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TES FROM
\AIhy Haven't I Gotten aPolyin aaa?

Greetings, members. Since last we pre-
pared a PorynrltoN@ Newszine, a lot
has changed. And I mean a lot. I would
like to explain what has transpired,
because I believe you have a right to
know.

The Newszine was placed on hold in
November 1996 due to financial prob-
lems at TSR. Those same problems led,
at the end of December, to TSR's deci-
sion to lay off a large number of staff
persons. Among those were Scott Dou-
glas, then Network Coordinator, and
|effQuick, PorvnsnRoN Editor. That left
yours truly in charge of a Network full
ofuncertainty.

At this time, member Don Weather-
bee stepped forward (as he always does)
and worked with member Jae Walker to
create a list of Network member email
addresses, so that at least we could com-
municate with some of you. Through
this agency, we dispensed news as we
received it, along with discussions which
took place on the Network forum on
America Online. Since we didn't have
the money to send out magazines, we
couldn't send out a letter ofexplanation
either, so we hoped that by word of
mouth most of the membership would
hear at least something of what was tak-
ing place.

In ]anuary, it was decided by TSR
that the Newszine would be discontin-
ued, and replaced with Duvcroxo
Adventures. Membership rates changed,
and we pressed on. The first Dulrc;ox
Adventures that members would receive
would be in May. Tournaments still took
place, and people played games, and I
sent out what news I could via the
RPGANEWS email list. Don Weather-
bee took over entering scoring packets,
and the backlog started to go down.

In the middle of April, Wizards of the
Coast stepped into the picture and
entered into a deal to purchase TSR.
That deal closed on lune 2. Peter Adki-
son, CEO for WotC, immediately put
priority on reestablishing the Network
as a premier organization in the gaming
hobby/industry, and assigned VP Lisa
Stevens to work with me on accomplish-
ing this. Lisa and I sat down and worked
out a strategy to take the Network into
the future, and set goals for the Game
Fair and afterward. So far we have ac-
complished all of them.

One decision we came to early was
that the Newszine is necessary to the
membership as a communication vehi-
cle and so much more. This issue is the

first in our new bimonthly schedule,
which will last until the membership
rises enough to justifr returning to i
monthly distribution schedule. So, if
you like the Newszine and want to see it
monthly again, recruit lots of new mem-
bers (GunI-TEVELTM ones, see below).
With the return of the Newszine, we
also see the return of JeffQuick to his
position as Editor. We are very happy to
have Ieffback, and you can be sure that
he will continue to work to make the
Newszine as interesting and fun as pos-
sible.

|ust after the Game Fair, TSR moved
to Renton, and I probably will be done
unpacking when you read this. So, the
first big change is a new address:

RPGA Network
P.O. Box 707
Renton WA 98057-0707

Internet
Robert's email: rpgahq@wizards.com
Ieff's email: polyhedron@wizards.com
Customer Service email:

custserv@wizards.com
Web : www.ts r inc.com hp ga

Robert's Phone: 425-254-2266
Jeff 's Phone: 425 -254-2292
Membership Inquiries/

Customer Service: 206 - 624-0933
Fax: 425-226-3182

Second. we now have a Customer
Service Department. Actually, we share
the Customer Service Department with
the rest of Wizards of the Coast, but we
have one. Customer Service can handle
address changes, upgrades or renewals
to membership, questions about mem-
bership, and a host of things that we
previously had a clerk for. So, ifyou
have such a question, make use of them.
They shouldbe paid for something,
after all.

New Things in the Works
As I look ahead I see some exciting
times, and I want to share with you all
what the future looks like from my per-
spective, that of the Network Coordina-
tor. This is an exciting time for me to
have this job, and I hope that together
we can build the Network into a great
organization that captures the best of
the past while taking advantage of new
resources and opportunities. As we
move into the future, we may alter some
of these ideas based on good member

input or because they did not work as
we had hoped. There are a number of
changes, but these are advanced to sim-
plify or streamline work, or to provide
additional benefits.

New RPGA Mission Statement
To enfranchise TSR, Inc.'s base of loyal
role-playing gamers by providing them
with a high-quality gaming experience.

Every group must have a mission,
and ours is to provide the best tourna-
ment gaming anl.where, and indeed the
best gaming anl.where through pro-
grams designed to bring real benefit to
members. Though our primary focus is
on TSR consumers, we plan to include
other game companies in our programs
as much as possible, which means as
much as they want to be involved. So
please don't think we are leaving anyone
out.

NewLogo
New direc-tions lead to new images, and
thus we present our new Network logo.
The color version looks even better.
Check it out on the website. Though
reminiscent of the old logo, which
served us faithfully formore than 15
years, this new image helps propel us
into the future. Thanks to Chris Rush,
WotC graphic artist. Chris is well-
known for his numerous pieces of
Magic card art. He's done a pretty good
job with our logo too.

NewMembership Levels
The Network has ad6pted a two-tiered
membership approach, as follows.

The basic Fnrtowsslp-tEwlrM member-
ship is FREE to any interested person.
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FerrowsHtp-TEVEL members can:
. Plav or iudse any sanctioned Nel-

*brk 6veit, and receive Points
toward their ranking.

. Play in all LwtNctt.campaign events,
but cannot participate in campaign
activit ies outside of tournament
play, such as joining guilds, Pur-
ihasing land, and so forth.

. Receive discounts on travel through
Mutual Travel bY giving their mem-
bership number, and can order
flowers to be sent through Flowers
USA and receive a 15olo discount
(call 800-225-3232 and give referral
code 838).

. Access most of the RPGA@ Network
website, including file downloads.

The premium level of membershiP,
called Guno-LEvELTM membership, costs
$20 per yeag and includes the following
benefits:
. AII benefits of FnrowsuIP-LEVEL

membershiP.
. One-year subscriPtion to

PoriHsnnoN Newszine (currentlY 6
issues).

. RPGA GuIlp-tEvnt plastic member-
ship card.

. Membership Handbook, telling You
how to get involved'

. A unique AD&D@ game adventure
that is available only to Gutt-p-levll
members for the current Year.

. The opportunity to playtest TSR
p.odri.t at pati of i Network Club.

. The opportunity to become involved
in meta-tournament asPects of
LtvING" campaigns (Gutrl-revnr
members can build their characters
through extra activities conducted
at interactives).

. The opportunity to contribute to the
Newszine and to write tournament
adventures for the Network (sub-
missions by FrrrowsulP-LEVEL
members will not be considered)'

. Access to the Chat and Message
board areas on the RPGA Network
website, as described below.

Conventions will be provided with
membership application cards, which
allow for instant registration ofany new
members at either level. These cards
have preprinted numbers, so anyone can
join ai a game table and have a number
with which to track points.

Because of this new structure, we have
decided to eliminate the Family mem-
bership. With the new tiering, it is actu-
ally less expensive for your family to
beione now if one member paysTor a
Gurn"-lnvsl- membership and'the others
take FarrowsHIP-LEVEL memberships,
and vou suffer minimal loss in benefits.
Exisiing Family memberships will be
converted to one Guttl-tsvst member-
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ship for the primary plan member, and
Frllowsutp-ieveL memberships for the
other family members. Moneywill be
pro-rated.

Change to Ranking SYstem
The Network's player and Judge ranklng
system now works on the principle of
the AD&D game experience point sys-
tem, in that the more Points You ac-
quire, the higher level you become. We
would l ike to implement a couPle of
chanses to this system, to make it more
mean'ingful to the members.

First]we would like to move to a
two-category ranki ng system for players.
When thi N'etwork was started, there
were only events with characters pro-
vided. Now we have events where You
brinq your own character' These two
typeiirf.uettts play very differently, and
#i would like to reward players based
on the type of play they enjoy. The two
cateeories are Cla'ssic, in which the char-
actei is provided for you, and Cam-
paign,i iwhich you bring a character
ihal vou created. We would track these
points automatically, so you would not
have to worrv about which was which.
You would receive ranking levels in both
categories (depending on what You
plavEd), so you could have a Masters
ianking in Classic and Crand Masters
ranking in Campaign. ludge Points
would remain in one categorY, since
judging does not vary as much as.play--
ingityt-e between the two categories of
events.

This type of system would allow us to
offer a variety oftournaments targeted
at specific player groups, such as a Cam-
paiin Grand Masiers event in which
bnli players with ranking of Grand
trlastirsin Campaign (not Classic)
would be allowed to play. Combined
level events could also be offered, in
which Grand Masters in either category
allows you entry. These tlpes of evenls
would be up to the conventions to offer,
but by encouraging more options we-
feel that we would be better serving the
members. who have different tastes.

Second, we would like to implement
an additional qualification for advance-
ment. In the AD&D game, when a char-
acter has enough experience points to
advance to the next level, he or she seeks
training to better his or her skills. Our
system has no element that guarantees
that Master-level players (and judges)
are better qualified than lst-level players
(and judges). They generally are, but
our schema only guarantees that they
are more experienced with Network
events. We would like to require that a
player's (or judge's) average perfor-
mance at tables be above a threshold to
advance to the next level set.

For example, to advance to Master-
level player (in either category), your

averaqe pojnts per table would have to
indicite a placement of 3rd, which is to
say that you placed 3rd or better most of
th'e time. On-ce you made Master, then
your average w6uld be cleared and
iracked froln that point until you made
Grand Masters. Ditto for Paragon.
Iudges would have to have an average
thaitranslated into about 140 points per
table, out of 180. Judge averages would
be cleared and tracked once a judge
made Master level, and again at Grand
Master level. lf your poin-t total qualified
you for the next level set, but your aver-
lee did not, you would continue to
alquire poinis but remain at the lower
levbl. This requirement will ensure that
those who cairv the tit le of Master or
Grand Master or Paragon are truly wor-
thy of the distinction.'Third. 

we would like to track Team
event play over "seasons," and provide
overali team rankings. Players and
judges would get individuhl points for
playing in a team event (we are movlng
io risini onlv one scoring pack, and
elimina"tine the pick teari.r one), but the
team coulJalsobe tracked bY a Team
identifier. The rankings would work like
seedinqs, in which all the teams in a
siven c;mpetition would be seeded by
i.usott ranking. Points would be award-
ed for placement and bonus Points
would come into play for performing
better (or worse) ihan your seeded posi-
tion. We are still working out how to
level the field with regard to the number
ofteam events that are available to a
team (which varies by region).

Fourth, and as a result ofthe first
change, we would create a new category
calleii Service. in which all Service
points were collected. Service points
would accumulate, and we would be
able to reward those who serve in an
easy manner, for example by making
Service ooints able to be "cashed in" for
something. Suggestions are welcome.

NewDatabase
Yes, we are getting a new better data-
base. It is in development as you read
this, with full rollout planned for
November I or so. In the meantime, we
hope to have the membership process-
ine part working earlier. This new data-
baiti will be web"-accessible and will
allow you to access information much
more easily. From the website, you will
be able to:

. Checkyour membership, change
your address, and call up your tour-
nament hlstory.

. Find contact information for mem-
bers who live near you (sorry, no
phone numbers).

. See in calendar format which con-
ventions are coming up that feature
Network events,



. Track the play history of a given Net-
work event.

. Checkyour Club's information, team
season rankings, and Decathlon
standings (yes, the database will be
tracking the decathlon too).

On the staff end of things, we are adding
a bunch of new functions as well, such
as the ability to consolidate several
membership numbers assigned to the
same person.

Gunp-rnvnr Adventure
Each year, beginning at the GsN CoN@
Game Fair, we will produce a special
adventure which is sent to Gurro-rrvrr
members when they renew or in the
month of renewal if a membership
extends over several years. These adven-
tures are produced exactly like TSR
products that you would purchase in the
store, but are available exclusively to
Gurrr-rnvnr members for one year. This
year's adventure, for the AD&Do game,
is Star of Kolhapur by Mlke Selinker.
Next year's adventure is tentatively
planned to be a collection of Ltvtuc
CIrv* events from among the first 20
tournaments.

Changes in the
Tourriament Program
We at HQ are working toward simplifl,-
ing the tournament program "bureau-
tacy" and getting better tournaments
into the market at the same time. Some
ofthe changes we are advancing here
will take some time to implement, but I
want to show you where we are going
and tell vou why.

The rnajor change in the works
involves a new piece ofsoftware under
development by member Michael Bres-
lin, which will automate the request and
mailing process to a large degree. Simply
put, a conventlon organlzer can go to
our website. select "Order Tourna-
mentsj' and walk through the process of
choosing events (or having the com-
outer ch"oose them) basedin where the
lvents have played. Then payment by
credit card is authorized and the request
lands on my desk (well, my computer).
After I approve it, the program collects
PDF files of the tournaments, creates an
archive, and emails that along with
blurbs to the contact email address pro-
vided. Scoring packs and prizes follow
by mail within the week.' 

When this is implemented, we will
change the request deadline to ONE
MONTH in advance (and maybe less)
for conventions using library ivents
only which are ordered via the web.
Cool. huhi This would make the Net-
work much more responsive to smaller
conventions. Unfortunately, the dead-
line for event request sent through U.S.
Mail would remain at four months in

advance, and late fees would still apply.
The deadline for all conventions using
new submitted events would remain at
six months in advance, though we
would encourage use of the web-based
ordering system. This system should be
in place by the end ofthe year.

Starting with tournaments sanc-
tioned for 1998, authors will be paid
$100 per round, instead of$35 as we
have been paylng.With this comes an
active effort to sanction the highest-
quality events, which might result in a
few more rejections. Convention orga-
nizers who submit events are encour-
aged to read the events to be submitted
and help make sure they will pass
muster.

We are contracting with member
Don Weatherbee to process scoring
packets, but will be working on incen-
tives to encourage conventions to enter
their own packets. Scoring packets are
due within four weeks of the convention
and should be mailed to Don; conven-
tion coordinators will be provided with
the address.

Other Company Participation
The Network has always received strong
support from game companies such as
FASA Corp., Chaosium, and West End
Games. Lately, White Wolf Games has
come on boald for tournaments as well.
We hope to involve these companies,
and all others, in greater depth through-
out the Network's program structure.
The level of participation is decided by
the company, but we plan to offer prod-
uct playtestin g, greater access to the
Newszine. entrv into the Adventurer's
Guild Retailer Program, and more. Look
for updates in the coming months. Our
commitment to a global iupport of role-
playlng, and not just TSR-based role-
playtng, remains undiminished.

Adventurer's Guild
Retailer Proqram
With the coopelation of TSR creative
services, we propose to launch a retail-
level league play system in January 1998.
Special tournaments would be provided
to participating retail stores that are not
available io conventions. These would
be a combination of Classic events that
premiere new TSR product, and retired
Campaign events such as LrvtNc CIrv
events. A season ofleague play would
last for six months, and the adventures
would be staged for two-week intervals.
Stores wouldbe able to run two or four
tournaments per month, depending on
their desires. Points for league events
would be accumulated (inihe standard
rankings), and those players who did
well in the league seasons would be
invited to special events at the GBN CoN
Game Fair or WtNTEn FANTASytt con-
vention.

WrNrrn Feuu.sv
The WrNrrn FeNresv convention is back
in 1998. Andon Unlimited wil lbe run-
ning the convention, and the Network
staffwill be planning our own program
of events and seminars. This next con-
vention kicks offour new efforts to train
and perhaps certi$r Network judges, so
make plans to attend. A judging signup
form can be found on the mailer of this
issue. We look forward to seeing you
there.

Internet Activities
(www.tsrinc.com/rp ga)
The move to the Wizards of the Coast
website brings us several new capabili-
ties which we plan to take advantage of.
In addition to the tournament ordering
system and membership database access
previously described, we are introducing
chat room and message boards to the
website, and moving our AOL forum
activities to the web. Look for the fol-
lowing:

. Late-breaking Network news and
conventions info, plus links to con-
vention webpages;

. Even more tournaments to download
and use in your own campaign.

. All the latest on Living campaigns;

. Download avariety of Network
information files;

. Chat rooms which allow members
from across the country to meet
and exchange ideas and comments
about the Network, conventions
and other important (and not-so-
important) topics;

. Mesiage boards which allow a quick
and easy way to exchange ideas with
fellow members:

. Seminars, training, and online gam-
ing in the chat rooms, including the
evir-popular Ltvlxc CnY interac-
tive chats: and

. Club activities, links to club websites,
and decathlon tracking.

Chat rooms, message boardsr seminars,
and online games are available only to
GuIrp-rEvsr members.

We are looking into sanctioning for
PBEM games and online games at other
websites.

