


Changes

Notes trom HO
So how will the Newszine change now
that Jean has taken on a new set of
challenges in Creative Services at TSR?

Mostly, it won't.
Mostly, you'll still see the same pop-

ular columns and the same excellent
features-written mostly by members of
the Network who aren't professionally
involved in the gaming business. Living
City, Living Jungle, Virtual Seattle,
and more tournament campaign set-
tings will continue to be prominent fea-
tures-most of the time. The style and
format of the Newszine will remain the
same. Mostly.

The only signifrcant changes you'll
see are that we'll run fewer long fea-
tures to allow more room for variety,
and that we'll depend on adventure
hooks rather than on full-length adven-
tures (again, for more room in these 32
pages, and also to keep from duplicating
the goal of DuNcnoN@ Magazine).

You may also notice a little more
focus on the membership itself, not just
on the articles written by Network
members. Jean made sure that the Let-
ters page returned before she moved to
games, and you can be sure that it'll
continue to appear regularly. Classi-
fieds and Conventions will both appear
in every issue now (this is easier to do,
with the return of our mailing cover and
the additional pages it provides). But
we need your help to increase the focus
on the membership and also to deter-
mine what other changes we'll make in
1995.

Ifyou're a convention coordinator or
a member of a Network club, let us
know what activities you're organizing.
Send us photos and reports ofsome of
your game days or other events. We'd
also love to see more letters concerning
local conventions and other gaming
events.

Even if you aren't involved in con-
ventions or a local club, let us know
which features and articles are your
favorites and which you could live with-
out-and why. And if you'd like to send
a letter to any of the writers who appear
in these pages, we'll be glad to forward
them. You'll probably even get a per-
sonal response. (Especially from Roger
Moore. The poor fellow shows up here

every day, asking ifhe's gotten any
more mail.)

As ever, the Network rernains your
organization. Don't hesitate to let us
know how you'd like it to evolve.

Submissions
We're always looking for new submis-
sions to the Newszine, but we've been
seriously backed-up since last summer.
By the time you're reading this, we will
likely be caught up again, but we'll also
have most if not all of this year's issues
scheduled with articles from previous
submissions. But don't let that discour-
age you, because there are two kinds of
submissions we'll always be able to fit
into the Newszine.

Short (especially one-page) submis-
sions have a better chance ofacceptance
and publication simply because they are
easy to fit into an otherwise crowded
issue. The trick, of course, is to write
something both interesting and useful
in a single page. A Newszine page con-
sists of approximately 800 words.

Articles involving just-released or
very popular TSR settings are also a
good bet-again, especially if they are
short. Since popularity changes so
quickly with new releases, watch the
letters page to see which settings other
readers especially want to read about.

Art and cartoon submissions are also
very welcome, and jokes, riddles, puz-
zles, or other short items could be very
interesting. Be sure that whatever you
submit comes with a self-addressed,
stamped envelope and a completed
Standard Disclosure Form (which you
can get for just a SASE).

Cheers,

After reviewing tournaments run across
the country in 7994, HQ has decided to
eliminate multi-round tournaments
from the Living City Program. This is
not a decision made lightly, since there
are many good two- and three-round
events which have been written. The
primary reason for this decision is the
lack ofrequests from conventions for
these tournaments once the'/re sanc-

tioned. HQ has a host of multi-round
LC events which have played only one
or two times, in contrast to one-round
events which can easily be sent to more
than a dozen conventions. It is no
longer time-effective for HQ to sanction
events ifthey only play at one eonven-
tion.

In the future, authors wishing to
draft multi-round LC tournaments
must write each round as a stand-alone
event. Take Lhe Menagerie series as
an example (Call of the Grffin, Wiz-
ard's Reunion, and Pillar of the Com-
munity were three of these events ).
These modules were each one-round
tournaments, and ifyou happened to
play in all ofthem you discovered the
truth regarding a subplot from each
adventure. Ifproposed LC events are
written in this fashion, HQ ca-n send
them to several conventions as opposed
to one.

With the departure of multi-round
Living City events, HQ rrilf now allow
conventions to draw more LC events
from our frles. The submission ratio
(one per day of the conventiont rvill
remain the same. However. convention
coordinators can now draw two Living
City events from our files for er.ery day
of their show. This will also give the
new Living City player a chence to
experience events other members
enjoyed over the years.

