:6'2"
: 12 Wt 184 lbs
: 15 Age: 32

17  Hair/Eyes: Bla/Br

13  Skin: Fair

16  Alignment: LG

AC Normal: 5 Rear: 5
THACO: 19 Hit Points: 27

Weapon Proficiencies: Dagger,
Staff

Non-Weapon Proficiencies:
Engineering (14), Etiquette (16),
Gaming (13-Chess Specializa-
tion 16), Military History (16),
Read/Write Common ?48), Spell-
craft (15), Weather Sense (12)

Languages: Common, Elvish

Magic Items: Bracers of
Defense AC 5; Ring of Spell
Storing—summon swarm, iflu-
sionary wall, summon shadow,
ventriloquism

Possessions: Spell Books, Staff,
2 daggers, backpack, bedroll,
pillow, 5 sheets parchment,
writing ink and 2 quills, 2 serolls
showing tactical diagrams of
famous battles, spell compo-
nents, spyglass, magnifying
glass, soap, clothes, boots, belt,
sash, silk jacket, cloak, 70 gp,
36 sp, 30 gp necklace

Role-Playing Notes:

You love the concept of war,
pitting your army and strategy
against a foe's. You grew up on
the stories of your father, a vet-
eran soldier in the Cormyr army.
However, you have no taste for
actual fighting. You don't even
like training with weapons.
Needless to say, your parents
despaired of you.

Instead you became a con-
juror. You took to magic, and
now command respect as one
who can summon untoldiallies
to serve you. While training you
continued to study military his-
tory and tactical analysis, and
played alot of chess.

After your training, you heard

| of some orcs that needed

defeating, and set about finding
some troops to lead against
them. In this way you formed the
adventuring company you've led
ever since. There has been a
turnover of members in the 10
years that the group has adven-
tured together, but Loremaster
Di-Thil has stayed with you from

_ithe start. Palithar joined the

Issue 123 P 17




group 6 years ago, Zar joined 4
years ago, and both Bormark
and Catherine joined 3 years
ago. The group does not have

an official name, but you tend'to |

call them “the troops This is
subconscious on your part, and
if asked not to you will do so
again in a couple of hours.

You are a good tactician and |

have a strong personality. You
naturally feel'that conjuration
magic is the best, and you tend
to rely on your. magic a great
deal. For. example, you do not
own a horse. You rely on phan-
tom steed orin emergencies
mount to provide your transport.
You still hate fighting, and will
always find others to do the

actual combat for you. However |
you honestly care for your fellow |

adventurers, and will not engage
in risky strategies without their
total support.

Loremaster Di-Thil Sturn—He

knows many useful things about |
~ | This map details the grounds and what the
| Brotherhood has been able to ascertain
= | regarding the guards. The PCs are left to

places and people, and'you're
used to his interrupting you with

advice. He seems to believe that|

his knowledge is the essential

element of the group's success. |
You know that strategy wins bat-|
_ | teleportation. The person who imbibes

tles. There's a warm feeling of

camaraderie between the two of|

you, having'known each other
for 10 years. _
Catherine of Agnost—An excel-{

lent fighter and the mainstay of
your battle plans. The only thing

you worry about is her tendency |
to engage in single combat with |

enemies instead of following the
plan. You work around this.
Palithar of Erenbora—Palithar's
wide base of skills make him
useful'in seconding others or in
allowing for flexibility. He adds
depth to investigations by
unearthing interesting details.
He usually has a good opinions.
T’zzarr't (“Zar”)—The half-drow
turned out to be a good addition
to your army. His skills at getting
|into places and superior infravi-
|'sion have been the success of
several operations. He ques-
tions your orders, but you hear

him out and then explain the rea-

sons why your plan is best.
Bormark Rothjansen—Also a
good fighter, his tracking and
woodland skills are invaluable.
He is forever trying to interfere
in other peoples' business. He
shows promise of good leader-
ship abilities and as your sec-
ond-in-command, you train him
to lead the group in the future.
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o house. But, if we simply overran the house,

Nioga would flee with the Mirror and attack

from a different position. So unless we can

estroy, or better yet, capture the mirror,
Nioga will win.
“That’s where you come in. General Obe-

- spiere, Lady Skyhawk, and I have been very
= | impressed with your skills. If you sneak into

the house and steal the mirror, we could use it

& (0 send the Ravens Bluff forces directly into

the heart of the enemy camp.

“That’s what [ need you for. Quite
frankly, Nioga and his men know most of my
men, while you are relatively unknown and
have already proven your ability to thwart his
plans. Yet don't let your pride get the better of
you; this is the most critical mission you've
ever been on. One in which you risk life and
limb. I can’t make you do it, I only ask for

= | volunteers.”

The PCs are expected (but not
required) to volunteer.

- Encounter Nine:
" The Manse of Nioga

Show the PCs the map of Nioga's house.

plan how to get into the house and capture
the mirror.
Jathan will give the PCs one potion of

this potion may proceed to envision the
room the PCs are planning from and they
will be teleported there. It is Jathan’s hope
that the potion can be used to get the mir-

* ror (and one PC) out of enemy hands. He

will want it back if it is not used.
Jathan does not know the command

¢ word for the Mirror. He does not have any

further recommendation on getting into
the house. The PCs are required to deter-
mine this on their own. If the PCs spend

= more than 10 minutes (real time) attempt-
= ing to plan, Jathan will remind them that

time is short. After 15 minutes (real time)
he tells them they must leave IMMEDI-
ATELY.

The party may invade the house any
way they wish. Whatever plan the PCs
come up with should be relatively success-
ful, unless they act foolishly. However,
keep the PCs on their toes while they
search the house. Make up other necessary
details common to any house.

Where there are guards positioned in
the house, the PCs need to act fast to pre-
vent them from sounding the alarm. The
PCs always have surprise and always win
initiative over these guards. The guards are
all 0-level humans and are described below.

Guards: Int Average; AL LE; AC 8§
(leather) or 5 (chain); MV 12; HD 1; hp 4;
THACO 20; 2AT 1; Dmg 1d6 (short sword);
SA nil; SD nil; MR nil; SZ M; ML 12.

Remember, the invasion of the house is
dramatic. Play upon the party's fear by
having a guard see them and getting off a
half shout (as he dies), or by having the
PC step on a creaky board (making a loud
creak and possibly alerting the enemy of
their presence). Stealth and speed are the
friends of the enemy; play upon these
without unduly hampering the party.

Use the maps to follow the PCs through
the house. If the PCs for some reason get
through the house without a single
encounter, this is fine. In fact, it is best for
them.

When the PCs come upon the mirror
room, proceed to Encounter Ten.

Nioga's House

This grand building, known as Amethyst
Estate, is the home of Commander Nioga.
Formerly, it was considered one of the
most lovely of homes in all of the Vast.
Recently, however, Nioga has turned the
beautiful house into a military complex
and allowed the building to become
slightly run down.




OUTSIDE

All windows have been
boarded up and will not allow
any exit or entrance. There
are two entrances to the
house: the front doors (dou-
ble doors made of carved oak
and adamantine bands, deco-
rated with a platinum and
amethyst handles, hinges and
knockers), and a smaller side
door near the carriage house.

CARRIAGE HOUSE (M)

The carriage house is a smaller, but no less
beautiful building to the right of the main
house. It contains a series of sliding doors
upon its front, a large carriage staging area,
several horse stalls, a tack and harness
room, and a small outside horse pen. An
additional door gives access to the back of
the building where miscellaneous land-
scaping equipment can be found.

Qutside of the carriage house, four
horses are in the horse pen. Inside the car-
riage house, all of the horse stalls are filled.
There are two carriages at ready. Inside the
tack room are a number of sets of tack,
most of it virtually worthless.

Two stable boys are here, sleeping in
the tack room. A guard is also sleeping
inside one of the carriages.

ENTRY/GROUND FLOOR

A—FOYER: The foyer is a large room
which opens up into a magnificent ball-
room (B). The floor is tiled with marble
with polished gold borders. There is a sin-
gle door to the left, two doors on the right.
Two guards stand at attention in this room.

B—BALLROOM: The foyer opens
directly into this ballroom,considered one
of the most beautiful sights in Ravens
Bluff. The marble floor continues from the
foyer, through this room and into the
adjoining dining hall. However unlike the
rest of the house, the ballroom ceiling
extends beyond the second floor and is
covered in gold leaf. Hanging from the
ceiling is a stunning, enchanted chande-
lier which is made of silver and amethyst,
and is rumored to be more valuable than
the entire house. Whenever anyone enters
the room, or is in the room, the chandelier
springs to life and fills the entire ballroom
with bright light.

Also spaced about the walls are silver
and amethyst sconces which emulate the
chandelier when anyone enters. Removing
the sconces will negate their magic.

The sconces are separated by a series of
plush reddish curtains which hang over
the walls for decoration.

C—STAIRS: The circular stairwell, a
wide, polished adamantine affair, twists
from the first floor up to the attic. The first
floor portion of the stairwell overlooks
(and is visible from) the sitting room (D).

Grouno Floor

N
N
N
N

D—SITTING ROOM: This room is deco-

rated with a large soft rug, a number of

comfortable sofas, chairs, and tables. One | &

wall contains a tapestry which depicts the
legendary undersea city of the Sea Elves.
Another wall contains a fully stocked bar
(with crystal decanters), a suit of armor
(non-magical), a large fireplace (unlit),
and Commander Nioga's family crest.
Over the fireplace, a set of (magical)
rapiers are crossed over a portrait of Com-
mander Nioga.

Four guards sit chatting idly in this
room. They are on call should they be
needed. These are the guards who would
be sent to investigate any noise the PCs
might make.

E—LIBRARY: This room is a large dusty
library. Since Nioga is not a man of books
there are only about 20 books in this entire
room. The shelves and four chairs in this

room have been covered with sheets to |

prevent dust from settling.

F—STUDY: This is a large oaken room :

with a sturdy carpet. In the middle of the
room, a large desk sits covered by a giant
map of Ravens Bluff and its surrounding
countryside. There are no markings on the
map, and nothing in this room contains
anything of relevance. There is one guard
in this room who is asleep.

