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The RPGA' has bo!en undergoing a revision of the 
Reg ional Director progranl to empower the Regional 

Directors to help build and sel'/{! the Network. and to C01l\­

pensate them for the money they spend Oil OUI (and yum) 

behalf. The names in the chart on this page belong to those 

members who read the Ilew job descriptiOIl and agreed to 

step up and serve you as best as they can. 'nlanks to each of 

them for putting their time and energy at your disposal. 
With this change, we'd like to lecogllize (once again) till: 

Reyional Directors who have served up until now and are 

stepping down. Thank you especially for your service, dedi­

cation, and positive attitudes. nIl' retiring regional directors 

are: David !..aMulle, Chris McGuig ~ n, Gene Lus ter, Tom PI\l S~, 

James Peoples, John Hinkle, Michael Schneider, Scutt 

Thome, Ed Gibson, Robert Farnsworth, William BUT'Ier ,Jr., 

Mary Schmitt. Mark liberman, I:tic Kline. Ed Peterson, 
Barbara Bruser, Kevill Kulp, Peggy O·Connetl. Michete 

Graham, Marc Soderberg, Sherrie Masdon, Bill Bullock, John 
A.T. Vaccaro. Dennis Couch, Shawn Bemis. Faeghan White 

Wolf, Charles Sagui, Fran lIart. and William Corey 51. 

HOW THE REGIONAL DIRECTOR SERVES 
The Regional Directors serve the RPGA Network by 

acting as a locat member contact and coordinator of KptA 

activities within the re9ion. The RL'gional Director should 
be workill9 to promote t he RPGfI in 11 positivt: light an(1 to 

be growin9 the roteplaying hobby. Within their legion, • he 

Regional Director is the Network's representative. ,1nd as 

such can provide valuable selviccs for memUers. 

The Regional Director promotcs the RPGA within his <.II 

her region and in other regions when visiting. This broad 

category includes ass ist ing with CO llv"nt ion organil~ I \I)n 

as IIE!"1'ded to make $ur!.' that RPGA events are run sllcn~ss· 

fully, hetpillg conventions which have never {l11l RI'GA 

"vellts to g~l them. sClving as a CO llduit for inforOiation 
for meOibers , allswering qnenions trol1\ nw",h('I~< 

-
PRESENTING YOUR RP&A RCGIONAL OIRE:CTf)RS 

assisting retail stOICS with the ADVENTURER'S GU!LD ' ~ pro· 

9ram, and hclping clubs out as lleceS5aIy. 
The Regiollal DilCl'tor a lsu sel ves as the primary 

information source for t he l eg ion. [n May, the 

Regional Directors wit! begin publishing bimonthly 

IIcwsletters for mllmbers ill the regions informing 

them of what is IIA[fpening. The Re9iOllal Director 

helps members find cOlwelltioliS with RPGA evellts, 

answers qllestiolls on RPGA policy, and generally helps 
provide the iJ, for mation that l\I~ lI\ bers need to get the 

most oul ot their IIIClnbership. 

Regiol\ill Oiledors keep 1[0 up to date on regional COil 

cerns al\d he ljl us address those concern~ in a timo!ly 

111;Ulller. Thl.'y cOOldinale with LIVING'" Campaign coordi­

na tors to help those programs grow within the region, and 
tlwy settle disputes bctw~n members as best as they can. 

They selve as thl! regiolw\ authOlity ill I.!VING Campaign 

matters when such is necessary. 

Regiunal Directors have the opportunity to pro­

mote milny Network programs through the ir 

iuvuivement. and you should meet YOUI Regional 

Director as soon ilS yOIl can. Tho! better he knows you, 

t he better ho! call help you enl,ance your RPGA Incm­

bl!rship experiences. Alld you may even be able to 
help the ReglUl:~1 Director. The Regional Director has 

,\ lu t ot t hings tu do. dnd could nse yuul help . Helping 

your Re'llOlldl Uirt-ctUJ is ~ way to become more 

involved wilh yom melllbeuhlp. 

Notc th<lt these Re(!ion~l DirectOIS only .serve members 

in the Ullittld States <lnd Cauada. Regional Directors and 

Branch H,magels ill othel rl'!liOllS can be found on the 

RPGiI websit~ or in the lucal puu1iCdlions fOI those areas. 

Rl"lioMt DirectUl' Il!C\'ive free membership during their 
t~lIns, frPl' ,1dmwiol1 to the GEM CON"' Game Fair, an dnTlUdI 

sl lpl'nd paid in qllMlclly illstalhncnts, ;md lcilllbmsement 01 

re~M)llrlllle I!Xpell~.\ (\"pcrl(ting un the RPGA's bud<]et. 



WHY DO WE PLAY? 
Here at HQ, we get kind of a distorted view of what is 

happeniug out there in RPGA~-tand. I used to call TSR the 
-ivory tower" because I felt that we who served at HO were 
far from where anything was really happening. While this is 
1I0t as true as it used to be, there is a certain filter through 
which we at 110 perceive the state of the Network. Why? 
Because we get a lot of news by the narrow funnel of what 
is told to us, and we do not see all the fun you have when 
you play together. As a result, sometimes things look a lot 

more negative to us tha.Illhey perhaps do to you. 

When I joined the Network back in 1991, I did so 
because I mel a great group of people who I liked to play 
roleplaying games with, and they were aU members. The 
mOIl' I tra~led to COIlS, and judged, and played, the more 

great people I met. I can truly say that I have not ever had 
a bad game with the RPGA. Everyone I played with se1;!med 
to know that we were all in it to have fun and play the 
AO&D" game, or whatever we were playing. 

The NetwOlk has changed since that time, as Kevin 
Melka pointed out two issues ago. Campaign events, espe" 
daUythe inunel15ely popular LIVING Clyytll Campaign, have 

added a different dimension to Network play. In Classic 
events, members play (at least in my experience) for the 
experience itself, because the only treasures they take 
away from the table are memories and stories. In 
LIVING CITY play, other treasures exist, those little things 
called celts. Because of these tangible things that go to 
individuals, selfishness creeps in, and the results are 
cheating, bad feel.ings betwet'n players, and divisiveness 
among members. Though only prevalent in a small number 
of "bad apples." these problems have become so great that 
hardly a day goes by without me hearing about some 
problem of this styte. r think that some people have lost 
track of the reason that we play roleplaying games. 

Rolepl.a.ying games ail! fun, like any other games are. But, 
roleplaying games are a special kind of fun because they 
combine imagination and (feative expression in a group 
social environment. RoIepbying games are group activities, 
not something you do byyourself. Becaru;e of this, when you 
get into a game you have decided to have fun in a group, and 
that means that the good of the many becomes more impor­
tant than the good of the one (yQu). In playing RPGA events, 
you do not always have control of who is in the group, but 
that does not change the fact that the fun ofthe group is the 
main goal of the game. As a person altendiJ1g a RPGA event. 
you take on the responsibility to help make sure that 
everyone has fun. This is really important. 

'0 fjfIIo Um",,= , HOrn fROM HQ 

• RPGA TOP 50 

• TABU: TALK D((ATII.lI.OM UPDAn 

• H£MBER SPOTLIGHTDA¥ID MPAY , INJ[RN£T 101 UfolCOVl.II~ CU\l1m 

• El)IINlSJ[R"S EVERWINKlNG £VI 

" CITY STORIES TH( TU~IN' WlllD. lOCI'll 

The cheating word came up just now. and it's an ugly word. 
Bllt what exactly constitutes cheating behavior? Cheating at 
Network play indudes any of the following behaviors: 

Copying official magical item or other celtificates 
from LIVINGDI campaign games without pennission 
and for any purpose other than the one they ale pro­
vided for. This means that convention coordinators 
copying or printing certs for use at game tables at 
their conventions are doing t he right thing and so are 
campaign coordinators authorized to produce certs. 
but any other kind of 
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printing or copying certs is 
wrong. It is also illegal. 
Violating the letter or spirit of 
the guidelines in place for 
LIVING campaign play. The 
letter part is pretty obvious, 
but the spirit of the IUles is 
just as important. 

In an effort to figu.e w t wI1it we hiVe out the.e, the I.JnI; em­
cimpaign staff .equests Ihal all pla~ e.s with cenificales lor I'""J' 
thing \ll\Usuil send or In a cop!! to IIPGA HO by ApOI ISth. Uousuil 
things include: semi.retirements, cffled auction races or options 
not normal"" allowed in the ClmpaiKn, g",ndfithered cha.actm 
from past revisions of the .ules. Magic items do not need 10 be sub· 
mitted. Include on the Ceft the player name. ma.actef name, and 
playe. RPGA num be •. Make good copies, so that the issuinK siana. 
ture is lIS llisible as it ift$. Send \a Hll al the add.ess 00 the mailer, 

Playing RPGA scenarios with 
advance knowledge of the sce­
nario and using that 
knowledge to your benefit. 

o. fa~ 10 425·226·3182. Ho scans please. 
Mw April 151h, we will re·certify these exceptions and unusual 

clISe$. and by June lSI a"!jlllinaunusuji thai we hiMI not seen and 
.e,ce<ted will be void. So send yours in right away. 

ROBERT SAYS 'CHEATERS NEVER PROSPER" 

E~~ne ha! a slightly different idea of what fun is. In RPGA 
roleplaying, fundoes not include cheating. You might think itis 
fun, but it is not 1IOO!ptable behavior in the environment of 
RPGA roleplaying. There are actually very few such pecple, but 
they have a huge effect. We, as members, must find the people 
who cheat and let them Jrnow that their cheating behavior is 
Ilot wanted. Although we at HQ are the governing body of the 
Network, WI! cannot be everywhere. You, as an individual, must 
watch foryourseli. When you identify cheatil1g behavior, call a 
person on it. Those who continue in cheating behavior after 
receiving a Watning are not we\.o:)me in RPGA play, and wm be 
removed. We will make a public statement about 
the unaccept.lble cheating behaviors of those 
caught, 50 that you know and can choose not to 
play with people whose idea of full is dearly 
destructive to the community. Working together 
is the only way WI! can stop this problem, and 
return to a friendlier time for the Network. 

We are friends playing together for the fun 
ofthe group. Keep that ill mind the next time 
you sit down at a RPGA event. 

Until next time, 

~ WOLFtOROS Of MALAR 

" SHAOOWRUH SIWWIK WUoItIIESSlS 

" GIFTS FRO'"' BELOW A'Y~SAl.It[UCS 
~ ROGUES GAtuRY 

" G£N (ON' PREVIEW 

" COlMHT10NS 

" ClASSlnEOS 

" R£AOER SURVEY 

... niustl1llor Hannibal King 
gelS relrO with his 
Dietie5 &: Demigods 

hom~e. 
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eillDpiI'f!D 
P'ilUUPG 

!\.INK ~""f AVG. PD INWCANES 

01 Tom Jorgensen 

02 Ross B Barnes 

03 Joe Masdon 

04 Richard Marflak 
05 Rita E Wyers· Rivera 

06 Catherine McClurkin 
07 (,a ig MAllen 

De Wade Beeler 

09 Rabert Elkins 
10 Jean Rab/! 
11 Oivid Duick 

12 Greg Sherwood 

13 Laurie Fox 

14 John Hinkle 

14 Dale King 
16 Lindsay Markus 
16 Mark Geary 
19 Michael A Donovan 

18 Carl Davis 
20 Craig W Slate 

20 Eric Isbell 
22 Jeff Whitecotton 

23 Grant !lolling 

24 Lars Granrud 

2S PaUl W Dorothy 
26 Oan Donnelly 

27 Seth Johnson 
28 Matthew J Brown 

29 Richard E Reiter III 

30 Russ linden 
31 Derran Stanley 

31 Laura M Harvey 
33 Brw::e Graw 

33 Mitchell K Clark 
3S Jeffrey Scott Meyers 

35 Ceri Mullin 
35 Phi l Tobin 

35 Bradford S Hart 

39 John ,1, .1 Vaccaro 

39 Robert E Burns 

39 Emmitt N Noey 

42 Reinhard 0 Riumey!!r 
42 Je remy Gaffney 

42 f'atri ciaAJackson 

42 Kel ly Harman 

46 Chuck Wharton 

47 James K Campos 
48 Bob S laUderdale 

48 Lawrence J Ramirez 

50 Scott Kalman 

25/9 
24/9 

23/34 
23 / 26 

23/22 
23120 
23/11 

23/9 
23/8 

22/34 

2212? 
22121 

22115 
22112 
22112 
22/1 t 
22111 

22110 
22/ 10 
22/8 
22/8 

2217 
21/3 6 

21/25 
21123 
21122 
21/21 

21119 

21/13 
21/12 
21/11 

21/11 
211tO 

21/tO 

2119 
21/9 
2119 
21/9 

M 
21 /8 
21/8 
21/7 
2117 

21!? 

2117 

20/47 
20137 
20/31 
20/31 
20/29 

e'ilGG'e 
P'ilUUPG 

RANk N .... E 

01 Elic Tam 2417 
02 Paul Bushland 23110 
03 Kev in W Kulp 2317 
04 Craig Walker 22/12 

OS SCOlt Dulac 21/9 
06 Jonathan Naughton 20/17 
07 Randall W lemon 20/9 
07 Tracey N Peart 20/9 
07 Ken Ritchart 20/9 
10 David Baker 

11 Rand~ R Cox 

12 Donald J Bingle 

13 Robert Hobart 

14 Laurie Fox 
15 Klim Altman 

16 Andrew Carso 

16 Sulenna Nicholson 

18 Thomas 0 Ottem 

18 Thomas Tabor 
20 Sau l Resnikoff 

21 Kevin Elmore 

22 Moll ie J Brewsaugh 

23 Steven T Helt 
24 John Kinkle 

2S Linda Bingle 

26 Robert Mason 

26 Matt Lovell 

28 Andrew Vanhooreweghe 

29 James Calvin Kelley 
30 Dewey A Frech 

30 6rett Bakke 

30 Sho lom J West 

33 Samuel E Sherry 

34 Jayson Rock 
34 Keith J Weepie 

36 Philip Paul Martinez 

37 Barbara R Tysinger 

38 Aerine R Caerwyn 

39 Gregory Dreher 
40 Richard Bingle 

40 Adam Ii Mo .... e 

42 Edward A Pe terson 

42 Robin Vitti 
42 6ill Legate 

42 Suzanne Darrow 

46 William McCaig 

46 Chad PaHernon 

48 Linda Ba ldwin 

48 Lee A 61ankenship 

20/8 
201t' 

19/18 

19/16 

19112 

19/ 11 
19/8 

19/8 
19/7 

19/7 
19m 
18/ 12 
18/ 10 

1617 

17114 
17113 

1711 0 
17/ 10 

17/9 
1718 
1717 
V;7 

1717 
16/ 11 
16/ to 

16/10 
16/9 
16/8 

16/7 
15120 

15/12 
15/ 12 

15/ 11 

15/ 11 
15/ 11 

15/ 11 

15/9 

15/9 
15/6 
1518 

• 

R.~K N.~E A'iG. POI~ rs,'COUNr 

01 Wes Nicholson 179131 
02 Jeffrey j Morri son 178/15 
03 M i ch~e l Schneider 177112 
04 Steve Hess Inl9 
OS Daniel Llewellyn Inl7 
06 Jason Nicho ls 176/22 
07 Marc Silve rm~ n 175/8 
08 Byron Keirn 175/7 
09 Alan Eaton 174116 

to Paul A lellem 

11 Kenn Boyle 
12 Joe "Iceman" Pavlico 

5/1/9B TO 2/1/99 

13 Joel E Youngs 

14 lieatherVan Buren 
15 James R Wynen 

16 Richard Do ld 

17 Richard 8ri ll 

17 Jonathan Naughton 
19 Dameon Green 

20 Claire M Hoffman 

21 George Fulda 

22 John W Richardson 

23 Wayne Bevan 

24 6re tt King 
25 Vic Poli(es 

25 KimWinz 

27 Dennis Burdick 

26 George Aber 

29 Marjorie E Duncan 
30 Chris(opher S Gurney 

31 Roben A Tomihiro 

32 Gail L Reese 

32 Mark Somers 

34 Weston Peterson 
35 Kriston K Pelz 

36 Jon Maakes(ad 

37 David Schnur 

38 Kimberly A Wetzel 
39 Dav id'Bujard 

39 Adam Norman 
41 Randy Wilde 

42 Steven C Sampson 

43 Seoa Kalman 
44 Chuck Whar(on 

45 Paul Pederson 

46 Bill Reynolds II 
47 Daniel Lafleur 

46 Donald J 6ingle 

48 Matt Lovell 

50 Elrandon Kavanagh 

174/12 
173125 

173 /21 

17311 
172/31 
172/ 19 
171/ 11 

171/10 
1711tO 
170 /25 
110123 
170/ 11 
170/9 
110/8 
17017 

17017 
17017 

169/21 
169/ 14 

169/11 

169/9 
168/ 12 
168/11 

168/11 
16817 

167120 
167113 
167112 

166/16 
166/15 
166/15 
16617 

165/ 19 
165/14 

165/13 
165/11 
165/ 10 
165 /9 
16S/8 
16S/6 

164/26 



CONTEST 
James Buchanan of Duluth, MN, sug!l~sted this contest, 

and it grabhed our fancy. The transportation vl'sseis of 
public leaders are very ilnpor tant and cany a status with 
them almost equal to that of the leader they transport. Air 
Force One comnlands mOIl' U!spect than just an ordinary 
1'"' hecause the President is on board. In the LIVING CITY'" 
campaign, we have a Lady Mayo\ who has served for nearly 
two years. With the city at peace and rebuilding welt she 
has time to devote to personal pleasure. 

Dp.sign a yacht for Lady Mayor Amber Thodell. [t must be 
one of the ship designs plinted in Of Ships and the Sea or 
Pim(es o/tlle Fill/en Stars, and luust be suitable for a liNd of 
slate to use for personal transport and diplomatic endeaV<Jrs. 
Include deck plans, the crew complement, descriptions of 
spt'cial NPCs aboard, and some adventure ideas. We'll haVl! a 
model of the winlling ves~el buill for display at the G£N CO N 
2000 Game Fair. The winner wilt receive a copy of Sea of Faller! 
Stars and a ropy of Drizz't's Guide /J:J the lInderdel/t, both when 
they rome out. So put your nautical design talents to work! If 
you don't have any, then do a little research and fake it. nlis 
is fantasy, so who will know? 

Entries must be rffeived at the RPGA office by July 
30th. 1999. Entries must include an electronic version of 
the submission, printed deck plan maps that are clearly 

Sublnit your web address by the deadline. We'll cruise the 
sites. and judge them on the same cr iteria as newsletters: 
information tonten!, presentation. and ellJoyment. 
BEST NEW DECATHLON EVENT 
Dead!ine: June 30 

III PlIU, 4 polnlS 2nd Pllu: 2 points Plflldpl .lo .. , I point 

Rtsults pOlled by: July IS 

Every year we make up these events, and it's not easy, 
believe us. Now it's yOUi tum. Propose a De(athlon event of any 
ki nd. in the formal shown in th is article. It c~n be as wild as 
yoo want,. but it must be something a dub aln do, preferalXy 
something that takes more than one person to accomplish. 
We1l make the best events pal t of next year's competition. 

MOST TOURNAMENT ROUNDS JUDGED 
['.It nl Periodl: January 110 lolly 31 

h t PlIO" 4 poin' , 2nd PIICI : 2 points Plflicl pol lon: 1 poInt 

Rnu lt5 pO~1ed by, Jul~ 15 for th e fi~l period. 
All rounds of scored and posted Network events judged 

by dub members during the event period qualify. Don't 
worry about writing on the scoring pack; we'll find judging 
occurrences by RPGA number. As with last year. this event 
is normalized by dub size, so the results will be in terms of 
average number of rounds judged per club member. 

CDHTEsrs, DECATHALDH5, AND WHERE: THE: HE:LL ARE: THE ALL LETT£RS?! 

legible, and a signed Standard Disclosure Form. Entries 
should be no longer than 3,000 words total. 

CLUB OECATHALON UPOATE 
The Decathlon event ~Best Char<lcter in a non-AD&O® 

game System- was very popular. We had 27 entries from 9 
different clubs. You'll see several of the best entries on 
pages 22-25 of this ismI'. The PM PlaY1!rs took first ptace 
with OllO by Rocco Pisto (for Ars Magica 4th €d.). ARC 
Fellowship took second place with Professor PrilXis by Joe 
Masdon (for Vampire: The Masquelade). Special Mention 
goes to Malk Barnabo of Death Warmed Over for his sub-­
mission of ~Coefficient of Friction Man~ for the MARVEL 
SUPER HEROES '" Game. 

THE POINTS FOR THE EVENT ARE, 
PM f'1a\lers ........ ..4 GLRPGAC . . ....... 1 
ARC Fellowship ....... .. .. ... 2 OSOUIP ......... .. .... ... .. .•.••• 1 
OragonWing RPS .... ..... .. 1 GAM ............•....... 1 
DWO .................... _ ......... . 1 81a.;k Hand .......... __ ...... 1 
GUR ..•...............•.........•. 1 

THE OECATHLON EVENTS FOR APRIL 
THROUGH JUN E ARE: 
ONE ROUND TOURNAMENT 
OeJdllne: Ap r 3D 

lsI PI lle. : . polnll 2nd PIle" l polllU Pa,lleip"ion, 1 point 
Ru ull. posted by, May 15 

Write a one--round toumammt in any game system we u.se 
in the tournament program. The tournanlent must include 
six 01 more well-developed encounters and neceSSaly maps. 
!'\.ayer characters are requi red when applicable. It may be 
designated for a specific convention. Submission iJ\$uuc­
tions are available in Polyhedron 133 or on the website. 

BEST CLUB WEBSITE 
Deadline : loll!! 31 

1st Place: 4 poinll 2nd Plo.e, 2 poln.. P ... klp~lio .. 1 poInt 
Rel ulu posled b~ : Jun. 15 

ntis event recognizes dub creation on the wolld wide web. 

MOST SERVICE TO THE NETWORK 
EV'nl Periodt: Jan 1 to April 30, Iotsy llG Jut!! 31 
II. Ploco: ' polntS 2nc1l'1acl: 2 poIn.. I'I1cp: 1 point 

Relull. postld by: Ma y 1S, flrll period; Au, ]0, 

" 'Gnd period. 
Service points earned by all club members will 

be totaled at t he end of the event periGd, and 
averaged by dub size. All iJ\$tances of service 
have to be reported. but there is no form neces­
sary. Service at conventions must be reported by 
the convention RPGA coordinator. Service to pro­
grams (such as volunteering) or to the UVI NG'" 
campaigns must be reported by the appropriate 
person in charge (Campaign Coordinator. program 
coordinator. or Regionat Director depending on 
t he situation). 