Canadian Convention Concern
Several tournaments run at recent
Canadian conventions were not
approved by HQ. These tournaments,
which were all Living City events, were
not requested to be run and did not sat-
isfy the Network's tournament fee. As a
result no points will be awarded for
these events played at Windsor Game-
fest (July 8-10 at the University of
Windsor), Watsfic (July 16-17 at the
University of Waterloo), and Last
Minute Con (Aug. 6th at Fanshawe Col-
lege). Since there is currently no
Regional Director for Canada, conven-
tion coordinators must deal directly
with HQ to obtain RPGA
Network events.

Kewin
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Forgotten Deities
Garagos the Reaver,  "Master of  Al l  Weapons"
by E,i" Boyd - :fffffi:",1,:,ll!il,1,+*liil#"" $iiili$il:il;X:15:'.3T;fill?'+;,

priest w:as quickly killed by agents ofthe rog'ues, and a couple offallen priests of
power: Lesser (formerly Greater) clerry ofTempus, w-arriors have flocked Tempus.Although a few "priests" of

plane: pandemonium to tfre old batflefields surrounding Gosra, Garagos have emerged, currently they

AoC: War, Destruction, plunder and many self-proclaimed priests of are very liqrlted in their powers. Like the

Align: cN(E) Gur.gor"hulrub"grnp.-"..hinghis followers ofrchazzar(seeFRlqold

WAL: any retui. The establish-ed churches of Tem- Empiyes), priests in the-cult of Garagos

Sy*lot, Circle of five blood-red swords, pus are rumored to be hiring a massive are likely to achieve additional powers

points outward army of mercenaries to- destroy this over the next few centuries if the cult

Sex: (Fe-)Ma'e 1ffiil:ilff$?lli,g11Xt3i,'*":ffi i:tr#i,flffi1H:fffr".Hffi1'H"
f,.---1tr aragos the Reaver, a scarlet- defec.-tions in any armythey send to achieve increased powers in the same

L i-"fo"f."d, war god destroyed by destroy this well-armed cult' time period'

\-tr 
't"-prr., 

*..-*or"hiped in West- Unbeknown to the followers of Gara-
gJ; J;a tne Viitron duringihe days of g_os or those of Tempus, Garagos remains Requirements: AB W-is 9; AL CE; WP

fi,rytr, Itu""or. Some legeids claim dead. An enterprising marilith known as any; AR any; R4 any; SP Allx, Combat*,

Cir.g". was the primaiy war god in Glackzana found herself trapped in W_ar * (first and second level spells only);

west&n Faeron until overthroivn by the Faertn during the Time of TYoubles SPL nil; PW L) incite berserker rage ,.
upstart Tempus. These same tales iell after being suinmoned from the Abyss by Uday (see PHBR3); TU nt QS nil. '?

that GaragoJ gained his position by slay- a foolish wizard. She seized the opportu- d
inganeveirolder,unnamedwargod. nitytobuildacultofworshippersand -\ 

C i n./ ' . - 
i ,{,.

Although Garagos'portfolio included establish a porver base in the ) W --t,-' -e-:+:the spherJof *a", h" was associated Realms, impersonating Garagos A /
more with the rampaging destruition during the destruction of Gosra,
and plunder of war than with tactics, Glackzana seeks enough power
strategies, or armies. "The Reaver," as he to become a tanar'ri lord in
*as kno*n, was linked with the mad her own right. She believes
bloodlust that overtakes some warriors. she can achieve her goal by
Followers of Tempus claim their god building a sizeable
destroyed Garagos by using the Reaver's base ofworshippers
berserking fury against him. in the Prime Mate-

In painting and sculpture, Garagos rial Plane. It is
was portrayed as a many-armed giant unlikely that
wielding a different weapon in each Tempus will
hand. Now he is more often depicted as stand idly by and
wading through a blood-red sea. let the tanar'ri

For centuries, sages have believed build up worship-
Garagos was truly destroyed, despite the pers at his
existence of a few small cults in his name expense.
along the southern coast ofthe Sea of
Fallen Stars and the Vilhon Reach. Since GafagOS'S
the fime of Tloubles, however, a-nqY- pfieSG
cult of Garagos has emerged in the Vil- |

hon Reach. The village of Gosra, located The followers of
in the fields of Nun of central Chondath, "Garagos the
was destroyed in a single night during Reaver" are con-
the Time of TYoubles by a gigantic multi- centrated
armed man who swept through the vil- almost
lage in a bloody rampage. Every exclu-
able-bodied warrior who tried to fight the sively
monstrous warrior was destroyed. No in the
physical or magical attacks seemed to
affect "the Reaver," as the warrior was
labeled.