G—CLOAKROOM: This is a large, empty
room. A number of unused cloak hooks
line the walls.

H—PRIVY: This is quite obviously a privy,
despite the plush sofa in the middle, the

large marble water basin, and the gold
trimmed mirror hanging on one wall.

[—PRIVY: This room is identical (though
smaller) to the privy detailed above.

J—DINING HALL: This room opens off &=
of the Ballroom (B) and is decorated ina |
similar manner, with similar wall sconces. &=
The center of the room is taken up with an | =
immense 40 foot long, 10 foot wide cedar §

dining table. Comfortable cedar and vel-
vet chairs circle the table, and a number of
smaller tables line the walls. Along the
walls a series of portraits hang, each with
placard identifying the former lords and
ladies of Amethyst Estate.

K—PANTRY HALL: This is a long, wide
hall lined with shelves. The shelves are

stocked with a number of rations, and £

foodstuffs.

T'zzarr't (“ZAR”)
7th Level Half-Drow Male Thief
STR: 11 Ht=4:5%
DEX: 18 Wi: 86 |bs
CON: 16 Age: 187
INT: 11 Hair/Eyes: Wht/Bl
WIS: 9 Skin: Gray-Brown
CHR: 14 Alignment: CG

AC Normal: 3 Rear: 7
THACO: 17 Hit Points: 48

Weapon Proficiencies: Short
Sword, Dagger, Dart

Non-weapon Proficiencies:
Alertness (10), Animal Han-
dling— Giant Lizard (8), Apprais-
ing %1 1), Gaming (14),
Tumbling (18)

Languages: Common, Drow

Thief Skills
PP 42%
OL 58%

HS 60%

HN 57%

FT 52% CW 91%

MS 65% RL 0%
Backstab (+4 to Hit, x3 Damage)

Magic Items: Short Sword +1;
Ring of Fire Resistance; Potion
of Growth; Ring of Protection +1

Special Item: 2 vials thick
greenish contact poison'in
opaque sealed vials (type O par-
alytic poison)

Possessions: Leather Armor, 8
daggers in sheaths all over your
body, 20 darts, bedrall, dark col-
ored silk clothing, 50 feet silk
rope, padded grapple hook,
small hourglass, cloak, leather
gloves, boots, large sack, flint
and steel, flask of lubricating oil
for locks, thieves' tools, wineskin,
pouch trail mix, chalk, 32 gp, 12
sp, gem worth 50 gp

Role-Playing Notes:

You were born in the drow
city of Menzobarranzan. For
years you were a slave, working
with the giant pack lizards. Your
life changed when your caravan
was attacked by adventurers.
They slew all the drow masters

|and set you free on the surface.

You knew you were different
from other drow in the way you
looked and the abilities which
you lacked. This was readily
apparent when you emerged on
the surface. You heard legends
for many years of how awful the
surface world was, how the
burning sun was deadly. When
you first came into the sunlight it
was indeed painful. The pain
soon passed, though. With time
you found that the surface world

wasn't that bad. There were
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even some good things, like the
variety of food, and the wines.

Unfortunately, these things
cost money, and you didn't have
any. In fact, the only things you
were able to bring out of the
Drow homeland were 2 vials of a
very rare contact poison, which
you save for emergencies. You
resorted to skills learned while a
slave and began stealing. Even-
tually you joined a thieves' guild
and received training in these
skills. You stayed with the guild
for.a while, but eventually you
decided to moveion.

You joined this adventuring
group four years ago. It took you
some time, but you came to like
and trust these people.

From your life among the
drow you have acquired a cal-
lousness about life, and a lack of
sympathy that some of your
friends don't understand. The
group has on occasion taken on
missions for which no pay was
offered, and while you join in on
such missions, you would rather
be paid. No one ever did any-
thing out of goodwill in the drow
homeland. It is hard getting
used to the concept of charity
and “helping out”

Loremaster Di-Thil Sturn—Dif-
ferent than other priests you've
known. He doesn't lord'it over:
you, but instead constantly
shows off. You respect him, but
cannot feel close. The concept
of male priests is difficult, too.
Catherine of Agnost-Definitely
a pretty lady, and an amazing
fighter. You respect her skills
and train with her on occasion.
You would also like to get to
know her more intimately, but
she becomes frosty when you
make such suggestions.
Palithar of Erenbora—After ini-
tial suspicions on both sides
(you had heard how corrupt sur-
face elves were), you finally
warmed up to this one. He is
humorous and easy to like.
Raspathir Endoc-This half-elf
wizard reminds you of priest-
esses of Lolth, always snapping
out orders. But at least he lis-
tens if you disagree, and modi-
fies his plans if you have good
ideas. You call him General.
Bormark Rothjansen—His skills
and interests are opposite
yours; he personifies the surface
wilderness. This interests you;
you observe him and try to imi-
tate a little. Each of you
respects the other's expertise.
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L—KITCHEN: This is an elegant kitchen
with cedar cabinets, marble counters, a
copper water pump, and a large stone fire-
place/oven. One door in this room leads to
the dining hall, one door leads to a small
attic, and one door leads to the basement
and wine cellar.

In the small attic off the kitchen a cook
and his apprentice sleep.

SECOND FLOOR:
A—STAIRS: The circular stairwell, a

wide, polished adamantine affair, twists
from the first floor up to the attic. There is
a landing upon the second floor which

.| opens out to a small sitting area (B).

Secono Floor

B—SITTING AREA: A small sitting area

is here with two guards asleep on sofas. On
the external wall of this room (one wall
borders the ballroom, while the other is
the side of the house) is a secret door. This
door leads to a small crawl space, which is

empty.
C—SITTING ROOM: This is a small sit-

| ting room off of the master bedroom. It

contains several chairs, a porcelain tea set
(which has been used but not removed),
and a small desk. The desk contains writ-
ing implements, paper, and the personal
seal of Commander Nioga, and his family.

D—MASTER BEDROOM: This is a large
master bedroom with a immense cedar bed
set. The room is sparsely decorated. A
Small privy and slightly large closet are off
of this room, as well as the private sitting
room.

E—BEDROOM: This is a smaller bed-

room. There are ten soldiers sleeping on
the floor of this room.

F—BEDROOM: Another bedroom. There
are four soldiers sleeping in this room.

G—BEDROOM: Yet another bedroom.
There are two soldiers sleeping in this
room.

ATTIC:

The attic is filled with a number of boxes,
most which contain the various furnish-
ings of the house, clothing, and such items
normally found in an attic. To the left of

the stairs a large pile of weapons sorted by
type sits. There are 12 pole arms, 17 short
swords, 4 long bows, 200 flight arrows, 6
hand axes, and 3 maces. None are magical.

When the PCs move into the atric,
note to them that “the floor creaks omi-
nously.” If the PCs continue to move about
the attic, one PC (in the center of the
attic) will suddenly fall through the floor.
If the PC makes a successful Dexterity
Roll, he will be able to prevent himself
from falling to the ballroom floor. If he
fails, he will plummet the 40 plus feet to
the marble floor below suffering 4d6 points
of damage.

BASEMENT:
A—STORAGE: This is a dark, dank stor-

age room complete with dirt floor. The
walls are made of piled stone with mortar
between the gaps. A single door leads to
the Wine Cellar. A pile of rags is in one
corner (nothing of importance). The
lower left corner is the home of a number
of broken furnishings (chairs, tables, etc).
Behind this large pile is a secret door that
swings inward. This door leads to the

Secret Room (C).

B—WINE CELLAR: This room leads off
of the basement storage room. Its walls are
lined with wine shelving, with most spots
empty. However, a few bottles remain

(average quality).

Basement

C—SECRET ROOM: Formerly a treasury
room, this room has two entrances: One
from the basement storage room, another
from a tile in the ceiling which may be
pushed up. The second exits to the middle
of the ballroom. This is the Mirror Room;
proceed to Encounter Ten.

Encounter Ten:
As You Wish

As the secret door slides open you spot the
mirror immediately. It is a 6" high by 6" wide
affair with a gold frame. As you step into the
room, the mirror glows violently and Com-
mander Nioga steps through it. Coming
through behind him are four other soldiers, a
girl about 7 years in age, and a tall man with
bluish skin that appears to be one of the fabled
Djinn.

“You?” stammers Nioga as you step into
the light of the room. With a quick motion
Nioga grabs the child next to him and puts a
knife to her throat. “Keep coming if you want
to see her dead.”




The girl is Killian Lara Blacktree,
cousin of Lord Charles Blacktree. She is
easily recognized as a member of the Black-
tree family, and Nioga will announce her
identity if they do not stop.

If the PCs stop, read the following. If
any PC moves to attack or approach Nioga
even after knowing who the girl is, jump to
"A Mighty Ally."

“Better. Now, are you sure this is what
you want? After all, I can make you very
rich... yes, very rich indeed. Imagine having
as much money as you desired. .. now imagine
more. Or better yet, imagine a weapon of
such craftsmanship as to be the envy of all liv-
ing creatures. .. or what of power? What if
you were the most powerful mage in all of the
world?”

“That's what I offer you... your dreams
incarnate. All | have mentioned and more can
be yours. Imagine that... money, power,
magic, all for you...can't you see ic? Feel it?
All yours! And you need do nothing. I shall
give it to you for NO WORK WHATSO-
EVER! Afi you need do is nothing.”

“Here's my offer... Tell me what it is you
most desire in all of this world, and I shall
grant it. And once | have granted your wish,
you only have stand aside and allow me and
my army through.... A simple deal. Do you
accept?”

Only one wish is allowed. ANY PC
who speaks up may make the wish, regard-
less of the party. The wish cannot in any
way affect Nioga's plans; Nioga will alter
the wording of a wish so that the PC gets
what he or she wants and the consequences
don't stop him from conquering the city.
Be inventive.

The Genie is unable to grant a wish
which kills or resurrects any creature.