RPGA Product Line
In 1998, the Network will be producing
four products for sale to the public.
Thesi products will bring us greater
awareness in the market, and the rev-
enue won't hurt either. Look for these in
stores near you:

. February: Moonlight'Madnessby Sl<tp
and Penny Williams' 48-Page
AD&D adventure

(Continued on page 14)
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by Ed Greenwood

M, witch." The seven Lords are listedbelow.
(Note that the tit le "Lord" is held by individuals of either gender')
' '  - iJ;i;;r 

Brethok (noble, dashing, gallant; LG hm F 16), Lord of the Blue Falcon,

dwells in Falconkeep, in the northwesiernmost reach of the realm'
Interested travelers should know that Falconkeep stands over qhe ry31! village of

lrsprey, known for its smiths and woodcarvers. Its only tavern is the Old Anvil

t fa i r /Cheap) and i ts sole inn is Gunderbar 's Place (Fair lModerate).
' - -e"torlu'fufarounal 

(quiet, grim, darkJy beautiful; CG hf F l4lW6 ) set aside war to

l.uin 
-rei. 

from the Witer W"itch over a'decade ago. As Lord of th-e,Wavewatch, she

llilJl; i;'G"ewatch Tower on a high peak overlooking the Lake of Steam, in the

north of the realm.
Wavewatch Tower stands on Nightwind Pinnacle, above the village of Nightwind.

Known for its sapphire miners and-stonecutters, this spartan place boasts the

i.rrgh;t"d iu".t"i (Excellent/Moderate) and Stand of Stones Inn (Good/Moderate).
"Gorramator Margan (mighty-thewed, rustic, gruff; LN hm F 17), Lord of Old-

stones, who dwells in"Oldstories Hall, in the rocky northeas_tern corner of the realm.
--- 

Otdrton.. Hall overlooks a sheepherding vil lage, Ornryl, known for its smelly but

tonn-lu.tinS tallow candles. Wooi is'sent to ihe mills of Ca'tanthar. Ornryl has a small,

ilr"gh *;t.;ing hole, The Happy Homonculous (Good/Moderate), where ladies

dance and sing tor guests.---iurto. 
Telioak jgluttonous, and lazy-seeming; LN hm F10), Lord of Fagles,

deliShts in parties an"d spectacl.s, using'them to sum up the characters of those
,torittd him. ge dwells in palatial Reddunsar Manor (known for its shady gardens_

*in it..u-. and pools), aiop the wooded Eaglesroost ridge, at the eastern edge of

the realm.- 
The Eaglesroost, rising above the village of catanthar,-is th-eHigh..Emmerock

craftworkeis' town. Carp6nters, smiths, wbol-millers, and cobblers all live here. The
onlv settlement in Hiehimmerock with named streets, it boasts a pair of taverns and
ur in.. The Mace And Mattock (Good/Moderate) on Thurdan's Street is older, clean-
er, and quieter; the boisterous drinkers go to the fust As I Was-Falling (Fair/Cheap)
on Ilthlivn Street. The Enchantment of Emmerock Inn (Excellent/Expensive) on
Shool Stieet, is quite exclusive, though still noisy.

Soarara "Loigtresses" Phondipar (sharp-tongued, fun-loving, acrobatic; a slim
eolden-haired wo-man, NG hf F15); Lord of the vale, dwells in silverstream Hall in
Foldo's Vale at the southeastern edge of the realm.

Boldo's Vale is heavily settled, with the oldest surviving homes in the realm. Its
cottages are so bedeckedwith flowers and ornamental ponds and plantings that it is
called "the Hidden Garden of the Border Kingdoms."

Amidst this pastoral beauty winds Engullar's Way, the road into the rest of the
Border realms. ilere, o.te findi all of the Jhops, cheesemakers, and other establish-
ments of the Vale, including the popular Laughing King tavern and dining hall

hese doyt, several towns make uP
High Emmerock, ruled bY the
seven Lords. All of them seem to
disdain the everpresent threat of

e $ eolylredron



(Excellent/Moderate), the Sylph and
Stars festhall (visited by dancers and
minstrels from all overthe Border
lands), and two inns: the Bright Buckle
Beds (GoodiModerate) and the rustic
Green Griffon (Good/Cheap).

Iethtarina Aldinuth, Hammer of
Helm (soft-spoken, calm, never forgets
details; a Bulwark of Helm; an out-
wardly colorless but inwardly passionate
LN hm P16), is the Lord of the Tower of
Vigil (monastery of Helm) at Harethtoe
Tor on the southern edge of the realm.

The village of Harethtoe stands on
the southern edge of High Emmerock,
astride the road from Dunbridses. It is a
no-nonsense trading center built for
selling sapphires, smoked meats, and
Iivestock to visiting merchants, while
buyrng cloth and trade goods from
them-all under the watchful eye of the
Helmite clergy. Built for defense, it has
concentric walls, defensible gates, slate
roofs, wide streets, and stone construc-
tion. Nothing will readily burn, and
attackers face a series of risinq cobbled
slopes while villagers fire croisbows
down their throats.

Harethtoe has one tavern, Obolder's
Tankard (Good/Expensive), and a single
inn, the Southshield (Good/Expensive).
Both are policed by Helmite priests, and
are nearly crimeless.

Belotar Sandras (sa turn i ne, sarcas-
tic, a fashion plate; immersed in gossip
and politics of the Lake of Steam,
Thshalar, and Calimshan regions; CN
hm F12), Lord of the Crag, dwells in
Dragonmount Crag Castle, in the west-
ernmost reach of the realm.

The village of Dragonmount lies just
east of the Crag (topped by the Lord's
castle), and is a place ofwoodcarvers,
butchers, and shepherds, famous for its
spiced smoked meats. It offers the visi-
tor The Flying Unicorn tavern and fes-
thall (Good/Moderate), and the
Shanduth's Hall inn (Excellent/Moder-
ate), popular with adventurers because
its aged proprietress, Shanduth, was an
adventurer in her day, and will provide
advice, gear, aid, and discreet help in
shadier dealings.

In the interior Sward, the visitor
finds wells and covered pavilions for
camp. No settlements are permitted; fre-
quent patrols by the Lances prevent it,
and mounted herders keep watch over
the stock with various magical wands.

A small village, Argan's Leap, grew
up south of the Lake In The Cleft after
sapphires ofunusual size and quality
were found in the walls of the ravine.
One day its delvers hewed too far; sub-
terranean waters surged, flooding the
mines and the village itself. Today, its
cottages are little more than rings of
stone under stagnant water.

The Water Witch
Somewhere among the flooded cot-

tages, in a cellar or cavern, dwells the
dreaded "Water Witch." Local legends
insist she drags those who venture near
her lair down to their watery dooms.

The Lords, and veteran Emmeran
warriors, know better. To them, the
tragic figure of Scsilda Starshield is
revered. She is the source of the wands
used by the herder commanders as well
as secret rods of giant whelmingthat call
forth and control imprisoned giants
who once ruled the realm.

Once a sorceress of some beauty who
dwelt in Calimshan, she was disfigured
by a rival's curse. Her flesh now end-
Iessly surges and crawls across her body.

At first, Scsilda hid and frantically
tried to undo the curse. Her every effort
met with failure. She tried many times
to kill herself, being undone by her own
fears or the kindness oflocal shepherds.
Ultimatelv she saw the curse as a means
to achieving a strange state of lichdom.
Her body does not rot or deteriorate,
and she cannot be turned or disrupted.

Now, she lives beneath the waters.
She has modified many spells, notably
lightning magics, to do widespread
damage to trespassers in the waters.

Many come anryay, partly because
they deem the Water Witch easy prey.
Another major reason is that the lake is
(correctly) reputed to hide the main
treasury of High Emmerock. The exact
size of it is uncertain. But Elminster

against intruders. Neither her powers
nor those of the lake are fully known,
but she is thought to be a LN hf WI9
(lich of unique status: unturnable), and
the known powers of the waters of the
lake follow.

Those in contact with the lake waters
(even if a spell or magic keeps them
from immersion) for more than three
continuous rounds yields knowledge of
their presence,race, and true alignment
to Scsilda. Ifcontact continues for 1
turn, the general nature and functions
of any magical items they carry are
revealed to her.

At anv time. Scsilda can cause a
water elemental or water weird (or up to
three ofeach) to strike beings in contact
with the water.

The Water Witch can also cause a
wall of fog to rise from the lake and
move at her bidding, along with exten-
sive illusion magics under the waters.

Any being carrying memorized spells
who remains in continuous contact with
the waters for 6 hours or more will have
the general nature ofall oftheir spells
(level and school or sphere) revealed to
Scsilda. She can cause, at any time after
6 hours, a spell of her choice to be for-
gotten in the mind of an intruder. After
the first is gone, she can remove another
at any time beyond one hour after the
first ipell.was iost, and so on.

Mbreover, Scsilda can trace any
being (distance, direction, plane, alti-
tude, and determination of open air or

showed me an image of a stone coffer
that held 5,000 gold pieces, and told me
that he knows of at least 60 stone coffers
of like size in the watery depths.

That amount of wealth should inter-
est dragons, brigands, and rapacious
rulers ever)ryvhere . . . so why isn't High
Emmerock trampled under the rush of
ambitious treasuie seizers?

The answer is the lake itself. Scsilda
has enchanted its waters so that they act

enclosed space) whose skin or innards
have come into contact with the lake
waters in the last 24hours, or L44
turns). Within the same time period,
she can also cast a suggestion spell on
any beinq who has drunk the waters.

' ln 
sh6rt, the Water Witch of High

Emmerock is not to be crossed; she
keeps her realm one ofthe safest in all
the Border Kingdoms. 

tr
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mbre. There are moments

fantasy games. Boasting.real combat
with padded weapons, these games
allow for a sense of the rush that comes
from hand-to-hand combat. You maY
tell war stories now about how Your
l4th-level paladin whumped all over a
bunch of hobgoblins, but when it's actu-
ally you doinithe whumping, you get a
*hoie tte* thrill out oF it. (On the other
hand, the war stories that come from
LARPs last a little longer. . . .)

Nor do spell users get shorted in this
sort of game. There are a mYriad of
wavs. fr"om shouted instructions to
lishtlv tossed beanbags, to imitate a
*ld.'rp".tr,ttn of spe-il effects. Healing
maeicis often simulated by a "laying on
of liands," while more offensive spells,
like energy bolts or lightning, can be
simulated'by a small object tossed in the
direction of the sPell's target.

Most players at these sorts of LARPs
create elaboiate period costumes with
swirling cloaks, intricately sewn dresses,
and oriate suits of real (or mock)
armor. Monsters are played by NPCs'
often in full makeup and costume. Some
monster costumes are so intricate and

WK
laree that they can take as many as srx
NPts to opeiate. (The author once got
chased halhvay across a campby a20^'
foot-long dragon.) As these games otten
last a weEkend or even a full week, many
people also take the time to decorate
thei? cabins or tents so as to complete
the fantasy illusion. Gargoyles, candles,
tapestries, and more helP move the
same setting from a local state park to
iohet.uet thi mythic land is that the
action supposedlY takes Place.

Live action fantasy role-playlng nas
been around for well over hvo decades'
Groups range in size from giants like
NERO (whiih has a national member-
ship, intertwining plots and.games that
run all over the country) to brand new
sroups ljke Shattered Isles, created by
ior-it Vampire developer Jennifer
Hartshorn. lJsually games of this sort
ranse from 20 to 100 PeoPle; many can
boalt of regulars who come back time
and asain io share experiences, stories,
and tfie thrill of combat with old
friends.

But many People ask, in this sort of
same, how .io vo,l know if you've been
f,iti Uo* do you tell if a spell affects
you, or, more imPortant, how do You
iell if it affected that rampaging mon-
strosity thundering down the Path?

The answer is role-playing. Iust as
you trust another play6r tb report his

As

7",wW
ro-le-p!a)rmg

can be, there are
' timeswhenYou
just want to dri

silence. There are times . . .
Heck, let's face it: There are times

when you just want to get out of the
nouse.

Fortunately, there are ways to do that
without leaving vour role-playing habit
behind. Theseiiys, there are literally
scores of live action role-playing (LARP)

and interactive games out there, and
vou can take voir pick of subject mater-
iul. Th.t. are'games covering everything
from classic fantasy ro.le-playing lo lty:-
action variants on tabletop favorites lrke
VamDire or Wraith to the wild and
wacliv sames that one is likely to stum-
ble airdss at anv science fiction or role-
playing conveniion. Whatever your taste
in lolslplaying is, you'll find a live
action game to suit Your taste.

Befdre you go charging offinto the
niqht to find a LARP near you' however'
thEre are some thinqs to bear in mind.

Just because a gamJis "live" doesn't
mean that suddenly your character will
be able to toss spells, walk through
walls, or accurately detect sloping corri-
dors. Instead, rules serve to simulate
maeical and other powers' and the
shaied illusion created by everyone's
acceptance of these rules is what creates,
irr. rinrir ror these sames. The seco,nd
iomeone savs, *What a stuPi4
hand gestulef instead of "What

e p eotyhedron



dice rolls honestly in a tabletop setting,
you trust your oPPonent (even ifhe is
decked odt like an orc) to take a blow
honestly if it lands. The same goes for
spells, resistances, and that sort ofthing.
Generally, the system works. Everyone
knows that the lame is built on honesry
and few will risk that for the sake of one
or two more swinqs against a kobold.

However, fa"ntalv LARPs
aren't the oirlvLARPs out there.
AmongJhe oldest games are
con-stvle qames, which are de-
rived frorfi the sames first cre-
ated bv the MlTAssassins'
Guild.'these games are done almost
exclusively without props; cards repre-
sent everlthing from spaceships to 

-
cthulhoid idols to .44 Magnums. Play-
ers are given character and background
sheets, have the world and the rules
(which often change from setting to set-
ting-rules that work for a pulp setting
doi't make much sense in space opera)
explained to them in briefings, and then
iust start. Often certain areas are desig-
nated "game" locations-one room is
set asidE as a tavern, another is desig-
nated as the spaceport, and so on-but
the most important tool for this sort of
role-playingls imagination. As these
games cover qenres from superhero to
iow fantasy t6 cyberpunk and beyond,
the best thing you can bring is not a
realistic-looking prop, but your creativ-
ity. The game is at its best when you can
diop int6 your character and imagine
thaf the hotel hallway yotire skulliing in

is actually the belly of a megacorP's
basement.

The latest wave in LARPs, however,
belones to the vampires and their ilk.
Takinl a cue from ihe Mind's Eye The-
ate stries,these games cast players in.
the roles of vampires, werewolves' and
shosts (not to mention the occasional,
fieavily outnumbered mortal) who must
make their way in a world of intrigue,
horror and loti and lots ofblack clothes.

These LARPs often exist in conjunc-
tion with the real world; coffeehouses,
bars, and clubs provide perfect back-
drops for vampiric intrigue or ghostly
angst. The players ofone game are so
suicessful at inteqrating their action
into the world ar6und ihem that they've
been plavins at a popular mall for

-ontilr-uid 
the shoppers haven't

noticed a thing.
Elaborate costuming is also common

in these LARPs. Cloaks, silver jewelry,
canes and top hats are common acces-
sories for pait-time vampires, and as
each type (or "clan") of vampire has its
own siyle, many players model their
costumes after this unique look. On the
other hand, as this sort bf LARP is sup-
posedly set in the more-or-less real
world,'no costuming is actually neces-
sary to play.

As in convention-style games, there's
no mock combat. Conflicti are resolved
through role-playing and rules, rather
than slwineind piaaia swords. Game
masters f cille-d Storvtellers and Narra-
tors) wander through the action playing

as NPCs, resolving disputes, and helping
new characters come to grips with the
game. Often games run all night (big .,
surprise), and are contlnued over email'
telephone conversations, and informal
eet-toqethers." Tlie important thing to re-
member, however, is tliat live
action gaqes are still just games.
A character played ln a lrve game ls no
different from a character you play in a
tabletop setting; you just might have to
buy a tunic instead of some chlps belore
thd eame starts. LARPers make sure to
keei the line between in-game and out-
of-iame clearly drawn. That way, the
gar;e is as much fun as Possible for
6',reryone, without any cbnfusion or out-
of-game ruckus.

"So eo ott and try a LARP. Get out of
the hoise. Get a little sun (or a little
moon, if you want to trY being a vam-
pire). Invbstigate something beyond the
iiving room. After all, what's the point
of driaming it if you can't be it? 

tr
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ers
to

answer
questions,

run the game
and judge char-

acter actions. She
' has ample opportu-
nity to observe all the

' players, which lets her vote
foith'e players who perform

best.
Restricted movement or older

Now LARPs are coming into their
.n and the old style is.referred to

' 
"tabletop gam-

i n g. " Refore'thE advent
' of livJaction games, PlaY-
ins a character role while sit-

'  t ins iround a table and roll ing
dice ilas just called "role-playing."