SPECIAL DECATHLON EVENT ADOITION: 
MOST CERTIFIED JUDGES AS CLUB 
MEMBERS BYTHE GEN CON~ GAME FAIR 
EYent Period: Jan ht tG Au,.lh 

1tll'1ac.:. poi"" 2nd Plac.: 2 point. I'I1cp: 1 poIM 
Retulls posted b~ : Sept 15th 

We want all RPGAjudges to attend our certifi­
cation seminars and receive certification as a 
way of improving games for our members. 
Because this program can now be run by 
existing cert ified judges and Regional 
Directors, you can run the seminars at club 
meetings and arrange proctoring (graded 
judging) for local conventions and game days. 
So, the club with t he highest per~entage of cer­
tified judges in its membership by the Gen Can 
Game Fair will get Decathlon points. To enter 
this event, just get your judges ccrtified and 
the information to Jae Walker by t he end of the 
evont period. Jae manages t he certification 
program, and should be contacted to arrange 

LACK OF LETTERS 
The,e Is no lettell pille this i.s.$Ut 

bec.ause IItI ON IllS written us any ~eTl 
recftIt\y. Our ...abo.: is full of Ienewall 
ilnd M"W mtDIbel"Ships .. 00 conwntion 
OIdfll and ADvt:IlTUIUI"S GUILDlIO oroftl 
and so folth, but 110 letten telling us what 
you think. So. Uke a minute to ttU US wh.I.t 
you think alxtut the iPGA. the 
I'oaHEDROI" Jf~. the Kite of the 
world. anythinq. RflDelIIbef, the ImB$ 
page Is a forum 10' ym> to shire your opin­
iOIll with othllf members, not just the 
I tlff. 

READER RESPONSE SURVEYS 
Issue 132 (Oc:tobe) poducwd .. nice slew 

of !UpOnseI. Not IMIOUgh TfSponses to pn­
sent J Ilawtical analysis, but the 
lespondenti _ to favoT Not.. from HO 
;wi l.ettm.. Ilminst.... ~ Eye 
City Stories.. the ~ inS ~ Mtide: 
lhe idYmtUle Audition, the c:.mt ofMMks, 
the Non-weapon proficiency IlIIItIif list, 
Powell IMI Be. Judge Vilting TIps. 
Conventions. and ~ On the other 
IwId. the VimIM SNttIe update _ gma_ 
1liiy not PUfefled, and the II$!: 01 the itemI 
in the issue received J putty I¥fI1 spread of 
relponsa. Conglatulation to member 
Jostp/I CollinI 01 Mitlon.. WI. He I'riIIII copy 
oI~o.m.. 

The response survey fOI wue 133 
(DtcenIber) .u und~ng. TNnks 
10 those who RIll one, but the ' fSults were 
not tIIOUgh to teO w anything. Mich;te{ 
Watts leceives a copy of Van Ria,n', 
Hotu,... HImut'. Compendium. 

Botto. Iinr: lend in II"ICU IIUIYey$. We 
will put the IlIfvey online sometime in the 
riel!: fewmontlu, to make it easlerfocyou to 
respond. Until tt-. we'd love to get Nil 
frOJQ JIlU. We NCOIMIfIlCI. 111M you copy the 
$\Uvey and then complete it. to thot you 
cion,! ruin your magazine. but well ~ 
them iLl long as they ale legible. 

the certification seminars and proctoring. It's not too 
lale to form a club and get in on the competition. , 
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WHO'S DAVID PAPAY? THE 
LIVING CITY'· "WHO'S WHO" DATABASE 
COORDINATOR, THAT'S WHO. 

In 1982, r went to GEN CON- East II (yes, there were 

regional GEN CO N Game Fairs back then!). TSR has a few 

tables in the 

dealers mom and 

they were seUing 

copies of their new 

module RJ: To Aid 

of Falx. The gen­

tleman working at 

the TSR. table 

explained what the 

RPGA was all abOut 

and I decided to 

join. My first 

RPGA· membership 

card was a hand-written lIote certifying that I WdS a new 

member of the RPGA. As it happens. the gentleman who 

told me aU about the RPGA, signed me up, and peulled 

my hand-written membership note was also the author 

of the module: Frank Mentzer. 

I didn't have contact with Frank again until the mid 

'90s, when I startl!d getting interested in the collec­

lable aspect of D&D·/AD&D " merchandise. Frank 

provided me with a lot of information about the early 

days at TSR and descriptions of the various printings 

of modules. This information was instrumental in ere· 
ating and maintaining my web site of -TSR Item Notes 

and Trivia: which still exists today (at 

). 
although I haven't updated it for some time now. 

I had also maintained a pria! list of D&D/ AD&D 

items that were sold on t he net. Frank sold quite a bit 
of his coltection during the years I maintained the list 

(from about 1995 thlU 1997), and he forwarded me his 

pricing information. My olliine price Ust for used and 

out·of·print D&D/ AD&D items was the de--facto price 

guide from about 1995 to 1997. Unfortunately, it 

required a lot of work to maintain, and I was no longer 

to keep up with the increasing !lumber of sales and 

auctions on the net. The list beul11e dated, and it is no 

longer published on the web. 

r never quite understood what aU this -UVING CITY" stuff 

was until Origins 1994 (in San Jose, CA). At the oon I 

pla)1ed. in a few AD&D events with pre.generated charac­

ters. My last event was Sunday morning alld I almost 

didn't go, exeept that it was a LIVING Cm event, and I 

wanted to give it a try. The idea of making your own char­

acter seemed novel. 

rill so glad I decided to play! I knew then and there that 

the I.IVINGCITi campaign was what [had becnlooking for. 

It provided me with the opportunity to play and develop 

the same ella.acter. just like in a home campaign. 

In 1996, I began helping Don Weathe rbee maintain the 

Who's Who (now the LIV!tIG CITY Roster of Heroes), and 

after a while Don transitioned the responsibility to me. 

Basically, I receive the -Who's Who~ sheets from all the 

tournaments and enter the information into a databa.se. 

Until re4:ently, I had been doing this on my own, but 

over the past few months some other RPGA members 

8YST£VC JAY 

from various parts of the country have been helping. 

The database is implemented in Microsoft Access '97. 

1 use the replication feature to create multiple copies of 

the database, which are then emailed to the various vol­

unteers. When they have completed their updates. they 

email their copies of the database back to me, I syn· 
chronize their changes back into the master copy, and 

then I create new replicas for them. 

I haven't played a classical tournament in years. My 

wife is the one responsible for introducing me to 

what's become the biggest "threat" to my LIVING CITY 

adventuring: the DRAGON DICE"' game. It all began with 

two DRAGON DICE Starter Sets for Christmas back in 

1995. My first tournament appearance at GtN CO N '96 

was nothing stellar· J was eliminated in the first 

round. But I continued to practice, refining both my 

tactics and army-building techniques and at GEN CON 

'91 won l td place in the World Championship. I went to 

GEN CO N '98 not expe4:ting to do anywhere near as wen 

- but it turned out that 1998 was my lucky year: I cap· 

tured t he DRAGON DICE World Championships and the 

Sealed Box Championships. 

The DRAGON DICE Game has occupied a lot of my time 

over the past few years. I ran demonstrations of the 

game extensively at conventions and game stores as 
part of the RPGA's demo program, and am very active 

online on the Dragon Dice mailing list. Al conventions 
you're more likelylo find me running Dragon Dice lour­

nament and demos thal you are to find me playing in 

LIVING CITY, although I'm lrying to balance the two a 

bil more these days. 



'[hI! Ih('IOI~ II I this I$S!H' IS rdig i"u, wj", II i~ ,'l'l: dilliy ,I 

dehrdtl! tOPIC ..... ~p('ci.llly IIh,,/I ~l ('{l,lL"! lu fhtetn\'! SIL,'S. 

SlI\ce we're yOilly to h~ tLIl-lnciwJ 11110"9[0 J lI'lLlcfidd, 

IN'I I\\dkr SllLe W~ It ail nllt 011 lil~ Ii,)ilt InoL TIll' views 

anribeli~ls fuuutl 01' IIt~SC wt!b ~ite, ~I<' those 01 tl,~ ~;te 

creators, lint 01 TSR/I'IOTC or I h~ ac' )'01, n.is m!nrnl,llinn 

is h~iny plrsel\ted fOI lise III dev~lopinq re.lli:;Tlt' ",10, 

plil.yin9 c~!I!p~i!lns and j~ 1101 an I'lldOJ.;('ment 01 1I,e 

pldcticcs d~S<'ribt't1 on lh""t! w('h pd'les. 

TIlis mOIl! II we Ie gom!! to discu,~ rdiqiom nl1t~ Cults 

Me a staple of !Idme' ~,,,:b a~ eilll of Ct iLLllhtl, but Illwl are 

I~rcly delineu:n any d"'plh. Typic,tllv, dlt ir:>d'ii! Il'dd"T hiiS 

qdtnea~LI a qlOup or equally 1Il5"IW tuL .. wels TO don OIl 

lli'nalt of a gl~'lt old om', Whd .. !ins I' 1'If,'cL\v~ fur Ol1o' 

Shllt sc\;nario~, it ~t'l;d~ I" fJI , ,I~", r w l,)uq \~rln 

(,lllIpaig'lS. · Yes. th~ CII\! '~d.llel L~ jn$oul~ , but n~'s still 

managing to nUl ,\llllliti·millioll oioll;u ~ompa'lY to finance 

his evil sclwilles" . The in'h\Llc cnlt \e"dN sp,>nt!hHj his 

inherit.J.nc~ to /:LTth,,! Ill;; ,,~il pldr~~ i$ ,mot her srcrootYjIe. 

III luany g~ll,e systems, h('!()(>s c~n hay" NPt. dcpcJld~lIts 

(~rp;H alioll Itom II i.,n th, I,JlIl ily ~ lld soddy) , sle<:p r!<:pri ­

v,~tjon, dre~s codes (rt'llLOYl' indi\·idu<llity) and ctr(luge of 

111(:1 I()Hli~ vlI"1 tIll1!i"nts}, 

N(}w .~e'li T,lke ,I look <it ~evf' , a\ ,,!~llife cults to see 

t!t(l~ Choll'lcll'ri.;tic.> and tethniqu~s in actIOn. A word of 

I'ldaling: tlte best known cult; are those wInch have 

(1(hiev~1 nO[()liety t hrough the ir actions. 

Fi!~t stop: Heavell's Gate, 

This web site 15 maintdlllM by imlividuals 

wh" l~main~d behind whplL)9 of theil tellow cul!!sU com· 

mille,! suicid" to depilr t the Earlll on the comet 

lid!<!Bopp. Additional infOlLuatioa OU th~ cult IS found at 

Key 

f,lct()!S fill om pUlpOSCS ~le : they b~hel'ed they v{ete 

,'Illong tlw "li l6 who would attdin ho!~vell, lhey lived in a 

ro:ummldl home, bo~h sexeswOIelhl.! S<lrne shapeless black 

ciurhinq, and Ihe memb~lS abandoned their falililies and 

funnel Ide wilim they entered the mit. 

Ne~: stop:,Japdn, hOILl<:of AulU Slumi Kyo (Supreme Truth} 
, This cult 

UNCOVERING QJUlSTS FOR FUN AND PROFIT BY EO GIBSON 

who can be )lIMed in situilHons whe,e they lIo!ed to be res 

cu~'<l . 'nlis ()flers the playt~I ~I ' oppOl tnl\1tv ~or 1ife 01 de~t h 

mleptayill!j without threatening his characlt!f. How eflec­

live is this goiog to Ix! if the introdu(lton is "1'cter, yOU! 

I\ lmt ~la! y went mSd,l€ lasl week and join~ l! ~ (lI\r whose 

goat is to flood Holland as an offeriny to Daqon". These 

approachl'S 111i1y make it diffiwlt for ,lip pl.tyers to accept 

the call1paign setting as realistic. 

While re.learching this article I dis~uvered th~t lIIost of 

the web sites dealing with cults had tneir olvn agendas. 

Many ofthesl' well' reli9iouS differences between the cults 

and more ac~epted rel igions, while sume sites wanted to 

seU books and cult deprogramming. I hied 10 dloosp. sites 

which were lE'lalively bata:lcl'll. 

As a startin!l point, we'll disruss the cilMactetistics of a 

cult, see 

for a chl'Cldist. Specific char.\ct.eristlCS we wouW expect to st."e 

in a typical Cthu\hu cult are: 

group is foc\ls«l 011 ~ IiVl ng lea'!e! who is followed 

without question 

mind---nunlbiRg teclllliqUes ~re used to suVJlress doubts 

about the group orits blders {see mind ronho\ below} 

the group is not il(.COllntable to authollty {placing itself 

above the taw} 

the group dilints an exaltt'li po~illon dill' its beliefs, 

daily activity of members iscoUUQll1.'d by lheir sllpedor~, 

The Tlext subject. is mitld CQlltIoi 0\ the techniques u~,1 

by the leaders to indoctrinate Ilf'W l!!('Iui\~ into th~ rull, 

Us.' of the,e tech ni ~ue> ( ,II I m,lkf' rultists follow theiT 

leaders without requirin!! in~anity. A h~t is found at 

Techl1iql1~s 

which ~re 'c<ldily ,1pplic~ble to I! PG 'Jmpai'Jn, are: fluan 

cia! commitm~llt {i lollatil,g ali a>~e" to t 1,1' (ult), isol,ll)01\ 

wtl.~ forlP(>(! in 1987 doltd boasted 20,000 members at its peak, 

The tnf'mhers were whj!!Ct to 3lbitl<l.ry and strid !\lIes of 

b!:!tLaviorwhil:h wele said to be pa,tor an "ancient tradition: 

St"'II?[a1 indiViduals believed to be a threat to the mil's secu­

lity wc!e aUtogedly Il.lurdeled by cult members. 'nIe cult 

achieved notoriety in Marcn 1995 when Olembers released 

Sarin (a nelVl! gas) in the Tok)u subway, killing 11 and 

injuliny 5,000 commuters. Official testimony revealed that if 

the group held Ilol made errors in preparing and dispersing the 

gas that thousands would have dil.'d in the attMk. 

The links giv<'n below ha~E! information on other cults, 

including th~ Manson family and the People 's Temple of 

.lim Jones 101 those who ale inlerestoo. I don't t hink 

anyone would c!.tim tnal <III 20,000 members of the 

Supreme Truth were insane, hut il 's undeniable thal t hey 

sup;rort,"d an organization which launch!:!d numerous 

attacks with biological <lnd chemical agents on innocent 

victims. The nut lime you need evii cuitists, try and 

include SOllie of these details in order to make your cam· 

p,liglllllore realistic. 

URLS YOU CAN USE: 
Cult Information r.enter: 

Cult I\waT!:!lIess & Information Center: 

Y~hoo Links: 

Tnat's ~Il tor this issue; iryou haveallyquestion$ OT sug-

9,"sted sites, send them to •• • 
! 
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(1 11111 !IIJiII;' tl l"'..:ill ,I. In-fl ~rll" <r( II. 1111"11 
wm.t HI' iI(",lIr« . , t;{, <"III",,," "'!rI'I ,tilt I,. vr il. 
ftJI Ih '<IIIII' /<",/<PI! (l PIlii 1\ ,~Jd lI 'mJ I" ,/n'rll 
JJ~'I til.:... "'1,~II(>1l\ {L"JIt",r' < 1/1,'1( I",'"' iII l'! II J/~' ill 
(l 1/lJIi/Jj<llIJ~l1!mIJJlJJ{'I,·J "IIJ~· (Z;"III(I 
U,JIII< (,JIII!<hml m,'I/ 1I .. !1 illl ",I .. :' I ;/'~·I~111<1. 
Wile (!,UI ,1'1>)).)1<.1 ", ~..t IIf u!! l!ldl/ "l" t , 111/1'1 

III!. I, lI,o'J~ ,mil "'·f/o ~fl"4!I! 1., ~I) /" Will! , 

t.;!JiJ,I, rb, /IId( ) 11", <1(1 

(71/11~r t'Xf'!/,J ",. "3i'liLJm,M, 
\ '/11 .wn'o"Jr,m 1\ i/J~ ':r)"/,,, _l,~rlll "f IJII' ) 1; ,oj, 

Our tour of the flord~r Kingdoms this )IIonth looks at the 

capital of Adaerglast. the I.and Qf M,'ges. Fewoutl~nders d~le 
to venture into it for fllilr oilo~ing their h(!<ld.~. If] a \I1!1 y direct 

way: the two tyrauts whowle Ihe realm, Lord baUrl3Ud Lord 
Srivven, say travt>lers fimn afar, and send spells that cause 

the heads of those they doll'l like the lool:: of to e:lptodc! 

Until now, few outlanders ha .... e learned much of: 

MYRINJAR 
A smaU but dean and well-ordered city, t he Seat of 

Might stands at the heart of pastoral Adaerglast, sur. 

rounded by the most prosperous and productive farms in 

all the Realms. Vi~itors will find MYlinjar to be a collection 

of narrow, four-story timbererl houses set Shollider to 

shoulder along cobbled streets that ale always a-groan 

with moving wagons of pl~nder. 

The roughly oval city looks fortified. but its outer walls 

are really just the joined back walls of hundreds of 'Ira 

lIaries. The city has fonr gates, t he north and south 

carrying the main overland lOad into and out of Myrinjar, 

and the eas t ~nd west serving drovers bringing beasts to 

market, and mounted pallols sent out by the Hands (the 

'Mailed Hands of the Lords: the officious Soldiers of the 

Lord High Mages, who are everywhere in Myrinjar, spying 

and fir mly keeping t he peace in a city already fcrvently and 
cMefully law-abiding) . 

Mylinjar never sleeps. Its shops make sausages and 

pickled vegetables and relishes of all sorts, seU fresh pro­

duce, and bottle huit in wines and sherries (most famous 

being cherries in Myrin sherrY-i1loCill spirit flavorM with 

both raspbcrries and cranberries from the bogs east of t he 

city). Stinking tanneries in the western rcarhes of the city 

once produ~ed thousands of cured hides each month, but 

the l.ord High Mages, their noses offended by the reek, 

relocated these establishments $Quth, scatter ing them 
aloll,] the mad to YaUasch. 

Foo(!· work shaleS Myr injM with only one other impor­

t~nt, long-established local industry: the making of jars 

<lOci bottles. Th<lnks to IMge (!uantities of fine sand (dug 

A WAYFARERS GUIOE TO fHE FORGOTTCN REALMS 

where the city now stands - in the confused labyrinth of 

storage cellars that underlie Myrinjar, sltiftings and rol. 

lapses are still aU too comnlOl\. despite many forcebindinq 

spells applied by the Lord High Mage~), glassblowers have 
always worked in Mvrinjar. 

Theymake it wide varietyofftaring-mouthedjars (often 

re-used elsewhere in Faeriill as cheap, sturdy dJinkinq 

flagon.~) and tall, sLender wille bottles. A Myrin bottle can 

readily be recognized by the marks on its bottom. One will 
be a glass flagon (representing the city) enclosing a simpLi­

fied badge of Adaerglast: ~ 'pinwheel riny ' of 

outward-stabbing zigzag lightning bolts encircling a 

basket ofthre!! lounded fruits; the other will be a mdker's 

malk, of which the mos t popular are the archiny dolphin at 
the Peldran family, and the tusked, facing -dexter boar. 
head ofthe Bright H,mus collective. 

The local bottling indu$tly suppor ts two rival purveyors 

of tinted and scented waxes (for use in sealing), and 

imports wagon loads of cork (for bottle-plugs) from the 

Tashalar. The 'Wax Houses: named fOi their owning fami­

lies, are Olalnandar and the smaller Joloradim. The largest 

(Ork importer (among a crowded field of small·can rOlll ­

pet itors. whose conveyances ar.e uften searched by the 

Hands due to their tendency to silmggle spices and other 

goods hdnned by the Lord lligh Mages for their known use­

fulness as spell components) is the firm known as Ihl! 

Wheels ofTeldarus~ owned by the white ·haired, gd lrulous 
retired shipcaptail l Nr ith Tcldarusk. 

Buyers fro m other Border re,ltms, Calimshan. the 

Tdshalar, ThMsult, and even Inner Sea lands COille to 

Myrinjal'S three open marketplaces: Manymelons ($1\:<111 

stalls selling fruits and vegetables) in northeas tem 

Mydntar; Sharngult'$ in the ~ou theas t ern PMt ofthe city 



(livl'1tock dud d .. Tivative goods, such as tallow candles and 

hoof glue); and Eldynklaln in the southwest (largest, 

Hewut, and most wide- Ianging, offer ing fresh produce, 

grain dwi milled flOUIS, bottles and bottled goods, eggs. 

poultry, h1lmess, and farming tools and wagons). 

Wizards and IlId.yically protected beings alen't wel­

come in t he city (upon discovery they'll be attacked with 

head·~~ploding spells. or if need be by a charging patrol 

of Hands). nor are citizens or visitors dUO wed to possess 

seroUs or other magic items. to try to work theh OWlI 

Inayics, 01 even to own substances used in the casting of 

populal spells 01 In the llIaking of spell inks. Inks and 

parchmelll arc hald to find ill Myr injal, and few 'native 

Myrill' (as opposed to citizells who've settled here hom 

other lands) are literate. 

The Inany hungry mouths of Calimshan ensure that a 

steady stream of buyers comes to Myrinjar in all save the 

coldest wintel months-and the efficiency and fertility 

of the bustling farms of Adaerglast keep greedy Calishite 

satraps busy trying to seize control of the leah!! or 

covertly take over Myrin businesses 

through a variety oftroops. ageJlts. and 

hireling adventurers. 

Most buyers stay in one of the inns 

just inside each city gate. or in rooming 

houses located between the markets in 

the ,entral city district known as 

Keepshadow (because it stands 'in the 

shadow of' the Castle). Keepshadow is 
the 'approved' area for outlanders. and 

simply bristles with watchers who report 

back to the Castle; seasoned visitors say 

it's safest to assume every servant or rl'S­

(dent in Kcepshadow is a spy. 

Even casual visitors to Myrinjar can't 

help but nolice the abode of the LOid 

High Mages. nil' frowning castle at the 

center of the city is officially krlOwn as 

the Scat of Might (a telln also applied to 

the city around it, but never employed 

without sarcasm by outlanders or Myrin 

who believe they're out of earshot of 

authority). but is better known as "The 

Castle of Dark Dreams" because t he Lord 

High Mages first announced their light 

to rule Adaerglast by sending forth 

dream-visions to all Adaern folk from 

·..nthin its walls. 

nil' Castle of Dark Dreams is guarded 

by scoles of helmed horrors and mightier 

guardians. Th .. Hands and other humans 

who serve the '!\va are seldom permitted 

to enter its gloomy halls. It's widely 

bel.ieved the tyrants (who are rarely seen in public. save as 

projected images) spend long hours lying helple~ on 

couches while they weave dream-vision spells or SCly on 

evellts across the realm and even farther afield. It's a 

rueful Myrin joke to urge others. even in the most private 

moments oflovemaking or per~nal hygiene. to remember 

to 'smile for the audience' (that is. the spying tyrants) . 

The CasHe is said to be full of seized &pellbooks and 

enchanted items, many linked by enchantments that cause 

one Iilagic to erupt against anyone disturbing another. 

Lord Iraun and lord Srivven are always surrounded by 

helmed horror bodyguards. and suspect treachery from 

evelyone (in the early days ofthei! rule, they forced t hei r 

atteJltions on many beautiful maidens, but for yea rs now, 

no living being has been permitted to approach them). 

The decrees of the Two are absolute; folk who defy them 

are torn apart by magic. The proper ty of traitors is folfeit to 

the Castle; their kin and servants are often sold into 

slavery. Some adventurers, however, ale transformed into 

beasts by the Two, to serve as prowling guardians whose 

BY ED GREENWOOD 

behavior is secured wit h the (false) 

promise that they'll be freed someday. 

Elminster believes the Wizard-Kings 

came from a mage-school in easternmost 

Murghom, seized much magic from 

tombs and mages all over faer\ln. have 

crafted many new magics (such as the 

dream-vision enchantments). and in par­

ticular have so mastered spell-webs (the 

linkage of one spell to another. ~ that 

triggering one causes multiple reac­

tions) , that they're extremely dangerous 

inside Myr injar. 