As Nioga hears the wish, he will tum to
the Djinni, restate the wish as necessary,
and add: “while removing my enemies from
my path.” Once the wish has been stared to
the Djinni, jump to "Failure” below.

If the PCs do not accept the wish, con-
tinue with "A Mighty Ally."

A Mighty Ally

“Have it your way,” screams Nioga. With
that, he shoves the girl at you and tmns to the
Dijinni: “Genie, grant me a wish. [ wish thata
mighty creature would appear to fight at my
side.”

“As you wish,” the Djinni says and sud-
denly vanishes.

Almost as soon as the Djinni has vanished
the floor beneath you begins to shake wildly.
You watch in horror as the dirt beneath you
sinks and falls away in chunks. With a final
violent upheaval the rest of the floor lets go
and you plummet into nothingness.

Your fall is quickly interrupted as you
plunge into crisp cool water and then hit soft
sand. You break the surface to find yourself in

a large cavern. Overhead you see the remains

of the room from which you just fell. The cav-
emis filled by a strange green light the appears
to glow from the lake in which you stand.

Yet, these things are not that upsetting. Not
when you consider the strange purplish, muld-
headed beast which regards you. There is no
doubt to you what is going through the crea-
ture's thoughts. Each set of eyes reveals every-
thing. Dinner has just fallen from the sky.

The PCs have all fallen in water (4
deep) in front of the cryohydra. The cry-
ohydra is on the beach. Behind the cry-
ohydra the PCs can see the mirror which
has landed safely in the sand. Nioga and
four elite soldiers are in the water to the
right of the PCs. Nioga is the farthest away
from the PCs and the four guards separate
him from the PCs.

The cryohydra will fight the PCs and
ignore Nioga and the guards. However, the
cryohydra will not protect the soldiers
either, nor take orders from Nioga.

Elite Soldier (4), human F5: Int Average;
AL LE; AC 5; MV 12; hp 36; THACO 15;
=AT 3/2; Dmg 1d6+2 (S[Iurl Sword); SA

specialized in short sword; SD nil; MR nil;
SZM (6'); ML 17.

Possesions: leather armor, short sword

Commander Nioga, clf W10/F10: Int High;
AL LE; AC 1; MV 12; HD 8; hp 64;

THACO 10; AT 2; Dmg D8+4; SA nil; SD §

see magic items; MR nil; SZ M (6'); ML 17.
Magical items: Rapier +2, elven chain-

mail, ring of resistance to divination, ring £

of mind shielding.

Spells (4/4/3/2/2): sleep, magic missile
(x2), spook, glitterdust, invisibility, web,
scare, dispel magic, fireball, lightning bolr,
Evard's black tentacles, enervation, cone
of cold, chaos.

Cryohydra: Int Average; AL N; AC 5;
MV 12; HD 10; hp 90 (8 per head, 10 in
body; THACO 10; #AT 10; Dmg 1d8
(bite); SA nil; SD see below; MR nil; SZ
GM (30 long); ML 17.

Attacks on body have no effect unless
damage is greater than 45 points. Up o 4

Bormark Rothjansen
6th Level Human Male Ranger
17 Ht: 5' 10"
13 Wt: 165 Ibs
14 Age: 27
13 Hair/Eyes: Br/Bl
16 Skin: Tanned
11 Alignment: CG

: AC Rear: 5
THACO: 15 Hit Points: 56

Weapon Proficiencies: Long
Sword, Hand/Throwing Axe,
Long Bow, Lasso, Knife, Single
Weapon Style Specialization

Non-weapon Proficiencies:
Animal Lore (13), Herbalism
(11), Mountaineering,
Read/Write Common (14), Rid-
ing—Horse (19), Rope Use (13),
Set Snares (12), Tracking (18)

Languages: Common

Magical Items: Long Bow +1;
Studded Leather +2; Potion of
Extra-Healing; matching pair of
Hand Axes +1

Possessions: long sword, 50'
rope, quiver with 20 arrows, 2
throwing axes, knife, 4 sets of
clothing for adventuring, 1 new
fancy set of clothing, boots;
leather gloves, belt, 2 belt
pouches, small sack, 5:spikes,
10 pitons, 4 crampons, flint and
steel, whetstone, silver symbol
of Mielikki, waterskin, hooded
lantern, 4 flasks lamp oil, pipe
(which you cannot play), warm
cloak, backpack, bedroll, iron
pot for cooking, 4 flasks acid
carefully packed (for trolls), 28
gp. 31sp

Role-Playing Notes:

Your mother died of an ill-
ness just after you were born.
You were raised by her older
sister. This aunt had 'no other
children and was happy to raise
you as her own son. During this
happy childhood your desire to
help others showed itselfiin your
defending friendsiagainst bul-
lies, In'rescuing small animals
from traps, etc. Your aunt was a
ranger and taught you all she
knew. When you exceeded her

~ {knowledge, you were sent to a

ranger friend of hers in the
nearby Dales (a region across
the Dragon Reach from Ravens
Bluff) to complete your training.
This ranger was a Harper,
and encouraged your desire to
help those less fortunate while
mnstilling Harper doctrine in you.
At age 18, you craved adven-
ture, so your mentor sent you to
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Shadowdale to contact some
Harpers. Thus you embarked on
an adventuring career. Three
years ago you fell in with this
group. They were attempting to
thwart the plans of some Red

Wizards and their troll allies, and |
your timely arrival and woodland {
skills brought success. You have|

traveled with them since. Your
species enemy is troll.

try to figure out what everyone is
doing. Curious by nature, you
are particularly adept at eaves-
dropping. Since you are impul-
sive :and determined, as soon as
you overhear of an evil plot you
try to persuade your friends to
do something about it. You are
generally cheerful and have a
talent for command.

Loremaster. Di-Thil Sturn—The
priesthood of Oghma suits him.
Since Oghma is the god of
knowledge and bards you know
Di-Thil will support your Harper
goals. The man has an annoying
habit of offering advice when
not asked, though it's usually
worth hearing.

Catherine of Agnost—She is

_ |amazing with her swords. She’s
- |the best fighter you've ever
encountered. She is quite

| She doesn't talk to you as much
- |as she used'to, and doesn't
know: that you feel anything for
her.

Palithar of Erenbora—Basically
a harmless kid, or middle aged

elf actually, but he still acts likea|

kid. You worry that he will stum-
ble on some trouble that he
can't handle.
Raspathir Endoc—A good
leader, magician, and strategist;
your best friend in the group. He
is usually amenable to sugges-
tion and treats you like a sec-
ond-in-command. You wondered
|why he wasn't a fighter until you
saw him practice.
T'zzarr't (“Zar”)—He notices a
lot, and is a good thief. You
must convince him that non-pay:-
ing missions are worthwhile. The
cause of good does not always
yield material rewards.
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heads may attack a single opponent at a
time. Each head is able to breath a 10’
wide by 20' long stream of frost that inflicts
8 points of damage, save versus breath
weapon for half damage.

Qutcomes

There are several possible outcomes to
this battle: If Nioga is reduced by more

& than half his hit points, he will attempt to

As a Harper, you constantly | flee into the mirror. If he succeeds, he

| escapes (but does not take the mirror with

him). If the mirror has already been recov-

ered by the party, Nioga will surrender.

The cryohydra fights as long as Nioga is
present and alive. It disappears once he
escapes or dies. A dispel magic spell would

| have to best 18th level magic to send the

. | creature away (it was summoned with a

| wish). The men fight or surrender depend-

~ | ing on whether Nioga surrenders or not (if
- he does, they do).

Once the battle is over, jump to the

. appropriate section below: "Escape" or
= "Surrender." If a PC chooses to destroy the
" mirror, immediately jump to "Destroyed."

. Destroyeo

As the mirror is shattered, all of its

. | magic is released in an immense explosion.
_ | The PC who destroyed the mirror suffers

- 3d10 magical damage (no save). Everyone
L | else suffers 4d4 damage(save for half).

If the mirror is destroyed, Nioga will

pretty; you have a crush on her. 0 surrender immediately. Go to "Surrender,"
7 it and adjust appropriately.

| Outcome One:Failure

The Genie looks at you, winks, and the

| world goes black. When you wake up you find

the wish has indeed been granted. Things are
definitely different. You also realize that you
are back in Mossbridges, lying in the street.
Around you people scamper about. A news

~ boy down the street can be heard calling out
| the day’s report: “Ravens Bluff falls! Ravens

Bluff falls! Traitors sought by town elders!”
Regardless of who asked for the wish,

" any PC who benefitted in any way from

the wish is now an enemy of Ravens Bluff.

Outcome Towoo: Escape
The last attacker finally falls and you take

a moment to look around. The four soldiers lie
where they died. The cryohydra’s heads are |
strewn across the beach, and the body shivers
slightly with the last pangs of death. Nioga is
nowhere to be seen, but the mirror is. You
have succeeded, partially. Nioga escaped, and
the invasion has been delayed. .. for now.

The End

Qutcome Three:
Surrenoer
Nioga begs and pleads for his freedom, but |

you remain undeterred and bind him securely.
Eventually you manage to depart the cavern
and Nioga's home. You are greeted by cheers
from the Knights of the Hawk as they flood the
street and take Nioga away. Jathan strides up
to you with a immense smile upon his face.
“You have fought well today! The mirror
will be been given to General Obespieri and
our forces will soon overrun the enemy camp.
By morning there shall be almost nothing left of
the enemy! You are truly heroes of the city. But

even a hero deserves a rest now and then. Go =

home, go dry off... you have done your duty.”

Each PC Knight of the Hawk will
receive a Feather of Honor from the Knights
of the Hawk. All of Nioga’s equipment will
be turned over to the PCs for their services.
This includes his rapier +2, his elven chain- §
mail +2, and two rings (ring of mind shielding,
ring of resistance to divination).
Epilogue
The capture or death of Nioga brings the
reward promised by General Obspieri:
1,000 gp per PC involved and a commis-
sion in the army at the rank of private, for
any PC who wants it. Knights are not eli-
gible, as they already have positions in the
army which rank above private.

The rescue of Lord Blacktree's cousin,
Killian Lara Blacktree, earns a reward of
one potion of healing each from Lord
Blacktree, from his personal stores.