' ga-ett can sit comfortably during a
tabletop game and not be lefi behind
when tde-action moves' All players have
a chance to interact, be heard, and wit-
ness the unfolding of the whole story.

In LARPs, the action can range
through several rooms, hallways, and
even iutdoors. Referees cannot be
everwvhere at once, leaving players at
the mercy of iudgments rendered bY
other players'-who may be tempted to
be less than fair. Storltellers in LARPs
tend to follow the main action and char-
acters; players who can't keeP uP or
whose iharacters are less powerful or
incidental may be left by the wayside.

Characterizatiofi
In tabletop gaming, imagination p u.sed
in place of action. A gamer's Physlcal
characteristics are not as important-
men take on female roles and women'
male ones. The scrawniest may portray
the brawniest without snide comments
from the rest ofthe players. Further,
players may act the roles of children,
inihals, oi even magical items!

Such role switching is almost never
in evidence during LARPs. Males play
male characters; females play females.
Physical type rather than acting ability
or desire to try a new role often deter-
mines which part players are assigned.
Thus, when casting roles for
Masquerade, the vamPire LARP from
Whiie Wolf, a person who wasn't overly
atlractive migfit-get stuck play,ing a
monstrous Nosferatu when what she
really wanted to play was a beauty-lov-
ine foreador. Thls shallow method
(tfrough with much historical precedent
in the"theatre) ofchoosing roles for
players based on physiotype occurs far
ioo often in LARPs, forcing undue
restriction on them.

Another divergence lies in the con-
cept ofpartyunity. In tabletop play, the

party works together to overcome obsta-
tles ind survivi. In LARPs, the charac-
ters have conflicting goals or outright
enmities; the main impetus of the game
is character-versus-character interac-
tion, intrigue and comPetition.

Time Constraints
Tabletop qames last no more than four
hours. ih"is allows players to squeeze in
more games in a day and ensures that
oersoiality conflicti beflveen players or
*ith the GM need not last beyond that
single game.

i,q,FPs may run for an entire week-
end. with plavers checking in and as-
suminq thLir roles wheneier they feel
like it."Since LARPs take a good deal of
time and many occur in the wee hours
of the morning, most participants have
little time to piay anlthing else. This
also means tdat persbnality conflicts -
may continue for days rather than a few
hours.

Stereotwing
Many table^topiers see the black-clad,
eothlpunks w6o flock to LARPs and feel
intimidated. LARPers feel equally ner-
vous around "regular" gamers. There 

-
arises a sort of silge mentality where the
LARPers assume in aloof attitude while
the tabletoppers dismiss them as arro-
gant poseurs.
" Despite the differences, LARPs have
much to offer tabletop gamers, but
those unused to LARPiig should be
prepared to work a little harder to maxi-
inize their enjoyment of live-action play'
This can only happen when the stereo-
typing that occurs between the two
erbups gives way to an appreciation for
6ach point ofviiw and acieptance of

own ano tne orcl s[yrc rs
( mostly by LARPers ) as "tabletop gam-
ine." Whiie I enioy both types, I'm most
loial to mv first love' the sit-down style
of role-playing. Though many folks play
both types of games at home' mY Per-
soective here focuses on convention
qamlnq.
" Tab"letop gaming enjoys several ad-
vantages, among them:

Fewer Plavers
Rarely hosting more than six to eight
playeis at a giien-table,.tabletoppi ng
inaicing it easier for each person to. be
heard ind receive attention from the
other plavers and the GM. Characters
are cr6atdd specifically for that game;
the scenario 

-features 
situations the

sroup is uniquely able to handle.
" Live actioh features a cast ofat least
twenty and sometimes hundreds of
playeis. Often, so many people want to
blay that subsidiary characters are cre-
Itei to fill demand. These are rarely an
inteeral part of the story and become
throwaways. Characters more involved
in the story often ignore these outsiders,
leaving their playeis floundering for
hours trying to connect with others in
the game.

Restricted Space
Being confined to a single table or room
provides greater control for game mas-
iers. The i;M is u..esrible to;ll the play-
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More
Room
The inti-
macy of a
tabletop game
can acquire a dis-
tinctlv claustrophobic
atmosphere if the chem-
istry among participants
goes awry. In a live action

I was reluctant to play in my
f irst LARPi only a skil l ful 'cajoler dnd
close friend convinced me to try it,
promising me that I wouldn't have to
'-ou. unifutter than a walk. In that first
l ive-action experience, I played a digni-
fi ed, polit ically manipulative character,
wore'lots of diapev black velvet and
promenaded/talked my way through the
entire game. Now I'm hooked, and mY
initial ivariness has since developed into
a genuine enthusiasm for the genre.
Althoush I remain an avid "tabletop"

sumeri feel that LARPs provide an out-
I'et for the imagination not readily avail-
able within the constraints of
conventional gaming.

More Plavers
Because LAhps can accommodate many
more players than t-abletop games, p,lay-
e_rs enjoy a greater treedom to play thelr
characters, Entertaining themselves and
fellow LARPers-often withqut benefit
of a gamemaster. LARPs usually have a
cential plotline, with a few subplots;
even if you aren't part of the main sce-
nario, you can stifl enjoyyourself by
improvising your own story-wlthln-a-
story.

Unlike tabletoP gaming, which
focuses on six to eight player characters
who interact with ihoit of Necs iall
plaved by the gamemaster), I ive action
lames vistly eipand the l imits of char-
icter interaction. tt is impossible to have
multiple simultaneous conversations
with a gamemaster in a tabletop situa-
tion: aclions that take place at the same
time must still be resolved in sequence.
LARPs provide methods for players to
resolve their own challenges, even if a
storlteller is unavailable.

[ame, personality clashes can be
irinimlzed by going elsewhere and
findinq something else to do with a
differe-nt group oipeople. The extended
environment of a LARP also makes pri-
vate conversations easier and allows for
more realistic changes of scene as the
action moves about from place to place'

Characterizatiorr
\A/hile it is true that a player's appear-
ance and gender often dictate character
assignmeit in LARPs, this is not to say
thaitvpecastinq never occurs in table-
tno ni-i.tn. Ofren, eamemasters wil ltop gammg. , gamemasters will
aulomatically hand out female charac-
ters to female players unless a plqyer .

cally
orl-
ented
people to
participate in
rousing battles
without exercising
more effort than they

specifically requests a cross-gender char-
acter- Some nlivers even deliberatelyv MoreTimeacter. Some plavers even del

would rolling dice seated
around a table.

Many tabletop games come to an
end without f inlshing the Planned
scenario; four hours rarely provides

One bf ihe most important lessons
either fype of role-playing teaches i
it is noisible to look bevond the ste

specialize in playing a certain type of
.huru.t.r. (*Giv'e m-e the dwarf," "l want
the wizard!")

Imagination plays just as big a part
in live action characterization as in tra-
ditional sames. A large dose of "atti-
tude" ani a touch ofiPProPriate
costumins can go a long way toward
transfornii ne erTen the iiost' nondescript
player into a"lively, memorable charac-
ier.'V/hile cross-gender casting rarely
occurs in LARPs, most characters are
flexible enouqh to be played as either
male or femih-simfly by making a
name change (from Iustin to Iustine or
Alexa ndra t-o Alexander.l.

LARPs are not offlimits to PeoPle
with physical restrictions or a prelerence
for "sit-down" games. The secret lies in
requesting a character that suits your
styie of p6ysical gaming. Even those . .
who prefei a sedentary style can partici-
pate in a LARP without doing more
ihan walking briskly and talking a lot.

The restrictions on permissible ac-
tions in live action role-playing ensure
that no physical combat (or simulations
thereofioicur; conflicts are always re-
solved by some device such as
"rock/paper/scissors" or tossing coins.
This enables even the most nonphysi-

enouqh time to investigate a mystery'
.uu. ih. realm, infiltrate the Underdark
- and indulge in intensive role-playing.
The lonser hours allotted to LARPs give
players ihe opportunity to explore many
isoects of thi:ir characters without
biinging the scenario to a grinding h.alt,
as sometimes happens around the table
when excessive role-playing sidetracks
the storvline.

Althbugh particiPating in a LARP
recuires a long-term commitment trom
u piay.t, it is a'iso easier to take a break
frbm'LARPing without missing vital ele-
ments of the game. Unlike tabletoP
gaming, live action games do not
iecuird constant particjpation. It is even
poisible to exit a iive aciion game long
inoueh to play a four-hour tabletop ses-
sion,i lthough doing so requires careful
scheduling to avoid overextending your-
self.

Stereotyping
Despite a r?putation for aloofness, most
LAITP enthdsiasts are eager to introduce
new play,ers to live-action role-playing.

either type of role-playing r,.i,:!::]: t"
it is possible to look beyond the ster.eo-
tvpei and get inside someone very dif-
flient frori oneself--even if that
someone is a "tabletoP gamer." tril
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LARPing, other-
wise known as

Live Action Role-

First, let's look at the Sword.
The Sword is perhaps the most versatile
weapon-prop vou can obtain for a
mdP. Swords can be found in any time
period from the Middle Ages to the far
future. The construction of the Sword is
dependent on what type of LARP you
are in. but I have found two excellent
options that will suffice for any LARP.
First, there is the full combat sword and
secondlv, the ornamental sword. The
full conibat sword is the weapon with
which vou can attack another player and
will noi damage them. The oriamental
Sword is simply one made for show and
is NEVER used in a combat.

The construction of a fu1l combat
sword is simple and very cheap. You will
need a piece of grey or silver closed-cell
insulating foam about 4 feet long and 8

z some prop items may be considered
costume'(such as hat and cloak) as

this list later, and remember, that

well as props.

r.oP
the width of the foam so that you have a
thinner "blade." For example, very thin
for a rapier (or fencing sword), or thick-
er for alongsword. Then measure from
one end either one or two hand-widths
and mark a line. This will become your
"qrip" or handle. Next, cut the card-
b"oaid into the shape oithe quillions (or
guard) that you want. I suggest doing
fhis in a few different designs. By doing
this, you can have one Sword that will
servemany different time periods and
styles.' 

For example, cut an oval (with an
hole in the center for the "blade") and
you have a samurai sword. Two shallow
V-shapes will give you a Scottish clay-
more.'Fasteniig a itr ip of cardboardi (or
another strip of foam) from the "pom-
mel" to the quillions will give you a sim-
ple hand-guard for cutlasses or Scottish
dress swoids. Obviouslv, as mentioned
above, the color ofthe foam should be
grey (or silver) and you can tape the
*h#dl." with colorbd tape (and color

z Plavine, tends to gener-
ate #o riactions. T[e first

z one being puzzlement, the
other being concern. Pszzle'

ment, because there is no easy

In this article, I specificallyhope
to allay the concern about using
props in Live Action Role-playing.- 

To begin, let me put an urban
myth to rest. LARPs are neither
inherently danqerous nor difficult.
The only part ;f LARPs that can
be difficult is the props. Props are
senerally used to enhance a LARP
ind to give focus to particular
actions and or characters. Writing
this from an Australian perspec-
tive means that I have a view that
is different from other parts of the
world. Therefore, let me explain it
from my perspective and then I
will add the cautions for the other
side of the planet.

What common props are nec-
essary for a LARP? Well, it gener-
ally depends on what the LARP is
about. Lett assume that we are looking
at a mixture of props, for a convention. I
would suggest that the five most com-
monly used props in LARPs are the
Sword, the Gun, the Cyberware, the
Cane and the Backpack. We can add to

12 # Polyhedron

inches wide, duct tape (of the same
color) and a piece ofthick cardboard
(for the quillions and/or guard). Simply
roll the insulating foam until you get a
roll that is the thickness of the sword
that you want. If you wish you can trim

the "guard") to give further realism to
the piece.

This Sword can be used to attack
another person and can also be used to
stab at pEople with no danger to them.
The foam collapses in on itself and will



talk ff%Tt;
inpubricAtmost with and Jlot
conventions in Aus-
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a legitimate part of a
game. This means
ihat they are wish to use or make-pistol, rifle, or
kept loci<ed away until you enter the shotgun' I generally suggest that you
LARp/gu-e area and then locked away buy a water pistol and spray-paint it. _
after thi LARP/game. They are not car- (that is what we do here in Australia). It
ried around the"convention area and are has an excellent effect and is totally
only allowed out for the specific -
LARP/game, costume parades and/or

times when the convention organizers
deem it proper. Prop firearms are also
subject to inspection by the Gamemas-
ters and/or convention organizers ifthey
so wish. Metal replicas (even realistic
plastic ones) are generally not permitted
irnless they are pioperty of the GMs and
are onlv used bv the GMs.

Now, onto the construction of a
prop Gun. There are several different
i1.pi:s of prop guns (obviously) already
av'ailable at itoles like Toys R Us. It
really depends on what type ofgun you

harmless (when used in the correct con-
text). However, sometimes people may

mistake these for the
real thing and espe-
ciallv in the USA, we
havd to be very cau-
tious.
To construct a Pistol,

you need two card-
board toothpaste boxes
(or something of that
size). Cut one box in
half and fasten the two
halves side-by-side
using either gJue or
some torm ot tape.
(This means thit you
have a cardboard
arrangement twice as
thick, yet half as long
as a toothpaste box.)
Tear up some paper
toweling and mix uP
some simple paste
(flour and water paste
works well and is quick
drvins-or qrab some
PVA fiom tlie local
hardware store). Now
mix in the paper towel
scraps with the paste
and start filling the
insides ofthe boxes
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mostly spring back, unless totally
crushed. This makes the "sword" light,
yet effective as a prop weapon.

For ornamental swords, I suggest
using such materials as thin cane (or
ratta-n) for rapiers, and simple balsa
wood for any other blade. This is light,
and when painted silver, does the job of
an ornamental weapon.

|ust a quick woid regarding the Dag-
qer: the sword construction methods are
6erfect for makine dasqers and knives.
bhorten the foam?ori-3 feet to 12
inches, mark offthe hand guard for sin-

glehanded use, and fix the "quillions" in
6lace. Remember that the shorter the
ilosed-cell foam is, the more rigid it
becomes. Scrunch it in your fist (all the
way up the "blade") before use. This will
soften it greatly,

Now, let's look at the Gun.
First, a word of warning. Across the
planet, law enforcement agencies have a
simple rule of thumb. If it looks like a
guni treat it as if it is a !un. Whatever
you do, DO NOT carry aprop firearm

with the mixture, making sure that it is
not too runny, as it has to dry to make
the prop rigid. Once dry, either paint it
black, or cover it in duct tape and you
have a simple replica Pistol.

You can alsobuy (hom Places like
Toys R Us or some Bargain ImPort
Stores) replica shotguns and rifles'
However,^these are generally made for
young children and are too short to have
ihe d6sired effect.

It is simple enough to make a replica
shotgun or rifle. All you need are two



attaching small wires or plugs to your

it can even become a small opening in a
,^rqll nr the morrth of a cave. Most ot

attacnrng smalr w
facelbody as well.

Arm-leneth, sArm-iength, silver/graY sPandexwall, or the mouth of a cave. Most of
these are self-explanatory. but the
wall, or the mouth of a cave.

pieces of doweling (about 3 feet long)
ior a shotgun, or one piece ofthin rat-
tan or PVL tube (about 3 feet long) for
a rifle and a triangle of wood in the
rouqh shape ofa Estock" or handle.
(Yoil can ulso ut. stiffcardboard for
ihe "stock.") Cut the board into the
shape of the "stock." For the shotgun,
fix 6ne piece of doweling to each side
(side-bv-side). For the rif le' f ix the
thin PVC tube/rattan to the top of the
"stock" with some adhesive and allow
to drv. You may want to use duct taPe
as weil to ensure stability. Once dry,
paint the required colors (black or

!rey) and you have a harmless ProP
gun.
- Aeain, I must repeat, DO NOT
carry"these openlY ih Public and
ALWAYS inform convention organiz-
ers of any props that may be mistaken
for the r6ai item BEFORE You bring
them to the con. It's their call as to
whether a proP is allowed on-site.

The Cane/Staff
A Cane or Staffis one of the most ver-
satile props possible because it can
become many varied things. It can be a
Gun, a Sword, a prop for injury/old age'

"opening in the wall" is the one that
inirieueipeople the most' Simply put
two ihairi side bv side. Leave enough
soace between them to Put the
iane/Staffacross the seats and you have
an instant opening in a wall '  Fasten a
cloth to it. ahd it Secomes a medieval
standard for calling the troops o-r signi-
fuine the royalty; a sail on a small boat
or a"simple hag. the cane's versatility is
strictly li mitedby the imagination.