The Two endle~ly thirst after more 

magic, and strive ever to force their sub­

jects to farm mOle profitably (taxes are 

levied on all sales in Myrinjar, and 

farmers may sell elsewhere only if they 

purchase very expensive licenses; these 

can only be obtained in Myrinjar, and the 

Two are known to mind-scry persons 

applying for them). 

Rebuffed in an earlier attempt to openly 

seize power in YaUasch. no one doubts that 

the Lord High Magl'S are plotting to win 

control of that city. Theyhave many agents 

in Yallasch. orden; are st'I1t thCl"e almost 
daily via caravans, and past eventJI make it 

dear that the Two often farscry streets and 

private rooms in Yalla.sch. Not for uothing 

has it become known in recent seasons as 

'the City Where One feels Watched: or 

more simply, 1111' Watched City.' 
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TheTuming Wheel is tlle temple of Goud in Ravell.l Hl ltll , 

located at t he comeT of DeVilla r's Drive' olHI GrifloJl5 f L.l i i. 

Gnnd (GO liND) Woncicrbringer, Lord ot All Smiths, I,' i It>, 

god of blacksmiths, woodworkers, inventors awl ~ 1I<!i 

neers. Gond, ,In Inte rmediate Power of th\' OUtL11hL, i., 

neutral in alignment and cares for little outside Ih .. I l lV~ j, 

lion and construction of new things. 

TEMPLE HISTORY 
In th~ early days of Ravens Bluff, a priest of Goml 

CoUun Rhodes. was hired by t he foundlll'l fa ther> or 
Ravens Bluff to help plan the city streets, tlll' seW .. I ''I~ 

lems, and the walls that woulJ help prokr.t it from !~ld ~j s 

Duri ng this time, CoUun worked to build a d \ape\ (a ~1 , I"n 

tower) and a smit hy to Gond, only now. he hau hdp irOIll.1 

growing cong regation. When t he Cl~ric~l Circle Wd~ 

formed, the temple of Gond's was recogn izel! for it :; roml i 

bution to the buildiny of the city and became P;lIt of t )1 ,. 

civic religion, 

The humble tower stood on t he edge of tO WI) f()l m~j(y 

I,L" Oj '" 1" ''':Ld ti, J Ii,,, lL' ii, ! I <J ' ~ l:.I ~ : h " , Lt· ulln'I' :;" Li"" 

in [..1< 11 "" 1;1.1' . ". l, "L i l " l· j~ · ,i il d).';ddl (·' \ ,j'd :r."" .; \'. ', 111.1 

llUJP~!". ". ' .• , j, r,d;;; , ' t lhd IIn' ;l t! "h. \'! .1'1 lWu~: '· I I;~ 

..lU ') L .;1 t l", lie:.' '~"" in , Wi,,"-! hl""d t';i,1 .,",,, ,1' 1,' IL" 

! ld~ brl- '; 'll c'd 'n ,.>,' Ih· [ ld l ~ ,.· , ;~ti"" n,, ' ,,' I l 'lli 

t r ipl.' 10, ",, !L ';l> ~r t ilt' 1'"mr:b :J!i(1;\, ,1 ; "" l, l !l'"d~ v 

TEMPLE PHYSICAL LAYOUT AND 
DESCRIPTION 
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THE: TE:MPLE: OF GONO IN RAVENS BLUFF BY JOE MASOON 

decades , a t arget for raiders' catapults and ballistae. It is a 

credit to Collun Rhodes' engineering t hat no outside 

attack ever damaged t he lower beyond repai!. However, 

ten years ago in a smoke powdel experiment 'lone ~Wly, 

the entire first floor of the towel was destroyed, dropping 

the second floo r to the ground . The tower alll il zed 

everyone by standing for another 10 yNrs before b'~illg 

intentionally destroyed by t he Gondsmen, 

When he ~ame from Lantan five years ,\90, Fatllel Gw gor 

brought with him plans and finan cial support to build a 

grand cathedral in Ravens Bluff. A charismatic mall , 

rotal"o ~h"v,' t he riOIIII\(· fl " "rwdY!f) the t e:l lp\" s~ nctu'I1 Y, 

called tl,,· Ii, Li t uf I;ll<j illecrs, With its duub\<' oi Q1Il,'d lO U! 

suppOlI t'Ll by ",,'h ... i "IHl illl'eJPd woud t 'IlS0t'S, vclliolls 

stai]l('.:t ~l~ss" ~! ~'> l wiw\ows, ,mil tl ,P Iwtv ,lf1'1 il ,uo t()r~I ~. 

The .1U<lch ~.l M\I~~\l1II L)I fredtj·JI. Lii~ I) I ,IV' bolh c,,, ,, , io:c" 

of CIIl l<'II\ ,m,\ plO"I ' O U ~ IHit·.'!.'; d (;" ud ,md I" ,HIIUI<I ii i" 

pt<tY.I for dl i\ J r<~11 TiIP NUN.!," i, r(J I'P0d hy <1 ny..;ldl 

g ~ ode~i c (lump, '1'1;( , vM :nOl,; wnr k<!(<J I'$, o" r ,)1 jl l ~("e in ~ 

·conveni('ut" \t' llI r1p , ' Ce LrL quit.;> lil ti n y flJJ " I r mpti> " I 

Gond. A !;te~ l h ~,j:u II"ll eV h,l nqs !",m 1 he ('ente r lUl~ " , ttil' 

l elllpl~ to 1 ' '' I1 V ~V tI· .. " lOr,' IIIJs, i'/(' cn.'ali"m iw{) t lip Hal l 
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of EngineelS fOI the ceremony to G<Jnd, and either into the 

~Iuseunl or out to the loading dock. 

Out back, the Contemplation Gardens (Z8) provide a 

spot of nature, fashioned precisely in G<Jldon's Knot with a 

sundial in the cenler and small statues at the compass 

points. An e\.aborate Grand Ilathhouse, a former exped· 

mental design with unexpected results, sits underground 

near the back wall of the compound. On the main roof is a 

large windmill, supplying "shaft power" to various 

mechanical sys tems inside the workshop, and some bizarre 

arrangement oflarge minors now sits on a former balloon 

launching platform. The temple treasure and smoke power 
vault.5 are rumored to be underground, and unreliable 

sources in the TIlieves Guild sugg<>st that a frequently 
changing arrangement of Inechanicai and magical traps 

protect these valuables. 

ROLE IN THE COMMUNITY 
Father Gr~ol believes that Gondsmen should take a 

more actiVl!, visible role in community activities. The high 

priest tIaditionally advises the R~ent of City Works for 

Ravens Bluff. Father Gregor has initiated a cooperative pro­

ject with the temple of fimater to establish homeless 

shelters in Crows End. The Gondsmen will refUibish a 

rouple of small, old warehouses, malting them safe for 

habitation and equipped to function as a shelter. 

The priests, ied by Eimich Thomas, build and maintain 
childr@n's playgrounds in city parks, with swing sets, 

carousels. see saws, and spiral slides. Einrich also wOlks 

with Maligotd Mufflefoot of Marigold's Menagerie. 

bringing animals into city parks so children can ride the 
ponies and pet some of the animals. Once a week, Hclgar 

Shield basher holds a seminar where blackslniths, tinsmiths 

and almorers gather at the tempLe to share techniques, and 

discuss new ideas on how to perfect their craft. A superior 

b\.a.cksmith, Helgar is only too happy to shale what he 

knows. Following Helgar's lead, once a week Dempsey 

Womble teaches a pottery making class in one of the class­

rooms. The dass is designed for beginners, and though he 

is not a very good instructor, he is making every effort to 

get better. 

FESTIVAL 
The only calendar-based festival is Ippensheir, the 12 

days immediately following Greengrass. During this fes­

tival, Gond's clergy and devout worshippers gather at th@ 

temple (or other holy place) to share innovations and show 

off their inventions. Reputations are made or lost for the 
worshippers. It is a tim@offeasting,drinking, and reVl!lly. 

ADVENTURING PRIESTS 
TIaveling priests of Gond, known as Seekers, can expect 

a cordial welcome from Father Gregor and the members of 

the temple. Since the faith is attelnpting to spread its 
influence throughout the north, traveling priests are 

treat.ed as honored missionaries, on the way to do Gond's 

work. The temple is equipped to house many additional 
pr iests and extra supplies are on hand to replenish the 

priest when he moves on. Adventuring priests that have 

decided to take residence in Ravens Bluff and enroll at the 

temple can expect to be offere-d a place to live, and a work­

shop fortheir experiment.5. In return, a priest will be asked 

to share knowledge with the other priests, teach a few 

classes to the acol.ytes, lead prayers, and help with Museum 

tOlllS. These duties will be schedule-d with the priest's 

adventuring lifestyle in mind. 

TEMPLE STAFF 
Not an exhaustive listing. herein are some of the coI.orful 

and enelgetic chalacters who caU the temple ofGond home. 

Father Otis Gregor of Gond 

Human /olale 13th Level Goods man (Specialty PriestofGond) 

Age: 55 
Height: 5'7" 

Hair: Red(graying) 

Alignment: Neutral 

Weight: zoo lbs 

Eyes: green 

Otis Gr~oris the high priest ofGond in Ravens Bluff. Otis 

is a short, burly man with warm features. He we~rs bright 

yellow clothing with a crimson tool sash across his chest. He 
often smites, and is a gef1ial man. His voice is smooth and 

commanding, even when he is angry. Fath@rGregorencour­

ages his feUow clerics to behave in a ~imilarly gr~arious 

manner. Arrogance is not tolerated in his church, nor is 

indifference. Any new priest in the city who fails to I('pre­

sellt Gond in this way wiU quickly find himself in the 

chambers of father Otis Gregor. 

Devoted to Gond with aU his heart, father Gr~or believes 

that unlike most gods, Gond appeals to every mall, rich or 
poor, and if ooly word of Gond is spread, he will quickly rise 

from lesser power to greater. People need only b(' shown 

tllat the gifts of Gond make life richer and easier ilnd they 

wilt realize what his blessings can Olean to them. Gregor's 

sermons focus on the gifts Gond has givell to man and how 

they help us in everyday Ufe. He teaches that cr('ating and 

inventing serve Gond morethan prayers do. Heis a powerful 

speaker, and often moves among the congregation when 

sermoni~ing . He also a phenomenal tenor, and believes that 

hymns are an important part of .lit sermons. 

Father Gregol teaches self-reliance and encourages his 

COllgregation to put their fai th in mechanical devices, not 

magic. He chooses his WOlds carefulty to avoid making ene­

mi('s of lhe Mystrans, but he be lieves that magic, 

specifically magical it ems and artifacts, ilre inherently 

unstable and should not be relied on. He ellcourages others 

to forgo magic items, but does oot advocate the use of force 

to take items from peopl('. 

Helgar Shleldbasher 

Human Male (9th Level fighter)/7th Level Gondsman 
Age: ]0 Alignment: Neutral 

Height: 6'5" 

Hair: Brown 

Weight: 240 lbs 
Eyes; Blue 

Helga! is a tall, lean man wi th broad shoulders and pow­

erfut arms. His hair is long, but well groomed. as is his 
beard. He wears vivid saffron robes and crimson sashes 

bedecked with nume,ous tools. His e~pression is usually 

light with a hintof mischief unless he is angry, which is rare. 
lie is a good-hu1110red barbarian warrior in the saffron robes 
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of" Gondsman. Some have noted that he looks comical in 

the puffy yel\ow Tobes and wide brimmed sun hat of a 

Gondsman, bll t rarely to his face, and never twice. 

Raised as a barbarian north of lcewind Dale, Helgar 

Shieldbasher teft his clan wilen he was 16 yt!aTs old to seek 

Ilis fmtune in the south. Two months after leaving the Dale, 

he found himself in shackles, on his way to Thay aboard a 

slave wagon. luckily he was rescued by an advenwring 

group lead by Kervin Bathrow, a high spir ited Gondsman. 

I/e\giIJ tr<lveted with the group and over the next three years 

became a pOWl!rfu\ and savvy warrior. During tllis time 

Helga r came to embrace the teachings of Good and joined 

the clergy. He tries not to use his warrior abilities unless Ilis 

Ufe oranother's is in jeoP'lrdy. He traveled Faerun spreading 

Gond's teachings and arrived in Ravens Bluff just before the 

war, Impressed with Father Gregor and the new cathedra!, 

Helgar has asked to stay for a year or two, 

Helgar is presently trying to invent a way for man to fly, 

He has already become known in the city as the ony 

Gondsman who throws himself from rooftops with wings, 

bal\ooJl.S and any number of other devices strapped to his 

arms and back. 

Einrich Thomas 

Human Male 7th level Cleric 

Age: 45 

Heigllt: 5'9" 

Hair: Blond 

Alignment: Neutral Good 

Weight: 185 lbs, 

Eyes: Blue 

Enrich is a baby·faced man with rosy cheeks and short 

hair. His hail is beginning to tUIll snow white at the temples. 
He is in good physical condition, and he wears a simple 

yellow and crimson robe most of the time. If he is working, 

he wears a yellow tunic and crimson breeches with a tool 

beLt. He is a soft-spoken man who has never committed a 

violent act. 
He is married and lives with his wife, Greta, and theirfour 

children. All of his creative passion goes into creating toys 

and playthings fo r children. He has crea ted thousands of 

clockwork toys for children, and during Winterfest he goes 

door to door, passing them out to children. During the day, 

Enrich can often be found at one of t~ city parh, playing 

wi th the children and making sure no one gets hurt. 

Adults in the congregation know Enrich as the healer of the 

work ing class. If a member of the chu re'" get; hUll red at work 
or hom~, Einrich will rush to their side to provide healing and 

care. He wunsets safety when using tools, reminding people 

that most weapons are only tools in the wrong hands. 

Oempsey Womble of Gond 

Human "'die 6th l.evel Gondsman 

Age: 29 

Height: 5'11" 

Hair: Black 

Alignment : Neutra! 

Weight: 16Slbs. 

Eyes: Black 
De mpsey is ~ tall t ilin man with unkempt hair and glassy 

eyes. Ite louks dazed and confused most of the time, mut­

tering to himself under his breath. He wears the saffron 

robes ofa Gundsman, but rarely the crimson tool !.Jsh. When 

he speaks, he is very animated. 

The iHOSt reclusive, and possibly t he most bril\i~nt. of 

Gond's priests ill Ravens Bluff, D~mpsey rarely ven tures forth 

from the temple. Most parishione-rs of t he temple have met 

him. and describe trim as easily distracted, but extremely 

pleasant and animated. He wilt h~ppily discuss Good and his 

teachings with anyone, hut often lapses into his own thoughts 

and fades away during the conversation. father Gr~or is not 

pleased with Dempsey's lack of social skills, but given 

Dempsey's briUiant creations, has forgiven him this failing. 

Images and ideas sometimes come to Dempsey in his 

sleep, intruding on his dreams, forcing him awake with the 
need to crea te. When he awakens from one of these dreams, 

he usually starts immediately on the project and refuses to 

sleep until it is finished. He feels haunted by these cre­

alions. and until he gives them life, they willllot leave him 

alone. When Dempsey is not being troubled by his dreams, 

he sits at his potter's wheel. sereneLy creating masterful 

vases and ums. Though he does it rarely, he also enjoys 

walking around the city, looking for beautiful pottery to buy 

for his coUection of vases and bowls. 

Unfortunately, Dempsey's dreams have lately taken an 

unpleasant twist. He has only been able to get a couple of 

hours of sleep each night, and hoUo willg cheeks and da rk 

circles uncle.. his eyes belray this fact. No one knows what 

Dempseyis dreaming about these days, but whatever it is, it 

might kill him unless he gives in to the Ileed to give it life. 



During t he Timl' of TlOubles, a new cllapter was 

Ivritl@n in the hi@rarchy of Malar's cllurch. A group of 

mahClons wolf-wert's residing in TIle Frozen Forest, mem­

bers of a cult known as the Red Eye, were inductel1 into 

the hierarchy when Malar sought out and destroyed the 

Greall'lolf Spirit, their chosen deity. Over the time since, 

the Cult of the Red Eye has becolne known as the 

Wolflords, changing their name as they came to accept 

the newfound power and station that theil roles in 

Malar's church afforded them. Iv. was inherent in their 

nature, t he beasts had little trouble abandoning their old 

faith for one that offered more personal gain. 

The Wolflords are sworn enemies of the nature deities 

Sylvanus, Mielikki, and F.l rl ath . When confronted with 

miniolls of these powers, they will 

stop at nothing to see the nature 

fonowers slain. This attitude has 

made them the focus of a cOlnbined 

effort by all three of the afOlemen-

tioned clergies and their allies to 

wipe the priesthood of Malar from 

Not once has one of t hese attacks succeeded in so much 

as finding the grisly temple, though unlucky peASants 

often stumble upon the place. The cause ofthis seems to 

be some dark enchantment that keeps the forest in 

murky shadow and heavy mists, hiding it from allY crea­

tures meaning harm to the cult or its followers. 

ATTI RE 
Being wolf-weres, the Wolflords wear very little 

clot hing. They spend the major ity of their time in their 

hybr id forms and have no need for such human IUlIuries. 

When in human forI'"' they dress in whatever clothing 

they find to be most comfortable, though nOlle seems to 

suit them well. When in hybrid form, the 1'I0lflords don 

the face of Tori!. BY CHADWICK V. SIMMONS 

Despite many constant threats to AN EXTENSION OF THE 
their safety, the Wolflords have CHURCH OF THE BEAST-LORD IN THE 

ellpanded their operations from FORGOTTEN REALMS· CAMPAIGN SETTING 

their horne temple in The Frozen 

Forest well to the south, into the heart ofCormanthot. A 

la rge band of the creatures have settled there, and 

under instructions fro m the Elders who remained behind 

in The Frozen Forest, they continne to raid the sur­

rounding lands with a stealth and vigor which seldom 

sees them caught. It is quite possible to see t hese 

vicious creatures take on an even larger following than 

the seven hundred they now possess, as their efforts t o 

convert local wolf-weres has been surprisingly fruitful. 

it is also rumored that these cunning creatures have 

started to ellen an influence fu rther north, deep into 

t he lands thought uncivilized by mos t common people. 

It would be no great surprise to find wolf-weres plentiful 

in the icy northern reaches, 

TEMPLES 
The only known temple dedicated by the Wolflords is 

located deep within the heart ofThe Frozen Forest. More 

of a shrine, the temple consists of a ring of red granite 

pillars rising in a circle around the perimeter of a forest 

dearing. These pillars have been carved into great 

arching curves, meant to resemble the bloodied fangs of 

a victorious predator. The tips of these pillals point 

inward, towards the great totem at the circle's «nter. 

This pillar is carved with the faces of beasts too ghastly 

to contemplate the ellistence of. Cieatures rumored to be 

the personal servants of bloody Malar. A circle of fire is 

said to surround this central pillar, and it is reported that 

a favored method of sacrifice performed by the 1'I0lflords 

involves peeling the flesh from human victims and 

feeding it to this eternal blaze. 

Many attempts to infiltrate and destroy this temple 

have been mounted, but aU have met with utter failure. 

masks made from t he skulu; of fallen comrades. These 

masks are said to be taken fro m the bodies of initiates 

who fail the Hunt, a ritual by which the Wolflords induct 

new members into their cult and weed out the weak 

among t hem. 

GOALS AND OBJECTIVES 
No one knows for cer­

tain the true goals of 

this new and deadly 

chapter in the history of 

Malar's church. Zealous 

in their faith, the 

WoUlords will certainly 

try to splead their rel i­

gion throughout the 

ranb of wolf-were 

society. Their increasing 

presence in CormanthOI 

can only suggest some 

long term interest in the 

area, an unhealthy 

int erest no doubt. As for 

their expansions to the 

north, olle man's guess 

is as good as another' s. 

T11ei r goals will doubt · 

less become more 

apparent as time pro­

gresses, but for now, 

mOTe civilized beings 

must be content to wailand 

keep diligent watch. o • 
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BY GREG DETWILER 
SHADOWRUN SHAMANS 

CAN BE EXPWITED IF YOU 

n>>>[Some 01 !:IOU chummers out there have been saying 

Slladowland's gelling a little boring. th.u we need some Juicy 

topic 10 spice it up. If you ask me. we need more controversial 

topie5 like we oeed cybermancy I.eatment [ask Halchelman 

abOUllhat. if you can fioo him!). bu! Vox populi, vox dei [The 

voice of tile people is Ihe voice of God.) has ;l lways been one of 

Ihe unofficial slogans of Shadowland. and a filling one 10 men· 

lion in this file, so much against my beller judgement I'm going 

10 open up a file on rengion. wilh emphasis on the various 

shamanic tOlems. Not that this Is a ·shamans only· file; as 

always, anybody with a cybenleck who can find his way in here 

Is welcome. We've beefed up Matrix Se<:urity recently. so we 

think we Cin keep the real oddballs 01.1\.)«<<< 

- Sysop Servant [00:00:00/03·29·55) 

>>>>>(Yeah, but if you keep all the IIddbalis lIut, how a.e the 

shamans going to get in')««< 

- Shaggy [11:)2:17103·29·55) 

I 

I 

KNOW HOW »»>(EigJe dlles nllt find Ihal amusing.)<<<<< 

- Wind·in·Wings (02: 16:40/03·30·55) 

; . 