The End




Ornamer

by Nathan Caroland

Members sometimes send us gems. This
time one of our members sent us a collec-
tion of rings (some of which contain
gems). Any of these might be a useful
addition to your home campaign.

Ring of Assassins

Description: These rings are made of a
black ore alloy, with a large, thick band
fashioned in the resemblance of a strik-
ing asp. Between the asp’s opened fangs
is a small, multi-faceted diamond.

Dweomers: These rings are quite deadly.
The dweomer allows the wearer to touch
any liquid or food and turn it poiso-
nous. The wearer must mentally or ver-
bally command the ring to infect the
substance. The poison will be unde-
tectable to taste, smell, or color, though
not to magical detection. The wearer
must submerge the ring within a poison
for it to duplicate a poison. The ring’s
diamond turns momentarily black when
its power is used.

_ﬁ ; > Pr=s
Lore: These rings are far and few to be
found, their origin and magic used
within the creation are secrets jealously
kept. There are rumors as to another
ring of assassins that can kill upon
touch, though accounts of this have not

been verified.

Ring of Demi-Humans

Description: These rings are commonly
found in different settings, band types,
and metals, though they always have a
black, opaque pearl that seems to turn
green when looked at in differing light-
ing. The pearls’ origins are unknown.

Dweomers: These rings empower the
wearer with the abilities of the Demi-
Human race that the ring is associated

and of Rings

—

with, thus allowing a differing race the
abilities innate to the race and the fluent
use of their language. They give no spe-
cial abilities to a wearer of the same race
of the ring.

Ring's Racial Alignment (d100)

01-25 Halfling
26-50 Dwarven
51-75 Gnomish
76-100 Elvish

DMs may also choose to add subraces (accounting for the

differing lines and bloods of these races.)

Lore: These rings were created long ago
by the “Circle of Nine”, a collection of
the mightiest mages of the time. War
ravaged the land and boundaries were
being established. The new races feared
and hated what they did not under-
stand. These mages created the rings in
hopes that peace and understanding
could be established between the races.
Whether or not these rings helped
established peace is unknown, though
understanding was achieved in one way
or another, for good or ill. Today these
rings are scattered across the land, their
make and magic lost to time.

Ring of Keys
Description: These rings are large signet
rings made of a silver and gold alloy
with either a large red or green multi-
faceted crystal embedded outward. The
alloy makes for a unnatural swirl of gold
and silver throughout the band. The
band will fit any finger comfortably.

Dweomers: This ring is a favorite among
the unscrupulous who have need to
open locks without proper keys. The
bands come in two differing strengths,
either ruby or emerald.

Upon command, the ring will emit a
key shaped beam of light. The key beam
can then be inserted within a lock and
opened. The powers differ in strength
between the gems. Percentile dice must
be rolled in order to determine if the
lock has been successfully opened.

Rings' Chance of Opening Doors
Ruby Ring 50%

Emerald Ring 85%

If a result of 00 is rolled in the
attempt to open the door, the ring's
beam automatically opens the door; the
gem within the ring shatters, however,
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and the magic is lost. These rings cannot
open magically sealed doors.

Lore: These rings are rumored to be gifts
from the God of Thieves, given to
thieves and clerics who have performed
an outstanding duty. The ring can be
used by any class, however.

Ring of Revenge

Description: This thin braided ring is
always made out of silver and is only
large enough to fit the average person’s
little finger. It neither expands nor
shrinks to fit different fingers, though
smaller individuals may wear it upon
another finger. Within the silver band
are runes, not discernible unless read
magicis cast upon it. The inscription
says “Death will not stay my hand.”

Dweomers: The magic of these rings are
potent, though cursed. When the wearer
of the ring dies, his soul is instantly
turned toward undeath, creating a ghost
out of the ring wearer. The ghost arises
within three rounds. It instantly knows
its killer and retains all memories. The
ghost instantly gains both the powers
and the restraints allotted to others of its
kind, though it has a base chance of
retaining its original alignment (15%),
if the ghost fails this roll, its alignment
instantly shifts to Neutral Evil.

Lore: The construction and magic of
these rings were devised by the mage,
Mistandius who
created and
sold these
rings to
adven-
turers
who

intended
retribu-
tion upon
their killers.
What the mage
didn’t inform them of was the side effect
that granted the wearer its chance at
revenge. Ironically, Mistandius met his
death when he was beset by the ghosts of
adventurers he himself killed, forgetting
that he had sold them the rings some
years back. The secret of constructing
such rings was lost with his death.

M

Issue 123 & 23



_million square m:les sul
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- populated Greenland to“.tm'
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~ car, and the Philippines
many separate nations,
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can always be substituted f
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- political groups of hu
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- jamming, gates, unexpected

~ events, and so forth.
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aving moved to a new city far
from his old gaming group,
Luis wants to start an AD&D"
campaign that he hopes will
attract a new gaming group. Getting the word out
will be easy; he’ll advertise on bulletin boards in local
hobby shops and over local modem-accessed BBSs for
gamers. However, creating a unique campaign with
high appeal and staying power can be hard.

Hearing that most local groups are running “traditional” fantasy campaigns, Luis
chooses to give his campaign a special flavor to draw players looking for a change. He
likes tales and movies about Caribbean pirates in the 17th century, so he decides to
put together a high-seas campaign based in a large island chain on an oceanic world.
With the help of a couple of books on Caribbean history, Luis designs a background
that parallels to some extent the exploration and settlement of the islands, with many
elements of high adventure and combat.

In this column, we follow Luis’s design work on his world as an example of an
island-based campaign setting. In particular, we look at the element of storytelling,
particularly in the historical background, as critical to the campaign’s set-up. Rather
than plunk down a map of a bunch of islands, deck them out with monsters and
treasure, then toss in the characters and expect the campaign to run itself, Luis tells
the tale of how things came to be, and lets the PCs finish the story. If a background
history is rich, exciting, and filled with adventure hooks, the campaign really will run
itself, with the players eagerly taking part in the festivities.

World of the Great Sea

Luis’s campaign world, Oeyan, is Earth-sized, with a huge continent, Zuria, in the
southern hemisphere. Here dwell many standard races and monsters of the AD&D
game, with the most magically or technically adept races organized into fiercely com-
petitive kingdoms or federations. The political set-up is reminiscent of Europe c.
1700, with terocious wars breaking out between fast-expanding, power-hungry
empires.

The rest of the world is covered by a titanic ocean filled with tiny islands, until
one gets to the northern hemisphere on the side of the world opposite Zuria. Here
lies Boreos, a minor continent the size of Australia, with mountain- and jungle-cov-
ered coasts, a desert-and-prairie interior, and an extensive island chain on its western
coast. Ships setting sail from northeastern Zuria can catch strong ocean currents and
tavorable winds to reach the island chain, collectively called the Antipodes, then the
minor continent Boreos. The fastest return trip is to either head eastward again from
southern Boreos along the equator, to land somewhere in northern Zuria, or to catch
a counterclockwise-turning ocean current that eventually brings the ship back to
northeastern Zuria (though it will be a cold trip).



The nations of Zuria have been
aware of the existence of Boreos and the
Antipodes for only 200 years, when a
lone ship returned to port with wild
tales of a land beyond the ends of the
Great Sea. Subsequent voyages revealed
the full extent of this new realm, and
exploitation followed exploration
almost at once.

Luis loosely based his world’s history
on that of our own world, with particu-
lar attention to the discovery and settle-
ment of the islands of the Caribbean
Sea. (The Antipodes are based on the
Greater and Lesser Antilles; Boreos is
loosely based on South and Central
America.) The background Luis devel-
oped provides many adventure hooks
and explains how things came to be as
they are.

History: Before the coming of the
Zurians, the Antipodes and the coasts of
Boreos were inhabited by many tribes of
lizard men, bullywugs, and aarakocra.
These groups continually skirmished
with one another; the aggressive lizard
men dominated the savage bullywugs,
and the peaceful aarakocra avoiding
contact with both whenever possible. All
had migrated to this region from Zuria
thousands of years before.

Then a small fleet of four hobgoblin-
crewed ships from the Gothmarian
Imperium appeared, making landfall on
a few islands and killing some of the
lizard men as trophies. The ships had
become separated from a large war fleet
during a hurricane, and the crews were
able to resupply and repair their fleet
before attempting to return to Zuria on
the northern current. Only one ship
survived the return journey, thanks to
storms, starvation, and sea monsters. Its
crew's tales, however, ignited a fire in
the minds of hobgoblin royalty, engaged
in a bitter struggle against the elven-
dominated High Kingdom of Yeren-
deon, the humans’ Two Suns Empire,
and the gnome-and-halfling Diara Fed-
eration. Perhaps the new lands, however
distant, held the riches and resources
the Gothmarians needed to triumph
over their foes. Numerous hobgoblin
fleets were dispatched in rapid succes-
sion to conquer and loot these lands at
all costs.

The hobgoblins arrived in the
Antipodes in force, battling every tribe
they met and attempting to enslave
natives to dig mines for precious metals
and gems. Magical diseases introduced
by hobgoblin priests decimated native
tribes that fought back, and carnivorous
apes—long used by the Gothmarians as
shock troops and now introduced to the
Antipodes to root out bullywug
enclaves—took control of many island
jungles and swamps.

The lives of those enslaved were no

better. Thousands of lizard men and
bullywugs died in hobgoblin mines
from cave-ins, dehydration, or malnu-
trition. The treatment given slaves was
unrelentingly cruel, and rebellions were
brutally suppressed, with mass execu-
tions always following a rebellion’s end.
As the unlucky natives died out, their
lands were soon overrun by boars and
cattle brought in by the meat-eating
Gothmarians as food animals.