Following the Time of Troubles, a
young priest built a temple in the center

oREYLP
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Letters
Old Business and New
RPGA Network HQ,

Hil Let me begin by saying I thor-
oughly enjoy PolvHnlRoN@ Newszine.
It is fantastic, and the adventures are
always fresh and thought-through. The
articles are enjoyable and imaginative.

However, I would like to see more
science-frction adventures and stories
for games like Sror Wars, Aliens, Rifts,
Shadowrun, BattleTech, Gurps, and
BucnuNrpns@, just to name a few. But
please don't omit any current adven-
ture's stories, editorials.

Charles Ilerandez
Austin. TX

Thanhs for your kind words, Charles!
And thanhs euen nlore for your input-
we'd lihe to see euen more letters letting
us know what sorts of articles members
would like to see in these pages. Letters
from readers haue a great deal of influ-
ence on which sorts of articles we print
in the Newszine.

Unless we hear from more mernbers
who want to see more science-fiction
features, we'll continue to haue only one
SF feature euery month or two-but
don't forget Roger Moore's Liuing
Galaxy articles, which prouide great
aduice for all role-playing campaigns,
but e specially science-fiction setting s.

Next month you can exPect another
BucnuNrnns@ feature, and in the next
few months you'll see boflz Star Wars
ozd Shadowrwn fe ature s.

If any of you would like to see more
or different SF articles, just send us a
letter or e-mail message. (Roger would-
n't mind son'Le ffLore mail, either; he's
been moping all year about not getting
enough letters lately ! )

Dear Jean,

Hello! I hope your Holiday was a good
onel

As promised to you (too long ago),
here is our winner's list for the Fantas-
tic Technology contest. We received the
necessary paperwork for everyone
except Sean P. Wolfe; His entries
(listed in bold), are the only ones
which will not appear in Fantastic

Technology, coming out in March. II'II
be a 96-page, $15 book.

I'd really like to thank you and the
Network for allowing us to run this
contest. We got some great entries, and
your encouragement made the contest
a lot of fun for me!

May the Force be with you!

Bill Smith
West End Games

Liv ing Jungle
When Katangas shapeshift into their
animal form, how large are they? For
example, the snake Katanga assumes
the form of a boa constrietor or ana-

conda. I think there is quite a differ-
ence.

Could a player choose the species of
animal? Could a monkey katanga be
anything from a small tamarind to a
Iarge chimp? or is it a fixed choice?

Thomasina
TSR RoundTable Bulletin Board

Katanga characters can be any size
which fits their size category, as noted
on the MoNsrRous CIMPENDIUuP sheets
in issue #102 of the Newszine. Beyond
that restriction, they can uary in size
and species-but gain no special game
abilities for doing so.

RDEHYLP
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What multi-class' options are available
to Living Jungle Characters?

Mark Liberman
E-Mail

This question has been one of the most
frequent, since we accidentally omitted
the horobohuru multi-class options on
that race's MoNsraous CouptNntuu@
sheet in our Liuing Jungle issue. For
each of the other non-human (non-
Nubari) races, refer to pages 21-25 in
issue #102 of the Newszine. The
korobokuru can be multi-classed
fighter / thieues and fighter / priests.

Dispel  Confusion
In issue #100, we asked you to send
questions for Harold Johnson's "Dispel
Confusion." Here are the first of the
questions, with more to follow through-
out this and later issues of the
Newszine.

While the contest is ouer, Harold's
ansu)ers are neuer ouer! Keep sending
in your questions, and he'll keep dis-
pelling your confusion.

Illusion Confusion
When a character disbelieves ah illu-
sion, such as a wall at the "end" of a
corridor, does the illusion disappear to
that character? Or does he only know
that it is not real? This could make all
the difference if some hazard lies
behind the illusion?

Kirk Hicks
ConwayrAR

Interesting question! Let's see if we can
part the ueil on illusions.

First, there are two categories of
mdgical effects commonly refeted to as
illusionary:

7. Illusions, which manipulate the
ether and other arcane energy to create
false irnages, sights, sounds, and some-
tirnes odors. Phantasmal forces are
defined as illusions.