»» >(Maybe not, but Cllyole sure dOes.)<<<<< 

-Holy Howle. (03:30:11/04·01·55) 

»»>(1 knew It as soon as I said it - ·ormther, typed it.)«<<< 

- Sysop Servant (04:02:55/04·15,55) 

»»>[Let's get to the good Sluff right away. Lion's the best 

totem for a shadowrunnlng shaman to have. He specializes in 

combat spells, and that's what it's all aboul.)<<<<< 

- Bushwacker (OB:22,44/04·16·55) 

»»>[50 does Wolf, and he also specializes in delection spells 

as well. If you have to fight, it's best if you know wilere to 

aim.)<<<<< 

- Wolning [10:02,01 /04·16·55) 

>>>>>(Assuming the shaman doesn't go berserk and aim fOf his 

own chummel'S. That happened to a Wolf shaman we took with us 

00 a raid on a MCT research facility. lhe fragger took one lousy 

pistol round in the shoulder, and the next Ihing we know, he's 

tossing fireballs at us instead of the sec·guards. I burned my last 

magazine of HE ammo tiking him out, but we were so shot up that 

we had 10 leave the place empty· handed. From now on, whenever 

I'm organizing a run, I\() Wolf shamans need apply. Ever.)< < < < < 

-Infiltrator (24: 59:59/04·15·55) 

»>>>(Blgol.)« «< 

- Wolfling (12,00,00/04·17·55) 

»»>(Bear and Shark shamans have tOO s ame disadvan1<>ge.Ask 

me sometime howl came by my slliny new c yberarm, and the name 

of a deceased Shark shaman will come up. Bear sllami'lns are use ful 

for Ilealing wouods, bul keep tllem out of l he line of fire, ortlley're 

liable to inflict some of those wounds in l he (]rnt place.)< < < ~ < 

-Noah's Or!< (14,33,04/04-17·55) 

>>>>>(And thaI would be just unbearable. Yuk, yuk. .. BREAK»»> 

-Scmgger (01:24:53/04 ·18·55) 

>>>>>(Trace and Burn; The last refuge of Sysop 5ervanl.)< <<<< 

- Decker in a 81ue Dress [05:50:31104·18·55) 

»»>(And don't anyone forget il.)«« < 

- Sysop Servant (OB:21:40/04·19·55J 

»>>>(Don't recruit a Cat 

shaman either, if you have a 

clloice in the mailer; tlley 're too 

prissy. Get a liltle dirt on one, and 

the slot's per formance drops so 

drastically he migll1 as well Ilave 

been sllot. And that's wllal 'S going 

to happen to you, Padfoot, just as 

soon as I catch up witll you. I 

haven 't forgolten Wh at Ilappened 

in tile Barrens.j««< 

-Huntress (13:13:13/04·19·55) 

>>>>>(Oon'I ask wllat happened in the Barrens. I'm trying to 

keep tile personality conAiets 10 a minimum here.)«<<< 

- Sysop Servant (1B:09:12104·19·55) 

>>>>>(15 tllere any tiling good to say about any shaman? So far, 

tile chummers dumping On them have more space in this file 

than the shamans themselves.)<~«~ 

- Decker in a Illue Oress (11:43:0B/ 04· 20·55) 

>>>>>(That's because tlley're all unstable to a greater or 

lesser degree. You want magical firepower you can rely on, the 

hermetic mage is the only game in town.)«<<< 

- Slladowmage (11,5B:20/04·20·55) 

»»>(1 just deleted exactly 27 death Ill reats against 

Shadowmage. Wilen #2B comes online, it's Trace and Burn 

time. Comprende?)<<<<< 

-Sysop Servant [21 :36:44/04·20·55) 

>>>>>!Fine words, but Griffin demands vengeance for any and 

all insul~s, and wilen I catcll."IlREAK)«« < 

-Hippogriff (03:27,13 / 04·21·55 j 

>>>>>(And #2B just WOn a newly burned·out cyberdeck. 00 I 

hear any take.s fo. 1129? I Ihought 50.)«<<< 

-Sysop Servant [03:2B:54/0 4·21·55) 
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IH, ·I~' ''''II .''· 

'''"~'.J<L: II·' J.' ,L' n_1 ,> t· ·,'", 

!iI 'i ,~, ~""l,e I" b,c ~k u,., .~r I~·.·, •. 'I' ',·c,,' ,.-1..<:1> are 

pullf'\f ,~, '"~c,, ~·II ..:'· snclet!! I< . :e"u ... ~ " ~~", I'""se .... ho 

or~3~ " w, 1 ' 1':"00, l""rN>y R"Il"'~ ,,,,,,,<I :".,1 m~r .. 1 

."C ~,: '. yq':~:1 I."'" ""hI If ~"', il;~ ~.,,'I>"'''I:'' 'Un d~,ltnSI 

IlL >It ,we il.n,~,,';"~"'. a ' I' ~ .. ",,,, Of )t:"'" .,1M'" I'~i! 11'" '~k,,, it 

"1. ~"'i)'" , " .. ",1 
,', .nrl ", l'ltllg~ [Db a .i11-!14 I."l~) 

{A l\d ,,,1\'/ Iha, !IOU '"" bl"~te ,: t~ ,,, If\ ~h.~owla nrl lu, 

~""i*"'~ to Ilea' I k"G"1 or.e sh d"\~" .... 'I~i' 1~I"m 's r,oUl g 10 

ch.'''~~ i,,~" i.:lgle!O (oo~ed Go,,< .; in ~t",,\ D"j.-, 1 

"""'1 

InHlmlOt [I I ~t 52'0~-22-~~j 

-(!f Il ·allS Ito .. pm.eo! SI~'lII"lll"" ~""'.,pl,, ...... be " ). 

1'11,>"-,,, Wmgs( ]9 47 n lI4-U 5~J 

' '' ' '!tr",m [U2](; 10[14-, 1 ~" l 

(If you w,!1 nOI ~lan,j IV,tll IlOilO!, so J.e n 

. ,IGo on, nib II on I <~<.« 

Sysop Seo-v.1nl (22_07·3611M -13·55) 

• ·lln Ih~ ,me,esl of defendmg shamans Wilhoul dnlwing 

f,'e, lei me s t~l ~ thai SOme of us, such as Snake, are devoled 

I", ,Ie,~ "nd seek er~ ailef knowledge, m~king us useful al 

pl"pi"'n~ fOl a mn and patChing up 0 ... , chummers aflerwards, 

e'/en ,1 we "lcn' l so hOI Wilh ~ombal magic as some 10lems I 

[Of ,ld ,,,,,mlOn 1<., «< 

Se-rpOll1lna (09.28.U7I04-24-55) 

·(Loon beloe~s on scraggmg Ihe olher guy before he even 

f.Cb a eh"nee 10 wound you like I S31d befo.e, Lion 

wles'l 

Ij"$hwacke. (]S. U .41104-24·55) 

,,_>(Al1rl he nevol pass .. s up a chance 10 lei eve r~one know 

II PO'T'LPOUS f ' ~&~e r, I «(<< 

·-Shag&!f (] 1 , ~O,00/04-25-551 

> ,,(for lhose wOO favor subllely and lrickery oveo- brule 

forc@_ ~ Raven shaman c~n'1 be beal_J« «< 

Rlackwtng ( 13 56:25/04-25-55 ) 

"',,!lhey'le usy to lake OUI, Ihough_ JUS I pretend 10 be 

f' ,e"d ly 10 them, then sc rve 1~m poisoned food and drink. You 'd 

Ihink " t01em whose s hamans cal so much would 'peci3i ize 

mo ,e nn heal ing magic,I ««< 

·E ater~ F."trcpreneu' [14:29:37/04-25-551 

1lflF.,\,K), ,, [GaIOl shamans ha~ lhe S3me problem, though you 

·IAw, 55, w"y'u ~O" !lace .M ilu,,' Io ,m ' He wasn't 

Cllusmg an~ l rouo!~ I ~~< 

1",lIk,n ( 14 4B33i04-2)- "~J 

'> (Not me Some ~u" i,j e source w! ~e k~<I his d~ck Il ang 

"n I'm Ke\l"'~ (@P0r15 aoom d ~,erltci"e lodge 0'11 nCdr 

IntcrSla lC ) Ihal J"51 ~.msh .. d in an e~pl(jm(lIl A"!IOne kn(]w 

whe'e W'nd ·'n W'ng~ Ioves 7 )< «< 

SlJsop Se.v<l'" I 15_fiI(]4 U~I.J ~~) 

'IMowh~'e at all now.l SUSpeCI lu1d HOI 1 
In lo'l/atOl( ]5.35.16,04·;>3 ~~I 

-) . ,(Are !lO" ."r~ ~ou t>oosied SharloVlI;,,\ rI sec""t~ ? ) 

t~oll F,she, (1518,06104,"j a~ l 

(Nm as well ~s ",e'd tho"l<hl, ev,dpoll'J lIetlc! keep the 

d"'h~'" advert,s 'ng to 'lou,selve~ .ml I WP. h~ thtllgs r l'" 

dIe") 

SysOJlS...-vant [16 1<' !>3 0-1 ?J ~"J 

_lAnd t""' SCOt~ su fa" I/'I,~~ bu,ped-oul c'Jbe,<lech. one 

dr.~I"~Je'l mcd,une lod~, a h~''''CI'( mago who'! p",b~bl!l On 

the "'" Wllh .11""" 3f! ~~~man ,; .. 11~' h"" ~,,~ .' 'l~ad l,'r.'" 
~h,'m:>11 nonteba I' ISI love co nl ",,,~ , ,,~I'oplC' I ) 

],ollk,ll [1I4H Jr 111 ?1!>~ 1 

Woo'l lind 100 many of them in this neck of the woods.)«« ( 

- Infihralor (02,50,00104-26-55) 

,. _>' ftfyou want 10 spend a miserable limewai1 inll in ambush 

positions, do ,t in the Lou isiana bayou with a Gator shaman 

who's just gorged himself 01> Cajun cooking sitting right beside 

you, Whew! 8ad breath worse than a dragon's, added 10 kn ee· 

deep waler and the evcr·present thtea1 ofbehemolh attack, and 

all 10 try "lking au1 a corp ex~c on a fishing trip who didn'l even 

show WOfSI tun of my lIfe.)««< 

-Seagoing Sail!! (10:19:41104-26-5S\ 

>>>>>(liey. at leasl it wasn't YOUt lasl ron, Sally! We all know 

1015 of t hummers who weren't solucky.)<<< << 

Shaggy (16 :0135/64·26-55) 

"_'_~> IWanl to know whal I hate WOlst aboul shamans? The il 

f,~g~in' enVlf~nmental res t rict io ns. When you"e In hOI pursu il 

of some slag thai you've jusl gOllO lake OUI, lhe lut thing you 

need is 10 ha~ your magical filepower diminished beCiuSe you 

lUSllefl or enlered the c,'y Iinll1S. o. crossed Ihe border belween 

a park and the .esl of lown. or lefl me plains for the ITIOUntalns, 

or bUI 'lou gel Ihe idea. )<<<<< 

Irl)llkln (20 32;50/04·26-55) 

" IYou Just poinled (lut Ihe runn~r's Number One rule for 

preparing for a run Research everylh ing you can. If you know 

you re r,o lnp, "p 3gail>sl 3 sh~man, try to decoy him out of his • 
i 
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home ground ;md gel him in ~n environmeOlllla! puIS him it II 

disacN'lntage. And when lee"';1;ng shamans for \/001 run. II';! 

ind pick one who'll favored environment is the OliO! where the 

aCl ion lakes plict.) «<<< 

-Infi~ralol 103,39: 16/04·27·55) 

»»>!Yel another 'e~on to hlfe mages Inslnd of shamans. 

We can work il peak efficiency i"!jwhere. ln facl, we .. whoops, 

I see an air elemefl\al formillg up. Golla ilO. )««< 

- Shadowmage (09:45:12/04·27 ·55) 

>>>>>(W the twnl goes 00.)««< 

- Holy Howler [12, 18:37104·27-55) 

>>> »( I dIm', $ UJlpO$<! !iOU know anything about lhal ?)« « < 

- ShiilS!! (05:37:39/04·28·55) 

>>>>>(1 refuse \0 answer on Ihe ground, thaI SS might fry my 

deck. However, since Shadowmage seems \0 be having trouble 

defendinglllmself,l have to point out Ihal a medicine lodge is .. 

bigger and belief refuge than iI hermetic circle.)<<<<< 

- Holy Howl« (06:11:19/04·28·55) 

»)>>(As proven by the case ofWind.ln.Wlngs. )«~« 

- Decker In a Blue Dress /06:19:38/04-28·55 ) 

»»>(Hey, we can't hold off the whole fraggin' world at O/lce. 

The sorry slaa ticked off everybocI!J in one posting. To pa",· 

phrase wtlal SS hid i l the start of this fiie, YO"1. corporation, 110){ 

dei Is the unoffiCial mafia ofSeattle.)<<<<< 

_ Holy Howler (09:57:36/04·21J.SS) 

»» >( In the Inle<tlsts of pucemakinio can we gel everyone to 

at ""ast agree that insect and toxic , hamans are bad 

news1)<<<<< 

- Sysop Servant (12:00:00104·28-5S) 

»»)(We most certainly tan not! Civilization is pure, unmiti· 

gated filth, and those who devote their lives to destl'O':ling it are 

the holiest of holies, Those who refer to me u a ribid Dog 

shaman should consider thaI...BREAK) < «« 

- TOle lca (03;43:00l04· l9·5S) 

>>>>>{You vertebrate·minded folk ille all rools; fighting among 

yourselves for temporiry gain. never allalnine total victory. We 

follow the palh of ultima Ie triumph in aur unity and total confor· 

mity, Those who . re one wilh the que", know a contentment 

IMI, .BREAKJ««< 

- liivemaSle< I 18:19:53i04·l9-55) 

>>>>>!Upgraded Shadowland security, did you?)«""" 

- Infiltrator (20:35:01104'29-55) 

>>>>>{No comment.)««< 

- Sysop Servant (2n:36:51104-29·55J 

»»>(While we're on the subject of rnlly creepy shamans, 

think of shamanic adepts who adopt the gns of their animal 

totem, I've known one or two who seemed normal, but the res t 

• • • 

were 50beastlike in their manners Ihal I mighl as well have go"" 

on a run wilh a f"'gRin' shapeshifICr, )««< 

- 8ushwacker (01:08:00/04·30·55) 

»»>(And whal, ple~- an, e r, pray- tell IS wrong WI th 

Shilpeshifters, you waTklnll mea, market? )«« < 

-ferox t 10:38:52104·30·55) 

)»>> (lhal's it. I'm closing th is fi le ASAP: No more fraggln' con· 

trove rs i,,1 topics fer ShadowTand. No more religion, no mo re 

polilics, and especially no more fraggln' sports: we sll il ha~cn'l 

fjnis hed cleaning up Ihe mess left after the Hot1hwes tern 

Hoekey Debate boiled cwer, HOlan my watch ,)«<.< 

-Sysop Servant (16:20;05lO4-30·SS) 

GAME INFORMATION 
If there's one lesson thilt came out o f the ahove melee, 

it's that shamans have special vulnerabilities that can be 

exploited by a canny team of runners·--or their enemies, 

for that matter, The chief one, of COUlse, is t heir decreased 

performance when outside their favored environment 

Runnen who know they have to take a shanrall on should 

try to catch or lure him into terrain where he no 10l1ger 

enjoys a Nhome team advantage". while players with 

Shaman characters should accept dssigrunents with grCdt 

care, based at least in parton where the run will take place, 

Shamans are also vulnerable when resisting some types of 

spells, again depending on theil totems, 

Aside from environmental and spell lestlictions, 

some totems inflict special vulnerabilities on their 

shamans in t he form of defects in p ersonality, Not all 

shamans have this problem, but those that do are in 

deep drek when an enemy takes those weaknesses into 

account in his planning, These disadvantages are scat­

tered throughout the Shadowrun rulebooks, but a neat. 

condse listing is presented below, 



SPECIAL SHAMANIC WEAKNESSES: 
B~ar: [f WQlI11(kod, /JPM sll~m."s h~vp d d,,IflCe of going 

tlt'!f~erk and attackinq the nlWtosl liv1l1q thing with their 

most pOlVprflll"ttacks. liil the hdlj'JI'I as suon as you can. 

<it thi' IIl"Y ~t"rt 01 th.· bJul .. , wd hOIlCYOU til'l [urky. Re 

SUII' to 5\,11111 off Irolll IUm to/); 11<"11 shll 90 rOfYO'1t thm~t 

if yon happen to loP' I" .. un ... do~,' -, '0 him. 

80M Ihuld, 1~lld 10 \allilch all Ollt allacks without 

le<jdrd tOI the ol,lrls wlwrl [[h'i, te:,I!("y IS mvad.,!!. TlylD 

(,,'rli him ,110u". rh"11 511'11 U~~r th.· line ami ~u(ker him 

into an dtt,lck wiwn your 11';110\'1 w,tltilli) in ambush with 

I'VI'Iythillq rh",/v,' '.I'" 

A B:I!1 (hui'llml~1 .tV"lIq!l illsJ.l!s at ~IW cost. This 

mdk~s it t'''~V ,,, pwvoke I>iln ill!n ,m alladc whelP he is at 

~ disd dv.lnr~q~ Taunllll'J hUll durin,! a tiwhght might 
'Netl Ljet h li ll TrJ CO III'(' liTldIC 011 tIll' taunte,-, J1MUdoiliny 

llt~ rp.;; t ofhi~ tP,1I11. 

Lurl! /I Colt SMm,1l1 into t lu' dll t I~~ t, [ lith IP~I b~triefield 

you r.an Und, whirh In 5ea1\ ll~will probably be either an alley 

or anywhere in th~ Hd!ll'II~. {f you call cast MaJlipulation 

magic. hnt 1I0t powclflll enoll~h 10 t~ke hun out at onao, use 
it. to get dirt <'Ill OWl him, ilnd I'i<'ltch his effective-ness go 

down like a Jet with a named <lut engine. Wilen you can't 

throw a fireball or a qrcll<lde, thlOw ~ mud pic, 
If you hav(' the IMfJ('~ ill shdffiallS t<l set up an 

all'hush in astrdl spdce, then $('l UII Ihe C"~iltor shaman 

with an odd object of some .sort, which Ill! simply must 

cbeck Ollt flom astral SPdCI!. 

Hit a Dog lhaman WIth it sUI(lIise .. fler he's alreildy 

pla.nn('(\ out hIS st rategy. With h:s single-nllndedness. he 

Ius d hard timf) adapting to ch~tlgin!l cireu.nstances. 

Frame an Eagle shilman's ~ss0ci3tes so they.reem evil 
and he might ~bandon them. Sul.linq up an environmental 

threat like polluters un also lun~ him into an amlmsh. 

Strike at a Galgoyle shdman's finances long 

belnre etlgaging him in battle. II I! has to live in a skyscraper 

or something similal. ~ !ld tak ing away his ability to p.1y for 
such it lif~st'lle will hit h1l11 where it hurts mos t. 

J.cav\! G~t.or sh~ma!ls alone until you'le H'ilfty to kill 

th~m. They're too LJ?:y to eXNt T helllscives seMching out 

thlNts if everything is peaceful. They'le also easy to 

poison; they like loot! and urink, and they gaillllo bonuses 

when cas ling Health spells. Favormg direct action in 

combat, they can be suckered into ambushes, while subtle 

\ThJ.nipuldtou C<U1 use their greed to faust' rifts between 

them and their assodittes. 

A. naturdl vlcli n. for ~ surprl.~e ;attack. 

If you Ciln engage this $h;am~n in ~ place of 

corlllplioH, do 50: hel perfO! mallC~ will drop off l~dicany. 

See Bull tor detall5. 

Can l!aSily be sucked into an ~ lIlbush hy 

means of t.'lther a st~ged fiqht. 01 an allractive membP.l of 

the opposite sex. 

Hone dlUids dislike Opl'll (Ombdt dnd have a hard 
time ~ticking to a long.r ... ngl! pl.m. Cut I\i ~ opti()lIs, and 

he's e~siel to cut (lown. 

Luw Ilim \Ill ,) an irldoor Or 11Ildergroumi Mr.a 

wil p.lc t ile sky Cdll'\ 1)(' sectl. ,tl1d the Igllatla shaman's 

efft.'cliVl~ness will drop like it rock. 

A Leviathan shaman is slow to re~cl. Hit him 

hard and hit him fUt. 

Use ~ lion shaman's prid(' (pun fully intended) ~g~inst 

him. As vain as he is, subtle manipubtions can turn ~U his 

associatesag.linst him, leaving him isobted foryour attack. 

Moon shamans loathe di rect confrontation, which 

m~kes a he~dlong attack the tactic of choice for once. 

A.ttack an Owl shaman in broad d~ylight. and you've 

got him. 

See IgwCla fol details. 

Mug a Puma shaman In public, witnesses or no wit­

nesses; he hates crowds. He is also vulner~ble in broad 

daylight like Owl. 

Raccoon shamans ~re greedy, and theil greed can 

be turlled against them by either luring them into ~ trap Ol 

nl<1nipulating them so they tum on t heir ~ssociates (if any). 

Battle a Rat shaman out in the open. 

R~ven sham~1IS are vulnerable in endosed areas 
where the sky is invisible, ~nd their love of food and drink 

also makes them e~sy to poisotl (no bonuses when casting 
Health spells). 

Sea (whoops, r me~tl see) But! for details. 

Otlce lur('(\ into ~ fight. a Serpent druid is hard to 

pull ant, <U1d might h~veto be abandoned byhis comrades. 

He's also easy to c~tch sleeping. 

See Bear for de\:alls. 
leave ~ Snake shaman ~tone in a fight, and she 

might not join in. She can also be tr~pped when the bait is 

some fonn of S('CI"et knowledge, 

Vuin('lable both when surprised and in open areas. 

Surprise a Spidel sh~man in the open and you've got him. 

Frame a Sun shaman's associ~tes to make them seem 

unjust, and he might well turn on them. 

When things start going against him, this 

shaman goes berserk itl anyofa numberofintelesting ways. 

Attack this sh~m~n's home stone circle. and he'll 

cast discretion to the winds when fighting back. which can 
eilSily be tmned against him. 

Set.' Bear for det~ils. 

See Serpent fo r details. Is also lazy like Gatol. 
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'nlere is very httle $ubtletyin the Abyss. On infinite layers 

of this nevel-ending nightmare, inhuman beasts clash in 

et ernal, meaningless conflict. The land itself is alive, and 

those who hM!1l to b~nd this fact to their own agendas gain 

unheard-of pawClS in the process. These all' t he tanar'ric 

Abyssal Lordls and Princes. In the Abyss, they [ule by forel' of 

will and power .lIon!!. 

Somehow. these ~noble demonsw have risen above t he 

rest of theiT lamentable lot . Though the methods and rea­

sons behiw\ such all ascendante are as numbered as the 

layers of the plane, it is known that rising from the crowd 

involves SOll1e degree of dominance over a layer (or layers) of 

the Abyss. TIllIS the lords and princes hol.d a symbiotic (some 

say parasit IC) relationship with the layers they inhabit. 

layer dominance, however, is merely a single factor in 

tanar'ric ~ascemlance: The true formula for .Idvancement, 

if indeed t here is such a thing, has likely been hidden for­

ever, or lies undiscovered, still. As t he Abyss is an 

embodilnent of chaos. it is likely there is no formula at aU, 
and that blind chance plays the most significant factor. 

BY ERIK MONA 
ABYSSAL ARTIFICE ON THt: 

PRIMt: MATt:RIAL PUNt: 
FOR THt: AO&D GAMt: 

Through all of the variables involved with gat hering 

power for tanar'ric ascendance, however, there is one that 

seems forever consta/lt: the corruption of mortal souls. 

For tarturi Princes such as Graz'tt. souls of corrupted 

mortals make up the elite among V<l.lt armies of petitioners. 

Others, such as t he gluttonous Dagon, consume the force 

gained nOln corruption of both Prblle Matetial plane mortal 

spirit and magical structure and use it to enhance their posi­

tion within the Abyssal hierarchy (il it place so chaotic can 

truly be usumed to have such a thing). And then there are 

those who merely enjoy spreading death and chaos 

throughout the multivelse for the sport of it The Prime 

Material plane, being something of~ planar backwater and a 

home to countless Quaint superstitions, is the perfect place 

fot their subterfuge and perversion. 

Unfortunately for the tanar'ri, the deities of the !'l ime 

Material plane look poorty upon extra-planar entities intruding 

on what they see as their Writory, and so most worlds enjoy 

some amount of protection, whethel through cumplicated pacts 

and arrangements or the threat of godly retJibution. As with 

every contract. however. there are loopholes. Ifthe tanar'ri ale 

not meticulous in their planning, they are often cUMing, and 

the following creations - more than simple magic items, less 

than artifacts - ale frequently their bert hopes at gaining 

powel from the protected souls of the Pr-ime Material plane. 