Luck was not entirely with the Goth-
marians, however. Local diseases rav-
aged the hobgoblins as well, and the
mines on the islands soon played out
and were abandoned. The enslaved
natives who survived mistreatment were
rebellious and untrustworthy, and
uprisings became increasingly common
and more difficult to put down. Worse,
the aarakocra now cooperated with
rebel lizard men and even some bully-
wugs, and native tactics grew more
sophisticated. The natives were masters
of poisons and traps, even if their magic
was no match for that of the Gothmari-
ans. Most annoying of all, the ships of
other Zurian kingdoms reached the
Antipodes, and the elves, humans, and
others gave aid to the natives and
attacked Gothmarian shipping from
hidden bases on the islands.

Then Gothmarian explorers discov-
ered enormous deposits of gold, silver,
and gems in the coastal mountains of
Boreos. The strikes were so huge that
they beggared the imagination; within a
year, the royal treasuries in
Great Gothmar over-
flowed with riches.
Gothmarian
estates in the
Antipodes
were
nearly
abandoned
as the hob-
goblins
swiftly migrated
to Boreos and set up
vast slave mines and refin-
ing plants, sending house slaves,
war prisoners, and criminals from their
empire on Zuria to work and die along-
side captured Antipodeans. (They’ll
enslave PCs as well, of course.)

Piracy against Gothmarian treasure
ships increased greatly once news of the
strikes spread over the world. Elven and
human sea captains in particular
became notorious for their exploits
against the Imperium, and some
became renegades who attacked all ship-
ping wherever it was found, even that of
their home nations. In response, Goth-
marian colonies and mines began forti-
fying themselves and constructing
elaborate wall and tunnel defenses.

About this time, Gothmarians dis-

covered a species of pepper native to the
Antipodes that proved as irresistible to
them as sugar is to humans and
halflings. Enterprising Gothmarians
immediately set up plantations to grow
and process “skullburner” peppers,
using slave labor from every source to
perform the backbreaking chores. Many
ex-soldiers now retire to such estates,
which they run with ruthless efficiency.

More trouble was in the wind. An
explosive, magical mineral called fulzer
was then discovered in huge quantities
on Boreos. When refined, fulzer could
be used with smoke powder firearms,
which were known but only rarely used
on Zuria because of their inherent dan-
gers and the difficulty in making smoke
powder. With vast quantities of easily
refined fulzer available, the Gothmarians
developed firearms and explosives tech-
nology at a rapid pace. Hobgoblin sol-
diers, backed by spellcasting priests and
equipped with the best armor, muskets,
swords, and pistols that money could
buy, soon pushed back the forces of
other races, expanding and tightening
the Gothmarian grip on the Antipodes
and Boreos. The Gothmarian Imperium
was suddenly able to hold its own (or
even make considerable advances) in its
wars against other kingdoms on Zuria as
well. Only the powerful magic, fighting
skill, and willpower of the other races
can ensure their freedom.

You

caann see how
detailed history
allmost cormmpletely
sets up the tone
aaind feel of the
CAIMPAIil...

Current Campaign Set-Up: Luis’s cam-
paign begins 50 years after the discovery
of fulzer on Boreos, when every king-
dom and island is threatened by gun-
toting, cannon-using hobgoblins. You
can see how detailed history almost
completely sets up the tone and feel of
the campaign; the history is like the first
part of a novel, which the players can
complete in any manner they like.

The PCs can be humans, elves, half-
elves, dwarves, gnomes, or halflings if
they want to be from Zuria, but Luis
also allows PCs from the Antipodes and
Boreos, using The Complete Book of
Humanoids. In the latter case, aarakocra,
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advanced bullywugs, and lizard men are
allowed. Standard rules for generating
characters are followed, though Luis
includes additional cultural information
affecting the creation of each character.
For instance, gnomes and halflings con-
trol several huge merchant houses, so
any class and kit that logically derives
from exploration and trade is allowed
and perhaps expanded. Aarakocra, bul-
lywugs, and lizard men are generally
uncivilized, so most would be barbar-
ians or related kits as appropriate; how-

doms and races, and thus lack very little.
Gothmarians have trained a plains-
dwelling species of giant boar to serve as
mounts and pack animals, though the
creatures have awful tempers and some-
times go berserk in combat. Carnivo-
rous apes, taken young from the jungles
of Zuria and raised as pets and servants
by Gothmarians, are also commonly
found in regions settled by hobgoblins.
True goblins are common slaves of the
Gothmarians, and they are often
encountered in large numbers on skull-

A World of Your Own

ever, some individuals might have gone
to Zurta and received better training
and education, allowing other kits. The
Shaman optional accessory might be
useful in detailing Antipodes religions.
Hobgoblins from the Gothmarian
Imperium can gain classes and levels as
per The Complete Book of Humanoids,
but all must be NPCs. They are civilized
(if brutal, tyrannical, and cruel), and
they have firearms technology up to the
level of flintlocks, as per Praver’s
OprTION: Combat & Tactics, chapter
seven, with any armor up to full plate.
Outfitting hobgoblin NPCs is easy, since
their empire is so rich that it can afford

to turn its soldiers into walking arsenals.
Luis uses the ENCYCLOPERIA MaGIca™
volumes to outfit Gothmarian spellcast-
ers and treasure hoards. Hobgoblins are
rich but have only limited abilities to
produce magical items or cast high-level
spells; lately, though, they can steal
whatever they want from other king-
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burner pepper plantations or in local
militias under hobgoblin commanders.
Elven PCs never use {and can barely
tolerate) firearms, as the noise and smell
are extremely offensive to them.
Gnomes and halflings can use pistols
without trouble, though both hands are
required for aimed shots. Dwarves dis-
like pistols and muskets but have an
interest in fulzer siege weapons and
explosives, for warfare and mining pur-
poses. Humans will readily use any
weapon they discover, firearms
mncluded. Firearms are not yet manufac-
tured in great quantity by any pecople
but hobgoblins, so weapons must be

seized in battle from dead or disabled
Gothmarians.

Seafaring kits and proficiencies {par-
ticularly Swimming) are made available
to all PCs, even spellcasters. Some char-
acters might even inherit small sailing
vessels, own small boats or naval equip-
ment, or gain favors from ship captains

or crew. Luis creates deck plans for sev-
eral types of sailing ships for use in his
adventures, and he does his best to dis-
pel player unease over sea travel by not
having the PCs’ ships sink every adven-
ture. Adventures most often take place
on the islands themselves, though ships
might be treatened by hurricanes,
pirates, Gothmarians, sea monsters,
giant sharks, or evil undersea races like
scrags or merrow. Plastic model kits of
sailing ships add great flavor to gaming
sessions.

What of the PCs’ goals? PCs might
choose to become privateers, paid by
their home governments to prey on
Gothmarian ships and renegade pirates.
They can attempt to set up their own
island kingdom—hardly impossible
given the chaos of the times, as islands
are conquered and reconquered by dif-
ferent forces every other year. They
might become true pirates, raiding any
and all ships around, or they could form
mercenary marine companies and
attack Gothmarian islands, mines, forts,
and ships in swift, commando-style
raids. Some PCs might even wish to
become merchant princes or smuggler
lords, hauling valuable cargoes from
island to island. They can play out their
adventures against the great canvas of
history that Luis provided, and they can
eventually determine the outcome of the

great war against the Goth-
marian Imperium, for
good or ill.

Last Notes: Luis’s
Gothmarians combine the
worst elements of the colo-
nial-era Spanish, English,
French, and Dutch with a
few unique sins of their
own. Though they com-
pete with each other in
many ways, the humans,
demihumans, and other
PCs races of his campaign
are still united by an
extremely dangerous com-
mon foe that might ulti-
mately enslave or destroy
them all. Great courage,
daring, and skill are called
for, and Luis’s island cam-
paign lacks nothing in the
realm of thrills and wild
exploits.

|
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by Gary Labrecque

While much has been written (and
rightly so) about the nature of horror
and how to write horror scenarios, little
attention has been paid on how to play
horror RPGs. I know of only one system
whose rulebook gives any advice to
players. Consequently, first-time players
tend to sit back and let more experi-
enced players take the lead, even if their
character is supposed to be out-spoken,
a planner, or the party leader. While it is
probably unwise for a beginner to get
certain characters (Dr. Van Helsing
types for example), there is still much
that they can contribute to the game.

This article explores playing horror
RPGs. First, I discuss the survivability of
characters. Then, I offer four tips that
could keep characters alive a little
longer. Those interested in the LiviNG
DEATH campaign or involved in a horror
campaign of their own should find these
particularly useful.

Survival Is Secondary...

Let’s get one thing straight right
away—characters die in horror role-
playing games, despite players’ best
efforts. Sometimes the horror is just too
great, too terrible, too fast. Even a crea-
ture who seems weak could overpower
and kill a character if met at the wrong
time. My wife still bemoans the time
when her doctor, who survived dozens
of dangerous encounters with hideous
Cthulhu monsters, succumbed to a pack
of renegade, killer cherry tomatoes.

In most horror systems, characters
are fairly weak. They are everyday peo-
ple forced to combat the horrors they
encounter. They are vulnerable to
potentially crippling emotions at times
when survival requires strong action.

Remember, it is HORROR, and in hor-
ror, characters die or have their lives
permanently changed—not always for
the better.

In tournament play, time can be the
deciding factor on whether a character
lives or dies. If characters move too
slowly, they could run out of time in the
round. They could also run out of game
time (especially if the tournament has
an internal clock guiding when events
occur). In either case, they may be
forced to battle the horror when they
are ill-prepared. Alternatively, characters
can move too quickly and miss some-
thing vital to their survival. They arrive
at the climax unprepared and unknow-
ingly have already sealed their fate.

...Role-Playing Is Not

So if it’s difficult to build up charac-
ters in horror RPGs, why do so many
people enjoy horror role-playing games?
The answer is in the role-playing itself.
Since horror RPGs are dangerous, com-
bat is minimized and role-playing
encounters are more prominent. In
order to draw out emotions and get feel
the horror, players must relate to their
characters and be pulled into the story-
ling; this is best accomplished by
encouraging role-playing.

Many find role-playing easy in hor-
ror RPGs. Most characters are taken
from easily recognizable stereotypes.
Since most systems are set in a modified
“real” world that are based on a real
time period of our history, the setting is
also familiar. Consequently, players can
draw from their own experiences when
bringing their character to life.