The Backpack
As for the C?ne, imagination is the key
for using a backpack as a prop. Apart
from a great way of carrying costumes.
and other props, it becomes a prop ln lts
own right.^It cin be, well, a backpack. lt
can als6 become a rock, an explosive
device, or a parachute, all without any
alteration.

Cyberware
T6is is sometimes a tough call' because
it ventures into the realm of costume.
Simple cyberware ranges from cyber-
ur-i to eves to dataiaiks. These can all
be purchased for next to nothing.

-An old pair of sunglasses can become
effective as cybereyes, especially ifyou
pop out the ienses (make sure i:hey're
blastic) and simply run a thin line of
'double-sided tape around the edge of
the lenses and siick them your forehead,
nose and cheeks. Double-sided tape is
indispensable for other things such as
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Notes From HQ
(Continued from page 5)

eloves work-well as cyberarms and the
iame spandex (but ir i t ights) can be
used ai cyberlegs. To add further real-
ism, push a feriwires through the lycra
and iun them outside the gloves/tights.
Duct tape inside the gloves/tights where
the wires poke in will stop you being
iabbed by them and will stop the wires
?rom coriring loose during the LARP..
Cyberware is also very much costuming,
so I'11 leave further discussion for
another time.

Finally, I would like to add that a good
LARP depends on a few things. A con-
cept that will work, characters lhat can
inieract and have something to do, good
GMs who can alter things on the flY
(players NEVER do whal you write) and
piay'ers who have boundless imagina-
^tions. this same imagination can turn a
Cane into that mystical dragon-slaying
staff, or foam into a Sword, or two boxes
into a Gun. 

tr

. April: Reunion by Nicky Rea and
iackie Cassad a, 3 2-page At--Q,totlto
adventure

. September: The CitY of Ravens Bluff
by Ed Greenwood and a huge num-
ber of RPGA members, 160-Page
FoncorrEN Rre.rtr,rs@ accessory

. December; The Lost Shrine of Bun-
dashaturby Michael D. Wagnet,32-
page AD&D adventure

Comingto your mailbox soon!
ln the ne"xt couple of weeks you should
receive a survey. Please take the time to
complete and return it. We really want
to b;ild an accurate picture ofwhat you'
the Network membeis, want. We can
only do that if lots of surveYs come
back. lt won't cost you any4hing to send
it, either-the postage is paid on the
return.

In addition, all Gurro-rnvEl mem-
bers (andyou are one ifyou received
this Newsiine) will receive a new plastic
membership card and a membershiP
handbook a couple ofweeks after that.
Your specialadventu.re wil l come with
your renewal, or in the month of Your
renewal if your membership extends for
several years.

That's all for now.



7 That is where I found
myself regarding LtvtNc

CITY" interactive events.
The idea of  a LtvINc CtrY

Bazaar or Row has been around
7 foryears, and since it is one ofthe

most popular events each year at the
GrN CoNo Game Fair, we wanted to

take an opportunity to open up the idea
of LIvtNc Ctrv interactives to all conven-

tions.
The role of  the interact ive event has

changed a little from the earlybazaars. No longer is

is still role-flaying. It is an event to chlllenge characters, not players. Being "in charac-
ter" is very important.

Creatiirg uLrvINc Ctry interactive requires a lot of work, and I llwa1's s,$88est this

be done by"committee. I tried to design hy first interactive.myself and will never do

that aeain. A committee approach helps vil idate ideas you have and generates addi-

iionut%n... It also allows t'tre responsi6ility to be shared during the actual runnin-g of

the event. The most memorable |art of any interactive is when the staff (great volun-
teers who never get the credit they deserve) stops calling y.our name ald everythng
still runs smoothTy. "Run Smoothiy." What a concept. Nothing is ever that smooth; I

have a short list df thl.tgt to avoid to keep your interactive as smooth as possible,

it an opportunity to join organizations and comp€te
asainst vour fellow adventurers. Today it is a campaign
-'."" .r^rridiro remnaiqn events and aciivit ies that would7 focis, prorl'iding campaign events and aciivities that would

occur during cha"ractei "d'own time." Events occur during
interactives that affect every LwrNc Ctrv player' From a minia-

7 tures battle that misht determine the outcom6 of the war, to the
presentation of a newiteputy Mayor and Lord Speaker' the interac-

tive has become a focus point of Ravens Bluff'
So what makes a good interactive? Interactives have to please every-

one at the event. It's finito have a murder/mystery puzzle to solve or an

7 arena for warriors to fight NPCs (or each other); just remember that not every-
7 one is a warrior and notlvery player l ikes a murder mystery. Not every LIvtNc

Ctrv player likes to walk around'"ih character" so provide places where they can.sit
down aird t'play". One of the most important things to remember is that an.interactive

though.

rc Dort't stage large "role-playing combats." They will inevitably get out of hand.

Keep combat to-one o-r two rounds and under ten total people, or chaos will reign.

,c Think all mystery events through. Some players are grea.t mystery solverrs and
will solve things pdrhapi sooner than ybu wish. look at all possibilities ahead of time
and brief youistiffon^what to do. It ii better to give up the mystery early than to dis-
appoint qirality role-players.

o Publish starting and stopping times. Give yourself time before the event and

after the event to set u[ and cleiri up and make sure the staff and the attendees know'
It is important not to siart exactly ai the start of a slot, because many of your staff will

not be able to get to the event early enough'

c Brief your staff. The more they know the better the event will go.

Now. what do you do in order to set up and sanction an interactive? Just think of

the interactive as another module for your convention. An interactive submission

n,rid.litr. should be sent along with the iournament Request Form to RPGA HQ' The

Euideline for the interactive ieeds to be in at least 6 months before the convention.
tTnhke tournaments, details do not need to be finished until 3 months before the con-
vention. The guidelines will be approved and then the details reviewed and sanctioned
by RPGA HQ just like any other official LrvrNc CIlv event.
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7 Creatins,a hero character gen-
erally takei place as described.on

/ pugrt rb-rz iri the Book of the Fifth
' Ase.Players, however, are encourageo
to c"hange't!-e order in which,the steps

had
by pur-

z chasing a
Fate Deck.
This game is

suitable for 3-6
7 pLayers,including
the Narrator.

Hero Creation

in Nature or Demeanor and then try to

set the Narrator to permit him to raise
Eis tox in Spirit to a loC.

Creatins Adventures
When invEnting stories for the Sece
Interactive ganie, most of the general
notes that alpp.at in Book of the Fifth Age

apply. The same is true when it comes to
Nariating scenes. One thing Narrators
of an Interactive game must consrder,
however, is the di-fficulty of encompass-
ine large swaths of terrain and tremen-
do"us e[ic battles.

th6 best interactive games are.small'
The key word here is "interactive"'A
normai SIGR game revolves around
characters and story, but the Secn' Inter-
active qame must do so even more' The
Narraior still controls the world's char-
acters, but the heroes have a much more
tangible presence. It's harder for heroes
in iiteraitive games to travel far (unless

different parts of the house are desig-
nated as different parts of the world)
and battles are harder to conduct'

Instead, the Narrator should trY to
center his adventures in one or two
locations, making an evening's adv3n-
ture basically one extended scene. Fur-
ther the adventures should be mystery-
or puzzle-oriented, so the players have
to .neaee their minds rather than re-
solviie"confrontation through combat'
An eximple of what I would consider a
suitable S.q,cn Interactive adventure
would be something along these lines:

The heroes have journeyed to the tiny
island of Elad's Hope, answering th.e
summons of a Powerful sorcerer' The
message they r6ceived hinted that he

to stay away
from periodical

editors and

iake ptuZ.. Ifa player has his heart set on

"fr"ihn 
an elf, their the Narrator should

'o.l-it"tti* to decide that as the first
5tep, and then assign cards accordingly'

^If a plaver cannot meet the requisites
for the iac'e due to a poor draw, the Nar-

rator can either let the player redraw or

raise requirements to their minimum'
The Narrator should not feel squea-

Z and show that the Sece'* sYs-
tem can be the basis ofa good

interactive game. So, here goes:

Z,Yffmi:H'.'ff,lo"z lenged me to put mY 5.Y-
board where mY mouth rs'

mish about letting the playel raise or
Iower statistics or codes to the mlnr-
mum requirements of the role' There

"i" 
n tu iew rules that should be slav-

ishh adhered to in the Sece Interactive
e;;.. on. of them, however, is the rule
ihut storv and character takes prece-
dence over all the rules.

However, narrators who are Sener- -
ous in the fashion described above need
to be warv of abuse. A 3 of Hearts
assigned io Spirit will exceed the base
reariirementi for the Kender race, for
eximple. The player who wishes to play

a Kenier mvstlc should assign it there,
and then work on improving his hero's

Spirit attribute through play, not put it

Slcl Interactiye
Adventure Rules
These rules are most useful if you own
the DnacoNrnNcE: FIFTH Ace game' 

-
Althoush they can be used as a base tor

any intEractive fantasy game (with pos-

sible expansion to othei genres), the-

Snc,l syitem is the rules foundation tor

the Dnq,coNraNcE game. The Snce rules

aie available in thJboxed set or can be

LIVE THE SAGA
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had uncovered a powerful artifact that
would lead to the doom of either the
forces of Good or the forces of Evil' He

intends to sell it to the highestbidder'
(A hero with a Wealth score of at least

8 is needed, unless the heroes want to

trv to steal the item.)
' The heroes arrive on the island as a

storm is brewing. The wizard will
reveal the naturE ofthe artifact after

dirrn"t, but he is murdered before din-

ner can be served. It appears to.be an

accident, but when his apprenttce-also
turns up dead, it should be clear that

itt. rt.i6"i are trapped on a tiny island

with a murderer'
There is at least one character on

the island for every hero' The.object is

io it t.tpt.t clues to identifo-the mur-

derer, find the artifact, and figure.out
what it can do' (Of course, it might be

^

that the whole artifact thingis a ruse'

The sorcerer is still alive' and brought

Itr. n"to"t and characters to,gether to

-ut. 
ttt.* think one is a killer' turn

i'n"* 
"s.i"tt 

each other and then kill

;i; tti himself. He has no artifact' but

iiiri.it" .ti-inate the -most 
powerfi'rl

champions of the world's factlons so ne

can take over.)

That is a simple and cliched adventure

;;;;t, bdt it illustrates thepoint that

"" 
uau"ttint. can be created without a

f"t 
"?nsh$ 

or location changes' The

tension-is still there-if the heroes don't

nnJ ttt. murderer or the artifact'
;il;;; are they'll end uP verY dead'

Hero Actions
ir-.to1.tio"t are resolved as explained

in the B o ok of the F ifth Aga However'

the optional hethods are very impor-

tant in the interactive game because

thev provide a clear-cut way to resolve

herb-versus-hero disputes, which are

moie likely to happen in an interactive

eu;., d.t"to the'l6ssened interaction

6etween PlaYers and Narrators'---Wtt.ttLu6t 
Actions are taken, the

auras of the cards must alwaYs be

checked. When heroes are actrng agalnst

other heroes' the aura serves as some-

titits of u" initiative system' A white

uuiu'.iut.t that playei's action to hap-

"." 
U"fot. the oihei player's hero gets to

berform a counter-action' Black auras

irean the hero goes last, even ifthe

other player used a red aura card for nls

t.r"tliii.^. Ifthe players played cards

with the same aura, their actions resolve

simultaneouslY'

Maeic
fl"Binn.tt difference between the Snca

I"i;t;;i"t. same and the Sece Dramatic

td;;;i;t; iame is the waY magic works'

Rather thariusing the spell point system

of the dramatic adventure game' the

interactive game views maglc the same

way it treati Actions. This change makes

the interactive game a bit speedier than

the dramatic adventure game wnen lt

comes to magic.'" 'wh;; 
t#izard wants to cast a sPell '

he has a base target number of 4' As the

oiuv.i J.t.tiUes ihe magical effect his

hero character wishes to bring about'

the Narrator can raise that target num-

ber. Characters and other heroes stltl.get

;;;;t i  ih. magic, if aPProPriate' (The

Narrator can use the spell-bulldlng-

suid"fi".t from the B6ok of .the Fifth Age

io determine what appropriate target

numbers for a sPell are')--- -io 
ttuu. the hero cast a spell' the

olaver plavs a card and adds the value to

ti;'R;.';; or Spirit (dePending on the

kind of magic)' If the value ot the carc

;i;;th. h;;"'s attribute score exceeds

th. t"tg.t number, less any resistance
that misht be offered by a target' the

spell is iuccessful.'' --So.ff 
points also work a bit differ-

ently in the Snc,c lnteractive.game'
Aeain, this change is to mtntmtze DooK-

keeprng."--f i.t%.. 
sti l l  determine their pool of

spell points by squaring their.Reason or

Sbirif score. However, instead ot devor-

ii--t"at points to building spells' they

Ioie i set'number of points for each

to.tt tft.v cast-the Reason or Sp-irit.

t ioi. iu6ttu.ted from 12, with l0.being

itr. 
-*i*"- 

number subtracted' Pow-

erful spellcasters become even more

;;;;;ilil;ier this system, while weak-

5t";;ti;;t',titi tun oui of points quickly'

Points can also be used to decrease

tne aifniuLtv ofa spell. For every.spell
ooint a hero burns-off, he can r-educe a

lareet numb.r bY a difficultY of 1'

Mit sters and Characters
th.t. ut. created and run exactly as

described in the basic game' However' rt

Narrators wish, they can apply the ini-

tialine tvtt.m for heroes vs' heroes to

-"i.i 
.it"t".,ers of his game' too' The

Nairator would turn a card trom tne

Fate deck to decide this'

LastWord
ihese rules are barely more than an out-
tlne. tf vou attemPt to use them in a

boin-itit.tu.tive [ame, or even in the

".i*uisooo 
systim, please let us know

il;;il;;"i. I'ie set uP an email address
exclusivelv for Seca and Frprs Ace coq-
;il;;;;'E;;"thian@aol'co-m'-AnY feed-
iit.t uou *a"nt to offer via the Internet -
Iil.iiia u. ait.cted there' The snail-nrail
address is the same as for PorvHroloN;

i"ti put my name on the enveloPe'

U

I
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Live action role-

the event ls not a ProDre
cated players who have come to LARP;
thev'vl set aside a big chunk of their
su-ing time for LARPing already' But
iher. 

"".e 
always people casually inter-,

ested in playing-perhaPs drawn by tne
costumes or ProPs-who aren't qulte

will ine to set aslde the tlme requlrec

' playing events at
coirs, and as indepen-

' dent oroductions, are
growing in popularitY.

.i.ty y. a-t. Unfo rtunatelY,
theyoften require a signifi-
canl time investment. Some

z LARP events last onlY a few hours,
but many run much longer; eight-hour-
events arb not unheard of. The length ot

the event is not a problem for the dedi-
fit in. Viqnette characters also make
sood red-herrings if you want them to

iluy u 
-o.. 

significant role in the story-
line.

Sample Vignette Characters
Here ire a fei' character ideas specifi-
callv for West End Games' Star Wars:
Live-Action Advenlures. Of course, you'll
need to flesh them out and adaPt them
to your particular event' but the inten-
tion is to add atmosphere to certain
locations. Some may also have semi-
useful roles io play is well, depending
on their professioirs and backgrounds'
With a li-ttle adaptation, these character
types can also be used in other game
settings.

o Imperial Inspector. The stiff-necked
suv *ho walkfaround asking to see

iub.tt. No telling who he might flush
bui during his patrol.

. Pickpocket. EverY sPacePort and
crowded urban area has them. I hIS guy
has the potential to get very involved in
an adveirture if he steals an item impor-
tant to the event, so be carefull

o Squeak. He bounces around one or
moie of the main characters being
annoyingly enthusiastic: "Hey' wadda
*. eonni do now huh, Tekk? We gonna
blaii some Imperials? BoY, You sure
blast Imperials good, Tekk!" Squeak
characters often die abrupt and grue-
some deaths, but they are fun to play'.
especiallv if the main character Squeak
adlopts is trying to slink around quietly'

o Town Drunk. He's big, ali.e1' a.nd
drunk. He maY or may not loln-1n any

battle eoing on in his vicinity. He may
aho mlstak? a main character for a long-
lost friend.

Vignette Scenarios
As iescribed above, players playing
vignette characters basically serve as
character actors, protraying a certain
personaliry type or fulfilling a noncriti-
ial ioU function. You can easily generate
a number of character cards with guide-

to fullv participate.
With a littie advance work' You

can involve these casually interested
samers without adding too much to

/our burden as gamemaster' The
vignette character can gffe an lnter-
.stid sum.. a taste of LARPing (a

zood r.iay to acquire new LARPers f,or
6ture events), and also add atmos-

phere to Your settings.