Once a I'rorld has seerl them, it will never be the same. 

flame Amulet of AlzrJus: Of all the lords and 

lordlings who claim a portion ofth e infi nit<) Abyss as their 

eternal dominion, [e'N arl' as rUllnin'l <IS Al>:r JUS, I'r n1t'~ 01 

Abyssal Rame. AlzJius is cUIIen'ly " IIIIHUI~,'d ill IJ'c-ll 

ollter-planar conflicls wi lh the hd,ltrw . bill lL"ll l1J1(j "',", 

the Mlity was chil'imost ,1 1\\0 1lLJ t lio:;," 10Jds who soug!.t 

the col!uption of morl ~I s Oil the I'ri li'" Material plane. To 

that end, it worked 'Nir h I hl! Mchon~"r<t"l Iinix. who ~J, ,rffi 

iu vassion for setl in,! entire wodtls ,1tl,une. 

It is whispered thai lilllx Uetra'let! Alzrius, 'iO .. ",lhJW 

trapping it within the plllt>qlstuH, til" slr,Hlq" ,e~ :,r 

dering the crystal sph elt·~. whell' iii.' is gI1'.1I I'1 ~I\IUll'-Hi. 

Consumed uy Its OIVU l's<;l!lIce. Alt!h , ~ ' matt'li" l h lll\1 WJ, 

killed, and the derllon thus ((,l11ains bd'f .. >,1 tnllil <'!lkrlll~ 

the Prime MaleIi<l1 plane. WitH" thl' Gle<lf LOld "I 

IlLackflame ha~ acrepted thl> sltu.,liun <lllol 1'11111'11 tt. 

attentions to the loNer I'Idll~S, ()hilldUilS '!l~ h.ud. It 

longer can influence nrolt ~b dnedly. but its twmc ,11I1.li'·I, 

accomplish the same curts throuyh i lld i~e ct me(ln' , 

There are hundleds ot f ~lI l\e d l LL lll~ ' s scalt~lel\ ,11I .. 111tth" 

Plime Malelial plane, ;J.ud they ,lie hotly soughl <l[wr lov 

sages, elementalis[ wizards and dlCdne coUfftO'~, .. t.It:~. A 

flame amulet appears as d lhKk l3-) !tllr:e 

plate neddy five illches in dldJll~le:, 

attached to a t hi" flI~ tal COld. 'nl~ pl,rtn'. 

edyes Me sumewli<l.t Hlumied, ,IS it blOhJI 

by age, ami a d eal gldsstecl hemisp!: ~r~ 

marks t he top 5IlTface. A snl~ll. bi,r..k 

flame d<lnces pTOvoc~tivety wit hin t he 

dome. 

When placed dJOund the neck. the l\dme 

amulet 9 r~nt~ the we~Jet complete ill1mu­

nity to lire (magicJl or nOli mag irJl\) ~ n(l t h~ 

ability to cast buming hands as a 10th lew l Wi1.<1 l1l. rega rrliess 

of ctass, six times pel day. This abilily LI~wi fusls i(self in a l,I(1ul 

of Abyssal flame emerging from the clear ltemispher~. 11lis 

flAme is tinged with tanM'tic .energy. ,tlld will C~tlse full 

danlageto any creature not wearing a lLame amulet (mc\whn!1 

those nornlaUy imlllllllll to rile, but exdllding neatilles cuw 

posed of elemental fume). 

nl;S power is knowll instantly to the weale: IIpOIl dUll 

lung lhe amulet. but Ita!so \! iggms a surprisil\g srtle-Ioflctl. 

When filSt used, the !lame amulet painfully mdds with Ihr. 

wearer's fl esh. 'Th is process c~uses no damage. uut will mil! 

any and all armor. clothes. NC. wit hin a sinq l(' !I!!J I ~' !. 

allowing no saving thtow (this is trll!~ even 01 !Ilagi{~l 

armor, though only the breastplate is destroyed). 

The stone amulet. while not a liviny creature, .lets dS 4 

symbiont. Aftel the fint full day following the filst UM!. S.X 

tiny stone tentacles emcrqe flom the hack oj Ihl! dlinJiI1, 

prercing t he flesh and ra llsillg ld4 ,j,lllldgC. blC h. r,rcli Moll' 

fo r the nexl six day ~. t hl' ti ny leell'l ~ illch eVe! do~"r 'I) I 11 ,· 



wearer's heart (regardless of the creature's size, this 

]llOcess always takes six days - oddly the flame amulets do 

not funct ion for those creatures who do not possess a heart 

or similar internal organ). 

At this time, a whispered voice encourages rhe wearer to 

travel to a well-popul~ted place. such as a city. It is impos­

sible to resist this compulsion. Thereafter. the tentacles 

reach the destination of their horrible journey, waiting 

more than si;.;: days if necessary. When the tentacles finally 

reach the heall, the wearer's entire body is consumed in a 

huge explosion of Abyssal fire (20d6 damage, 30' rad ius, 

save for half damage). This transformation kills the wearer 

immediately, and he and all creatures killed in the explo­

sion are transfonned into petitioners of Alzr ius, lIsually to 

serve in the Blood War, but perhaps for a worse assignment, 

if such can be imagined. Because of this, Alzrius often 

directs the wearer to a crowded marketplace, so as to pro­

vide the best possible harvest. 

After such immolation, the amulet faUs dormant again, 

and awaits a new host. 

The only way to rid a wea.rer of t he flame amulet is to 

cast stone to flesh upon its surface, which transfo rms 

the amulet into an extension of the wearer's body. Once 

melded, the powers of the amulet are completely nulli­

fied, t hough t he contours mark victims with a 

permanent stigma, so they might remember t heir experi­

ence. The glassteel hemisphere remains, however, and 

the flames wit hin cannot be extinguished by any means 

other t han full submersion in the deeps of t he Elemental 

Plane of Water. So strong is the bind between amulet and 

wearer that traditional methods of removal. such as 

remove curse, will always fail. 

Bloodmarker Weapons: The motives fortanar'ric med· 

dling in the Prime Material plane Plane are endless. While 

some Abyssal Princes throw t hemselves fully into conflicts 

with baatezu or angelic legions, a good number, such as the 

enigmatic Graz'zt. dour Fraz-Urb-luu, and wily Malphas, 

focus their attentions instead to the Prime Material plane, 

always seeking to corrupt mortals into lives of wickedness 

or, better yet, to entrap mortal souls to serve them in the 

afterlife. While coercion and manipulation are the most fre­

quent tools in this crusade, they are not often the most 

successful. That distinction goes to the bloodmarkers. 

The bloodmarkers are not easily defined, as they exist in 

many fmms and sizes. Virtually any weapon imaginable has 

a bloodmarker version in the employ of a powerful t anar' ri. 

Occasionally, these items fall into the hand.<; of lesser 

ta,"'Iar'ri, or even mortals, but this situation is soon corrected 

by the Abyssal Princes, who covet the weapons nearly as 

much as they covet the power of their greatest enemies. 

Bloodmarkers are more than merely highly powerful 

weapons (+4 on the Abyss, +2 on Prime Material plillle 

worlds). The foul enchantment laid upon each weapon 

during the forging process provides a boon few power­

hungry tanar'ri can resist. 

Those wounded by such weapons feel an unearthly chill 

come about them. Wounds caused by the blades never heal 

naturally, and, if thewounde(1 individual fails a saviflg throw 

(vs. spells or vs. death magic, whichever is higher) the wound 

festers and aches, causing tdS points of additional damage 

every day until either remove curse or heal is cast upon the 

victim. Ideally, the weapons' masters hope that such a blow 

will eventually kill their victims, for only by causing death do 

the bloodmarkers affect. their most puwerfulmagics. 

The soul of any mortal creatu re sla in by a blood marker is 

tlansferred immediately to the realm of the demon attuned 

to the weapon and, as a petitioner, it is bound to serve that 

lanar'ri forevermore. Further. whereas mos t petitioners 

arrive at their destination without mortal memory of any 

kind, tht' bloodmarkers somehow ensure that t his is 

retained, so the victim's suffering , and memory of their 

defeat. will plague th~m for eternity. 

The body left behind on the Prime Material plane is 

immune to restorative magic of any kind, including resur­

rection, reincarnate or raise dead. That being is simply lost. 

Short of mounting an assault upon the lair of its new 

master, there is no way to save it. 

Each bloodmarker is closely identified with a specific 

owner, though that owner may change if the correct rit­

uals are performed. Abyssal lore states t hat a newly 

fo rged or obtained bloodmarker becomes attuned to a 

prince after spending no less than three weeks in the per­

sonal realm of that prince . Lesser lords can affect a similar 

relationship with the weapons by remaining in contact 

with the item while in meditation within one of the Iron 

Citadels on Pazunia, the Plane of Infinite Por tals. This 

latter process is rare indeed, and the bending of mortal 

souls to the will of an Abyssal Lord is said to be one of 

innumerable stages toward ascension to the next 

tanar' ric rank. Understandably, great wars have been 

fought over the ownership of a single bloodmarker. 

There are relatively few stories surrounding the initial 

artifice of the bloodmarkers. Few truly believe a race as 

chaotic as the tanar' ri could evel devise such ingenious 

magic. Others suggest that the t'l\chantments are merely 

gross perversions of magic developed by humans on the 

Prime Matt'rial plane. Still others hold that t he foul items 

have always existed, and, like t he planes themselves, 

always will, What fllatters, however, is t hat relatively few 

new bloodmarkers are ever created. It is said that 

Demogorgon, the so-called ' Pr ince of Demons: alone 

holds the secret of the bloodmarker enchantments and, 

given his relative strength in the Abyss, he is likely as 

safe a keeper as any, 
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Relic of UnUfe: llttle is known ot the Items llial haVi! 

rome to be known, OVeJ the last halfde<:arle. as the Relia of 

Unlife. 11tefll are said lo be over six hundred such itEMS, .Ill 

of which seem to lvnform to asimiLar shdl~ - thilt of shards 

of a shatteroo staff or mace of great size. fach 01 the sharru 

radiates heavy tlilces of magic, and Me belicvl'fl by 8,)me 

sages to be the blOken fragm~nts of a Iccently dtlsl loycd 

ar tifact of great [lOwer, perhaps even a soul item for somc 

powclful and now-absent Abyssal pelsollagc.l.l'arned Sdqes 

and magical schotals have often commentPlI that though 

the relics are Abyssal in origin, they seem to come from 

somewhere else entirely. as if they may holve ollgmatl'd in 

some fort'ign probability. Like most items miginatmg from 

the Abyss, however, the relics bring with them a jumble of 

complex, often COlitladictorystOil/'s dnd had:·I"les, and the 

truth behhlf\ their origin may never bl.' known. 

The relics Ulilfotinly appear to be cnmposed of ~ very 

sturdy bone·like material. and are llevel larger than six 

inches across on "n sides. Most freq\lentty. the shards Me 

cylindrical. though more iueqular\y-sized fragillenls are 

known to exbt. The items seem to have originated in the 

. '; , 

Abyss, though they have rlow been sprE.'ild 

across hU!ldreds of Prime Material pla!le 

worlds. Worlds with a high degree of I1l<lgical 

energy seem to have attracted the m~jority of 

relics of unlife (Oelth is !lOW home to seven 

such items. t hough only three found home in 

the Flanaess, and a half·dozen of the frag-

ments recently appealed in Abeir-Toril, 

primarily in the Kara-Tur region). 

The relics of un life confer great power upon 

their owners, but as this poW(!r is channel.ed 

through the ability to command and control virtually <Ill 

types of undead, most of the items are currently kept as 

curios by unknowi ng peasants, nobles or monsters 

thro\lghout the Prime Material plane. In the rare instances 

these itell1s faU into the hands of wi?,ards, clerics or neCf()­

mancers, however, t he relics spring into action, providing 

(at least initially) great benefits to their owners. 

The fragnlents most often are discovered in populated 

regions such as villages 01 underground communities. 

Without exception, they appear either in a graveyard 01 

site ofdealh (such as an abattoir, gallows or evell a gladia­

torial pit), unprotected and in easy view of passCls-by_ The 

vt'ry substanc@ of the things mak:e even the most dull 

farmboy rocognize their wortb, but it is only those familiar 

wilh the world of magic and, more specifically, the world of 

necromantic Ll\agic . who gain the most benefit from their 

employ. These individuals often fasten t he relics to chains 

worn around the neck. 

A mage 01 cleric may mallipulate the energies found 

within the relics of unlife to control aU forms of 

undead. Such cbaracters are treated as 18th level 

clerics for purposes of a roll on the Turn Undead t<lble, 

with results of "dispelled" or "turned" instead granting 

the user pelmanent cOfitm! over the creatUJe(s) in 

question as per the spell control undead (no save). 

Note t hat this effect is permanent, and u sefu l even 

against t he tnost powerful undead, stlfh as lir.hes or 

undearl/t.llt,lf'ri ha\t -br(>l!ds (such as the gnollish 

Shoo5uvae). which <lr(' controlled .IS 'special: Whell 

used by a necromallcer 01 priest of a god with "Death" 

111 lIS portfolio (surh as Nerull, 'Nee Jas, Jergal or 

Kelemvor), all saves ag~illst Necromantic spells cast by 

that chMact!!r are made dt ,I -0 pen~lty. 

A relic lI\~y never he employed to cau~e harm to an 

unde.l.rI creatnre, thOll'lh its primary purpose is to bind 

thl'ltI hI the will 01 IhA i!l'Ill's owner. After two weeks of 

ownership by anYSf'ntient crl'<lture. that creature begiTlll to 

disp\.!.y qualu ies II10st often aSsoc1.1ted with the undead. 

Consultlh" following table. AU such effects arepelmanent, 

and cantlot be lelllQVed by ~lIy magIc less powelful than 

direct divine i!lterferctlce or ~ wish. Also note that the 

relics of unllfe do not shift thl! ~li911ment of their users, 

though the powers they !lrant will be tempting to even the 

mo,;t llpstanding cI~ric of weal. 

Duration of 
Ownership 
<'Weeks 

1 Month 

2 mo"th~ 

3 months 

<I months 

5 months 

(' months 

Eff~et 
Uscf !:~i05 pctm~llen\ move silently (85:1.1 , .... d 
pass withouttr"3Ce ability. 

User's jointS sulfen, ,""sulllng in a redur:etl 
'l"IO'Ielnl!nt raIl! ( <>1 .m.l a penallY to Imti<llive 
roIlsl·l) 

User may ~\ prote<;lion from undead lwice per 
day, ~\ lhe 10Th level of ability. 

lIl;er may cast invisi~ility to undead twice per 
da~I, atl lKl 10Ih I~vcl of ability . 

U~er"s skmlJegills 10 rot. giVing off ~ hir.hl~ 
'mpteas~nt stench. n, is scent CaO be 
oveqlQWere<t by strong perfumes and oits. 

The IfSer'S face and frame become almost 
skelet~1. represented by a loss of 2 points from 
both Strength ~OO Charisma. At this poinl. the 
relic mag 00\ be willingly removed, and requfles 
lhe l'Inplogn\enl of a remove curse aoo 
al(Nle(nent to do so. 

All undead creatures with fewer than five hit dice 
3ulomaticarly delerto the user, and will act to 
Ihe utmost of their ability \0 protel:\ him. n,i5 
attr.octian overflOWers trad il ion~1 means of 
undead contrOl. 

The user is tmns/a rmed from a living crealu re 10 
a state belween dealh and life. He no !olIger 
requires Sustenance of any ki nd, though he still 
hre31heS (and is thus suscept ible to spells such 
as cloud~ill) lie can be turned as -Sjlecial" btJ 
clerics and paladons, 300 is arlversely affected 
by spells such as commaoo undead, proll'C\lon 
from uodelld, CIC (Ihough he does receive a >6 
saVIng throw \0 ward off !heir effel:\s). 

AftI'I seven months of continued usage of a relic of 

unlife . the r.haracter must save vs . spell (wisdom 

bonuses apply) once pel week, in perpetuity. Should 

h e fail such a sav~, he loses all tra ces of individuality, 

and continues as a highly powerfu l NPC. However, 

instead of retnailling tn haIT1 his homewolld, the 

character will depall to lhe Abyss, hlinging his unholy 

al mies with him. Few know what happens to those who 

d epa!t in this manlier, but a special COlltingent of 

Yochol Tana(li SCOUI the layers of the lower planes for 

such individuals, and great battles are fought upon 

theit discovery. Stlangely, these Vochol are not under 

the command of theil uce's creatoL Lolth, but appear 

to be the ~ervants of some uthcr power of the dark 

elves. Wh at will COllie of these a fmies of un de~d 

playuinq tIle Abyss. no one knuws. 



A COLLEcrtON OF CHARACIERS FROM rilE 
1999 CLUB DECATHLON "CfMffAcrERS IN 

GAME SYSTEMS OTHER THAN AD&O"" EVENT 

This event had Z7 ent!ie~ by iliil~ (liftelellt dl\b~. ~Hd m~ny 

of them were quite qood. It was hdrd to choose a winner, 

bnl we did. Below arc Ih,,~.· of the be$t numlhe comp"ti­

lion. ~lore Cha(dcters lIlay <l.ppcat ill Idle-r P01~JLElJRuN' 

Magazme issues. Thanks IU all the club nlembe-Is who ere­

aled these rhalacter.~ . 

FIRST PLACE WINNER 
OliO A companion for t,th Ldltion Ars 1~~gica by Roc~o 
Pisto otthe I'M Playels 

Saxon In.l.le 21 years old (year of birth: (179) 

Characte ristics: Int ·2 (dense), Per 0, Sit .? (mighty), Sla 

... 2 (immovable), Pre ... 2 (colossal), Com - ] (unceltain), 

Del( ... 1 (skillful), Qik+1 (swift) 

Vir tues and Raws 

Famous ... 2: DIlD has a gooi/ ,..putaliort (Ulli/efta/able) at 
level 4. 

Giant Blood ... 3: OIlO's size is ... 2. /Ie gets lwo wldltiollo/ 

Nhurr ikK/y levels cwd ·Wlnded" fatigue levels. 

Knight-Errant +2: 0110 is eutitled w beafarms oud is a 
membe, of the nobility. Tile Quality Armaments virtue is 

ovoilable at +3 instead of+4. 

Ouality Armaments +3; 0110'5 onnor hGS a +2 Protection 
mlillg. and his weapolls have u +2 Damage fuUng. 

Age Quickly -5: 0/10 ages two year.fOf every year tliat 

pllsses. lIvo age miLs are requirer!. rids began at age 15, 

so 0110 is J8 years old but hm an age 0[21 

Black Sheep -1: 0110 is e5lrouged[rom Ins family. 0110 has a 

Iwd reputation (Buffoon) at level 2 umong those who 

respect his fomily 

Outsider -1: 0110 has iJ. negative reputation fo' beinq a Saxon 

ill Wales 

Overronfid!!nt-2: Gaill the Pe'SlJnality 1I-ail Ovem:n!fidentat+3 

Weak-Willed -1: Others gain +3 orl al/empl! to fool, ilrlimi· 

date Of manipulate 

Reputation 

Undefeatable .4 (near the ~oven~nt), Buffoon -2 (amonq 

those who respect his family), SaltOn · 1 

Personality Tra its 

Overconfident +l. Unopinionaled +2, Even T~mp .. red II. 

loyal + 1. Dilect .1 

Ouitks 

QUO likes to go out iln,1 s[Il.l.sh things Clilce in a while. 

He's afra id he might stell on kids and anil ll"ls. 

Abilities (score/speciali~ation ) 

Athletics (2/jumpinq). Bl<lwling (3/fists), Chain Weapon 

(z/fldil). Crossbow~ (3/ heavy crossbow), Great Weapon 

(S/battlealte). ShieW & Vle.ipon (IJlonqsword and tower 

shield), CaiOuse (2/stdying sobel), Etiquettl! (l/nobility), 

Ride (2/battle), Swim (l/Ulldec.vater maneuvering), 

Speak \..1nguagc ·Sa~on (5/~lLla.U words) 

Appeardnce 

OltO is " 4' t~n dnd w~iyhs 420pounds.lIis favorite war 

garb is d fun set of chain mail and a two-handed great bat­

tle.ne. When his helmet COllies uff. dl'i!p $et dalk eyes peer 

out from bt.>hind a black, tangled mass of a beard. His skin 

is ruddy, wrinkled and scarred. as if he's been fighting in 

the heat ofHel.1. His natu ral expression langes nom a scowl 

at WOiSt to disapplOvllY grimace at best. Muscles bulk out 

his MillS and ll!ys, but his cheeks and gut ale just pudgy. 

When OliO enters battle. he plants his feet and then begins 

swinging his battleaxe in huge circles over his head, 

loosing a roar that could quell thunder. 

Equipment 

ono's fine clothes show sigllS of frequent mending. No 

matter, he iSlllost often seen in chain mail with a battleaxe 

or heavy crossbow. His squire, lidious, carries his money 

and goods while his Clydesdale, Sunflower, calri~ his 

extra weaponry. 

PERSONAL HISTORY 
When I was little, I was jealous that 

my blother Abner got more atten­

tion. Mom told me thathe needed 

Iler mOle because he was 

bigger. The biyyer brother had 

to rule the land when Oad 

died, so she ildd to teach him 

about books and Dad had to 

teach him ,Ibout hunting. 

When I got older, 

began to grow very 

quickly. The lIIedicine 

woman said that I had 

the blood of the 

qiants in 
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my veins. She said that sine!' my dad had no giants in his 

family and my mom had no giants in her family and she was 

sure my mom was faithful, t he monstwus blood must have 

been put into her wo mb by faeries or a demon. I was going 

to need larger dothes and more food tItan llIost people. I 

thanKed God for making me so lucky. 

I remember the day 1I'hen I grew taUer than rnybrother. 

I showed my mom that I was bigger and how I wanted to 

learn about books and hunting so I could rule the land 

when Dad died. Mom said that I misunderstood. It was not 
the bigger brother that ruled, but the older brother. 

When I got to be fifteen, my beard began to grow 

very quickly. The medicine woman said that I Vias 

aging twice as fast as no rmal people. She said my big 

size required twice as much life to sustain. I thanked 

God for making me so tucky. r lelnember the day when 

I grew older than my brothel. I told Mom t hat t he 

medicine WO lnan said I was older than Abner and how 

r wanted to learn about books and hunting so [ could 

rule t he land when Dad died. Mom said that r misun­

de rstood. It was not the older brother that ruled. but 

the one that was bOIll first. 

It was dear t hat God wanted me to rule, but Mom 

kept chang ing the rules. I spent my d~ys training to 

fight and my nights praying to God to help me f ind a 

way to rule. That's when lidious came to serve my dad. 

lie made all sorts of weapons and armor that fit me 

bette r than anything else I had before. Mom liked him 

too. They used to spend lots of time together when Dad 

and Abner were out hunting. He taught me to make the 

capital '0' and tilt! small 't.' r changed my name fro m 

Bedil'ere to 0 110 so I could spell it. 

One day r told lidious that J wanted to rule like Dad 

and Abner. He explained that there are less civilized 

areas in the world that could be conquered by someone 

I'ery strong . I told him I was very stlOng. He said that 

was I'e ry good. but I would also need to be of noble 

blood so t hat other kings would respect me. I told him 

t hat he was working fo r my dad . He uid that was very 

good, so I should get a squi re that knew about weapons 

and court and go conquer. I asked him if he knew about 

weapons and cour t and he said he did. He didn't want 

to be my squi re at first, so I had to convince him. I told 

him that if he served me w~Il, I would give him his own 

pi~ce of land to rule as he wished. lie discussed it with 

my mom and eventually agreed. 

One day Lidious said that we were going to Wal~s . I 

had heard about Wales. They don't have any proper 

cities or speak any plOpe! languages or even have 

proper churches. They don't have an archbishop either. 