2. Phantasnq which actually alter
the mental processes and rnake the uic-
tim belieue he or she witnesses the illu-
sionary image.

If a creature is giuen cause to disbe-
lieue the reality of an illusionary itern
and succeeds in mahing a sauing throw
uersus spells, then the item takes on an
unreal quality to the disbelieuer.

In the case of oz illusion, the item
becomes fuzzy and indistinct, but since
it is a coloring of the air with ether or
energy, it would still present a uisual
barrier, rnuch the way the rays of heat
create the mirage of water, euen though
the obseruer rnay disbelieue what he
3ees.

In the case of o phantasm, the dis-
tortion of a creature's mental percep-
tions, the disbelieued irnaged, sound,
or sensation first becomes fuzzY, as
with static, and then fades awaY to
nothing.

Since most effects encountered in a
fantasy aduenture inuolue illusions, in
most cases the result of disbelieuing is
that the uictim's sight or senses are still
obscured by a fog or static.

Hope this mahes illusions less elu-
siue for you!

_H

Lycanthropy: Double the Fun
Can a character be infected by two dif-
ferent types oflycanthropy at the same
time if there are two different triggers?

David Haendler
Quincy, MA

Oh, tough question! The actual answer
is subject to change, based on the world
or realm in which the uictim liues.

On the DnacoNL,quc* world of
Krynn, lycanthropy does not exist, per
specific notes in the design manual and
Tales of the Lance, despite the fact that
it has been rnentioned by name in seu-
eral stories. It also appears that the
Danx Suu@ world of Athas has neuer
shown the presence of lycanthropes.
There are creatures on each world able
to change form at will to that of an ani-
mal, but lycanthropy as a cursed dis-
ease is said not to exist.

On the FoncorrnN REALMS@ world of
Toril and the Gnnvu^qwlP world of
Oerth, the effects oflycanthropy are
said to be more of a curse than a dis-
ease; howeuer, this curse dppedrs to
change the physical anatomy of uictims
to resemble their animal form. There-
fore, it is my opinion that, since a body
cannot resemble two different creatures
in most cases, it is generally safe to
assurne that the curse of lycanthropy
builds antibodies resisting a second
infection w hile pre sent.

There is a place, howeuer, where a
character may be infected by two forms
of lycanthropy. Rauenloft, the Demi-
plane of Dread, is a place where rnagic

and curses are both peruerted. Here, we
are told, each indiuidual creature of
darkness should be treated as a unique
entity with different tu.tists on its abili-
ties, curses, and powers than those pos-
sessed by traditional creatures of other
realms. Thus, while a single creature
cannot be simultaneously infected by
seueral forms oflycanthropy in other
realrns, in the Realms of Terror, reality
changes!

_H
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More Fabled Treasures of the Land of Turmish

By Ed Greenwood

ur alphabetical treasure tour of
Turmish continues in this col-
umn, as Elminster (verbally)

leads us by the hand through hitherto
unknown (to readers of this world) com-
munities in the forested heartlands of
Turmish.

his forest-village is deep in the
pastoral interior of Turmish, and
few visitors find their way to it.

It is named for a thick stand of lush
shadowtop trees, the densest woods
east ofThe Faraway (the great forest
that covers western Turmish), its east-
ern verges not all that distant from
Illowwood.

Over a hundred summers ago, the
ranger Illowarr was entranced bY a
dryad on the site ofthe present village.
He became a dweller-in-trees until the
end of his days, somehow (perhaps with
his beloved's aid) gaining the ability to
pass plant and create aplant doar as
priests do-only at wil1.

Dryads have always been numerous
in the area, and local legend says they
guard a rich treasure-literally cart-
loads of moonstones-that were sunk
long ago in Illow Pool, a tinY Pond in
the depths ofthe shadowtoP stand.

Attempts to explore the dePths of
the pool have turned uP emPtY carts
and a handful of moonstones, as well as
a rune-etched hand-sized stone identi-
fied as a ward-token. Somewhere in the
depths ofthe woods lies an entrance,
hidden or barred by a magical ward-
and legend has been quick to whisper
that the missing moonstones lie
beyond. Interestingly, among the elves,
this spot has always been said to hide
the way into an elf-lord's hall: a lost
hail of a folk now perished, in magical
stasis, or withdrawn from all contact
with outsiders (the tales vary on the
fate of the elven household).