Through investigation of the men-
ace, characters frequently become
changed by the horrors they experience.

In Call of Cthulhu, investigators are dri-
ven towards insanity by what they
uncover. In RAVENLOFT® and LIVING
DEATH campaigns, characters can be
physically altered by their own actions.
Characters suffer from fear and horror
reactions in every horror system. Each
change gives the player a new opportunity
to role-play. Many Cthulhu players enjoy
having their investigators go insane.

Parties in horror RPGs tend not be a
unified, happy party. Personal dislikes,
squabbles, mismatched couples, etc. are
more fun for players and help characters
come alive. Some of the best scenarios
give players ample time to interact early
on. The horror plotline is gradually
interjected, allowing players to let their
characters react without stopping role-
playing. Interactions become more
mtense as tension 1ncreases.

While characters in horror RPGs
tend to die quickly, there are some steps
you can take to increase your character’s
longevity. While I can’t guarantee that
they will help in every situation, they
will cut down on needless deaths.

Learn What You’re Up Against
Learn what you are up against before
you encounter it. Do background
research first. Check evidence left at
crime scenes and other locations of
interest, Search the library for any infor-
mation; you might discover an obscure
reference that could help. Has anyone
encountered a similar creature before
(and lived to tell about it)? Does that
gypsy, fortuneteller, or medium living
nearby have any useful information?
You won't find out unless you check. A
player might know that silver bullets are
needed to destroy a werewolf, but his
character might not unless he researches
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first. Your chances of success might be
slim, but without advanced research you
have none at all. Know your adversary.
At the other extreme is a common
pitfall for beginners: over-investigation.
A judge can hand players a summary of
a thorough investigation and some will
search the location again, and again, and
again.... Much valuable time in a round
can be lost this way. Many times if it is
not obvious or found during the first
thorough search, it is just NOT THERE.
Take the most obvious clues and follow
them up; only look for something truly
obscure if you have no other options.

You Need a Plan

Groups rarely succeed by accident.
They usually have well thought out and
well executed plans. While not all plans
work—and even if they do, not every-
one may survive—big deal! Modify
plans as you go. The trick is to keep
your heads when things go wrong. A
good judge will use every trick he can
come up with to keep you from think-
ing, and force you to react emotionally.

28 @ Polyhedron

One tournament that [ wrote over
five years ago has had only ONE table
survive it intact (and it’s played at quite
a few conventions). Until that group
came around, I thought it was one of
those “escape with your lives” tourna-
ments, but they proved me wrong. What
they did, and nugody else did, was
calmly come up with a solid, flawless
plan that could not help but work. Yes,
there was some luck involved, but 99.9%%
of it was intelligence and forethought.

The movie Tremors is a wonderful
example of characters coming up with a
plan and modifying as they go. By using
their heads, a rag-tag group defeated
intelligent monsters that could learn
and adapt. When you play a horror
RPG, remember what Fred Ward’s char-
acter said, “You need to plan ahead.”

Avoid Unnecessary Combat
Combat should always be the last
course of action. Unlike fantasy RPGs,
one cannot expect to solve most prob-
lem by direct assault. Many monsters
will laugh and thank you for the oppor-

tunity to destroy the entire party at
once. Do not expect to defeat a Dark-
lord or a Great Old One by force; it’s
just not going to happen.

Concepts such as balanced encoun-
ters do not apply to horror role-playing
games. When I set up an encounter for a
tournament, 1 rarely count opponents
and try to make it “fair” for player char-
acters. Pick your fights wisely, when it is
the only alternative.

When in doubt, run away! You can-
not defeat everything, and characters
can easily be overwhelmed. It is better to
retreat and fight another day when you
are better prepared. This preparation
does not necessarily mean heavy
weaponry. I know the temptation: The
.45 didn't work. Let’s try the M16 or the
rocket launcher or,.. There are just some
things that weapons do not take out—
and they are generally faster than you.
Remember: if you nuke Cthulhu, he
comes back a few minutes later and this
time he’s radioactive!

Don’t Separate the Party

This is a basic rule of survival for all
types of RPGs. A lone character or even
a small group cannot hope to survive an
encounter tailored to the strength of the
entire party. in horror RPGs where the
adversaries can be more than a match
for the party, not separating is cven
more vital.

Intelligent monsters cannot resist a
lone ¢haracter. They might not want to
attack the party, but the chance to elimi-
nate one, thereby weakening the whole,
is irresistible. I played in a tournament
at GExCox' Game Fair a few years ago
where characters died gruesomely if
they were alone for only a few seconds!
No matter how much your characters
dislike each other, stay together and act
decisively. Characters will have a much
better chance of surviving.

You would be surprised how often
this tenet is ignored. The problem is that
viclators are not always punished. The
menace might not be nearby or just too
stupid to take advantage of the situa-
tion. Other times, the punishment is
subtle such as alerting the enemy to
your presence or losing vital clues, 1
cannot tell you how many times a lone
character has discovered something
important only to die, destroy it, or con-
ceal it from the rest of the party until it
was too late.

So what are you waiting for? Go out
and play. Above all, role-play the charac-
ter you have in front of you to the best
of your ability, and don't let anyone
intimidate you. Don't be afraid to make
suggestions. Even if you are wrong, so
what! Everyone is probably going to die
anvway.
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COME JOIN the only RPGA" club
solely in Florida. We generally meet
the second Friday of each month at
7 p.-m. We discuss necessary busi-
ness, then we play RPGA sanc-
tioned tournaments. The games are
held on the University of Central
Florida campus, education bldg,
room 340. PO 677069, Orlando,
FL 32867-7069. 407/679-9666
email: sunquest@sundial.net

CORRESPONDENTS WANTED:
I'm a guy, 32, locking for other
mature gamers to correspond and
exchange creative ideas. I've been a
DM/player for 14+ years in 1st and
2nd Edition AD&D" games with
only a little exposure to other gam-
ing systems. Related interests/pos-
sible topics of discussion include:
TV. movies, comics, sci-fi & fantasy
lit, art, and models/miniatures.
Write: William Sims, 3257 Gurley
Ave., Gadsden, AL 35903

FOR SALE: virtually all the AD&D
material | have accumulated since
1978 through 1995, For complete
list and pricas, contact: Michael
Hall, 8 Denny St., Boston, MA
02125. email: lancelo102@acl.com

WANTED: | would like to purchase
the following AD&D products in
usable condition and will pay good
prices for them: Kara-Tur the East-
ern Realms boxed set; FR3 Empires
of the Sands; FR8 Cities of Mys-
tery; and any Lving Ciry™ adven-
tures. Contact: Craig Greeson, 807
E. Rudy Place, Mattoon, IL 61938.
217/235-2722

What makes our club unique is that
we are a play by mail club. Our
members offer a wide variety and
are always looking for new and
interesting games to play. Dragon-
stayers Unlimited, c/o Bill Brierton,
12420 Old Colony Dr., Upper Marl-
boro, MD 20772-5000

WISCONSIN: I'm still designing
and creating products for the Strel-
las game system, but now it's called
STRPS (simple, fransgenre role-
playing system). This system allows
role-playing from the stone age to
the space age, but still allows play
in the world of Strallas, | will offer it
for public consumption at GEN CON
‘97, but | need playtesters NOW.
Write: David Sloan, 320 S. East
Ave., Waukesha, WI 53186 to get
in on this exciting new venture!

WANTED: Out of print Shadowrun
accessories, especially the original
Harlequin adventure, Paranormal
Animals of North America, and the
London Sourcebook, Will pay any
reasonable price if in good or hetter
condition. Write: James Ruland,
40700 Hwy 160, Mancos, CO
81328.970/533-7073

WE BUY YOUR USED RPGS!
Graveyard Games buys and sells
used RPGs and sourcebooks. You
can also receive credit towards the
purchase of any games we have in
our stockpile ! Write: Graveyard
Games, PO 5092, Wilmington, DE
19808-0092email: waltonw|@
aol.com

WANTED: Oid AD&D and D&D*
modules. 28-year-old playing since
age 13, looking for old favorites: the
Giants series ((G1-3), Shrine of
Tamoachan (C1), Barrier Peaks
(53), and Judges Guild Campaign
Aids~Verbosh, City States of World
Emperor and Invincible Overlord,
and other Wilderland modules.
Also, does anyone have host-cus-
tomizable PC software for an
AD&D-like PBM game (like VGA
planets, but more complex)? Mail
prices to Derrek Burrows, 6500
Qdessa, Wichita, KS 67226. email:
twilight@elysian.net

PBM: Dragonslayers Unlimited
invites all gamers around the world
to join our unique gaming club.

GEORGIA: | am a 15-year-old uick-
lygamer w/5 years gaming experi-
ence. | have played D&D, AD&D,
and PLanescape'. | like to read
DRAGONLANCE", RAVENLGFT", and
FORGOTTEN ReALMS". | don't play as
much as | used to, but | wani to. |
need some pen pals and fellow
gamers; please write to me. Mark
Saint Jean, 625 Trinity Church
Rd.,Canton, GA 30115-7700

PLAYERS WANTED: Must be
18+ in the Downriver area of
Detrait, MI. We will play every two
weeks on weekends. Please send
introductory letter about yourself to:
Richard L Hali, 13698, Walnut St.,
Southgate, MI 48195-1813

WANTED: Names of people and
places. These names must be origi-
nal, and should sound medieval-fan-
tasy. | am looking for first and last
names of men and women, also
names of places (hamlets, towns,
forests, mountains, etc.). For every
name | use, | will pay 25¢ {I'm look-
ing for about 3,000 names; send as
many as you canl). | am also fooking
for an artist who likes to draw fan-
tasy characters, monsters, items,
and scenes. | will pick one person
to make many drawings over the
next 15-18 months; the contract
will he worth several thousand dol-
lars! Respond to: Rabert B. Jack-
son, PSC 5 Box 415, APO AE
09050

MODULES WANTED: D1, D2,
D3, WG12, and WGS1. Will only
pay fair prices. Send list to: Richard
Hall, 13698 Walnut St., Southgate,
Ml 481956-1813

GEORGIA: Looking for 4 players
near Butts County area to play
DM's own campaign world {other
campaigns possible). 18+ please.
Write: Thomas Singley, 279 Sin-
gley Rd., Jackson, GA 30233.
770/7753518

WANTED: RPGA member serving
time needs help.lam a GM fora
group of 9 people. Because of lim-
ited access to materials , I'm seek-
ing donations, photocopies, etc. of
campaigns, modules, notes, etc. so
that we can continue to enjoy role-
playing. Also seeking pen pais and
new friends. Write: Brad Sroufe EF-
228262, PO 417-IC2, Hardwick,
GA 31034

FOR SALE: Magic:the Gathering
cards, the D&D basic set (1991
ed.} and some TSR cards. All in
good condition at reasonabte
prices. Please send a long SASE
for prices, terms, and information
to: Sam Sampier, PO 435, Cleve-
land, UT 84518, Advance thanks to
those that write!