The Vignette Character
Vienette:haracters are temporary char-
aciers who do not directly impact the
main storyline. Using the vignette cha.r-
acter, the casual player can dabble at the
edee of the game for an hour or so,
int"eract wit[ other characters, and have
some fun. And guess what? While
they're doing th-at' they're also helping
to enhance Your event.

How? Think of them as extras who
add atmosphere to your event. The re-
release of *ar Wars: A New HoPe fea-
tures new scenes of Mos Eisley with new
crowds of merchants, citizens, and trav-
elers passing before the camera. They
don't 'have irhine to do with the plot'
but they add atm-osphere and texture to
the Mo! Eisley setting'

Likewise, vignette characters can
round out and iupplement your cast of
gamemaster characters. Got a casino or
6r. ,..n. that needs some extras? A few
viqnette characters can circulate among
thi main characters, strike up conversa-
tions, or play minor Plot functions
(such as i money changer or droid
repairman).- You can even use vignette characters
to confound your players. Toss a few
characters inio the mix who don't have
the sliehtest connection to the main
olot, a-nd watch players spend time and
i.rou...t trying to hgure out where they
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lines on role-playing these sorts of char-
acters, and keep them on hand. When
interested players show up during the
event, hanil them out and let them play
the characters as long as they like (or as
long as appropriate locations and set-
tings are active, anyway).

iut if you wattf to give the vignette
players more to do, you can actuallY^design 

scenarios for their characters.
Vigriette scenarios are mini-story arcs
thit move in and around the main story
arcs ofthe event. Ideally, you shouldn't
write them so that they will directly
impact the main scenarios. After all, you
can't be certain players will appear to
take up these roles, and you may not
want to give casual players an opportu-
nity to affect the main storyline in a
malor way.'Keep 

vignettes simple, and design
them for as"few people as possible.You'll
need at least two peoPle for most
vignettes to provide the necessary con-
fliit (unless you want to tie the vignettes
into the main storyline somehow), but
you don't want to involve too many peo-
ble. the more characters involved in a
vignette scenario, the more people you'll
hive to round up before you can use it.
It is probably better to design three or
four vignettes for two players each than
rely on one larger one. This will give you
the flexibilitv vbu need to deal with the
variable casriai player turnout. You can
design more complex vignettes cus-.,,
tomlzed to tlt certaln settlngs you wrII
be using in your adventure, ifyou feel it
is appropriate. For example, if your
adventuie is set in Bespin's Cloud City,
you can use the various settings, charac-
ters, and situations inherent in Cloud
City to design vignettes unique to that
location.

To qet you started, here are a few
ready-io-go vignette characters and sce-
narios:

r Escaped Slave. A slave has escaped
from islaver. The slave must hide
among the other characters (perhaps in
diseuile), Iong enough to find a protec-
tor]The slaveimust iecapture the slave.
This is a good scenario to use if you only

have one player at the moment, but
anticipate at least one more gamer walk-
ing up later. Start the slave off now, and
seid in the slaver if and when you get a
second vignette player.

o Rivals. Two nobles
are spoiling for a
duel. Thev iust have
to find seionds before
they can start (i.e., two of
your main players). You
can rnvent the reason tor
the fieht, or let the players
decidi. You can expand this
scenario to three people if one
ofthe three plavers is ofthe
opposite serfrom the other two
(in this case the nobles are fighting
over a lover).

r Repairman. The repairman is a free-
lancir who is eager to fix things. You
decide what (droids, spaceshiPs,
blasters, etc.), and then give the charac-
ter appropriate skills. The repairman
must make a certain amount of money'
maybe 500 credits.

o Weapons Dealer. This character sells
i l leqal weapons on the black market. He
spe"nds mott of his time hanging around
cantinas waitins for customers' Include
on the charactei card the weapons he
has for sale, and how much he needs to
sell to break even. His job is to make 200
credits above that. 

D
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tournament author!

Here's your chance to Win Fame And Prizes as a

The RpGA Network proudlv pnpuncellh]1ycar's TournaT::llll::ture Design con'-

test. Here's your chu"te ti''*i" fu*t 
"d qY-i] This contest is'open onlv to Network

members. Each contesta;i*t"it at'igtt '" ia"5niu1t 
irttiirtpd'ttii:l n* ilexibilitv and

creativity in game o..,grr. wiiiniirg c-ontestantt^*iiiu. annoirnied in the April 1998 issue

of the porysEDRoN@ 
^#rri".. 

W]nning entries'*ifiLt *ta as tournaments in the Net-

work's tournament Program'

3"?:g'Tiil,l':i,,on, -u, 
be ror anv^qgm1y:::,T-':lp:il'i.:lJii}:*i:|:ilHT:il?:;

- 
;;;;;' Contact HQ for a list' All submrssr

'*tti.t ttt.v are intended'
o Submitting .haruttti'-ior your tournament is optional' but welcome'

r write your name 
"";N;d;;i 

*t-bttthip ""-btt 
on every'page of vour entry'

r Entries must be typed. Computer printou-tt .t. t...pi"Ule if ihey-can be read easily' Do

not use fanry fonts. iu.fr iuLlnirrion ,ho.litl.-Joobtt-tputed ind should have a one-

inch margin'on all sides'

. Submit two copies oiyoo' tottttst entry to aid judge reviews 
-- - ' ̂ '

rEachsubmissionmuitinclude'i"en::H:tt ' ]Oith"tt 'onemustnon-hosti le'where
the player .rtu'uttt"*"t!o!iutt; one must be"aita 

"i 
airt*ma; ol! must include a bat-

tle; one must be 
"";b;ir"G 

ifre,remaining i*" It.left to yo-ur discretion' Encounters

may blen d . r"" t r t'i"tnil""u J-;l-lt:: * iresent 
and i den ti fi able'

. The entry must not exceed 32 pages'including maps and handouts'

Contest Entries
r You may enter as many tim.es as you like'

but You'can win onlY one Prlze'
. The Networt( reserves the right to edlt^au-'"l-i'*lons before-us:iilt:'*'lrptr:

Droqram. No other
ih; f l '  b;  * tde wi thout a.n.ag-rgemen' l

i l . i*..n the author(,s) and the l l: l ,y: 't

.ti ttt. company holding.the. copyrtgnt ror

the same on which the entry ls baseo'

ludei;g Criteria
. Adherence to game rures'
:  C;; ; tnuslr ipt  presentat ion:  accurate

qrammar' punctuation, and spetttng'

. b-escriptive ability: the skill to weave an
- ";;;;d 

mood throughout the Presenta-
tion.

. b"riginuliay: This includes innovativ'e use,of

existing creatures and items as well as the

ui. of ir.at"res and items which you cre-

ate. r r

Network Invitational Design Contest

Complete and return a copy of this form.and a Standard Disclosure

Form for each entry' The intrant warrants to TSR' Inc'' that all submis-

sions are original u"a Jo not infringe upon the riehts of third parties'

Statement of entry and agreement I her& enier the work described

below in the 1997 RPi;i;iltrk Adventure besign Cgntesl' t- agree to

thetermsandconditionsofthiscontestassetfortf,intherulesandthis
Official EntrY Form'

Mailentriesto:RPGANetwork'P'O'Box707'RentonWA
95057-0707.

Title of EntrY:

Name of Entrant:

Network MembershiP Number:

Signature of Entrant:o Fun: ls vour scenar io enjoyable? Yf '+ l .d- 'p."pri, prlyt"gihit have a'good t'::i]l ':people ,iiir frnt. a'good time? This

q : * lr i:* :1:",:J. l':';: fff: ill ; Street Address:
; ; ; ; ;a; ; ; ture. 'Even a rr ig
il;;.Gi adventure can be fun to PlaY' Cityi Statei Province:

CountrY, ZlPlPostal Code:

! cu-. System:
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mfrmtreft eenf*H$frs.lt
Changes and Expansions for the Network's LvlttcrM Campaigns
Sometimes, just occasionally, the Net-
work's LrvtNc campaigns need a l itt le
fine-tuning, some adjustments, some . . .
tweakins. Such tweaking is done for the
bettermint of the campiign, and not to
make anyone suffer. You'll like these; they
are expansrons.

LvlNc CnY* Can>paign
E x p an siotz : P po c o,rn.P rrla.
That's right. We present the city of Pro-
campur as an expansion area for adven-
tur i i rg in the Livrr . rc Ctrv campaign'
NativJProcampan characters are slightly
restricted in kits they may select, but oth-
erwise use the same character creation
rules as other Lrvrxc CItv characters.
Tournament adventures can take place in
Procampur as well as Ravens Bluff.

Inforiration on Procampur is available
on the RPGA website, or You can order
the Procampur packet from HQ for $5.

Lrvne Dml.'" eunF4 Upddto
In order for there to be a sense ofconti-
nuity in a campaign, time needs to have
some reqularity. So, all new tournaments
played ii tgsz'will occur during 1890 in
bott ic Earth. |anuary of 1998 will see the
start of 1891 in Gothic Earth. And so on.
The campaign and its various plots will
reach a eianii finale in 1899 (2006).

All to-urnaments that premiere in any

one year will be available for play through
April of the following. Then they will be
retired. For example, f irst run tourna-
ments from 1997 wil l be available for
conventions that occur before June l,
1998. Hopefully this will give everyone a
chance to play in the tournaments.

There has been a refinement of the expe-
rience awards for modules, replacing
what was stated in issue 112 of  the
Newszine. The experience ranges wil l
now be as follows:

Low Level 500-2000 xP
Mid Level 2000-5000 xP
High Level 5000-8000 xP

Since monetary rewards are not a normal
part of LnlNc DEATH adventures, we pre-
sent this alternative to going on treasure
hunts (or robbing banks!):

Starting money remains the same; your
charactei starts'with the maximum for
his or her class or kit. Whatever remains
after equipment is purchased goe-s in- the
"Cached" column under "Wealth" on
your character sheet.  This money is
assumed to be in a bank or under a mat-
t ress (depending on your character) .
Specifr where this money is located.
'At the start of each tournament, your

character receives a set amount of cash
which represents the amount of disp-gs-
able incohe available to him or her. The
amount is based on the character's class

or kit and adjusted by the average of Wis-
dom and Ch'arisma scores (rouirded up).
To determine how much cash your char-
acters qets, consult the table below. The
d6 of  s iar t ing weal th is across the top,
and the avera-eed attribute scores are in
the first to*. dross-reference to find the
amount for your character. For example,
a soldier (3d6 starting money) with aver-
aeed Wisdom and Charisma ot  13
reieives $40.95 at the start of each adven-
ture. This amount does not change with
level.

Your character may spend this money
durins the adventure, and may cache any
remaiiine at the end.

Your cliaracter's cached funds are only
avai lable i f  he or she is able to get to
them. If they are in a large bank, he or she
could wire'for them from major cit ies
(but probably not from the wilds of South
Ameiica or small towns in the American
West). If the funds are under a mattress,
toueh luck unless the adventure takes
plaie in your character 's hometown.
bVtt huui discretion to decide whether
your character could get to his or her
money, and how long it will take.

Some kits have been added to the Masque
of the Red Death mateial in recent issues
of Dragona Magazine. Some of these have
been idded tJthe LtvtNc DEntH cam-
paign as player characte-r options' Players
iv iJhinglo 'use one of  these ki ts must
bring t[e appropriate magazine to the
eame table.
" Fro- issue 2 I 5, the Scientist and Thes-
pian are al lowed. The basebal l  and
Lockev versions of  the Athlete k i t  are
al lowed, but the tennis version is not
al lowed. A1l  benef i ts must be clear ly
marked on the character sheet.

From issue 236, the Exorcist  k i t  is
allowed, but the Enthusiast kit is not
allowed.

ITV TN G I ITNGLET M E AMP AI GTI
upDnfE
The LtvINc JuNcrE Hero Point rules have
been altered, and the restriction that for-
merly l imited nonhumans to one hero
poini has been removed. The rule now
ieads: 'A hero, of any race' may have one
hero point per level." 

tr

tlVNc DrnrH Advanture lVuulth Tabla
Use this table to determine how much money your character gets at the start of

adventures. Amounts in U.S. dollars.

Averaged Sla[
4
5
6
7
8
9
10
11
tz

tJ

14
l5
t6
17
18

1d6
r.4

2d6
s.60

r.75 7.00
2.r0 8.40
2.45 9.80
2.80 11.20
3.1s 12.60
3.50 14.00
3.85 15.40
4.20 16.80
4.55 18.20
4.90 19.60
5.25 21.00
5.60 22.40
s.95 23.80
6.30 25.20

3d6
12.60
15.75
18.90
22.05
25.20
28.35
31.50
34.65
37.80
40.95
44.10
47.25
50.40
53.55
56.70

4d6
22.40
28.00
33.60
39.20
44.80
50.40
56.00
61.60
67.20
72.80
78.40
84.00
89.60
95.20
100.80

6d6
50.40
63.00
75.60
88.20
100.80
tt3.40
126.00
138.60
151.20
163.80
176.40
189.00
20r.60
2t4.20
226.80
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trrpdigY|
Cp.eatiort Guidelines

VnnstoN 2.0
Mav 1997

Lwwc Cttv tournaments are held at con-

ventions throughout the world' RPpA@

Network members play their own cnarac-

ters in these events. The more tourna-

ments you play, the more levels, power'

and wealth Your character garns'

You are responsible for keeping a.copy

of your characier and a l ist of all the items'

;.;irh, and experience points earned dur-

ing adventures. Characters recelve ltems

un? .tp.ti.".e points for participating in

sanctioned Network tournaments and

other LlvtNc CITY events such as sanc-

tioned interactive games' No character can

;;;;;;"." thaion" level in a round of

tournament PlaY.
Aly use of LtvINc CirY tournaments

without written Network approval is pro-

hibited. Non-Network members are

encouraqed to try LIVING CITY events' but

.rnlv meitbers can advance their charac-

ters beYond first level'

All characters must fit the most re-

centlv printed AD&D" game rules and the-

it,*'c'tt house rulei presented here' If

an optional rule or rule book is not l isted

here, it is not allowed. Occasionally'-

changes may be made that might affect

your-character. Such revisions are not

made arbitrarily but with game balance in

mind. Exceptions to the most recent ver-

sion of these guidelines must be docu-

mented with official LwtNc CrrY

certificates andl or a signed letter from

RPGA Network Headquarters' Network

HQ will serve as the final authority of

rules for the LtvrNc Ctrv campaign'

Chr;re.acfee- CLolsses
AoaiLabLe'
r Warriors: Fighters, Rangers, and Pal-

adins are allowable classes'
. Wizards: Wizards can be mages, special-

ist wizards, or elementalisrs (hom the

Tome ofMagic).
r Priests: Clerics, druids, crusaders'

monks' and specialty pries-ts are allow-

able classes. Crusaders and monks are

described in Faiths 6 Avatars' Nl

nriests must adhere to the rules out-

iined in the PlaYer's Handbook ot.
Faiths & Avatars. All priests use the.

experience level tables in the Player's
Hindbook.

. Rogues: Thieves and bards are Permlssl-

22 * PolYhedron

ble character classes' Bards must be

human or half-elf and must comPIY
*ittt utt rules listed inthe Player's
Handbook.