To add to all this is a legend shared
by local grromes and halflings: that an
elven mage's secret citadel is entered
near lllor,r' Pool by gaLes (permanent

teleports) that work only for those with
the proper tokens or words ofactiva-
tion: the abode of an elven archmage
powerful enough to flee from foes in

Treasure is a
high priests,
thing else.

t supplybase and serves as a stoP
on the "smugglers'road" to Gildenglade
(the way from the anchorage south of
Alagh6n through Obelner's Well, and
thence via Jarthin's Jump to
Gildenglade and the Vilhon beyond). As
such, it is the scene of many a hasty
escape and shady deal, as pirates,
slavers, and others not welcome in Tur-
mish flee from business rivals or recent

Halruaa and hold them at baY, who is
attended in his hidden house bY
gnomes (if you're listening to a gnome)
or halflings (if you're hearing a halfling
tale).

The truth behind all these attractive
tales remains mysterious. What is cer-
tain is that more than one adventuring
band has disappeared while exploring
the area in the past decade-and the
headless corpses ofone such band were
found stacked in the road near Illow
Pool like so much firewood. The rush of
explorative adventuring bands has less-
ened somewhat since word of their fate
spread.

his backwoods settlement serves
local foresters and miners as a

mighty foe; it's killed more adventurers, kings,
and heroes down the ages than iust about any-

victims. Tales of stashed loot and miss-
ing payments (sacks of coins put in hol-
low trees, and the like) are common in
most such places, and Jarthrin's Jump
(named for a nearby cliffwhere a noted
outlaw was executed by being hurled off
the height to his death on the rocks far
below) is no exception.

-Hal idar Thundershield,  Lord of  Yhep
Thoughts on the Realms

The Year of  the Bloodbird

Some folk in "the Jump" have always
been known as fences, forgers, disguise
artists, and smugglers; among the folk
of Turmish, the place retains an unsa-
vory reputation ("as straight as a deal in
the Jump" is a sarcastic expression still
heard in everyday use in the realm).

Recently, word has spread across the
land ofthe death ofa noted adventurer,
Irigul of Telflamm, in an old tomb com-
plex somewhere under the JumP.
Irigol'. surviving companions claim the
master thief was torn apart by a stone
golem-one of six that stood in the huge
main tomb chamber (still used by smug-
glers as a place to hide weaPons and
pirate contraband from "procurers"
hired by coastal cities around The Sea of
Fallen Stars to recover valuable cargoes
that have gone missing due to known
piracy).

The golems do nothing unless one is
touched-whereupon they all come to
life, seeking to crush any living thing in
the tomb. They are animated-and
directed, so they fight with intelligence'
anticipating spells and co-operative
attacks-by the undead will of their cre-
ator, Aragath Taltar, a priest ofTalos
who will not rest until ail the land above
is under the rule ofthose dedicated to



The Lord of Destruction. Aragath';s tem-
ple once stood above the tomb, but was
destroyed by fearful priests oflath-
ander long ago. A thiefpresent at the
hurling-down of the temple spirited
away a book that looked like a spell-
tome. It turned out to be Aragath's
diary, and it soon fell into the hands of
the tlluuthin merchant familY in
Alagh0n, one-time contenders for the
Princedom of Turmish.

The fates ofthree Young sons ofthe
Uluuthin family (slain while adventur-
ing) spread the most interesting words
of the diary all over the city some sixty
winters ago. Aragath wrote that he
intended to cheat death and would need
the fortune he'd amassed in his lifetime
to carry out the will of Talos. (He makes
it clear that he did not trust his succes-
sors so much as to dress themselves
unaided-an astute judgement, it
turned out.) One of the golems has a hol-
low cavity in its body that contains "a
coffin full of gems," and another has a
secret compartment in its head (reached
through the mouth) that contains a cof-
fer holding no less than nine magical
rings, as follows:

. ring of blinking

. ring offealher falling
t ring offire resistance

' ring offree action
t ring ofProtection +3
. uampiric ring of regeneration
. ring of shoching grasp
t ring of sustenance
. ring of telehinesis (200 lbs. max.)