The land is more dang~lOus than England because t hey 

don't have any proper weaponry to fight the monsters . 

It sounded just perfect . I could kill the monsters and 

save the people and build churches. Lidious could 

teach them proper languages. 

We were going with Carrie ... Candy ... C1ah .. . She said r 

could can her Claire. She is a beautiful princess. Maybe she 

is an angel. I will be her knight in shining armor. She is 

going to spend a 10ilg time in Wales. I will need to protect 

her. I will show h~r how stfong and swift I am. tidious says 

she is upset because the HOllnans are ta king her fathei's 

lands. r guess she doesn·t have a place to lil'e anylllore. 

Someday, when I iIIll ready to rule my own lands, I will ask 

her to rul~ by my side. And no NOlmans will take anything 

from hel as long as I live. 

After some nice priests directed us to a place tha t 

CI3ile wanted to go, we caRIe upon a village in need. 

They had a giant serpent living in t heir lake. 

Sometimes the serpent would come out of t he water 

and eat small children. Claire was ti red from t he day 

on the road, but I was fine. There were no children by 

the lake to draw out the snake, so I had to bring some. 

When their moms were not looking. I gave some chil­

dren piggyback rides down to t he lake. We played 

there with rocks and the water and they cl imbed all 

over me. I didn't squash one. 

When t he ser pent came out of the water, r was sur­

prised by its size. [t wasn't as big as 1111', but it was 

bigger than most people. And faster than children. 

When it stletched out its neck to reach for a Uttle boy. 

r brought my bauleaxe down over the back of its 

neck. r really thought that would kill it. When it 

didn' t, I decided to t ake the res t of t he children off of 

my shoulders and figh t it in earnes t . 

The serpent wrapped itsetf around me a$ we 

fought. r eventually killed the thing by biting into 

one of the open wounds I made wit h my battleaxe. 

lidious asked me to cut off its head. r did and he 

threw it int o t he water. Then we went back to the 

town with t he body. 

The townspeople had gathered . The children I was 

playing wit h were crying and hugging their mothers. 

Before I coold ask why, Lidious showed the body of 

the serpent to the crowd. He said that what he had 

was the tail of the serpent whose body was too big to 

remove from t he lake. There was a big celebra tion 

wit h beer. I told people that the serpent wasn't as big 

as aU that, but they just patted me on the back and 

brought more beer. 

We should get to where we are going soon. I want to 

start building a keep right away. but I made a promise to 

protect Claire, and there is no place safe I can lea'll' her. 

Lidious says we don't have the coins t o build a keep. We 

should work for the magi for a while. He says t hey will 
pay us and give us a chance to make our names known in 

the lands. That sounds reasonable. I'm so glad that I 

have Lidious looking out for me. 

I will do my best to protect Claire and the magi. Jesus 

says we shouldn't kill people, but that's what I do best. I 

know it' s wrong because it makes me feel bad. Lidiolls 

says I worry too much. Sometimes we n eed to send bad 

people to the Devil so they don't tempt the good people 

away from God. If we accidentally kill good p~ple. they 

will go to heaven and be happy, and t ha t's okay too. I 

want God to help me be a good ruler and then bring the 

heat hen people to Him. lidious says if r have to kilt some 

people to seTve and save the rest, God would t hink t h ~t's 

okay. r just want to do what's right. 



SECOND PLACE WINNER 
l'",rc'>Sor l'luis 

AI' ;111 1 19Uil'<' Ch.!TdC!l'! It:" Van ']Hlf': 111(' J.!dsque/ilde- by 

J",' ~l.ulll!1I 'JI AK( r"Uf)\\,ship 

Streoy th: , Dt!xterity: 3 

Stal11in~: 3 Charisma: 5 

Mauipuliltion: , Appearance: ) 

l'erceptiQu: Intelligence: 5 

Wit5: , 
Heig ht: ',<} Weight: 190 lbs 

lIair: \'J)"te Eye$: BinI! 

Clan: ,"Ialblliall Sire: limll1y Wilson 
Nal\llll: 

Gencmtion: 

App<uell l A9~: 

( onscilmce: 

CouTage: 

Willpower: 

i"Heg \II"f 

10 

1;5 

, 
, , 

Demeanor: 

Embrace: 

Self-Control: 

Humanity: 

Blood Pool: 

Jest!!! 

1!!!9 

, , 
13 

Physicill description: l'Jof~ssor J>r~J{is is t he epitome of 

<j cllllint!. qrandfJth .. ,iy wallnth. Ills h~ir always appeals 

11 littl ,· tousl~ll ,md h .. h.1S 11 vt~ry nCilt.Ly tlilluned beard. 

II~ mules with his whole far.I~. He weMS 11 knit sweater 

,11\11 a bow tJ~ when he goes O\lt ,md always smells 

. Iigh tly of hot chocolate and walm cinnamon. 

Dhdplints; Auunalisrn 2, Auspex 4, Dominate 2, 

Ob fu~(- ,lte 4, PTesell~ 7. 

Skills; AUlillal ken 3, Cooking 4, Uancing 3, Drivl! 2, 

Clltjuettl' 4. M.iI.<IIUl!rade 3, Music 2, Public Speaking 3, 

Siyll I.iIng ildge 2, Speed Reading " 

Tale nts: Acting 2, Empathy4, Poetic Expression 5, Singing 2 

Xnowtedge: Alt History?. Computer 2, History 4, 

Lil lyll istirs 1, W .f!!d tulC 5, Kindred l..ore 2, Malkavian 

filM J_ I'sydloloyy 2 

Ba~kgrou nd: Contacts 2, Fame 3, Resources 4 

Other Traits: 

Merits : Conmu, '1 sense, Concentrat ion, Eidetic memory, 

Calm h~JrL Natural linguist, tat food, Baby faced, 

I Inshakable conviction' . 

flaws: Dftp st~pel, Bad sight, Prey exclusion (children). 

Equipment: Laptop COInpu tel, 1992 mini-van. modest 

h<.I\ISI' in suburban Challotte . 

. eVe;! it tM !-'lIlte%Or " ill l1.nzy. h. ~,1!11101 r~ed on Of halln a 
clHt.!_ J!"IL(~;t bullh a w'llpnw~r ",Ie III in9 ~\\ oflw wiUpowerd ice. 
...... ·11 If I ., I,," U;t'y 01 '" bl " o~ po int, to.) 11$<1 ,1 child as a "esse\ 01 
'"t''''' ,1 , hjM '" ~,, ~ ",;,y 

l1: .. /ull moon wu5.mt, Ih'!le wele 51(11S m Ihe sky. 

/ " I'll' mtp' f ~(lt. 'mtch ing ca's go by. 

15111 wllil "r~ laplop, "lid coffee /0 dl/nk. 

111(1$ ,V"l'",; (I new btJolr. and sa l there 10 thin~. 

J ' ~III' - /x;ok", I, " chi/dre'!. Mtn pictllles (md ,hymes, 

Olt 11;1 ' 11:,1 11/1".< / dl'H,'. 12 'ilfle ,enl Uill es. 

"The Hew with Nerlllair ", '71,e Puppy's Good Dwr, 

7Wo stories I've wnllen. j or chi/dlen to read. 

Children are predou:f, ll(we them $0 dear. 

I put smiles on their fuces. WIth rhymes in Iheir ears. 

So there with my ~'Ojjee, r ,:mt, 

sat, 

sat, 

Creating a tale called '71,e Liltlest Bal. M 

Thenftom the cap, came a crush and a dalli!I, 

[looked upfrom my tllble. Oh! !Vhat was Ihe mailer? 

Alld there in the docllway, wusillg oh, such aju!J, 

Wru a dazed liltle seiwo/boy, witll hair aU a'muss. 

lie wal~ed /0 m)! lable, a smile 011 his fact. 

1fis eyes held suei! laughter, they lit up the place. 

1fe bade me, MPleose, sit. M, ru I started ro rise. 

I (eWmed ro my chair, enthm/led by his eye.\'. 

His name was Tim Wi/$on, a stmnge liltle lad, 

With theface of an angeL but a mice oh, so sad. 

· Please tell me Professor, 0/ things real and true, 

Share with me your secret, just give me a due! 

I've read aI/your books, each dozens o/times. 

I know o/the power, you've hidden in rhymes. 

17Ie knowledge is there, though .s/yand concealing, 

Life's secrets iI, rhythm, your rhymes are rellf'aling!" 

I kr!ew IlOt whll! he meant, or a/what he spoke, 

But a terror illSidp. me his sad voice awoke. 

I wrile simple stolies. with rhyming refrain. 

No secrets I ~Ilew of. did any contain. 

He grew wry fronlil;, down his cheek ron a tear. 

Bloodfram his eyes! My heart thumped in leal. 

My heart, it was pounding, 

THUMP.' 

THUMP! 

mUMP! 
Up from my chair, infear 1 didjump! 

II/ied to escape him, this sad IiUle child. 

I attempted ro/lee, and his voice berome wild, 

' You hlrve lied, Bad Pro/essor, and now you would /lee. 

Come bad to this lab/e, bring your rhymes back to me!M 

fie flelv th/oug/! the caf~, alld ~nll(ked me dOWlI with such might 

lIis teeth bit my neck. What a horrible sight! 
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But none Iook.ed OUT way, no.! even a glance. 
As blood left my body, my mind did u dollO? 

The world do.sed around me. the lights all grew dim. 

The bloodfrom inside me was now inside Tim! 

Then wha t in my slackening jaw sho l~ld oppear? 

Uquidfire in my veins, from the blood of ~ tear. 

This boy it would see/It this cherub so sweet 
Brought me back to this wol/d, brought me back to my ;eet. 

NyO!,! ore my childe now Projes3or.ftom me you shall learn. 

Then teach me your secrets. teach me in relurn.· 

The world changed before me as I stared with new eyes. 

To the world a/bright sunshine, I said my good-byes. 

In rhyme thert is reason, Tim showed me the light. 

My rhymes Illow share. with the childn!" a/night. 

I alone know the truth..likea donCf! through my brain. 

Itflow$out in rhythm, /ike droplet.<; afroin. 

l finished my story, "The Littlest Bat. H 

f named the bat Timmy. 

No way around that. 

I stm write boohlor chMren, yes I do, it is true. 

I IOIIe all the children. I especially /OVI! you. 

Since then I han! learned, a/both kindred and kine, 
and the blood that is n~ded, when IoIlmpires must diue. 

Vampires are beasts, like their forefather. Call!e. 
[do not like to bile, or cause anyolle pain. 

So Ifeed with great core, I toke just a small drink. 

Gently my teeth sink .... 

Then gone in a wink. 

AI/lies and deceit.. how VCImpires relate. 

Enemies from kindred, most kindred create. 

Polilia and power; backstabbing and guile, 

all hiding behind a bloody-fullged smile. 

The claus that Tim taught me, all struggle for might, 

should stop all their p/ottillg, alld share in Ihe nigh!. 

Moot Brujall are bul/il's, all temper and broWl~ 

and Gangret lost puppies, who dig up the lown. 

For Ventrue buys poil'l!r, then setsforth demands. 

Dnd by sorcerous magic, 1I"emere makes commands. 

Nosferatu are ugly, but most have a goorl hem/. 

While Toreador forsakes all, in pursuit of the QlI. 

Thf'1I a.me l"~ riu/tirtU 0/ Nil/kill'. all mostly IIIsone. 

Who nm tell \vhm tlu'} fl!11". wl'lI{ they haw /0 qaill? 

AIIII}olg~! /lVI III~ !>iibl'ot, v' tlw/,",lIlupilie. 

And who kll'M~ W!lIIt ~be h"I~, ilO Ih~ I."ridu} Ih~ kil l ~.' 

[li to rhe rlw~ 1,/,1. \.rll! "'jI "'y'lies U! IlljI 'l'Hdp. 

All (li e ",el("Q"'~ (tJ,"mlle, II,e,1' 's I",,' " Ily lIIy,ld.,. 

In rhYIII"" U"'rr is II· .... WIl, p~,h(l;,.~ eWI, II uli 

It IS tlwft! tliul 'II (lId mill! 10UII<; lilIPIU/;/u/ VtIut/l. 

HONORABLE MENTION 
COEFFICIENT OF FRICTION MAN 

Au Ull"~\l<l! ~'Jile l !,,,ro ILJI thl' otigin al MARVfL Sll~B, 

HrRoLst~ g,t"'.! loy Mdlk BarnalJO ,,1 Dfo.llh War nwd Over 

Hero's Ide ntity ( sec ret): t~i l l ' '' lh.','ki ll~ 

Age : 1.5 Origin: AttNI'd HUI11~n 

Group Affilia t ion: 1 het~ I U"ht 

Base of Operilions: r",,,tlt,,, LtfL"d .. 

Fighting: lypic'!l (tI) 

Strengt h: Iypiu l (6) 

Reason: llel11ark,lbl .. ( $0) 

Psyche: (;001.1 (to) 

Health: It, 

Resou rces; (iLJOd (to) 

Ay itiry : lYPlla l (6) 

Endu rance: Typical (6) 

In tuit ion : Loud ( 10) 

Kar 'na; '>0 

Popula ri ty; Good (10) 

Powers; Invulnel,!bihly to rire olnd H&l1 (0 1000), 

M~ment , Suting I,UOII ( 10), Ra"gf'd energy (0111.101 · 

frictiun Anlazin9 (SO) 

limitation; I'ower~ (;tonot upl.'Iatl' In ~ vacu um 

Tale llt.s: Stulleut (teachel), Oratory. Physic:. 

Co nt acts: Theta night, UlI1versily of rOIO l1to. f rlith Jp.nkiLiS 

(motllp.r) 

Histo!)': Miltun )('l\kills l,ved J nvrmal, boring life. Ill' 

w~s a protessor of PhY$ics ~1 the University ot"ro,onto, dud 

led a ,ather dllonymuus "x;stcllce. But a protessor Inust 

"publish or peush" as th .. s..ymy q0t'5, so Milton joined a 

research group calk>d Mil . The team was assembled (0 tl y 

to develop new lliel ioll leducmg rnilteriais. The hove WilS 

that the 5uo;essor to 1"elloll would be developed. As the 

ln oject ..... ilS sp<)u.'iored ~v Dll1adidll industry, a commercial 

product was cxpectrd Mil ton, hoV{~ver, had othel plans . 

Professor J.mkills I! eq~" to develop dll elle r\jY W(l ve that 

could actually IlUllify fl iet ion. Such ted lllology could prove 

dangerous III the WI01I9 h,lIIds. 

One filtc/ 1l1 .. veiling. Milton stayed at the research 

center lilt .. to do some fine tuning on Ihe null ifiel. 

Suddenly. d glOup 01 HYDRA agents blllst inlo the room. 

Jenkills had 110 hl~d that he was dealing with HYDRA. but 

even Milton knew these guys well:-n't the janitOlS! rOl the 

iust lime ill his hOI inq life. MIltvn Jenkins did 50methiug 

right he sel lli ~ b,,(ovl'd macllllU' on allto-d"strllct. Ti,e 

in fu ri,lted HYDRA ,j(jents klH)ckc(i Milton ullconsdoH.I. 

Ttl\~y WPW llll,lh{ r lO di~e!l'l~'Ie t lip. nVl'Tloa,j sequ(!uce the 



Plofessor had $0 bro1vely initiated_ The HYDRA. ~nts left, 

confident that no one I:!lse would get the device, and its 

creator woulrl be "takl:!l1 care of" by the explosion, The 

night sky ove! Toronto was illuminated by the explosion. 

L.uckily, no one Wo1S hUll - not ellen Milton! Somehow, the 

Plofess./)l had absorbed the odd energies of the device 

during the explosion. Milton had suddenly gained a whole 

bushel of supel<powers! 

nil' first and mos t obvious power that he gained was 

iml!lunitytv damaye from fire and heat. He didn't even get 

a tan from an explosion that destroyed an entire building. 

The main power that Milton acquired, however, was that of 

Iridian comro\. 1/1' W<lS able to lUl'ntally cause the C04!ffi­

cio:.>l\t of nidion bo:.>tween an object and the substance it 

moved thIOugh (usually air) to change. This change can 

have two major effects. First, by lowering an object's coef­

ficiellt of frictioll , that object will have di fficulty gaining 
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traction. Also, there is nothing resisting the object, so the 

object will continue to move, unable to stop. In other 

words, Milt can make people slip and fall by looking at 

them funny (and making a FEAT roU). providing they are 

moving in the first place. He can also use this power to 
make something or somebody impossible to grab without 

taking speci."ll effolt. For example, Milt could make a gun 

so frictionless that a thug COUldn' t even hold onto it unless 

he trapped it in hi~ grip. This power is extremely broad 

based. so feel free to make up power stunts as you go along, 

and your judge can decide if it works or not. Milton has 

already worked out a skaling power stunt. He basically 

lUlU and then lowers his fIiction to nothing. lie can use 

one wfrict ion footW to control his speed while he sUdes on 

the "fIictionless foot : 

The second major usc of the power is to increase the 

coefficient of fridion of an object. Milton can use this 

power to get several results. He can make objects (and 

people) immobile. The object is effectively hozen in its 

medium (usually air). Milt can neeze bullets in mid-flight, 

for example (although he'd have to think faster than a 

speeding bullet - Red agility FEAT to do this). He has abo 

had cars tossed at him, which he has promptly 'ocked" in 

place. Nothing is more unnerving than seeing a car 

hanging motionless in midair. He C<ln effectivel.yparalyze a 

person with t his power. This power lasts on an object for as 

long as Milton concentrates. Remember that Milton's 

powers canl Walk in a vacuum, nor can Milton use his 

power on more than one object at a time. 

With all these abilities, all Milton needed was costume 

to bKome a super hero! He cont<lcted Department H, but 

their program was hl led to cap<ldty. lt WiU then that a m<ln 

named frank Reeves called. Frank WiU a former staff 

member of Department H. He W<lS laid off due to cutbacks, 

but was still looking to form a Canadian super team. Milton 

met Frank in a diner in Toronto. He took Milton down a 

manhole, through a secret door, and into a modern super· 

hero base! frank explained that the facility was never 

completed due to cutbacks, but it would have to do. He 

provided Milton with a costume. The costume is whitewith 

a black letter Theta (with a little mountie hat on top of it) 

on the chest. There is a gold letter Hu inside the Theta. 

Milton Jenkins is a college profusor, a physics teacher. 
He wm lecture his teammates on basic equations wforce. 

mass x acceleration·, etc. He is, actually, a quite boring 

person. He speaks in a clear, distinct voice. Hetends to use 

flowery speech, or just complicated word!. Can you say 

multisyllabic? Milton, at age 45, still lives at home with his 

mother. In normal clothes, he wears thick glasses and has 

a pocket protector. He says the letter "MuW aloud when he 

uses his power. 
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Now that we IIaVe yom altentiOl1, we can rcb!'Vl' you by 
saying that WI! mean this in a positive way. The RPGA's theme 
fOI this y;!af is "TIle Infe!llo' by Dante, and we are gearing up to 

show you one hellacious good time. As you may know. the 
theme of "The Inferno" is the joumey thlOugh hcll tlklt Dante 
Wldertook with his guide, Virgil. Just like Virgil, we will guide 

you tluough laye! .uter layu of our piOgf3m., each building on 

the previous ones. In a sense .... -e are actually WOfking our way 
upward, but "The P.lradiso- jl.l5t does not grab the attention the 
way hell does. So think hL-ll ill revel$<! (getting betlerwith each 

layerratherthan worse). andyou will be 011 the right track. 
We a\w,lys Ilylo bring you new and Qxcit ing cvcryyear, ami 

this year is no different. With over 50 tOllfllaments, live­

action roleplaying. and several championships. we ale sure to 
have something exciting foryou. "us we have paitnered with 
other programs throughout the Game rdj(S busy schedu1eto 
bring you high quality events whee you luay not expect to see 

RPGA active. So watch your step, and foUowas we guide you 
th rough the many i.aY'lrs otlhe NetwoIk's offering this year. 
Thewis not room hereto list all the tournament descriptions, 
so you will have to get the GfN CoN pre-reg book from Andon 
Unlimited at 800-529-EXPO. 

LIVING OEATH~ EXTRAVAGANZA 
The i.[vmG DF.ATH c" mp,t l<j n cooldinalOl, Clai le 

liofhllan, has put tOg~th~1 all t!x"iting .wries of LIV IN.; 

IJF.AT!! tournaments dnd M\ in! '~laC!ivr. l.i VING DI:ATI! rall ~ 

will want to play all evcnls for the complet~ expQ[ienc~. 

ALTERNITY LIVING VERGE LAUNCH 
GEN CoN maw the launch oHhc LNING VERGF C.lI~lPdign to! 

the AU'l'RNHY SdenU' fict.JOll Ruleplayill<j G.une. LIVING VUf',£ 

is SI.'t in the MarybeU& system in the Verge, pall of th,· 
STAR ·URlVE'~ Campaign se1t ing. M~mlJl!rs have be<.!n wOlkin~ 
hard on this campaign, and we thinkyoll'U enjoy the dit furent 
expelience of adventmu19 \II this &Cien~-fidion s.1:tlinq. 

CALL OF CTHUlHU MEG ... ·FEST 
TIlisyear, theRPGA N~I\"lOJkaml CP.ilosium, 111c. h.w,~cO!ue 

together to present you with ~ prvglill\\ of Call of r.tltlJlhu 
events nn1ikeauytl\ing we've eve! done before. In add\tioll to 
the eveut£ below, we will bu ~wa I dj\\g RPGA e~pf'riel:~e for 

f.VERY Call of Cthulhu eVO'I1t spOl\snn...l bV Ch~05llll\\, Illc. All 
of them. So get your fill ofCthuUm this year, and stop by an 

asylum Oil your way home to get SO!lle sdnity back. 

THE RPGA NETWORKS' PROGRAM FOR THE GEN CON ' GAME FAIR 

1ST LAYER: WIZARDS' EXHIBIT BOOTH 
Crossing the River Acheron, we find ourselves at the 

Wi;;ards of the Coast exhibit booth. There, the friendly 
RPGA staff and volunteers will be running demons trations 
of t he AD&D~ game, t he ALT£RNITY~ Science-fiction 
Roleplaying Game, and the MARVEL SUPER H£ROr.s'" Game. 

nus is a chance to learn Alternity before playing in our 
lIvING GALAXY'" events, or playing for a littte while in the 
dungeon of doom. Atl RPGA members will receive a spe<:iill 
25th anniversary printing of [6: Raven/oft just for being 
members, in addition to all t he other great benefits you 
receive, Visit the booth and pick yours up. 

2ND LAYER: TOURNAMENT PLAY 
The mainstay ot the RPGA progrdm is always the 11\a!ly 

tournaments v.'e run, We choose the best events byour best 
writers, and find the best judges we can, RPGA events are 
the best roleplaying events at the show, bar none. A com­
plete listing follows, and we aTe sure that you will find 
enough to give you pleasure for the whole weekend. f or 
RPGA tournamenl5, the Network will be awarding $5 

coupon prius for the winners of aU events, 

3RD LAYER: SPECIAL INTEREST 
TOURNAMENTS 

Some of OUT events fell into groupings this year, and so 
if you have a special gaming interest you might want to 
check these out. That is, if we can get past Cerberus .. 

LIVING CITY'- EXTRAVAGANZA 
This year's LIVI NG CITY program i5 better thall evel. 

Tournament! and nther special events combine to make the 
Game Fair the highHghtofthe year for LIVING Cm players. 