FOR SALE: | have 1500 Spelifire
cards to sell or trade. Send me a
message or letter to receive my
want list. Write: Luiz Henrique Lima
Brochado/Rua Constante Mar-
cassa,370/CEP-37701-187/Pocos

de Caldas-MG-Brazil. Phone:
(0055)-(035)-721-1982 Email:
luiz.henrique@renatec.mandic.com.br

ANYONE INTERESTED in playing
a play-by-email AD&D game, contact
me at GAlms@aol.com

WANTED: Shadowrun source-
books: Neoanarchist's Guide to
North America (2 copies), Paranor-
mal Animals of North America, Virtual
Realilites (the orginal one}. Email
wes@dale.canberraedu.au or write:
Woes Nicholson, PO E271 Queen
Victoria, TCE, ACT, 2600 Australia

CALLING ALL PEN PALS: If you
are interested in joining a pen pal ser-
vice offering a quarterly pen pal list,
please send a SASE to Bartley J.
Finn, Jr. 1291 Indian Church Rd, Apt
#44, Waest Seneca, NY 14224-2003

KENTUCKY: I'm looking to join or
form an RPGA Network Club in the
Richmond/Lexinglon Kentucky area. |
am willing 10 learn any system, but |
play and DM the FORGOTTEN REAMS®
and RAVENLOFT' campaign settings.
I'm also looking for a copy of the
Faiths & Avatars tome. Wirite to
Steven Moore, 1061 Raintree Drive,
Richmond, KY, 40475 or call
(606)624-2057

BRITISH COLUMBIA: 'm a DM
and player of the AD&D game, and
I'm looking for pen pals to share ideas
and information. | enjoy FORGOTTEN
Reawms, DARK SUN, RAVENLOFT, and
SPELUAMMER campaign settings.
Write Jesse Day, 813 AlderPlace,
Parksville, BC, VOP 182, Canada

WASHINGTON: I'm a 27-year-old
player/DM locking for a group of
mature gamers, 15 or older. Willing
to travel to game. Would also enjoy
pen pals. | am very familiar with
AD&D 2nd Ed., Megatraveller, and
Rifts; | have campaigns for all three.
Also famitiar Hero Quest, V&V, and
Shadowrun. Contact Tony Leno at
360/658-8328 or write: 9532 65th
Dr. NE, Marysville, WA 98270.

Place your classified here free!
We can't promise to run it in
perpetuity, but we will run your
classified ad until new ads
crowd it onto back issues!
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Featuring Network Sanctioned Tournaments

WINCON

When Sep .13—15 Where: W’nnlpeg MB.

.What's Happening: Highlander, AD&D. -
game, Star Wars, Warhammer 40K, M: G
(Cost: $95 il Aug 31 Register before July
131 for advance game. registration infol
Contact: Wincon, PO28073, 1453 Hen-
derson Hwy, Winnipeg, MB R2G 4E9;
1204/668-5614;

d c_lerksen@geme geis.com

COGCON IV
When: Sep 27-29 Where: Rolla
MO-Miner Rec bldg. at U of M-Rolla.
What's Happening: RPGA sanctioned
Call of Cthullhu, Living Crry, and Living
DeatH. GURPS, M:1G, Highlander,
Warhammer, computer gaming.
Cost: $10 by Sept 15 or $12 at the door
Contact: CogCon IV, PO 1939, Rolla,
MO 65402. email: CogConIV@aol com

- NUKE- CON
When: Sep 28—-29 Where: Omaha,
NE, held at the Holiday Inn Central
‘What’s Happening: RPGA Events:
- Living Ciy. & Virtual Seattle; Sanctioned
‘M:tG; Mid-America Battletech Tourna-
‘ment; Computer Stite; GOH: Tom Prusa

;:Contact. Nuke:Con, 13115Josephme :
- = - Anaheim Hills, CA 92871-8791;
 PartDragon@aol.com

‘Circle, Omaha NE 68138;
;402:’896 8564 nuke- con@synerg

. Cost: $15 adv or $18 at the door
- Contact: Knights of the Empire,PO3041,
. Brooklyn NY 11202; dsamuels@aol.com

KULCONV
When: Oct 25-27 Where: Wch KS
—The Broadview, 400 W. Doug
What's Happemng H:ghlancfer
championship, sci-fi Saturday with Sta
Trek guest, Michael Dom:
Cost: $17 adv or $22 at th do
Contact: John Whitmer 8 :
#1002, Wichita, KS' 672
4048. www.kars.com/kulcon/.

KNIGHT GAMES '96
When: Oct 11-13 Where: Brooklyn NY
- Held at The Berkeley Carroll School
What’s Happening: RPGA Network
Games including 3 Living Crry touran-
ments. All convention profit s go to Camp
Friendship.

CONLINE XXl

Where: TSR Online RoundTable, Genie
What's Happening: RPGA sanctlioned
ournaments: Living Crry, Living DEATH”,
Call of Cthulhu, other AD&D events,
rivia, guest speakers, and more!
ontact: KNIGHT$@genie.com

ANDCON ‘96
When: Sep 13-15 Where: Toledo OH-SeaGate Convention Center/Radisson Hotel
What's Happening: AndCon, the Play-By-Mail and gaming experience, will again
have science-fiction and fandom programming. Features dozens of board games and
miniatures events, plus a large computer gaming area, Magic: the Gathering and
other CCG tournaments, RPGA events (including first-run LivNGCiTY events), Puffing
Billy tournaments, and a weekend-long Vampire Interactive Role-Playing event.
Cost: Pre-reg weekend badge price is $24.95 Daily and visitor passes available.
Contact: Andon Unlimited, PO Box 1740, Renton, WA 98057-1740. email:
Andon@aol.com

GARDEN ST ATE GAMESFAIRE
When: Nov 21-24

Where East Windsor Ni-at the Ramada
Inn.

Contact: Andrew Dawson, 470 lron-
s10ne Dr., Boyerstown, PA, 19512.

61 0!367 -4857

- gaming parly than a con, features RPGA

TOTALLY TUBULAR CON IV
When: Oct 18-20 Where: Fullerton CA
What's Happening: More like a large

GAMMA CON
When: Oct 26—27 Where: Texar
—Held at the Four Pomts by S
What's Happening AD&D gam
“events; art show and auction; dealer’
{ room; costume ball and contest
| Cost: $15 daily; weekend $25
i Contact: Outpost Productior
i thouse Ave., New Boston,
5 903/628- 6298

Network games including first-run Living
City and three-round round-robin events.
Cost: $25 until Oct 4; $30 at the door
Contact: Totally Tubular Con, PO 18791,

| When: Nov 22-24 Where: Kansas City,
- Missouri-Holiday Inn South
What's Happening: Living Crry, Living

SHAUNCON XIl

UNGLE, Masters, Grandmasters, LIVING
EATH, Benefit, Great Plains Regional

inals. Shadowrun, Star Wars, Warham-

er 40K, Vampire, M:tG, Highlander, more!
ontact: RPGKC, PO 7457, Kansas City,
0, 64116-0157, 816/455-5020.

ATCON m
When: Oct 3-6 Where: Austin, TX
What's Happening: 6LC, 1LJ, 1LD,
Dark Sun, Champions, WoD, GURPS,
Marvel Superheroes, more. Clash of the
Titans Win ticket to ATSea '97!
Cost: $15 until Aug 15; $25 at the door
Contact: John Paul Carney c/o GOAT,
PO 3116, Austin, TX 78764-31186;
512/443-4251

SHORECON'96
When and Where: Sept 26-29 in Asbury Park, NJ - Berkeley-Carteret Hotel
What's Happening:15 RPGA events including one first-run Living City event and a
Living DEATH Interactive, and LIVING JUNGLE, Call of Cthulhu, RAVENLOFT. 150+ gam-

ing events including a Magic Pro Tour qualifier and board, card, miniatures games.
Special guests: Connie Willis and Lissanne Lake (Dragon cover artist)
Cost: $20 adv (by Sept 10), $25 at door, single day. rates vary
Contact: Multigenre, Inc. 266 Spruce Drive, Brick, NJ 08723-6528
- 908/262-9249, info@multigenre.com, http://www.multigenre.com

: SOONERCON 12
When Nov 22-24 :
Where: OKC, OK- ClanonlComiort Inn
What’s Happenlng‘ art show, open and
mament RPGA, Battletech, Starfleet

Baﬂles, M:tG, guests Kim Stanley Robin-
son, Bob Eggleton, David Lee Anderson.
Cost: $18 til Sept 30, $22 til Nov 5
Contact: SoonerCon; PO 892687, Okla-
horna Crly OK 73189-2687. 405/769-441 7

AT Sea 1997 — April 5 - 12, 1997

Experience gaming on the open sea! —

This is a cruise unlike any other! '

P

You will be sailing from New Orleans on the Commodore Cruise Line's S.S. Enchanted Isle with stops in Playa
del Carmen, Cozumel, Grand Cayman and Montego Bay, Jamaica. Unlike other cruise conventions, G.0.A.T. will
provide scheduled games. Over 16 game slots including: Sanctioned RPGA Team Decathlon, and many Living
Events, Dragonlance 5th Age, Birthright, INWO, and Vampire. Hear guest speakers including Jean Rabe; partici-
pate in planned activities and much, much more.