The only way to render the golems
immobile is to utter the correct com-
mand words (one for each golem) while
touching them. Unfortunately, the com-
mand words are known only to Aragath,
who exists as a special undead: a
wraith-like flying head and torso whose
hands have a chill touch power and who
retains the destructive battle-spells of
Talos, which he had in life (as al7th
level priest). Inside his tomb, Aragath
can't be turned; ifdisrupted or
"destroyed," he will re-form in 1d10 days
and vow vengeance on his slayers. He is
otherwise akin to a lich in powers.

His bones are buried in the center of
the chamber under a circular tile mosaic
depicting a priest hurling lightning bolts
and tidal waves at foes. Aragath can be
destroyed forever only by reducing his
bones to powder and burning them or
immersing them in holy water-and
their owner won't be idle while adven-
turers attempt this!

Except to pursue anyone who takes
on of his bones, Aragath won't leave the
tomb, but can hire or magically compel
those who enter to do serwices for him.
He can turn invisible at will and usually
remains so, up near the lofty (80') ceiling
of the main tomb chamber, unless his
golems seem in danger of being
destroyed or plundered.

Player Characters who reach the
main tomb chamber of the golems will
find it littered with smuggler's ropes
and sledges, some spoiled sacks ofgrain
and other worthless cargo, the six
golems, and a small chest in one corner.

The chest is unlocked, but within is a
second "lid" of tightly-stretched silk,
bearing the words: "Break me, and
accept." Beneath the silk are sixty gold
pieces in a cloth sack bearing impres-
sive-looking but meaningless runes.

The entire chest bears a
dweomer; it is linked to a quest
spell, com-
pelling anyone
who breaks or
tears aside the
silk to go and
slay the power-
ful merchant
Thar-
gunn
Ulmer of
Alaghdn
and

bring
his
head
back to the
tomb in
the chest
as proof.
Ulmer
stole a
scroll of
instruc-
tion to

catafalque) from the
tomb chamber some
four summers ago,
thinking it was
valuable
magic,
and
Ara-
oafh

wants it
back.

the
faith-
ful
(and
its



I

If intruders avoid this trap, Aragath will
tr1- directly to cast a quest spell on the

llff:l"*"tt"l 
of them, with the same

Aragth has created lesser undead to
serve him; 12 (normal) human skele-
tons, kept in a small room above the
main tomb chamber. It is entered via a
small opening in one dark corner of the
huge chamber's roof. Aragath ferries
them to and from this chamber in his
hands as he flies or, ifin haste, can
move them by telekinesis. He can
remain invisible while flying and may
try to lower skeletons majestically to
awe intruders-but not if he thinks they
have the means to hurl a spell at the
skeleton (and him!) en route.

l-f\ hil farming village sits in a little
' 

| 
-vale surrounded by roll ing down-

I lands-grazing country where the
locals have reared horses and kept cattle
for generations. The red-hued horses of
Karthoon (known, prosaically enough,
as "redhides") are broad-beamed and
inelegant, but sturdy. The biggest and
best ofthem qualify as draft or heavy
warhorse animals.

Although Karthoon must see use as a
waystop for smugglers (given its location
on the trail inland from the nameless
anchorage to Obelner's Well, and thence
via Karthoon to Jarthrin's Jump), it has
few "smugglers' gold" legends.

Rather, tavern-talk in Karthoon
centets around the Crystal Steed, a life-
sized, rearing horse carved out ofa sin-
gle piece of clear rock-crystal, which was
given to a horsemaster of Karthoon in
appreciation of the quality of his mounts
by a grateful Great Lord of Unther
almost a hundred years ago. Literally
priceless, it would yield perhaps 400,000
gp worth of rock crystal fragments if
broken up; the finest sort ofcrystal that
readily takes and holds enchantments,
and is eagerly sought after by wizards
and priests all over the Realms.

The horsemaster was murdered soon
after he put his gift on display in the
high hall of his house-but the statue
was not taken by his killer (who would
have required a cart and the aid ofa
dozen strong men to shift it); it was
missing when the slayer arrived, and
many in Karthoon think the horsemas-
ter was murdered out of the would-be
thiefs frustration, or because he would
not reveal what he'd done with the Crys-
tal Steed.