Roces
The following races from the Play,er's

Handbookari available for new characters:

h;;"", half-elf, elf (gray, high)' halfling

(hairfoot, tallfellow, stout), gnome'.and

iwarf. The race variants and racial kits

a.tul.a in the Complete Handbook series

ur. ,ro, part of the LtvtNc Ctrv campaign'

Cla.eatirzg a
Cl>cll,p.acteP-

l. You have 84 points to assign to your

character's Strength, Intelligence, Wis-

dom, De"t"tity, Constitution, and Charis-

ma. Regardless of race, initial ability scores

.u.noib. lower than 6 or higher than 18'

firir tl*i, can be exceeded only through-

the use of powerful magic' Characters who

somehow achieve 19 intelligence do not -
sain immunity to first-level illusion spells'

Do not apply racial or age adjustments

to your chariiter's attributes; the charac-

ter;s statistics are "adjusted" when you

assiqn vour 84 Points.
ivurriots purchase an l8 strength with

l8 points' They purchase one point of

exclptional strength for the first ability

ooint after 18, and 10 points ofexcep-

iional strength for each extra ability point

sDent, to a maximum of 18/00' For exam-

ole, Sally's warrior character has an l8/01

Str.ngth; it cost the warrior l9 attribute
point i  (18+l=19) '  Strength of  l8/91

would cost 28 points; an 18/00 would cost

29. if she doesn t spend any points for

exceptional strength, her warrior has an

18, not an 18/01'

2. Your character begins at lst level

and must meet the required minimum

statistic scores for his or her class listed in

the Player's Handbook. For example' a--.

bard must have a Dexterity of l2,Intelli-

gence of 13, and Charisma of 15'

3. Select weapon and nonweapon pro-

ficiencies. Ltlrlc Ctrv characters Possess
nonweapon proficiencies, but not sec- .
ondary skills. Bonus nonweapon Pronclen-
cies foi Intelligence are gained normally'

Languages are chosen as nonweaPon
proficie-nciis. PCs speak their native lan-

guage for free. Nonhumans must buY

"Speak Common." Nonhumans must Duy

thiir other languages from the list given

under their raclal descriptions' PCs can-

not Read/Write anY known language

unless they spend ihe necessary profi-

ciency slot.- 
Nonweapon proficiencies may be cho-

sen from the foll,owing sources: Player's

iindbook, Complete Thief's Handbook'

Complete Rangir's Handbook, Complete 
-.

pitolain" Uon"dbook, and Complete Bard's

Handbook- Unless a cost for crossover

nroup, is specified, all proficiencies from

Eo-fr.,. ilandbooks are allowed only for

the cLss to which the book pertains'

4. Choose an alignment' LtvtNc CnY

olaver charact..t ur" limited to lawful
'g;d, neutral good, chaotic good' neutral'

Ind hwful neutral' Druids must begin

olav as true neutral, and remain so

ihroughout their career' Since rangers

must 6e good, ranger/druids are not

allowed.

5. Calculate hit points: LtvtNc Ctrv
player characters have maximum hit
'oolnt, ut I st and 2nd levels' Hit points for

irieh Constitution scores are added to this'

Fo"r example, Sally's 2nd-level warrior with

a 16 Constitution has 24 hit points' After

2nd level, a character receives half maxi-

mum hit points. Her warrior will have 31

hit pointJat 3rd level.

6. Characters begin with maximum

sold pieces for their classes: 200 for a

Hgntet, ranger' or paladin; 180 for a cleric

oidruid; tio for a rogue; and 50 for a wiz-

ard.
Choose one nonstandard mundane

item, such as a bag of marbles, a pouch of

tobacco, or a cookbook. Valuable items

such as traveling spell books are not con-

sidered mundane items.
Select a kit, if one is desired'
Choose spells. Mage spell books con-

tain four firsi-level spells ofyour choice'

Snecialist wizards cannot have spells from

un oppositg school. Bard's spell books

contain twJfirst-level spells' Wizards add

three spells to their spell books upon g-ain-

ine a new level' and bards add two spells

up"on reaching a new level' These spells

#ay be of any spell level that the PC can

.uri, ,o a 8th-level wizard can choose first-

through fourth-level sPells'



R.ef*ipentent
When any character gains l3th level,

or 1,125,000 total experience points
(whichever comes first), the player must
retire it from LtvtNc Cttv tournament
play.

$kil,l.s qnd Clqss
9.pecip.ics
Players using kits, skills, and items from
the Complete Handbook series are
responsible for bringing those works to

:l:L,.:"r""-ent 
table for the judge's ref-

Woppiolzs
Weapon specialization: Only single-

class fighters (not rangers or paladins)
may choose to utilize weapon specializa-
tion. Specialization is unavailable to
multi- or dual-class fighters. No fighter
may choose more than one weapon in
which to specialize. Free weapon special-
izations granted by kits count as the char-
acter's one specialization. Double
specialization is disallowed. A1l specializa-
tion must adhere to rules listed in the
Player's Handbook.

Parrying, as described in the Player's
Handbook, may be used.

Most weapons, equipment, and non-
weapon proficiencies from the Complete
Fighter's Handbook are allowed, but com-
bat rules (including ambidexteriry,
weapon styles, and weapon group profi-
ciencies), samurai weapons, firearms, and
new armor types are specifically excluded.

Wizopds
Wizard spells may be selected from the

Player's Handbook, Tome of Magic, or the
FoncorrnN RndLMS@ Adventures book.

Metamagic, wild magic, and spells
from the Complete Wizard's Handbook are
not allowed.

Ppiesfs
Priests may worship any non-evii deity

found in the FoncorrnN REALMS boxed set
or Faiths dt Avatars book, but may not
worship a "designed faith" from the Com-
plete Priest's Handbook such as War, Agri-
culture, or Magic.

Specialty priests may select one of the
following gods from Foacorrrx Rrar,l.rs
Adventures or Faiths d. Avatars: Azslh,
Chauntea, Denier, Eldath, Gond, Helm,
Ilmater, Lathander, Lliira, Mielikki, Milil,
Mystra, Oghma, Selune, Silvanus, Sune,
Tempus, Torm, Tymora, and Tyr. Specialty
priests may choose to follow the class abil-
ities given in either FoRcorruryRrar.us
Adventures or Faiths (z Avatars. In addi-
tion, all priests (not just specialty priests)
of one of these named powers may use the
spells giyen in Fqiths 6 Avatars. Only

priests of a certain god can use that god's
spells; for example, only priests of Oghma
can use the Oghma spells.

Demihuman specialty priests may
select any non-evil elven, dwarven, gnom-
ish, or halfling deity as it is presented in
the Monster Mythology handbook. Such
specialty priests must be of the race of the
deity (half-elves are elves), and must
adhere to the strictures and requirements
listed in Monster Mythology.

Spells for clerics, druids, and specialty
priests can be found in the Player's Hand-
book, FoncorunN RzaLus Adyentures, and
Faiths 6 Avatars. All priests have minor
access to Tome of Magic spells. Combine
spells, quest and faith spells, and spells
from the Complete Priesf's and Druid's
Handbooks are disallowed.

Material components are required for
anywizard or priest spells normally
expensive to cast.

New weapons from the Complete
P riest's Han db o ok may b e used (except
nunchaku).

Bap.el>anbed Conl,bqt
The LrvrNc CIrv campaign allows bare-
handed combat, using the unarmed com-
bat rules from the DuNcrol,rMasrra@
Guide andthe Complete Fighter's Hand-
book, inchding specialization in unarmed
combat styles and martial arts. No other
unarmed combat rules will be used.

House rule: No weapons may be used,
no gloves worn, no items worn on the
hand or carried in the hand that change
the damage done may be used in bare-
handed combat. Items that change
Strength without being worn on the hand
can be used in barehanded combat: e.9.,
girdles of giant strength.

Unarmed combat specialization is
available to all characters, but only single-
classed (not multi- or dual-class) fighters
or monks may specialize in more than one
form as described on pages 77-78 ofthe
Complete Fighter's Handbook In addition,
these characters may use continuing spe-
cialization. However, when such a special-
ist changes classes (as in dual-class) the
character must henceforth abide by the
restriction ofthe new class, even after the
character exceeds the level ofthe first
class.

Ifu/.aLti-Clqss qnd
Drg.o,l-C[qss
Clzcrp.actep.s
Multi-class characters are allowed as listed
inthe Player's Handbook. Multi-class char-
acters may choose to be specialty priests,
but they may not possess a kit, weapon
specialization, or be a specialist wizard

(except that gnomes may be multi-classed
il lusion ists).

Becoming a dual-classed character
costs experience points equal to halfwhat
it would take to reach 2nd level in the new
profession. These experience points "buy"
the new class.

For example, Steve has created a
human fighter who seeks to become a wiz-
ard. It takes 2,500 experience points to be
a 2nd-level wizard; therefore, Steve's
fighter must spend 1,250 to buy the wiz-
ard class. The fighter spends the experi-
ence points, which are erased from his
experience point total, and is now a lst-
level wizard. If the fighter began with an
18/51 Strength, he continues to possess
that exceptional Strength. Ifthe character
had been begun as a wizard, no excep-
tional strength would be possible.

Dual-classed characters must follow
the rules for dual-classing as given in the
Player's Handbook, plus the house rules
given here.

A character may acquire up to two
classes in the LtvtNc Ctr v campaign, as
long as the character has the ability scores.
Alignment restrictions must be observed.
Bards may never be dual-classed.

All experience points gained now
apply to the new class. Ifyour character
uses skills, spells, nonweapon proticien-
cies, or other special abilities ofhis previ-
ous class, the experience point award for a
oarticular adventure does not count.

Dual-classed characters can possess
only one of the following: class kits, spe-
cialist magical abilities, or specialty priest

abilities. A cutpurse (thief kit) who
switches to illusionist loses the kit abilities
possessed as a thief; such specialized skills
atrophy.

Pupc}l,rrsingEqrriprnent
PCs can purchase weapons, armor, sup-
plies, and other materials at the prices
listed in the Player's Handbook. These pur-
chases should be made outside of tourna-
ment play, though certain tournaments
might offer opportunities to purchase
goods. Additional items may only be pur-
chased from FoRcorrrry R ea LMS Adven-
tures, Arms and Equipment Guide, and
certain works in the Complete Handbook
series (Fighter's, Thief 's, Wizard's, Bard's,
Ranger's, Paladin's, and Priest's). No other
books contain items for purchase in the
LvrNc Crtv campaign. Magic items are
acquired only through tournament play
and at special RPGA convention activities.

Trading among PCs is welcome. 
tr
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I I of the mysterious mage, 'lulrun' r nts

I | *tut, wi look more closely at his statis-
E-5 fics, game use, a-nd what would happey

ffirharacteis"ron ,rross him in the frozen North.

throat.

by Eric L. BoYd

PersonalitY
Tulrun is naturally reclusive and cantankerous,. although he exhibits periodic bouts

of eeniality. He retains ,fr. 
""*."iaitti"tt 

ofcivilizatiSn from his baibarian heritage'

;;?il;;;fiio.,.t tn. ati. ilt"th his cantankerous exterior' the Tiger Mage nurses

the heart of a lovelorn 
'.o**ti.. 

Tulrun is very leery of trusting others-, and keeps a

barrier between i,i-r.fiu'nl'.;."i;h; *;,fla'Jiii- friend. The archmage has lost

;;;f.;;;a; ou.i trt. years, and he cannot bear to lose. another' 
- - :

Amons close friends l;?;il;hi,;;*gr1'nuq more rhan one or two, if that many)'

r"rilii, i,'i"iil,il;";;;;;'il;;;;;Lt.. ii..njov'strong mead, games of strategv'

and hearty rauShter. , 
".";;:#;;;;;;;iliJi;'niovr 

to"uet'-und--tumble weaponless

combatandlikestochaliengeguestsatterun.u,ty,-.ulto"awrestl ingmatch(heis
rarely bested).

Interests & Objectives
fii.'JJ$:fi"Yy"1"?.:",;d his,nrstrg"-'-i'1h:3':'1:"lil**'.,il1:i:T"t:i;.;"t
ili.ff.'"?"11'J:'L:it;'i ffi; ;"d il' ;"pied citv' slveryT":l lklr;^he cares
-L ^..+ 1L^ €^+- nf +hp o^nrllv races in the Nbrth, he iS mOre Commonly Consume(
uUo"t tft. fate of the goodlyraces in the , ii6'it 

"t"i! 
..mmonly consumed with

;$::Hi1ff;Ji:: #:l-,ry;;dv il;;ii'li-i u't'"li-over the vears' rurrun has
- crossed paths wrth .";J,l*; .;ii;;ri;;; and other powerful being.: T1ll..-,:"::3:i';;if;?r1iiiJ""t.';;iii;;'t;;;'40qt!-.'-tgY::1l3-Ts"'j:t1l:)sseopal l rs wrtrr .LUurrLreJr JvLrr lqr l r rv -^,-  

- : - - - ;dhis 
f r iends"canbe counted

ang..id many- of them. His enemies lt l1g]91::,. . -r^11^nnoAh., nennhwre3lil1iii'i.'nT#;:;.l:'If ,{i:l:{i..q*lllt'#l5li;*,'Ln:,'.lt:a sinqle hand. As a result' lulrun ls regularry ""iffi;tilr:#;;r"#;;.p_
*i-.?t 

""a 
powerful monsters' In p,articular' 1.,^ .^^ ̂ r+r^ -^-a;;;t";';.'{;"f *r'it attgons foibeing a terrib.le foe of the race'

Manv wvrms ot ilre rcy'n-rth seek tJ cut their eye teeth on his

For the past century' Iulrun nas Deen consurlrtrlr wrru

".f.i"* 
,f"*" his seiretive enemy whom he believes totrackine down hts secretlve enemy wnolIr rrs r ' 'Err

;l",'l;i?tii ;h. ;Li[.arason, Ariuthator' rowards this endmanipulate the whlte dragon' nrau[ltatur' ruv

he has d'ispatched an army of spies throughout the western
;l-. ;Ji;;;nv sort of clue to^the perpetlator' Tulrun has,.ul-i seeking u.ry roii of .t". tgihe perpetlator' Tulrun has

"*;;;Jth.;.Gof 
f,roGtot for the ngil T1s.er tribe' and workt

frr."ui. i" uadition, f"ii"" U.fi.".s the rise ofa nation centered on Sil-

u..-v..roor, *ould be a-poJive development and works towards that objec-

Strategies & Tactics
In most srtuatlons, ,rrr..r-rifu,rorc spells that allow him to avoid direct confrontation'

The reclusive archmage fi.f.., to set two foes against each other rather than wade

n the last issue, we detailed the history
Tulrun.This

Tulrun has been consumed with

trve.
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into combat, fireballs exploding. A com-
mon tactic employed by the barbarian
wizard is to cast a monster summoning
incantation and then immediately
depart by means of a teleport spell. In
such situations, Tulrun usually teleports
to the lair of a nearby monster in the
region of commensurate power and
involuntarily teleports it into the ongo-
ing battle by means of a teleport other
incantation (detailed in Dnrcott@ Maga-
zine #220\. The beholders ofthe Rua-
thym and Ice Mountains have grown
tired ofthis tactic, but continue to
unleash their fury at the archmage's
forcible recruitment on Tulrun's foes.
When his "hired guns" prevail, Tulrun
tlrrically returns them to their former
I6iatiori along with half of the monetary
and magical loot of their fallen foe.
Within the Cold Wood, Tulrun has been
known to lure an opponent into one of
the numerous glades which dot the for-
est. The archmage then casts a freedom
spell to release a foe he imprisoned
decades or even centuries earlier. Tulrun
teleports away, scries the ongoing battle
by means of a clairaudience spell, and
returns to imprison the victor.

When he does battle directlv, Tulrun
cloaks himself in defensive incantations
such as stoneskin, Tulrun's tiger mantle,
and ironguard, and wades in. When
fi ghting -barbarians of other Uthgardt
tr"ibes, iulrun employs spells suc"h as
Tenser's transformation and shapeshifts
into the form ofa gigantic snow cat. In
combat with small grouPs of opponents,
the archmage has long practiced his
shapechanglng skills, and can cast spells
from a varietv of forms that normally
preclude spellcastinq.
' elthoush Tulruriis known to favor
feline form"s, few realize that the form of
a tiger is a natural shape for the arch-
mase. Aeainst weaker foes, Tulrun con-
sidirs iti point of honor to employ as
wide a variety of forms as possible. The
Company of ihe White Wolf is still fum-
ine after being routed by Tulrun in the
foim of an al--mi'rai (horned rabbit).

Abode
Tulrun's semipermanent abode typically-
resides in the eastern reaches ofthe Cold
Wood, due north of the city of Sund-
abar. Created by the archmage's per-
sonal spell, Tulrun's tremendous tent,the
Tiqer Mage's residence is a small, gaily
colored si-lken tent nestled in a clump of
gnarly oaks atop a stone platform sup-
ported by five stone legs.

Inside, the tent is much larger than it
appears, and it is possible to wander its
.ieeant corridorsTor hours and never
seei familiar hall or chamber. The lay-
out is also subiect to chanqe between
visits to the arthmage's holne. Tulrun
has created several libraries, reading

rooms, studies, Iaboratories, summon-
ing chambers, and practice halls in his
extradimensional home. There are
numerous bedchambers, privies,
kitchens, dining halls, and lounges, as
well as extensive baths. There is even an
armory, drill room, and small hunting

them to Waterdeep. Uncomfortable at
the thought ofan extended foray
amongst the bustl ing populace of the
Citv of Splendors, Tulrun recruits the
PCi to continue the investigation and
hunt down the killers.

tr
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by Ro ger E. Moore

ast issue' we looked at StePhen's
Spmuttwmnn@ campaign, set in the
Tears of Selfine near Toril, home of
the FonGoTTEN Rnt.rus@ cam-

poWlttis time, we-look over.StePhen's shou.lder as
he works out the ecologies of his Tears cnmpaign'

tauna.
Or is it? Because each Tear is onlY

10 miles diameter or less, a stable ecol-
ogy on a Tear cannot support very.Iarge
creatures. Anythtng over tne slze or a
human is likely to iun out of food and
starve. Individual Tears are not likely to
have exactly the same ecologies, either;
each of the'several dozen Tears with air
envelopes could have markedly different
encounter tables.