N ... SCRAG 
NASCRAG and the RI'GA togeU\er ilre proud to pres<!nt 

NASCRAG's 20th year ofrunning AD&D tollrilamelll:.s at G!:N CON. 

4TH LAYER: TOURNAMENT 
CHAMPIONSHIPS 

Leaving behind the lands of Cerberus, we enter Pluto's 
realm and discover championship tournaments to test your 
roleplaying mettle. Compete by yoursetf or as 11 team, anr! 
smve for the fame and prizes. 

NATIONAL ROLEPLAYING CHAMPIONSHIP 
This year marks the first running of the National 

Roleplaying Championship. The Top 50 Qassicplayru as of May 
1st, 1m will be invited to pit their roI.eplaying skill against 
those who qualify in national Regional Championship5. 
Regional qualifiers will be coordinated by the Reginnal 
Directors. It will all corne down to one winner, though, and thp 
National Roleplaying Champion for 1999 will receive a fr~ trip 
to GHI CoN 2000, induding hanspmtdtion, admission, and a 
hotel.lOom in dowl\townMi1w~uk~. Iuaddition, we'Uthrow III 
a great trophy to Il"Illember the e~perience, and sonIC brand 
new TSR product to aUow the Champ to stay in practice. 

AOfkO OPEN 
This is the pinnacle of AD&D team competltion, and ynu 

dnn't want to miss it. for m a learn in advance or on the 
spot, and go for the gold. The winning team members all 
get a plethora of new TSR product and the fame and <jlory 
that go with an AD&D Open win. 

NETWORK CLUBS CHAMPIO NSHIP 
Netwol k Clubs h~ve a c\lallce !o shine in th~il own two 

IOlind <"hampionshill . This Qven\ i ~ ~pen to duhs Oldy, ~n 



make sure you have a club formed belore the convention if 
~OIJ want to get in on this action. For three yf!iUS in a row 
the Company of the Flamed AdV(!nlurera has taken the 
ClOwn. Can ~ou unseat them? 

VIRTUAL SEATTLE PRIME RUNNER CHAMPIONSHIP 
The IlPGA and FASA Corp present the Prime Runner 

Championship, all in-character championship for 
Shadowrun Virtual Seattle charactelS. Qualify by scoring 
well in the Virtual Seattle Feature and Spe-cial. The Pr ime 
Runner toumament will begin Saturday and ClOwn a cham­
pion through in-character actions and roleplaying. We will 
be using the l.a.st thret> rounds of the Missio/!: Seattle tour­
nament series ror the championship, so if you've played 
them you're out of the running (sorry). 

BEST lfVING~ CAMPAIGN PLAYER AND JUDGE 
The pLayel and judge ',vith the best average scores i.n 

liVING CITY, OVIIm JUIIGJ.E, liVING DEATH, lIVING VERGE, 
Virtual Seattle, and Threads of Legcnd events receive a 
selection of brand new FORGOTrEN REALMS~ products plus a 
trophy worth displaying to everyone who visits your house. 
You must play or judge six events to qualify, in at least 
three different lJVlNG Campaigns. 

BEST OVERALL PLAYER AND JUDGE 
The player and judge with the best average scores in aU 

RPGA events will be named best player and judge in the 
Gallle Fair, and !ffeive huge largesse in the form of TSR 
product and trophies. You must participate in at least six 
event rounds to get in t he running. 

5TH LAYER: lIVE·ACTION ROLE· 
PLAYING 

Dis stands ahead of us, but first we stop to see live­
action roleplaying. For the past few yeau the RPGA has 
flirted with live-action Roleplaying gamm through our 
LIVING CITY interactives. and more re-cently through Uving 
Death interactives. This year, we break the mold in a big 
way. Jfyou like roleplaying. give some of these events a try. 

AOa:D FORGOTTEN REAlMS~ LARP 
A Strange DetentJ.> by Melissa Maurer. Lord Thelmaran 

thought that his days of excitement and danger had ended 
along with his adventuring career. However, after inher­
iting a small keep in a politically contentious area, he 
knows the truth: politics are more dangerous than a sharp 
sword. Determined to earn scme peace and quiet, Lord 
Thel.maran has invited local dignitaries and old adven­
turing friends alike to his newly restored keep for a party. 
Well, maybe it wasn't such a good idea to have adventurers 
and dignitaries at the same function, but at least no one 
can complain of boredom .... 

This event will involve plotting and scheming among the 
dignitaries, a chance to explore the keep and perhaps find 
an entrance to underground warrens. contests among the 
attendees, and even some famous )l(!rsonalities of the 
Realms. The event is continuous from slot to slot, so on 
Friday you pick up where you left off Thursday. A different 
event number applies to each slot to maltimize flexibility. 
Thursday and Friday 12 pnl, Saturday 8 am. 

LIVING DEATH LARP 
Tile Archaeological Society Annulll Dirmer by Claire 

Ilofhnan. The rmults of the Jasper-Petrie Expedition (from 
the <len Con '98 module "Intrique in Egypt") wilt be pre­
SI.'Ilted as wet! as othel papers and a'h"ards. Appropriate 
dinner costume is preferred. A lIVING DEATH interactive for 
heroes of all levels. This event occurs in conjunction with 
the IlPGA late dinner in slot 4. Thursday at 9 pm. 

CALL OF CTHULHU LARP 
Mil/CIlium Crisis by Greg Detwiler. As the new miUenium 

dawns. natural and politkal disasters strike the planet. The 
reformed Soviet Bloc, the United Slates, NATO. and the 
Chinese factions all vie with each other to solve the prob­
lems and gain the upper hand in world domination. Is this 
the predicted end of the world. or just anatheI growing 
pain on the way to the world of the future? Friday g pm. 

LIVING CITY INTERACTIVE 
Summer Festival in Nossbndges by Daniel Donnelly. Join 

your friends in the LlvmG CITY for the Summer Festival in 
Mossbridges. Take yourself to the Wizard's Guild, Cler ical 
Cirde, City Watch. and more. Engage in a little magical item 
trading, or enter a sporting competition and test your 
mettle. If the contests are too tame. you can enter the 
arena and battle fearsome monsters with your bare hands. 
Look for some surprises from around the Realms as welt 
Outside. you can make a new LrvH/GCITY character with our 
newclw"acter\)aCk!llOUnd !lenerator. Who knows what e\s(! 

you will find? Saturday 4 pm. 

ALTERNITY STAR·ORIVE LARP 
"There's nothing reatly like it ... well. anywhere" say 

the travel guides. And with that ambiguous recommenda­
tion standing for it, you're welcome to "The Corner: 
part-watering hole, part-casino, and part-music lounge for 
heroes looking for a rmt in the year 2502. Anything can 
happen here, and it usually does. ntis event is for aU 
GIN CON attendees. but LIVING VERGE players can pla~ their 
liVING VERGE characters. Costume is recommended. 
Saturday 5 pm. 

6TH LAYER: CHARITY ACTIVITIES 
The River Styx safely behind us, we arrive somewhere 

really important: the layer of raising money for charity. 
Wizards of the Coast has designated the United Way as the 
official charity of the Game Fair. Through a vast network of 
volunteers and community service agencies. United Ways 
throughout America hel.p meet the health and human-care 
needs of millions of people every day. United Way's 1I()'" 
~eal history is built on the proven effectiveness of local 
organizations helping people in their own communities. 
The United W~y system includes approximately 1,400 com­
munity-based United Way organizations. United Way 
volunteers ensure that every group receiving funds is a 
non-profit, tax-exempt charity. Specifically for our inter· 
ests, United Way supports literacy and science education 
programs iUound the country. YOUI donations will help 
build the future. 

The RPGA raises money for charity through benefit tour­
nament games, auctions, and activities at the LIVING CITY 
interactive. AuctioIUi this year will take place at Ule RPGA 
Members Meeting and the LIVING CITY Interactive. There 
are plenty of chances to get involved. and your giving 
brings such rewards. Last year we raised $13,000, and we 
can do at least as weU this year. 
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7TH lAYER: SEMINARS AND 
WORKSHOPS 

Anotller river safely passed, this time the Phleyethon. we 

find ourselves in the \and of leaming. Whether YOU'll! an 
aspiring author. allist or game m~ster, nothing beats l)\IT 

workshop series for hands-on instruction in your field of 

choice. Reg isternow forthese events-spac~ IS limited to give 
c3ch par ticipant personal attentiOll. Each workshop or SCI ies 
provides participants with H!SOUlCe mate1ial to lake home. 

GAME MASTER TRAINING 
Fr iday, Saturday. and Sunday, 2-4 pm 

Never run a IOleplaying game? We11 show yOIL how. 

Veteran RPGA game masters present the Ihlsics of rllnning 
roLeptaying games and campaigns. From t'xpl.l ining what a 
game master actually does to showing you the basics, we 
guide you into the rewardiny world of game mastering. 

We'll even give you practice. Complete all three ses~ions 

and receive a RPGA Game Master Diploma, and free startiny 

products to help you start a campaign at home with your 

friends. Running the game can be more rewarding than 

playing a single character. This is your chance to learn to 

get behind the screen. 

SECRETS OF SF GAM E DESIGN 
Thursday through Sunday, Noon to I pm 

What makes a winning science fiction roleplaying sce­

nario? How can you play out your favor ite Sf movies and TV 
shows-without your players ever gelting wise? What does it 

take to create a vibrant yet believable game setting? Learn 

the secrets behind all these success strategies in our free 

daily game-design workshop, sponsored by the RPGA 
Network,leadulg each workshop isa team featuring one of 

lhe RPGA's veteran game masters paired up with one of our 

stellar guest authors. The seminars wilt be different each 

day because the participants will be different. Guests wb­

ject to change, but currently are: 
Thursday: GE)I CO)l Author Guest of Honor Kevin Anderson 

Friday: Amazing Stories Special Guest Neal Barrett, Jr. 

Saturday: Timothy Zahn 
Sunday: Matthew Stover 

THE FU N OF SCIENCE FICTION GAMES 
Saturday, 4-5 pm 

Is the gaming scene still new to you (or to someone 

you're bringing to the show)? Well, gel the basi« from 

Science Fiction Saturday. "The Fun of Science Fiction 
Games,~ cosponsored with the Science nction Saturday 

Program, covers the gamut from card games to board games 

to roleplaying games. We I:now we can find the perfect 

game fo r you! If you enjoy reading about Sf worlds, then 

try playing them too. 

LIVING CAMPAIGN CHARACTER CREATION 
WORKSHOP 

Thursday, f riday, Satulday Sam-Noon 

The RPGA has a plethora of LIVING Campaigns, and some­

times itcan be a bit confusing to hacl: what they are about, 

or to make a character and gt't involved. So, corne to our 

character oeation workshop in the Arena and find out what 

it is all about. Our friendly staff will answer que.ltions and 

help you get ready for LIV ING Campaign games. Advancing 

your character through tournament plily is a big att raction 
for our llvlIlG Campaign games, so don't miss out. 

8TH lAYER: SPECIAL ACTIVITIES 
Geryon c"nies us swiftly to the 11th layer of Ihe RPGA's 

inferno and the sped,,1 social events that crown the 

weekend. nICse m~ke liEN COli the Network's annual gath· 

ering and p~rly. Make time for these act ivities. 

RPGAANNUAL MEM BERS MEETING 
Wednesday 7 pm 

All RPGA membcLs are invited to a ttend the annual 
nlembership ml'('ting in the Hyatt Regency Ballroom 

befolc the convention gets under way. The meeting 

includes a stale of the Networl:. address, a chaJily auc­

tion benefiting Ullited \'/ay ch~rities, information about 

t he weel:.end activities, and more. Meet Regional 

DlIedors and other members too. The charity auction 

includes special games with celebrity guests such as Ed 

Greenwood. Volunteers, judge coordin ators , and mar· 

shals will meet at 6 pm. 

RPGA LATE OINNER 
Thursday 9 pm. 
Come share a late dinner with the RPGA. Vie have 

taken the slot off from most of our gaming so you can 

enjoylhe meal. The LIVING DEATH I.ARP players win be in 

costume and sharing the Archaeological Society dinner 

while the rest of us share each other's company, listen 
to guests entertain you with stories of the gaming 
industry, and help honor those members who serve so 

h31d during t he year. The dinner will end by 10:30, but 

the LIVIIIG DEATH gallie will continue t hrough the rest of 

the gaille slot. If you're not in the game, you can go to 

the bar afte r dinner or get some sleep and be res ted for 

the Friday activitiO!$. 

ICE CREAM SOCIAL 
Friday 9 pm 
This special event is for Guild-level RPGA members and 

Exhibitors only. Come have free ice cream and soclali~e 

wit h friend s. We nlay even have a surprise or two 

planned. Free ice cream ... as \ong as it lasts in the Inferno 

of members who will come. 

AWAROS CEREM ONY 
Sundayl pm 
The whole weekend CUhlliwtes as we present awalds to 

those who have WOn the championships, and thank those 

who worked So hard to bring us all the fun we Shaled. 

Please plan to stay for this fiwl meeting, and chl!er for the 

people who strove and won. 

9TH lAYER: ??? 
On the fin al layer, there i.1 only mys tery. Truly, few 

corne th is far, but they are crucial to your enjoyment of 

the weekend. Those who corne here have traversed aU 

the ather laye rs, and so must you to reach this place. We 

hope that you make it. You might need the help of 
Anheus to reach t his final place, and he will be avail­

able to help (but in disguise), We11 see you there. But 

even if you don't make it this far, you can find plenty to 

occupy you and give you pleasure on the previous 

layers. Pick those activities that you would mos t enjoy 

and jump in with both fee t. Don't jump into the Ri'/Il r 

Styx. though, as yOn may not remember the weekend 

once you are done .. 
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pLoyi"':l 'l"0,i"" "ill " ' ,"",," Ito .... , 16 IlPGA II<I""" ~ _"1'1. W. """" l e"" 
,,,,,,,ioIjIodgos ""til OJ) lot ,.I,iot Go","". "'"'" . re P.tl~~. whoh .. 00... 
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_ ....... 01 the ~K.A'. uo, 5jl jrdJ«. AftI,.,,'9 ""' otto., j~ ir'dlllle ...... 1 
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On~ RI'(;A 9, ,,,ing ~I I b< 011"'00 ,od o,, ~lo' , I""" Ihat p" "fl'jille,. 11)'><1" . 
"", . ~I'IiA " omb., . ... · lI lu~ FlllDWlJU H (\'(L" (("e). nd ' UtlO Li '1 L '-' 
bo"hip ,ig" "p fo,m •• CItlI«lible <>rd 11"'>1,,':1 will iodu.lr! lNbyIton ~. l og.Ad ut 
I,," , ... iii,,!!,. "'-g[c I,," w~irti. _lid St.o. It.", . roo IIoow tr" ........ , 
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yj"",,1 Guts! ~f ~_ wiU lie T.ocy _n. oW of Utis so ttlll }'CHI u~ toke. 
brut from .. Ut. fun 10 .. """'.. "" nt .... furl? !be "",I i< S l~ "mil 

CONVENTIONS FEATURING RPGA-·SANCTJONEO TOURNAMENTS 

1I0'1~ 11199 
Apr~:MI. 19'1'1 - May02. 199i 
o.""nd C .. lt< at O. klond ttniYe<.ity. Rod ... tor. MI, 
COnl><1: O,de, 01 t.<itoowil" 64 o"H,nd Cenlt(, o".L1 lld Uni"""ity. 110<;1 •• " " . 
1-11 4831». 
1.",Oft Sit!: 

WEEKEND IN RAVENS BLUFF 5 
A weekend of new Living City events and plot-affecting activit ies . Some sites offer more th~n 
just liVING CITY. Contact the si te coordina tor for more in lormation. 

OONV£NTTON DATt 
Aprll l"", . ]999 
CONUJrlf lOOOll 

April 10-11, 1999. 
fUZC' Fest 
Ca~ on 
WIR899 

April 16-18 
ItUOfBltUles 
W1 RB '99 
Vil!e(on XI 

April 17 &18 
WiR85 

Aprl(2H5 
WI RB-NC 
Double loposure 
SPrln\ w lh.ring 
WIR8 

Aprit 24 & 25 
WIRB99 

April23 & 24 
WI RB 99 

April. 24 & 25 
W1R" 

"'all & l 
IV! 8 5 
WIRB 5 

-• : 

LOCATION 

Online (worLd wide web) 

G'iM Rapids. "'ichlgan 
Cow moos. OiIfo 
Demer. Colo,~ 

f.yetteVille. Af~insn 
Por~. Indi;ln. 
lola lle, Missouri 

Toronto. Callidi 

G.ftfllbofO. North c..roH ... 
Secaucus. N~ Jefsey 

Oldillonlll City. Ok['lIonlll 

HinnopoLis. Minnesob 

D.~ndo, Rodd. 

H-'.ain VW. Califorrril 

UCSA San Diego. CA 
W,hi.w • • Hawaii 

"'TACT 

J.,- FMer <jkMlen@concentric.netl' 

Jeff & !.furie FGII. <fTOf~."~ 
Cit,1 Citbanu. <conIMnl gte.net> 
)onn Edwards. <fot@ma;.nwmissourl.edu> 

G,egg "-n. (416»)60-8]95 

Shen;e ",.sdon. <WJRBNC@Jol.com~ 
Vinny Sall·illo. <s.1Mus@panix .com~ 

MelLsu "'.ure.- <II1m.urt<@ou.edu> 

Greg Fefguson <greg@idg.net> 

SCott Kilman <'Cottl<@KO,e.com> 
Aodrew Rothstein <76161.561~.com> 

4flOfl9S9. II .. "''' I_fte, i< SlO. ekCttK "" .. iti ... ,ypt,,,,,,,," ""'" 10. 111, 
"""'" tho <OSI ~'" us. Childr .. 1 11. UIOdt< ... ~. 

IENCON 
M.~ 28-31 . 1m 
s~ ... ..,,, o<""" WI!I1. !It< ... ,. CO 
Con~l: Intomtlilie: 
Stt OU' ~ito r.:" ...... dtto~, obouI the n,.,'Y. ""ty kI'GA ...... " (~r>l 
1\"1 ,wn). 0IIt .. lPGs. cord go""". boon! game<. ~nd ",;nio .... _ ~dy 

Khedut..d--oott to ..,U ... 0'" GrteI~ of 1Ioroo<. Mo<I intporu<~. "-.• U 
0111<. n.t pro<e<!d. 90 10 cI\o,it;' ........ ~ .... ",i.ed ~ .. ,tety SIO.OOO 
Nch yo .. fn< Rod)- """"toio "'mitio" n,IS )"1', (, , h.,iti ... ", UrI"n ~, .oo 
th l J""" ni\o lli.~ F""nd. rion. ~L1y Glme<. Kove FUn. Do GOO<. Wh.al "'0'. 
cOIJ td )'Oil ",k/",! 
MI~W.wUf SUMM'. lEVU] 
.Iwte \0-13. 19Y9 
I"" Town< HoteL 110 N"'th Old w.tId Thi,d SUO<!. Milw~~lH. 'II! nZ02 
(""OCI : Inl.,net ,.1., 
(0",,'0 Mil,,""k .. ·s Olh., g.ming <lm'""IIO<1 . w. f •• u>" (ir ,t ,un l lYlr<G en ... 
LI'II"G DElli<, l!yt"~ l UNGLI. 5~,d o", "" Vi ,t u.1 w ltle •• ud Root HiU" !I'_ 
Plus th ... • • • Wb.> •• A-TIto "....,;., 10, II, . <OVtUd MOOIO lmt>/ty: t(i"'J"'l~ 

";r>lotu, .. spo<Utulor; 5.1110" of <-"'" ("-iIor>;!<: A:ri. II. AIIits; ~rk; 
Klnho' IMI;"IId """'" ....... YiIit Ott, .... lo«. tfltortlle l/v,~CIT' K"""'''''' 
p.o\nl i"'J ...... 1011. ~0Id 90 n,hiotg \oiUt s...1IY" QUI int ... dhot. 
Conwnb ... fftI : ns tIl,,,,,,,,h p, .. ,og!>tr.riOll. HOGAME f EES. 1-1,,,- d>ocUOf 
,no" ty o,de .. jl3~, !tle I.: 8'"0< 1Iob<. P.O. B~. 179. New M.,,,IIf. WI 5lj~ l 

ORIGINS'" lNTtaHATJONAL GAME UI'O' FAIR '99 
.lut, \_4.I'I'l'l 
CaIomblt. w-mo.. (efttor II. tllelly,lI. C ............ Ott ... 
C",,\.KI """"" ltftII .. 1\ed at 1-I!OO-SZ9·V!PO....ol 
rOQlSOn ~irtooy, c.ItI>ri!y..,..,r;s. _u ..... ~ "'_ io'9Olllnlloft<n­
do"t w .. Coll.ogt. hi.sto<bt tniniotum. ~P(rA ~n. L .... ""-lion !!ole 1'LI);"'l 
Evonn (l AIWs), l>o.I.~ .nd eompul<1' 9-'''''', . nd roUect.:t l>lo a ,d y ...... I...." il .. 
Ir>dudo tMl.u<rio n ,nd 1M A,tSItaor •• Moo •• ofJ;..m .. . nd ........ ( h. d ool our 
wtbIl1:t!'l """_u .... ltod . .",., IOf "' .... iflr." ... 1lon 0<> ""'","wrIIion<. r... 
!too lotest . pd.olol. '" to '<giI"". Pno-twgis\ra&n ~!Iodgo! 540.00 

6tH (Oll~ '-'\M[ fA/.·" 
NIrJ"'1 S-8. 1m 
I-II __ t £>~ ... Cf<tltr. ~il .... k".. I'll 
CO",o<1 Ando n Unli,nltod '1 1-800-519-0"f'tl ~·.,';I 
(",nl Ilighliljhl>: ,..6""" Ch.mpioo"hltls. dtr:to 9' ...... nII""'t" .... ~P(rA. 
l<>1.pl.o~''''' M,r.GOC: lHI GA, ........ , lOi ""'_,. Boon! G ...... CosIO"," 
'-I, oW ... _. Art S/oow. ""'<1;"". cti<blily 'ignings. .... _ •• edribit 
h.ll. _lid .. , •. a..<k "'" lit" _ It _ ............. IiooIt..t.com fur .... 
Intoom.tiM OIl ou, _1ioIo •. IOf tfte 1.1 ... 1 ~pd.olol. Of to ,<giII",. I'r..-,eop.­
tr .. ~ W ...... "" Bodgo ISO,OO. Dim" ,.llI lht ~I'(;A Inf.",,,! Infof ... 1ioo "''' 
bo Io"n~ on ",go< 16·29 Qlthi' ill , •. 



OM 'J-U::S PLAVr~S I" lu, A"gek" ""d/o, O,~"g~ ("""ty~re. fo, tOld 
.... ht'ofl AUg.rr- '·~" ' PJly". 11.e curr~"t ~ver~ge leve l i~ 5t h. i'or " 'Qr" 
i"lo, wnt,,,,t, J"I H' Me r h~r , ) .\40 Ce,lJ rAve, lony Be.ch, (A 90R 13. 
Or ",1I562·~06 6)62 (~ager). 

roN 'i.oIl(, IMh n good wn"itkm. loo tdition AIltD ~s 
It",Jt.:x.~ IHI..50) .",,1 foAGOm il kJ.A,l)O~ Prt,..., .. & PJ'llh~oJ"~ 
(~15 , ao). kl, :".'rQ '''fo. C(lr,t~ct; John Mcd" •. 1140 C..:Jar Ave, l.o,'g 
BNCh, til gll!'.IJ. 01 c,,115fj '·4U6 6 \02 (p~g~ ,). 