N{agic s-as probabiy involved in the
disappearance of the statue-but if any
in Turmish knorv where it went, they're
not telling. A persistent local rumor
insists it did not go far and is hidden
somervhere in the vale, perhaps in the
very u'alis of The Horsemaster's House
(though it's norv owned by another fam-
ily, the nane clings to the mansion. The
new o\Ynel's are warriors and mer-
chants, and they take a dim (and ready-
armed) r-ieri. of folk who try to invade,
dig near. or chip at their house.

his is truly a "lost" village-today,
no one knows where it was. The
overgrown and disused "back-

trails" of Turmish are adorned with
many barely-recognizable ruins. Some
are little more than mounds that were
once buildings. Others offer partial shel-
ter for travelers-or lurking monsters.
One of them. perhaps, is lost Lanthalal,
the home of the Circle of Flame.

The Circle of Flame was a small'
close-knit band of wizards who retired
from the dangers ofadventuring (in the
Sword Coast lands) some ninety years
ago and settled in a remote locale in
Turmish.

When funds ran low, they took
scrolls and potions to Alagh6n for sale-
but found themselves under magical and
hired-thug attack from established
magic-selling wizards in the city. So the
Circle hit upon the idea of a school for
would-be mages.

This attracted much interest; manY
folk who wanted to hurl magic couldn't

afford the steep fees ofthe established
wizards of Alagh6n-but could meet the
lesser demands of the Circle. By the
dozens, they answered recruiting calls in
Centaur Bridge and Gildenglade, safely
outside the reach of the mages in
Alaghdn ... or so the Circle thought.

It is now believed one ofthe appren-
tices taken on was an agent for the wiz-
ards of AlaghOn-or perhaps even one of
those archmages, in disguise. Whatever
the truth, the entire village ofLanthalal
soon vanished in sheets of flame, rains
of lightning, and convulsions of the
earth-and all of its magic was swallowed
up in rents that opened in the earth and
then shuddered closed again-along
with the wizards who fought in that
titanic spell-battle.

No one tried more than once to dig
up the devastated area: it had become a
deadly mist-shrouded place of sponta-
neous wild magic, roamed by crazed
wizshades (detailed in Volume 7 of the
MoNsrnous ConpnNoIulP)-and all
beings with the ability to work magic
who entered it were drained somehow of
all mastery of magic, forever! In time,
the forest grew over the blasted ruins,
and men forgot just where the school
had been. Its wild magic and magic-
draining powers may remain, but have
probably faded with time-reports of
strange magical discharges in Turmish
are few these days.

More about the treasures of Turmish
next t ime. 

U

Dispel Confusion
If a mage is pollmorphed into some form and then is affected by a dispel magic

spell, is:he rirr.t itr hi" .r"* form? or doeshe polymorphbackto his original form?

David Haendler
Quincy, MA

Easy question, easy ansl^er. In both polSrnorph spell d,escriptiozg polFnorph other

oni pily^otph r.if, th, rules specifi.ially state that if a dispel ma4c T used against
o poiyiorphid creature, the cieature returns to its original form-(PHB 161-162)'
Firther, the potion and wand of polymorphing work lihe the spells, so their fficts
would. also bi dispelled. Finally, a permdnency spell is not listed as hauing affect on

o Pol;'rnorPh sPel/.- 
The oily situation in which I can enuision dispei maglc trapping a crea'ture tn a

new form ii i1 tne polymorph were the result of a carefully worded curse, the recipi-
ent is strand.ed. in Rauenloft, or if the DM creates a new transformation spell-lihe
effict uith just these properties. I'd be interested in hearing the opinions of other
DMs regarding possible methods.
*H
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Weapons of Reality
Secret Weapons for th e Torg Game
by Gregory W. Detwiler Portranta Plants

hese plants are basically defensive
devices invented by Baruk Kaah,
High Lord of the Living Land.

However, they can also be used in the
attack ifthe edeinos decoy an opponent
into their radius and then counterattack.
They are rose-sized flowers, each with a
red head surrounded by petals ofa rich,
deep blue. Each portranta flower is like a
souped-up hardpoint, in that the area
within a roughly three-meter radius (10')
around it is a pure zone ofthe reality of
Takta Ker. Thus, unlike in the dominant
zones around conventional hardpoints,
characters from other realms cannot
make use of the advantages of their own
realities unless they create a reality bub-
ble, which means spending a possibility
that may be sorely needed later on. Each
flower has a Toughness of 16.