Also, since most visits to the Tears
come from Toril, Toril's wildlife will

i

likely be present in abundance-at least whatever wildlife survives best in this envi-

io"tir."t] (In short, expect to meet some giant rats')
The key issue in a.t..-i"i"g u T.u.'. #ildlif., Stephen decides, is noting.which

int.it-i'n*i'.ul.i live on or visit ihat Tear. An intelligent, spacefaring race will have

;;;;ri;;; .""t."f o".r the ecology of its world, an"d und6sirable piedators probably

became extinct long ago unless they found some way to escape or sur\'lve.- 
fn. various refe"reices cited in ihe previous articie say that the Tears.have been

lone inhabited by humans, beholder f,attions, elves, and other races. A dwarf citadel

;d;J ffitii;;toire appeari in the Tears in the DuNcsoN@ Adventures module, "Visi-

t*r f-- Above." The infamous Stardock asteroid (described in the third DwcEoN

Cnewr" adventure, Stardock) was visited by mind flayers from Glyth. After some

research, Stephen comes up with lists of only some possible Tears inhabitants:
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Intelligent spacefarers
From the lg8gSprluavven boxed set,
1993 Foncorreu ReRlvs campaign
boxed set, Realmspace, and MC6
MoNsrRous ConprNuult@ Kara-Tur
appendix: humans (particularly from
Shou Lung, Wa, and Faerirn ), gold and
moon elves (particularly from the Impe-
rial Fleet, Evermeet, or ancient Corman-
thyr), drow elves, half-elves, shield and
gold dwarves (from Faertrn), Faertrnian
gnomes (illusionists command spell-
jammers), tinker gnomes, halflings,
hengeyokai (from Shou Lung or Wa),
dracons, giff, neogi (with slaves), mind
flayers (from Glyth in Realmspacewith
slaves). beholdei races and beholder-kin
(from H'Cath a in Realmsp ace),
aarakocra andlizard men (from Coliar
in Realmspace), and, of course, the
arcane.

From MC7 MoNsrnous
CorutpnNrrutvl SpprrlavueR Appendix # 1 :
grommam, hadozee (with elves), lakshu,
rastipedes (digging tunnels). Reiger and
Iakshu are less likely but still possible.

From MC9 MoNstRous
CoupENuulr SlEnyaurrlrn Appendix #2:
aperusa (almost certainly!), gravs, mon-
itor (one only), scro, xixchil.

Stephen next looks at minor intelli-
gent races and less intell igent wildlife.
FIe knows that islands cai haue so-.
very peculiar creatures, such as the
dodot, moas, and Thsmanian wolves of
Earth (all are now extinct). With this in
mind, and assuming the Tears have
accumulated weird creatures from all
across the Known Spheres-particularly
with the Rock of Bral drawing trade
ships in-stephen produces more lists.

Tribal folk, flora, and fauna
From the MoNsrnous MANUAL" tome
(brought in from Toril by spelljammers
or gatAs)i various small birds, f ish,
insEcts, arachnids, reptiles, and mam-
mals, brain moles, brownies and kill-
moulis, carrion crawler, cave fisher (in
tunnels), centipedes, dopplegangers (in
human groups), dragonets, fungi (all
sorts), gileb iuhr, giih pirates, gobli-
noids, eolems and other constructs,
greil, glemlins, kenku, lurkers, mimics,
moldi. monqrelmen, mudmen, oozes
/slimei4elliei/puddings, otyughs, small
horses, carnivorous plants, ropers, rust
monsters, sprites, stirges, troglodytes,
undead (especially skeletons and zombie
workers), xorn, yuan-ti.

From MC6 (brought by sPell jam-
mers from Shou Lun[ and Wa): bake-
mono, goblin rat, hannya, hu hsien,
korobokuru, kuei, nat, p'oh, tengu.

From MC7: aartuk, albari, argos,
beholder-kin, chattur, iammer leech,
mortiss, rat (all types, from Toril and
elsewhere), rock hopper, slinker, aster-
oid spider, slmbiont, infinityvine (cre-

ating small, vine-covered asteroids),
wryback, zard.'From 

MC9: alchemy plant, buzz-
jewel, contemplator, moon dragon (only
one), fal, feesu, firebird, gossamer, gul-
lion (lots of 'em), lhee, mercurial slime,
space owl, silatic, skullbird, sleek, sluk,
astrosphinx (-uybe one), stargazer,
starfly plant, yitsan, zurchin.

From MC14 MoNstnous
Corr,rpsNuun FrrNo Fouo@ appendix:
aballin, al-mi'raj ("space bunnies"),
denzelian (carves tunnels in asteroids,
creating homes for other creatures),
gorbel, kharga, ruve, symbiotic jellir
zyqraat.' -From Realmspace;powderPuff,
crispyleaf, and piainsjin (from,e.nadia).

Finally, the Tears might have some
"asteroid imitators" among them, mon-
sters that look like rocks or small Tears
but are something else entirely. These
are threats to spel'iiammers bdt would
not often bothEr the ecosvstems of other
Tears.

"Asteroid imitators"
From MC7: astereater, gravislayer, space
mimic, rogue moon, murderoid (small).

From MC9: bloodsac, gammaroid
(m"yb. a dead one's shell), meteor-
sPawn.

Putting it all togetlrer
Stephen-can pick and choose when
assembling encounter tables for a par-
ticular Teai, though he wants various
elements to fit together. Following are
examples showing how he can use the
above information.

Long Block
Lons-Block is a rectangular Tear, five
mile-s long, two miles ri ' ide, and one
mile thicli. It was a titanic, lifeless rock
until some long-ago spell jammer or
wizard droppef, aTew derizelians here,
which tunneled through the rock for

centuries. Long Block is now honey-
combed with narrow tunnels. Many are
lined with metal ores that the denzelians
cannot digest.

The uiper surface ofLong Block
became .buered with variouispecies of
fungi and molds after a food-hauling
spefljammer was abandoned here 200
years ago. |ust under a century ago, a
eroup ofrastipedes settled here and
Segan collecting and exporting metal to
d#arves at Whiiestone, who turn it into
finished goods, and sell them to other
groups in the Tears. Some of the fungi
ind molds are quite tasty to rastipedes.

Apparently out of spite, the neogi at
Iourri&'s LesL (their own fortified Tear)
dropped u et"o"up of umber hulks on
Lone Block-a decade ago. All were slain
with'in a year, but rasti-pede losses were
serious. fhe rastipedes now go out of
their way to fire on neogi-style vessels,
and their few ships cafiy extra weapons
to attack any such craft they encounter.

Years of trade with other Tears have
introduced minor pests to Long Block:
chattur, stirges, al-mi'raj, ravens, sleeks,
and "mere" rats and centipedes. The
rastipedes put up with these critters, but
they take drastic measures to kill rust
monsters and other metal-eaters.

Nearly aJl the rastipedes live under-
sround on Long Block. Entrances to the
Extensive tunneis are hidden and ar-
mored against invasion, with defensive
weaponiy hidden by magic or ground
cover. From wildspace, Long Block
Iooks fuzzy and colorful, thanks to the
fungus anil mold feeding on celturies. of
debiis that once coveredits surface. The
rastipedes need to import water, how-
ever; eventually they hope to fill a great
reservoir in the cenier of their worldlet,
making them fully indePendent'

Next issue: A final look at the Tears.
U
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a lonq time, and she doesn't l ike your
pet ailimals," is not especially exciting'
' A better interaction for Torth the

druid might be: "You've known Elena
ior a lonitime. She loves animals, but
pi.t.nainot to like them because she

[nmt t .utittg for another creature shows

*.uL".tt. Sfre's so wrong! It's worth try-

ing to change her mind and show her

iiol" *onde"tful your pet snake and cat

unJ *.ut.l and 6irds are, even when she

becomes nervous and fakes a sneezing
attack."---- 

iikewise, the interaction from Elena

the mage to Torth might be: "Torth

iou.i nitut. more thin people, 91d $at
makes him difficult to put uP wrth' Pets

are a l iabil i ty to adventurers' and.rust get

i.r the wuv. He always insists on shoving
his p.t animals in ybur face! You tell

hi. yoo". allergii, but the next thing
you know You wake uP with his Pet.
snake in vour bedroll, cat hair on all ot

nout tp.ftUooks, and a stufl' nose from
your allergies. He'lI never learn that the

6nly reasin to take pets on an adventure
is ai a mobile food source"'

Remember, characters don t have to

like each other' In fact, some of the most

.*.it1ng games I've played in involved
PCs wlio"didn't get along well' There is

nothins more frustrating to a player

than seiing an interaction that says' -
"Dorok thi Weasel is a good--for-.noth-
inq thief whom You trust no turther
itiin vou can thiow him. But you-don't
mind working with him because he s a

so;; t.urn mEmber." Characters like this

li"-ot. common in tournaments than

vou would think.
' A better interaction might-be:
"Dorok the Weasel is a good-tor-rotn-
inq thief whom You trust no turther
;-d;t 

" 
can thiow him. You can't stand

io U.'i" the same room as him. If You
didn't need his permission to marry his

iltt"t, yood have thrown him out of the'

udu.niuting group a long time ago"',
Now, You have tension between tnree

characters, with a good reason why their

relationship doesn't break down into
out-and-orit Urawling. A character who

is passionate about his or her feelings is
ofi.t u character that is fun to play'

Personality
Alone with gbod interactions, the core
of a sirong c"haracter is personality. This
section ofthe character sheet should
describe how the character sees the
world, and tells the player what quirks
and characteristics his or her PC has'
One mistake some authors make is to
turn this section into a detailed charac-
ter history of adventures. Actually,

unless it relates directly to the current
adventure, a detailed history is fairly
useless to the player. The space is better
snent describine how the character goesspent describing how the character goes

throush life and'what they think they'rethroush l i fe and what they thint( they re

l ike. S"ome authors also include a sample

quote or a one-line role-playing sum-
mary, such as "impetuous and outspo-
ken,'but tongue-tied around women
youdon't knbwl'
' Don't make the mistake of crafting a

Since the difference between a gre.at 
-

tournament and a mediocre one is the

aualitv of the player characters' you

iron't want to make them an after-
thlueht. In this article, we'll talk about

ia"ih";". themes to think about when

vlJte wtit ing your game and crafting
{'"ui .ftu tu.tit: inteiaction s, personali ty'

iogic, and comPleteness.

Interactions
Even if vou've never been to a gamlng

conuerriio.t, you ve probably seen adven-

tures published here in PolvHs'pRoN's
ii.*tlit.. When you look at an example

ofone, you ll notice that below every

ih*u.i6tt description and personality
is a section on how that character tnter-

acis with fellow adventurers' Character

o.itonuf itv and interactions go hand in

irand, but for me, interactions come first

when writing characters'
When yo"u start dreaming u.p. PCs. f91

vour next adventure, start thinking right

i*uv uUo"t what theY know and how

tft.r/ f..t about each other' Two of the

i;CJ 
-igt'tt 

be brother and sister' or.bit-

i.iiiuufi for the attention of a third PC'

Olher pCs might be best friends, in love'

involved in a Iong-running argument' or

loval and trusted companions' Retlglous

feuds and social prejudices between
.hutu.t.tt are also fossible' Whatever
iri"ii q"itt t, the goil is to make the PCs

fii tositit.t well, 
"making a believable

erou6 with no loner character, indepen-
Sent'from the other PCs. If you have

one PC with less interaction than the
oil't.tt, that one player will probably , ,
have less fun than the others at the table'

and that's never ideal.
Imagination and creativity are the

keys to Zreating exciting characters'
Think carefully about obvious stereo-
tvpes, such as blfand dwarfrivalries'
Vniu also want to try to avoid boring
interactions where ihere is no hook to
role-playing. For example,. the interac-
tion between a party drutd and party
maqe such as, "You'ue known Elena for

"" 
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character with no weaknesses or person-

ality flaw-s- PCs who,have no problems
arebne-dimensional, and aren't as
much fun.to plaY. {nY
secrets a character nas
should be included in
the personalitY
section. HoPe-
fuIly, they're
secrets that
provide a
role-play-
ing hook
to help
make

! ;
a
!:
:l

the PC
come
alive.

When
you
cfeate a
priest
chatac-
tef,
always put
a brief
summary of
the god's reli-
eion and beliefs
into this section.
When a player is in a
tournament PlgYlnga
dwarf priest 6f U'Lia, and it
doesn'-t sav anyr,vhere on the
character sheet who U'Laa is, the player
is in trouble. However, if you write that

U'Laa is the god 6f F,arth' the player has

the opportuiity to play up the holiness
of dirt and refuse to heal anyone who ts,

clean. A religious description helps' and
can add quiie a bit to a iharacter's
depth.

'If you are writing a multi-round
tournament, remember to make copies
ofthe characters for each round and
chanqe them to reflect what has haP-
pened aheady. TheY mav age,.lose,or
gain magic items, or begtn tn.lurec tn
iater rou-nds. Doing this adds realism
and helps players keep track-of items
found in the Previous rounds.

When vou've finished interactions
and persoiralities for all six characters,

,r%,
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read them all carefully and make sure
they match. Having five other character
interactions sav that vour PC sneezes
continuously, and never having it men-
tioned on your own character sheet, is
easily avoidable and shouldn't happen!

This is also a good time to ask your-
self if you would enjoy playing each
character. Ifthe answer is no, then you
mieht have one or more weak characters
wh"o need to be tweaked and improved.
If youre happywith your work and
think every PC will be fun to play, move
on to the details.

Logic
Onde you have personality and interac-

tions worked out for all six PCs,
it's time to rough out details

^ 
such as appearance, abil-

ity scores, savrng
. throws, combat sta-

than fat, you should never see (as I once
did in a game) a 5'6" female warrior
with a l7 Strensth and I6 Constitution
who weiehed in-at  l10lbs. !  A more real-
istic f iguie might have been 130 lbs. or
more.

Proficiencies are also incredibly im-
portant for rounding out and adding
depth to acharacter. Interesting profi-
ciencies (or their lack, such as a paladin
who can t ride a horse) make a character
more fun. If you use a proficiency that
isn't in the Player's Handbook, detail it
on the character sheet. Unusual lan-
suases are often qood as well, but be
Eur."nrt not to ovirdo it. I recently played
in a tournament where a fellow player
looked at his character sheet and stated,
"Yep, I 'm just a good ol'farm boY
turned guard, who happens to speak red
dragon!"

lve also seen PCs who sPeak mind
flayer-and who would teach them?-
when it is usually considered a purely
telepathic language. So, take a hard look
at the logic oiyour characters, and make
sure it makes sense.

One fun technique for imProving
characters is giving them unique or
interesting items, or better yet tying
their item-s to the adventure itsel[. ln
one memorable event bY a Network
author, the PCs needed a red filter to be
able to read an important secret mes-
sage. It was up to the players to figure
out why their characters were carrying
rubies.'Make sure, however, that you
fullv describe anv unusual items that
you assign your characters. When thief
characters in a recent tournament event
were carrying sharkskin, most players
and DMs'ali[e didn't know what it
could be used for.

\{hen you assign magic items, use
loeic here as well. Never give characters
eime-busting items like a staff of the
"magi unless t"hcre is a really good, plot-
driien reason for it. Remember as well
never to give items llke a hammer of
thunderb"olts that take all the challehge
out of combat encounters' The best kind
of masic to include somewhere in an
adveniuring party are items that offer
role-playini hoolis. Rude talking swords
and ihiireri of love are both good exam-
ples of this.

Completeness
Finalli, check for completeness. This
means double-check your accuracY
when it comes to calculating THAC0s'
alignment and racial restrictions, saving
throw bonuses, weapon speed factors,

and armor class. Then, when you're sure
that every PC is perfect, give them to
one of those friends who's memorized
every rule book, and have him check the
PCs as well. A lot of mistakes crop up
when people forget to include all com-
bat bonuses, or use incorrect weapon
statistics, or forget that rings ofprotec-
tion and magical armor just don't mix
well.

For thief characters, make sure the
thiefskills are accurate and adjusted for
Dexteritv, race and armor. For wizard
characters, double-check the levels,
power and game balance of their spell
tooks, andiist out all spells that tlie
character has available. For priests, it is
even more important to list every perti-
nent spell in every sphere that the priest
has aciess tol Yes, tltis is a pain and it
takes a while, but it is also essential, as it
stops a player from having to delay the
same *hile he or she digs through
6ooks to try and pick spells when every-
one else at ihe table is ready and waiting
to play.