~AMI ~~ NArHF.D: 1'11 1 "ow:o (h. kallil, PII Jr~,. ~ nd 1 ~m 1"lIkiny 1m 
~"""", u t", ~h'~ tu:"i~ IIlVA[I&O lJltJi1p. ,f VDu .. ,einl~,est('oj. 0011-
tao' {Ildr'" 'I,: ~;"J,". ~oo ("as~ Sheet Up,tails, kall~, PA 
161hn~1 

Mf./O\Bf~'i WMITt J; I ''''~ I;' '' 'rn" ~thel "lC'ub"" tll pb)' !)&O~) ",,(h ill 
~r -,f<lIi hi tb., L~""$ (clJ nty, ~entud,y,,,c' [finte r.sted, (~UJo, h at 
riOli-796-j;81:> ,,,. ~",ail to 

WA.~lfD: Arlldl pl.l)'ef' for an .... 0&0 RAY£NlUf1"' ':,""poo,yn j" W"ren, 
OH_ \'IIU <tart ~t lil\( (eo;,,[ rnar~'tI!rs ~,~I ("e (h.ampiom of lhe Mist 
[hafa~te. lit;. B'''Jlnn .. rs wekome. O<lyoti how the r-o~r~g@ to face 
th~ land 01 t~rro(? {all 330 395- L 51~ .,,(1 leaw mc'''''ge f~, Jin l. 

1't~~'\-l,\.fl·1 tV(~~ CI1Y '~; If you p l~y a Pli"'~>C.1 P " player enaruter 
'd(~ for L 1Y1II~ (UV please contact Oli! by M~rch 30th for possibLe 
PocYHmR~I" artkk fe~wri"9 your d ..... eler. Info neo:<kod: silts, 

'o'"t h yoo r lirst order. S~nd a buslntss-sil.e SAS( with 10.75 po,toge 
\0: hlll~~ C. Alpeter, PO 6o~ 143, 5Yfacu~e, !lY, 13206-[1143. TI,ank 
you I" a<Jv~ " c" for YO ll ' intCfi.'St. 

WAN1u): (rom the .4she> bulced let, Ofigi .... 1 «M!r PHBR booh, 
5<:00'''' of /he SIIn.1IonJs (A 1-4) .nd (JuallO/Sp;,Jer1 (GD(lI·1). Ma<ry 
items fo, tilde. AlSD Ioo~i"g fo' AU.1~ Grant and [Ui~ S;ldler aaiOll 
"gu,es (,om J~rassio; P~fk . let's dell let', trade! (Gamel , hould be 
de.:,", and figure, .h",,(d b~ "HP) Write Ji", Alpe(e!, PO 80x 143, 
SyrlcIIsc, NV, 13206-0 I~J, Tn . "k :;ou in ad.a n(~ for wn(",s , 

GAMERS WANTED: I'", "ew to the St. Loll;'; a,~a ~nd ~'" lr>oI<ing for 
In.llur~ S~lIIe" in tloe afU to 5t~ 't up anAMO NPGA ctub.lfyou .. e 
int~,ested pIe.,e rontaet: Piefle I df,o<rb,me, 1629 lony 0, iv~, St. 
Ann ~'O. 6307' ;pl>one; 314/2980498; 0< em~il: 

SOUtH HM<lPSIURE, Eflgland! AO&O pl"Y\!rs w~nWd to hdl' ,Lm . ''''1-
u!.u OllO!-tlVeI y-tf"""""",,,M an d~y Sunday game ill Fard",n. We Me ~ 
,nlJIlgroup of ,xperieoced pb ..... .,s ~ , I< I OMs i" oor .ally 305, .,id we "eeJ 
rnorc p~r5 to ma te a"'-1 blesized group. Age, sex, ~11Il ~xJlo'f;""c.. ",e 
iolmaterial. II ~rternsted, please «-' flJil Gray.t 0< 

lIhone after 6,)(Ipm on; 01329-288450 fm mo,e in/o"''ition. 

ISO 2 551 computer products fOt IBM PC. !Ieee! OungOOfl Mastl!rs 
Assisunt Volume 1: (noount~'s and Volume 2: Characters and 
Trea""e$. Must h.ve CO", tlLlt;;r Ina"JI ~ and all disks. Co ,,'-ct : Jo~ 
Fishe r, PO So, 1318, Ve "ct~, OR 97487. ('] I!: 541/935-1542. 

JOIN NOW! :loin theYOUIli/A!lvenlllrer's Club. [~'yotlle, ""'ntll 'filii 
receive: new mOllster!, new m.git items, ~nd other great thj~95' AU 
you ";we todoisjoin ' IOW! Free! Seud 'fIIIIr~dd'ess ~nd Sl.OO 5th to 

HELPING GAM[RS KEEP rHEIR CLOS£TS. AND WAUlTS, [MPrY! 

demiption, histo,y, affiliations , a ll d how obtained. 1 kllOW of two 
tief{iny. , two ia~i rn a", and on. e id~rin. 1 need to hear Irorn yo u 
ASAP. Are th .. ,e vt ne«? (,edit Qiven fo, lli'Ich clla,~ete" If giv~n 
eoougn tim~, a g,oup illustrati<m will be dr~wn. WiUiam James Cuffe, 
2110 {,oD~ed I.<Ine, HOtIstolJ, IX 11084, Or ~m~lI 10 

WANT TO GETTK E WORD OUT? Find new garn ers ;~ you, "e~ ? S~ll 

SDm~ of yom cld ga me stuff? P~ce a clas<ified in I h ~ I'oCYHIDROH 
Hugaz;nf1. (~ss;f;td. a~ free to a ll RPGA member •. The lorm for 
d.s,;fj~d $\Itomiu iGn [~n be fou nd In the Membe,ship Kindtooolt.. 
YDU <~ n ~Iso enllU ycHIr cl.3ssifiHs to 

WANlfO: S-PW.F(Rr" Dungeons chase ar.h 21 & 22. M;orry chne .nd 
rares fOf tra~ ,'. III~" need BLOOO W~RS l~dy of Pa in. Conuet Howard 
O"WSO II , 938 " '''"lIton Rd . GP Wood., Ml48236 or call 810/772-
l020 durin~ the day. 

JOI/t TH£ U((: The Uniw,,~ (omtsu(tion Company is.~ ol11i~e RPGA 
Network (lub. [~Iddition W sponsoring m~jOf COIlYefItionsj II"me­
daylo ollbne each month, the lICe has been charged to d~p the 
fORGOH£N R£AL'U city ofProca mp~r for TSR, Inc. a"" th~ Netwo,k', 
LJVI~" (I1T un\piig", Fo! more in(orl\\~uon , coo!.;lct Jay f1~hef al 

Plal"'f~ v"nlrd I.." a fO~~O(((N H(A~ <.1mp.ign being run in 
Vienn., VA. Nev>'l»e~ to Ion9l1m~ pl<lye" wei£ome, Thecampi;gn will 
'un twke d monlh, n",re Dr Ie .. , dep~nding Dn players ~nd OM. If 
interfitod. pll'ne <..111 103/5603391 or ~m~it me at 

WAN H:U: Tw(\ IIlaturo AO& I}.'" ga",e pl.lj\'rs , must ~ III Y(:~f5 or 
older, Ina l~ "r f~'nal~, to joi" ongOll1g g 'o,,~ of playo!rs in the 
[)o,,"';ve! 4[CJ of ~t'D't. II I~t~,~st.·cl, "" II Richard flail at 
H4/l3'> 6025 4 PII to 9 PM lot f, '" write : 13698 W.lnct 51., 
'>o~tl:g~:t. MI4RJ9S· lilt]. 

REWARO~ II", Iookrfl9 f~r Oll~G[OIl Ma9,\l;n~ isstJeSI1.2,l.S, ~nd 6. 
111>0. ,"od" l" U 1. Si";ster Secret ofSo(t,,~!""I/. Wi ll pay h.n!I,omcly fm 
CUP;"' ot c~cl' '" good Or bette, Cu rl d,lW II, Htrade is d.51,ed, exten­
,ive Io~t a.ail.lb le: "0&0. GURP5, rop S!(RH', old and n<)lYllr ~tuff, 
Write Oouq Ilon,ide at 253 ("olennil Or .. Midl.!nd, ON, c..n~d~ 
l4R~!l,). fodo,," ~ho,,~ Rtlmbef. 

fOR SAl[: ''''Jgk. 1ll","milU, Nebllonl!l, S(.l, h"" Yld;. M.\lIY , ~.~ •. 
Very re~5Of\.bl~. W,it~ Ooug hom;d~ ~t 253 rente""il 0", ~\Idl~nd, 
ON, ulI.d, l'~'> tI 9 . rudose vhone number. 

fOR '>AI [". P«)d' ... l~ I buo~hl flew and still IIflopo':ned for 60".ufQ,ig­
in,,1 ,." .. " ,-tw', ~:..d "eats iI~ .,"'II! Yom "",u'1" will be rp/o:n·jrd 

The Yo ung Advent ure,'s Cl~ b, 1233 West Third Street. Red Wi ng, MN 
55066, Everyone is welcome! If yo u wa nt 10 cc" tribute, just ,end .Il 
materials to the .hove addre-s$ C/o Wa~ n~ Kilnsen, 

OM Sm(S PlA'I'!1t5 in 1m Ang~ .,~a. 2nd ed. AO&O FoaGUffiIl 
!!£AlliS elmpaign is starting up. This campaign wiU ,tart at 1,t t~ 
and wort its ~ up from there. ror more info, (onUd: John Mernar, 
1140 (e(iar Ave. , Long Buch, U. 90813. Em.il 

WAHTED, gam ing group in tll~ Maryland .rea. Bo) iieve It 0, not, oll e 
rnedieal ~tudent wit); lime cn Itis ha nds ' 9~SP ' is looki"g for ~ 
!}amiog group io the metropolitan DC/Maryland ~rH. Included af~ 
th~ following (iti", he eln tu""l. Gaithe,s.burg. Setlled"", Silver 
Springs, Rockville, froderick, W~~hinston DC prOj>f!r, or 
Ge!mantown. (maillolil<e Dymond.t 

Buying, s@lIing 311 d tradi [) 9 oul of pri nt ~ n d 'are OUNGEO NS 8-
O~A GO N S, rna,t ather RP(, s. and WARGAM E5, hundreds a~ai LJb l~ fm 
t,ade aa nd Sl le. Top p,ices paid for rollections, so dig those unU$ed 
games out of your closet ~"d m. ke <orne OIsh! CI and Cllimited 
editionl, R and RI'{;A modules IrnI miniatures, ~Ild P,dace of the 
Vampire 0IIfttt Ileeded extrl badly! Witt pay h~nd$Ofll~1y Of tsade 
anything! Visi t my .... b.itl! at 
If you dOll' t s~ it, ask. I can get just about3nythi~g! Email me It 

0' c~ll me ~ t 608/758-3562 and plea,e le •• e 
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rElL us WHAr YOU flUNK 

Pl.ease Tank each article or section of the magazine from )-5 with I being '1k1n't kill trees fo r this.r and 5 being ~Do it 

again, boy! Do it again!" Pl.ease include any other comments you feel are appropriate. All res:pollses received on 01 before 

May 1. 1999 will be entered for a drawing to win a free copy of the Priest'S Spell Compediu/II, Volume 1. Woo-hoo! 

RPGA# Name 

AJmCU • 
Regional Directors 0 

Hotes from HQ 11 

Player and Judge Rankings 0 

Table Talk: Decathalon 0 

Member Spotlight 0 

Internet IDI [I 

Elminster's Everwinking Eye 0 

Temple of Gond n 
Wolflords of Malar 0 

Shadowrun Shillmans 0 

Gifts from Below: Magic from the Abyss 0 

Rogues Gallery rJ 

Gen Con Preview 0 

Conventions 0 

Classifitds 0 

Hey, I'll tell you what. We wanna know what you're 
thinking, and you want POLYHEDRON to be even cooler, 
right? Then let's make a deal: you tell U$ what you think 
of this issue. and we promise not to chuck the stack of 
Reader's Surveys out the window. In fact, we'll even read 
them and make changes to PoLYHEDRON to better reflect 
the wants and needs of our readership. Hey, while you're 
at it. the new designer. Sean, wants to know what you 
think of the way this issue looks. He's put a little box over 
there for you to fill in any comments about the design. or 
your thoughts on the upcoming Star Wan prequels, or 
how much you like Rob Zombie's new album .. . you know. 
whatever's on your mind. 

Once you've jotted aU this down. pop this baby in the 
mail and sticK this address on the envelope. Don't forget 
the sticky money (that's postage to the rest of you). If you 
have no sticky money, but you do have a fax machine, feel 
free to fax us your Reader's Survey. 

Po1yhed.fon ".der ae"o", •• 135 

'.0.10. nil 
"Aton, WA 11057-0707 USA 

'AXI425-226·3182 
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IIII'DDI!P Dl!pfj,;'eilfjI!B 'DIII/BPd 
ell .... 

During the months of March and April, RPGA will accept Winner Certificates 
(the ones that modify die rolls) towards merchandise listed on this page. 

Each winner certificate is worth $2.50 towards the price of merchandise, and you may use up to four per order for a tota l of $10. 

On ly one order per member per month may contain winner certificates as payment. 

So get your hands on some great RPGAwea rables, or complete your Poly back-issue collection. 

Dice bags come in vibrant red, 
green, blue, and black which all 
look gray here! These dice bags 

sport the RPGA logo in white, on a 
mini-duffle with a velcro carrying 

loop. Functional enough Jor the office, 
but stylish enough for evening play! 

These messenger-style 
shoulder bags elicited ooos 

and oaahs from everyone 
at the game fair. Inside is 
room for books, a laptop 
computer, or one full (eft 

notebook. Comes with 
pockets for notes, dice, 

pencils, the works! 

Don't forget, back issues are still for saLe! 

Name: 

Wear these 
excessively 

caal ash 
sweatshirts 

with RPGA 
logo over 

the heart. 
Zipper neck or 

crew neck. 

All hipster irony aside, 
these black baseball 

caps are great. 
They have a suede 

bill, with an 
embroidered RPGA 
/ago on the front 

They're going fast, so if you want something , 

don't wait. We're REALLY not kidding! Membership Number: _ ______ ___ ____________ _ 

BACK ISSUE PRICE LIST: 
Issues /11, 2, 5: 
Issues 1/3. 4 : 
Issues 1/6, 7: 
Issues 1/ 8-10, 12, 13: 
Issue #11 : 
Issues 1/14-25: 
Issue U 23: 
Issue 1/26: 
Issuel/27: 
Issues #28·30: 
Issuel/31: 
Issues #32. 33; 
Issue 1/34: 
Issues #35·41, 43-49: 
Issue #42: 
Issue 1/50: 
Issues 1151·60, 63, 64, 66-79: 
Issues 1t61, 62, 65, 80: 
Issues 1181-93: 
issues It 94, 95: 
Issues 1t96·120; 
Issue 11121 : 
Issues II 122 to curren t: 
Issue 1/ 130: 

SlO.OO 
SOLO OUT! 

S7.50 
SOLO OUT! 

S6.00 
$6.00 

SOLO OUT! 
$3.50 

SOLO OUT! 
$3.50 

SOLO OUT! 
$3.50 

SOLD OUT! 
HOO 

SOLO OUT! 
$7 .50 
H.OO 

SOLD OUT! 
$3.00 

SOLO OUT! 
13.00 

SOLO OUT! 
S3.00 
S5.00 

Don't know what back issues you want? 
Get an index from HQ for a buck (USS 1), 
or check it out on our website at 
<www.hr.comj rpga>. 

Address: __________ _ 

City: State: _ _ _ Zip : _ _ _ _ ___ ~ 

Please list quantities and prices issue numbers for your orde r. 
(postage free in US an d Canada) 
Dice Bags 
Shoulder Bags 
Waist Packs (not pictured here) 
Sweatshirt: crew neck 
Sweatshirt: zipper neck 
Baseball Caps 
LC5: Player's Guide to LIVING CiTY Campaign 
LIVING CITY map mOLisepads 

RPGA t-shirts: (ci rcle appropriate size) 
L, XL, XXl Blue Members 
l, XL, XXl collector's item! Black "Dragon-level" 
S, M, L, Xl Ravens Bluff sweatshirt 

Postage and Handling 

$ 4. 95 Oty: __ 
$39.95 Oty, _ 
$ 5.95 Oty: __ 
$17.95 Oty,_ 
$24.95 Oty,_ 
$12.95 Gty, __ 
$ 6.00 Oty, _ 
$ 8.95 Oty, __ 

$15.950ty,_ 
$15.95 Oty: _ _ 
$14.95 Gty, _ 

$3 .50 

gr, bl, bk, rd 

gr, bl, bk 

Total for Order: $. ____ _ 

(international members please enclose a postal reply co upon for retu rn postage) 

Send this form to; RPGAe Merchandise, P.O. Box 707, Renton, WA 98057·0707 
Please include check or credit ca rd information with order. Allow 6-8 weeks for delivery. L _ ____ _________ __________________ ___ ~ 



DOI.UM 

DilDillliI : IOWA OHIO 
: Ames Mayhem CoUectibles : Colombus The Soldiery 

ALBERTA : Clive (om;C5 Plus : Oregon Great Eastern Comics 
Edmonton The Gobii n's Lai r : OtLlmwa Spud's Emporium : Sheffield lake Matrix Games 

BRmSH COLUMBIA · : KANSAS : OKLAHOMA 
Kamloops Riverside Collectib les : Bonner Springs Fishe(s Variety : Tulia Orig; nal Game Shop 

ONTARIO : Wichita Realms of Fantasy : Tuh. Sta,wse 21 

en.tham Game Man ers Emporium MAINE : OREGON 
Toronto Crunchy frog Comics Belfast Ali About Games : Aloha RainyDayGames 

QUEBEC · Forrest Grove Maq;o;a West MARYLAND 
Sherb,ooke I.e Geritton. Jeux et Fantasies,lnc. ElliotCity Dugo ut Cards & (omiCl Grants Pass "lome Games 

SAS H AN MASSACHUSmS · PENNSYLVANIA 
Pri nce Albert Tramp's : f itchburg The Magic Guild 

: Ambler Infinity Unlimited 

Saskatoon °"'900', Den : Had ley AtomicComiC! : Duncansvi lle GatehouS<! Games 

: Malden Ilwffrefs Games & Hobbies 
: Ha nover (omi, Universe 

UD.lilld !lliillill!l : Harrisburg Le<Oends and Heroes : Mi lford Gamet's Guild 

: Somerset Stillpoint (ard, & Comics : Mayfield The Gam ing Center Z 
ALABAMA 

: w. Springfield The Dragon's Lai r : Olyphant The Ga ming Center 
Hoover Lion & Unicor n : StateCoUege Nittany Line Hobbie : Worcester Dragon's Lair East 

: Wind Gap Griffon Games ALASKA · 
Anchorage Bosco', 

: MICHIGAN 
: SOUTH CARO 

: Garden City Neutral Ground 
ARKANSAS : Grand Rapids Gui!dmage Garners 

: Taylors Let the Games Begin 

Little Rock Th e Game Room · : Kala malOo Fanfare : SOUTH DAKOr 
CAUFORNIA : Mid land Collector', Corner : Sioux falb; Mind Games, Inc. 

Carlsbad GameCove : Mt. Plenant Norm"s Hobby : TINNESSEE 
Diamond Sar AiiStar Games : Port Huron Kelly's Cornie<; 

: Dickson BlaCkthorn 
Eureka North Coast Role Playing : Southgate The Pack Shad 

: Jackson Gamescap.e 
Freemont xenario Game& Hobby Shop : Troy TheGamer's lnn 

: Memphis Game Master 
Manteca Comi( Dreams : Wyoming Outer limits/White CapComics 

: Oak Ridge The Sarony 
San Leandro East Bay Books : MINNESOTA : TEXAS San Ma teo Gator Game, & Hobby · : Owatonna TheWiurdsGuild 

: Amarillo Santa Rosa Cla rk's Tradi ng Comics & Card, · Richfield Coffee, Comcis and Games 
Big Apple Comics · : Arlington Games Galore 

COLORADO MISSISSIPPI : Bryan BCS Booh & Comics 
Loveland Game Cilstle : Biloxi Jak', : Cedar Pa,k We Also Sell Games 

CONNECfICUT : MISSOURI : Frieodswood Games Unique 

Hamden Dreamland Games : Kamas City Eddie, the Ne>rt Generation 
: Midla nd Astra lCastle Book & Games 

West Hartford O,agoo's Lair : Knob Noster Ms. Ju ne', : Waco The Game Closet 

· DELAWARE : St. Cha rles Fantasy Shop : UTAH 
Newark Days ofthe Knig hts : MONTANA : Salt Lake City hble Top Games 

FLORIDA : Billings More Fun Stuff : VIRGINIA 
Bradenton Cosmic Games : Helena Cosmic Comics : falb; Chu rch fantasy Forum 

Orlando Sci Fi City NEW HAMPSHIRE : Hampton Imagina tion Station 

GEORGIA Doyer The Game Zone 
: Virginia Beach The Dagge, Sheath 

· Athens Tyche's Games NEW JERSEY : WASHINGTON 
Pallas A'eoa Games & Comics : CJMjar Grove Time Warp Comics and Games : Seattle Garys Games & Hobbies 

Savannah Flight of the Phoenix : Cherry Hill Comics & More 
: Spokane Wizards Rea lm 

Stone Mountain The Dragon 's Horde : Delran Legends & Heroes Tacoma N\'bblesAnd Bytes 

ILLINOIS : NEW MEXICO WEST VlRGINA 
Carbonda le Castle Perilous : Albuquerque Alpha Omega Games Morgantown Gateway 

Champaign Bear Productions : NEW YORK l WISCONSIN 
Collinsville Dizzy's Dugout : Hartford Hobby Depot : Albany flights of fa ntasy 
Frankfort Amazing Fantasy Books & (om;';, 

: Ma,tic Beach Wau~esha Wonderous Rea lms The Guild 
Mokena ]0 House of Games 

: New York NeutralGround 
Moline TheGame Emporium 

: Tonawa nda The Gathering 
INDIANA · : NORTH CAROLINA 
(rown Point Galactic Games 

: Asheville Nexus Games 
Munster Crazy Eddie"s Comics 1 · Terre Haute Games Closet 



~n~, fin ~n~fi l~n ~~~rn ~g~~H ~~~ ~rgUD g~unn\;urn. 

~~~'un ~~llQ ~gun it Il'~ Imn gn g~m~U~n. 
~~l fin ~n~fi fi~nrn ~~u ~gn ~nl ~~ur ~i~. 

m ~g~t ~~mn ~n~~ln ~g" il Un ~n~l ~~ur~n ~~ II~I 
g~unnlUrn~ gr~~n~. 

~~unnlurn~ ~or un IlrlilUllnllt,IIUIIIIfl~, 
lirU"llL~, ~r "mm~r' ~nUin~~, or Dunn 
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1111111 HduuotUfUC. 
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For subscriptions, write to 

Dungeon Adventures 
P.O. Box 459106 
Escondido, CA 92046·9106 

orca II 1 [BOO) 395·7760. gu~~~rmn l~~g~ gn~ 
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~~p un ~~~nr ~rwnl 
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