Inside cabin - $1,399* & $1,099'

e Qutside cabin - $1,499* & $1,199'

Rates include: cruise, entertainment, registration fee, games, port fees, taxes, and all meals. Suites and deluxe
suites are available at higher cost. Special Rates for Groups: Some rooms will hold up to four individuals, the first
two pay full price, the third and/or fourth person receives 30%off full price! (Deposit remains the same.) Deposit
of $250 per person due by Nov. 1, 1996 to hold reservation. Only check or money order accepted for deposit,

make payable to G.0.A.T. (Deposit non-refundable). Discounts for game masters (must ru

four events).

VISA/MC check or money order accepted for remainder. Remamder due by Jan. 25, 1997. J’ ©.8.T. reserves the

refuse admittance to anyone. *With air fare in continental US Cruise only

To register for ATSea, send check or
money order: G.O.A.T.

P.

O. Box 3116, Austin, TX 78764-3116
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.[ i ! New
Chieg Prelate
APPOINTED

The Clerical Circle appointed Relarn
Dayspring, High Morninglord of the
Temple of Lathander, to the post of
Chief Prelate of Ravens Bluff recently
vacated by the untimely demise of Sirrus
Melandor of the temple of Tyr.

Sirrus Melandor, the previous Chief
Prelate, served nobly for more than 14
years. His gentle influence brought an
era of cooperation among the civic tem-
ples that has not been seen since the
Circle’s founding.

Dayspring's appointment shocked
and angered followers of Tempus, who
expected that their high priest, Carlos
“Bloodstrike” deVentura, would lead the
city’s faiths.

Priests of Tempus walked out of the
meeting as soon as results were released,
shouting that no priest of Tempus
would ever again sit on the Clerical Cir-
cle. Followers of Tempus staged demon-
strations across the city, their umbrage
clear to all.

Relarn Dayspring has been the High
Morninglord of Lathander for many
years, and is a charismatic man, well-
loved by his church and other members
of the Circle.

An aide to the former Chief Prelate
defended the decision that Dayspring
was chosen saying "the city needs to be
led by a vision of hope, not of conflict
and destruction.”

A recent City Watch investigation of
Deputy Mayor Belanor Fenmarel
unearthed information which led to his
conviction for treason.

According to a sources, Judge Rupert
T. Hangman was suspicious of Belanor’s
quick rise to power in the city. Soon
after Lord Mayor Charles O’Kane’s
abduction, Hangman recruited some of
the city’s-adventurers to conduct a pri-
vate investigation to determine whether
Belanor was involved in the kidnapping.

Sufficient evidence was presented,
and Belanor was taken into custody as
he returned from a "peace council” with
the leader of the enemy forces, Warlord
Myrkyssa Jelan.

This story’s real roots, however,
stretch back to the Winter Festival,
when Belanor mysteriously swept Lady
Katherine Marie Moorland off her feet
and married her under Field Marshal
Lord Charles Blacktree’s nose. Stories
circulated in the adventuring commu-
nity of charm spells and philters of love,
but none of these were proved until
now. Lady Katherine and her husband,
Lord Blacktree, came forward to speak
with Trumpeter reporters after Belanor’s
arrest. “We were secretly married all the
time,” Lord Blacktree stated. “I have
always been suspicious of Fenmarel, and

BeLANOR JAlLeO

Cbharm spells suspected

so Katherine and I arranged for her
‘marriage’ to the man so that she could
keep an eye on him.”

“He is a very charming man, and
quite attentive,” Lady Katherine said,
“but underneath there is a certain unc-
tuousness which T found distasteful. He
made many deals with his adventuring
friends, some of ill-repute, promising
them power. In addition, he received fre-
quent communications by magical
means from outside the city”

Complications arose when further
evidence showed that Belanor might
have been under the effects of a charm
spell, making his treasonous activities
involuntary. Hangman took this into
account, sentencing Belanor to life
imprisonment on Golden Ball over a
sentence to [11-Water. Belanor accepted
his sentence meekly. Leaving the court-
room, he said he had been prepared for
this, and expected to enjoy prison life
very much.

The reins of mayoral power now pass
to Lord Chancellor Arvin Kothonos.
The Lord Chancellor has called for a
special meeting of the Council of Lords
to discuss the situation. This makes the
third prominent official struck by con-
troversy since the city was beseiged last
winter,

Con Man Poses as Lord Dayor
fForged Oeeds Sold 1o PusBlic

Law enforcement officials warn citizens
of a possible threat to property—a con-
fidence scheme involving a man posing
as Lord Mayor Charles Oliver O'Kane.

City watch investigators have discov-
ered several instances in which a man
closely resembling the missing Lord
Mayor appeared in public and bilked
Ravens Bluff citizens of coin and magic,
under the guise of raising money for the
defense of the city.

Chief Constable Rolf "Sunny" Sun-
river says that citizens taking reasonable

care should be safe, however. "Con men
prey on the greedy." says Sunriver, "If a
man walks up and offers to sell you a
bridge or the Lord Mayor's summer
home, then you should be a little suspi-
cious." In addition, Sunriver says that
forged deeds and documents sold by the
charlatan are easily recognizable: "The
forger made an obvious error— the
raven's shield in the seal is reversed."

Despite good leads, the city watch
has been unable to apprehend a suspect
at the present time.
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TES FROM

A Vision Toward the Future

At this year's Wednesday night member-
ship meeting at the Gen Con® Game
Fair, I took the liberty of expressing
some thoughts about the Network, and
about where I see the Network going in
the future. For the benefit of those who
didn't have the opportunity to join us at
the the Game Fair (and for the benefit
of those who'd like to know), I'd like to
share those thoughts with you here.

You see, I had that vision when I
joined the Network back in 1989, and 1
still believe that the Network can be the
kind of organization I dreamt it was
when I first joined.

1 envisioned an organization that
was based on four fundemental con-
cepts which underrode all of the Net-
work's programs.

Activity—The Network is far more than
a Newszine and a membership card.The
Network is a hyperactive, fascinated,
motivated, determined, and grinning
band of friends, always in search of new
enthusiasms to add to the mix. This is
the Network that recruits its own
resources, that makes new friends, that
plays every new game, and gets a kick
out of watching each other have a rol-
licking good time.

Service—This is the Network that cares
about each of the other members and
about the community in which we all
live. Members tutor, teach, preach,
nanny, build, feed, and lead—while hav-
ing a great time all the while. Clubs and
individual members can take the credit
for participation in walk-a-thons, game-
a-thons, marathons, and telethons, all to
benefit some local or national charity.

Teaching—This is the really motivated
Network in action. Members show folks
how to play new games; gals and guys
beg you to fill that one last seat in that
Star Wars or Earthdawn table. Most
importantly, this part of the Network
represents itself to the community as a
viable part, playing games as a worthy
pastime, its members as good citizens.
This is the Network that advocates role-
playing because it's a fun, safe, intellec-
tual hobby which promotes cooperation
and human interaction.

Fun—This is the Network that satisfies
the needy little child in all of us. We do
all kinds of great and exciting things,
but we don't mind having a great time
while we're doing it. This represents the
results of all Network activity: friend-
ship, camaraderie, and enjoyment.
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With all of these four tenets in mind, 1
have proposed my 1997 marketing plan
to the folks up here at TSR. Here's what
1 have in mind: Activity Centers. Activ-
ity Centers become magnets for Net-
work activity, and promote interaction
between members and non-members.
We have two basic activity centers now,
but in order to provide all members
(including internationals) with the
opportunity to get full benefit from Net-
work programs we need to create more,
and put them fully in the hands of Net-
work members, with coordination from
Regional Directors, and from Network
HQ. Here's my proposal:

1. Conventions—This is one of our
existing activity centers. Most of the
time resources we have allocated since |
became Network Coordinator have been
spent on this center, but we still can do
more. We're planning a new type of
ongoing campaign for introduction this
next year. This campign will be distinc-
tive in that all Network members
around the world will be able to get
these tournaments, and that we'll all be
participating in a continuing storyline.

2. POLYHEDRON Newszine—This is
our other existing activity center. If it
hasn't seemed very activity filled lately,
then we haven't been doing as good a
job as we should. You might have
noticed we've been rebuilding the
Newszine's look and content from back
to front. In the next year we expect to
cram all kinds of interactive stuff into
the Newszine, especially news relating to
gaming around the globe. We have
members in over 50 countries, you
know.

3. Retail Stores—Here's one place
where we should be, and haven't been
lately. While about 10% of the gaming
public goes to conventions, 95% of
gamers go to gaming and retail stores.
We're firing up a retail program which is
intended to provide retailers better sales,
while giving Network members a great
local place to get involved, and giving
clubs opportunities to demonstrate new
products for the public.

4. Libraries—Here's another place
we've long had allies, but haven't made
ourselves available. I'm no sure how the
library program will work yet, but you
can expect us to launch the program in
late spring of 1997.

5 Schools—This is a big leap ladies
and gentlemen, and it's not a step to be

taken lightly. You don't just walk into a
school and start running games. Speak-
ing as a parent and former teacher, I can
tell you that schools take their charges
very seriously. Schools are very con-
cerned about making sure their students
get the best possible eduaction, but
these days, they are forced to be even
more concerned with making sure the
programs they offer are well-accepted
and well-founded in educational theory.
So we'll keep schools on the back burner
for now.

For our American audiences, I
should inform you that RPGA UK has
been working with public schools for
years—in the AD&D National Schools
competition. You'll see more about that
in coming months.

Well, what do you think? Did I miss
anything? Should we be somewhere
else? Am I on the right track? One of the
members who heard me ask those ques-
tions came up to me afterward and let
me in on another activity center I'd
missed: the Internet.

I slapped my headin recognition,
and then redrew my marketing plan
appropriately. That's what we |
Network HQ do, we listen, :
ward. What do you think?
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