'Finally, check for typos and spell ing
mistakes.'Even though most spell check-
ers usuallv choke on words like THAC0
or Evoker, it's worth running the spell
check on your personality and interac-
tions sections a1 the verv least. When it
finishes, rereading a printed copy can
sometimes identify additional typos'

tistics and infor-
mation,

proficiencies,
and belong-
ings. After
you do, go
back and
take a
look at
the
charac-
ter with
a criti-
cal eye.
Do the
statistics
and pro-

ficiencies
make sense

and match

a high Charisma or-Dexter-
ity. After all, the average human

ability siore is 11, so while almost all
PCs have some high scores, they should
also have some low scores (9 and under)
as well. Remember, perfection can be
boring, and weaknesses can be fun to
Dlav.' 

Along the same lines, use common
sense when determining character
heisht and weight. Many authors under-
esti"mate the wiight of characters, result-
ing in men and women who would be
co-nsidered scrawny and anorexic for
their height. Since muscle weighs more

%*:H#Roder-
clumsy, don't assign him
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PeRsc.Y2clitie,s o[
Nof'e
A coLL ecfiort op NPCI [a-ow) Rooens

BLupp
This page offers a selection of personal'

ities which judges are encowr&ged to use

as background characters in aAven'
taues. Authors are encowaged to write
them into aduentures specifically as
weLL Recuning NPCs helP create a

feeling of condnuity and community at

the game table.

Capf'ain Dornirzic
CattleP.
?th Level Male Human MYrmidon
(Fighter)
Heisht:  6 '3 '
Weight, 191 lbs
Aser 37
Halr/Eyes, Black/Blue
Alisnment: LawfulNeumal
Languages, Common, Dwarven,

Orc
Dominic Cuttler is the leader of

a mercenary group that is part of the

army now defending Ravens Bluff.
His plate armor is alwaYs shinY and
spotless, he always seems to be
si"nding at attention, and he is
notorious for charging into impossi-
ble situations and never retreating'
"The greatest leaders never retreat'
ed," he is fond of saying. He likes to

so into battle with a long sword in
one hand, and a short sword in the
other.

Dominic was born to a wealthY
merchant couple in nearby Elturel.
His childhood was plush and com-
fortable, and also boring-very' very
boring. Although his father tried to
get the boy onto the familY gem

business, Dominic showed no inter'
est whatsoever. He spent most of his
time as a boy leading a gang of
friends, picking on the younger kids
of lesser social status, committing
acts of petty thievery and doing
anything else he could imagine to
liven things up a bit.

Dominic's life really didn't start,

30 p Polylredron

as far as he is concerned, until his
parents sent him off  to mi l i tarY
school in hopes of channeling his

high energy into more constructive
areas. He has never been able to
thank them enough for that deci'
sion. He loved it. He esPeciallY
loved to spend hours Poring over
epic war poetry and military histo-
ries, skipping over anY mention ot

defeat or retreat and reading the
most heroic Parts over and over' He

sraduated near the top ofhis class.
Since graduation, he has served

in several campaigns and collected a

band of tough, loyal mercenaries
who will follow him anYwhere.
High military discipline is main'
tained within the group at all times,
and any sign of weakness or threat
to Cuttler's position of authority is
dealt with most severely.

Cuttler and his men alwaYs vol'
unteer for the missions no one else
wants to take. Cuttler will allow
others lo come along on these sui-
cide runs, if they think they're brave
enough, but the mortaliry rate for
these adventurers is quite hlgh. Thls
doesn't really bother the captain, as
he has little regard for outsiders.
Obviously if an adventurer can't
take care of himself, that man didn't
belong with his elite group in the
first place. However, if someone sur'
vivei a few missions with him, and
respects his chain of command, he
may consider allowing them to join

in his quest for glorY.
He sees the battle for Ravens

Bluff as hls big opportunity for dis-
tinction and he's not going to waste
it. He wanrc the accolades and
respect he has dreamed of all his
life, and he wants it NOW. He will
allow no one, not even ultimatelY
his own men, to stand in his waY.

-by EricaWoollums

Nooh
3rd Level Male Half'elf Rogue
Heishr: 51 1rr
Weisht, 92lbs.
Ase, 26
Hair/Eyes: Light Brown/Hazel
Alisnment: ChaoticNeutral
Langnages, Common,Elven

Noah is a vandal. PerhaPs he is

simply misunderstood, Yet he is
proving costly to the citY' Noah,
irifted in from the north just before

the war began. Not the tYPe to be'

lieve in war, Noah set about sPread'
ing messages of peace and love. He
lost his family during a senseless war
over land. Since that time, he has
traveled the Realms searching for
freedom from power struggles and
battle. His only weapon is a Paint-
brush.

Without regard for others' ProP'
erty, he paints his opinion for all to
see. No edifice within the citY is
safe. His brightly colored, exotic'
and elaborate works of art currently
demonstrate the uselessness of war
and the tragedies of combat. Most
citizens might agree, but with the
city under attack and no Peace in
sight, Noah's pictures merelY en'
hance the desperate feeling of the
populace.

Noah is adept at disguise and has
so far moved about the citY freelY.
The Watch has been too busY to
spend resources on him despite pres'
sure from higher authorities. Some
officials have suggested that he is an
agent of Zhentil Keep, sent to de-
moralize the troops and the citizens
to aid in the takeover. Others are
merely amused by his talented
efforts. The Bard's Guild is reput'
edly looking to recruit him, but he
remains aloof.

b't SherrieMiILer



Wanted: Classified Ads from RPGA'
Network members. Advertise your gam-
ittg group, /our "lg 

product to sell or
fidde, or your desire to fi+d ?-g?ryi-tg
sroup. Sehd submissions by UIS. Mail
6r email to the addresses on page 2.
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RAVENS BLUFF REVISTTED
Wh6n: Nov 20-23 Where: Princeton
MoteFHotel, Princeton, NJ
Whafs HapPening: LlvlNG C|rY and
LMNG DEATH events
Cost: Contact organizer
Contact: James White, 3 Foursome
Drive, Marlboro NJ 07746

FANTASY QUEST !I
When: Oct 24-26WheJer O'Bannon
Community Center, Buffalo, MO
What's HaPPening: RPGA events'
other role-plaYing
Cost: Contact organizer
Contact: Gamers Association of Mid-
America, Jeff Fox, 2436 Fall Creek Road,
Aot. #4. Branson MO 65616

Geu Cott '  1997 Game Fair
npCA; Network Pinnacle Event Winners
Due to some technical difficulties' we were unable to announce
lfr. pi""".i" g".nt *l.tt iii at the'Game Fair' We.apologize' and

;;;;i t[;; here. congratulations on a job well done'

Top LIv lNc" CamPaign
Plaver
George Vellella, fr.

Best Heroic Fantasy PlaYer
Klim Altman

Best Heroic FantasY fudge
David Kelman

Best Heroic Sci-Fi PlaYer
Donald Bingle

Best Heroic SciFi fudge
BenjaminZarit

Best Horror Player
Craig Walker

Best Horror fudge
Karen Gunderson

g2 # Polyhedron

LIvrNc Campaign

Donnelly

Network Club Challenge
Winner
l  s t -The ComPanY of the
Framed Adventurers (2nd Year in

a row)
2nd-DOGS
3rd-Clan Yeoman

Top
fudge
Daniel

Top Overall Player
qu'alifiers had to pliy a minimum of 5 events. Here are the top five'

lst-Doug Rosson (avg.25.17 in 6 events)

2nd-sholomWest (avg' 23.74rn 7 events)

3rd-Saul Resnikoff (avg.22.51 in 7 events)
4th-Don Weatherbee lavg. 22.06 in 7 events)

sth-Kl im Altman (avg.21.93 in 8 events)

Top Overall fudge
quiifiers had to judge at least 7 events. Here are the top five.

I st-Daniel Donnelly (avg. 176.5 in 8 events)
2nd-Tom Prusa (avg. 169.5 in l0 events)
3rd-Vic Polites (avg. 160.3 in 8 events)
4th-David Kelman (avg. 158.0 in 8 events)
5th-Karen Gunderson (avg. 154.0 in 7 events)

Thanks again to everyone who worked so hard to make this 1.ear's,pro-
gram a st...ss, especially Cheryl, Troy, Willie' and Tom, without

whomlwouldhave gonecrazy. -RobertWiese
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Pray-hd[[\flu$ SERtflustY
lAcfvantagc>
t The most powerf-gl.resources for gamers can be
! vours slmilv bv filline out the order forms on the
I Gix or tnis-paEe. sarTe time and money running
i your own gryFqigns gnth ngry gYgtlll-t-o.n -^ ̂ cvour own'"'L?,l?jr 

Hf[11i13#f illi l[fl,Tog;."' /A$qS:burucrol@ Adve
the games vol,t play with tlre titest spells, m;
item-s, kits, -and inslde information found only in
DnncotQ Magazine.

DUNGEoN and DmeoH are registered trademarks ol TSR, Inc. @1997 TSR, lnc' All rights reserved'



Amount of palrment (send U5. funds onl$:

Name

Address

Power-uu vour gaming exPerience!
Fill out tlfis Eard anfimail it, wlth your payment'

to the address below.

crtll te/Prov'-

country ZiPlPo$al code-
ilethod of Payment:

n Chck D Money Order D MasterGrd D VISA

Credit Grd Number

- ftpiration Date-MC Bank No.

Sove 460/o ofr Newsstoncl Price!
Subscription IlPe:
E New I Renewal (enclose mailing label)

Ib U.S. addrcsseg
n 1 year (1 2 issues) fot $34.95
n 2 years (24 issues) for $63.95
n 3 years (36 issus) for $89.95

To Gnadian addrcsses
n 1 year (12 issues) for $41.95
n 2 years (24 issues) for $75.95
n 3 yean (36 issues) for $103.95

To foleign addrcsses
n 1 year (12 issues), surhce mail, for $57.95

Ssves DMs frme and moneY.
Subscripffon IlPe:
! New I Renewal (enclose mailing label)
Ib US. addlesses
n 1 ye* (6 issues)tor $19.95
n 2 years (12 issus) for $35.95
D 3 years (18 issues) for $49.95

To Canadlan addlesses
[ 1 year (6 issues) lor $24.95
n 2 years (12 issues) for $44.95
il 3 years (18 issues) for$64.95

To foleign addrcssec
! 1 year (6 issues), surdce mail, for $42.95

BB24O

Mail this CIrd with PaYment to;
Dnrcon Magodnel Duvatott Adventws
TS& Inc.
P.0. Box 469107 subscribers ln the U.s' and Gnada wlll receive

Escondido, C 92046-9107 their firsl issues wlthin 8 t0 l0 weel15'

or FM 619-73g-4g05 
AII pric6 ar€ subJect to dange without notice'

Amount of Palrment (send U.IC funds Only):

Howto Otder:
Simpfy fill in the coupon and send to DnecoN Magazine/Dungeon

Adventures Subscriptions Dept', P'0. Box 504, Leicester, LE1 6 OAD' or

telephone +44 (0) 858 4'l 051 0 and quote your credit card number'

AII subsalpfrons wiII start wlth the nqt mnllable lssue

Mr./Mrs./Miss Initials_

Sumame 1. I enclose my dreque/postal order for f-

Street (payable to Dnncou MagozineJ Dur,tcror't Adventursl

a*'fi1lfif.tffi'5'tr5rr " " 
nr 

" 
t'#Access'sa 

Account

countv ExPiry Date:

Port,od. 
--.-- signitun: Date:-

countrv , 
please tid< herc if pu do l{ot wish to ruetue details of spcial oftrs or new prcducb n

Futfith€rn: Ahn t{,uls lntemational, competion H0use, Famdon R0a4 li,lailet Ha$oumugn, Leistersiirc, u,K ltl6 NRg

o*"o* 
"nj-ouJ"-.o*-"iei"jisr"rLo 

tt"oemarks of TsR, tnc.@1997 TsR, lnc. AII Rlghts Reserved
BB24O

@
- ' 

ADVFNTURES

n12issuestoU.Kaddresslo| f34.95[6issuestoUKaddressforf l9.95
n 1Z irtu.t to European (non'Ul0 I 6 iszues to Eurcpean (non'U'K')

address fur f41.95 address for f24'95

Palment

,$\R

Power-up vour gaming eNperience!
Fill out tlfis 6ard and-mail it, wiTh your payment'

to the add:ess below
Name
Address
city State/Prov'-
Country ZPlPostal Code
Method of PaYment:
D Check
Credit Card Number

I Money Order n MastetGrd fl vlsA

MC Bank _ Expiration Date-

Mail this card with Payment to:
Dnrcox Mogadnel Dunceox Adnnturcs
TS& Inc.
P.O. Box 469107 subsalben in the U.s. and canada wllt recelv€

ESCOndidO, CAg2O46'g107 theirflrstlssueswithinstolgweel$'

Of FAX 61 9_73g-4g05 
All pdces are subiect to dlange wtthout nouce'

/as$R
Arnount of palment (send U.S. funds only):

@
4ADVENTURES

Swe 460/o qf Newsstqnd Price!

Sub*ripdm llpe:
n New n Renewal (enclose mailing label)
To US addrsses
n 1 year (1 2 issues) for $34.95
n 2 years (24 issues) tur $63.95
D 3 yean (36 issues) for $89.95

To Gnadian addrcsses
n 1 )ear (1 2 issues) for $41 .95
! 2 yean (24 issues) tor $75.95
il 3 years (36 issues) tor $103.95

To fioreign addrcsses
! 1 year (12 issues), surhcemal, for $5795

gv6Dnils$neqndn aIEY

Subrcipdon [Pe:
n New n Renewal hndose mailing label)
To US. addresses
n 1 year (6 issues) for $1 9.95
n 2 years (12 issues) for $35.95
n 3 years (1 8 issues) for $49.95

To Gnadian addlesss
n 'l year (6 issues) for $24.95
n 2 years (12 issues) for $q+.gS
n 3 years (1 8 issues) for $64.95

To forcign addrcsses
n 1 year (6 issues), surface mail, for t42.95

BB24O



ll|TruTER FnruTAsY'* 98wkrc
ANn{}1"{
UNX"IfuT$TED

Corrrzention
FeIr 26.-}[v7.ar 1, 199a Chicagg' IL

(Dates and location are TENTATIVE and subject to change)

Hotel inforrnation will tre in

Utlur rnailbsx soon!

Questions about the con?
Contact andon@aol.com or
r-614-856-3976.

Questions about Network judging?
Contact rpgahq@wizards.com or
r-425-254-2266.

Especiallv for Judqes!
i  Lrvnc Crrv^ Judqe Unlv Special-iudqe 2

slots of Ltvlnc Cr"rv and 1 slot of any "other

event to qualifv!
' See the la'test ih qames and campaign

worlds from the i[esiqners themselvts!
Get a leg up on your friends.

New Schedule:
'  Seminars scheduled between games, not

during them, so you can choode both!

Soecial Events!
^ Alrenntrv'Preview, Demos, and Tourna-

ments!
' Come eat with vour friends at the Awards

Lunch on Sund'av, then stav to see who
wins the 199? Cfub Decathlon, who grabs

I arn corning to Wruren FnrurnsY! u Sign me up for the RPEA Judge Training Program
r Work minimum of 15 hours and qualifu for free

admission**
. Work rninimum of 3E hours and qualifg for free

spdce in a quad room**
** SubjeEt to avallabilitg

Fees:
$25 Earlg Bird on or beture Nov- l, 1997* [save lFl[ll
$3O Pre-reg [save $5 over the at-the-door ratel
!i35 At the door
$2-5[I Event fees unless otherwise noted
. Date listed is the posimark date; pre-registrations should be postmarked no later
than five days after this date. Not responsible for late, lost, or damaged mail.

Circle "J" fol the games you want to
iudge, and "P" for the games you
want to play,

Lrvrrue Cmv Feature
Lrvrr.rc Crv Judge Only Special
Lvrrue Drnruil Enigma
Lvrrue Denru Feature

send $1 5 along with the club name, the names of the players and the slot desired.
should not register individually for this event.

JorP

JorP

JF
JorP

JorP

iorPiJorP
iorPl

I
I

lJorP
iJorP

JorP

JorP

JorPl

JorPl

JorP

JorP

JorP

JorP

JorP

JorP

JorP

JorP

JorP

JorP
JorP

name of any product without mentioning the trademark status should not be construed as a challenge to such status. Permission to photocopy for non-sale purposes granted. r
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