Portranta flowers grow from small
red-and-blue seeds. The flower takes a
week to grow after the seed is planted, so
advanced planning is at a premium
when setting them up. Ironically, the
primitive nature of the Living Land is
such that the edeinos are thus unable to
use these plants to their maximum
potential, as careful planning is alien to
most Jakatts. Still, they are quite deadly
under the right circumstances. A row of
these flowers stalled an entire counterat-
tacking US Army armored division in
Wyoming, and the edeinos took the
offensive once the Core Earthers'
weapons stopped working. There were no
surwivors.

Limpet Missi les

ffthese weapons appea-r in all the
- 

J 
-'invading realms, though their

I appearance may differ. They look
like bullets, albeit red-and-blue ones, in
all realms that have firearms (Ayslish
ones look like round pistol balls, rather
than conical bullets). In the Living Land,
they look like spiky tumbleweeds that
can be held in one's palm, then hurled at
the enemy. Despite their small size, they
are quite rare-and fortunately so, for
they are powerful weapons indeed.

Once a limpet missile hits, it does no
damage, but instead flattens out and
sticks to the target. A Strength roll with
a Difficulty Number of 18 is needed to

remove it. Once attached, the round radi-
ates the reality of the High Lord who cre-
ated it. The moment the victim does
something that would be a contradiction
in the attacker's realm, like firing a gun
in the Living Land or flyrng a plane in
Orrorsh, the round is activated, briefly
creating a miniature reality storm
around the character. No darnage is
caused to the surroundings, but unless
the character makes a reality roll (Diffi-
culty Number of 18 again), he is immedi-
ately "stormed" to the High Lord's
realrty.

Most High Lord minions save these
missiles for.use against foes with higher
Technological axioms than their own,
though they work equally well in mat-
ters of magic and miracles.3327 has
been hoarding them almost exclusively
for use against Orrorshan Horrors who
invade his realm, as loss of their reality
makes them ordinary creatures who may
be permanently dispatched without mak-
ing use of their T?ue Death.

Stelae Rockets
'f-T- Thether or not the rumors that
tlt/, 3327 has finally gotten hold of a
Y: Y; Nile realitv bomb are true.

there is no doubt that these bombs were
the inspiration for this newest weapon in
the Nippon Tech arsenal. Basically, this
weapon is a vehicle-mounted rocket 20'
long, containing three smaller rockets
inside it. A sophisticated computer sys- .
tem on the vehicle itselfenables the firer
to develop precise coordinates for the tar-
get area and program them into the mis-
sile at the last moment before firing.

In mid-flight, the rocket bursts apart,
and the three smaller missiles activate
their engines and fly the rest of the way
to the edges ofthe target zone. Once
there, they set down in a triangular pat-
tern around it, just as though they were
newly-planted stelae. After that, their
warheads are activated, and for the next
three hours, the area (two miles in
extent) encompassed by the warheads
will be a pure area of Nippon reality, just
as though a reality bomb calibrated to
Nippon axioms had gone off.

Note that the warheads operate as
talismans for the rocket, so there is no
danger of its disconnecting and failing if
it flies into a resion with a lower Tech

,\ ver the millennia, and particu-
I l"larlv durinethe course ofthe Pos-
11 a'  . . . i . .
\-# sibilil,y Wars on Earth, l,he
Highlords devised various weapons and
defensive devices which relied notjust on
their realms' respective realities, but
also on the nature of reality mechanics
itself. The reality bombs devised by Dr.
Mobius of the Nile Empire are the most
famous (or infamous), but there are
many others, and all have been used by
now in the Possibility Wars.

All these weapons are colored red and
blue, as is the case with eternity shards,
making identification of their true
nature rather easy. It should be noted
that only a High Lord can actually create
these items, and he can a.lso "program"
them to work only for specific individuals
in his employ. Thus, there is little or no
chance of their unbalancing the cam-
paigrr should the Storm Knights get their
hands on them, as in all probabilrty they
will not be able to make them work. Ttris
holds true even if the Knight is of the
same reality as the High Lord who cre-
ated the device. These weapons are
intended to make the Possibility Raiders
tougher opponents for Storm Knights to
take on, and keeping them from using
them is the only real benefit Storm
Knights gain by capturing them. If your
characters want to destroy them, all of
the weapons have a Toughness of18
unless the specific item's description

rd(
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axiom. It has a range of 100 miles.
Thus far, 3327 has been carefullY

hoarding these "reality artille4/
weapons for use in a possible large-scale
conflict against Orrorsh. However, there
are unconfirmed reports that one was
field-tested in northeastern Bolivia in a
joint operation with government forces.
It seems that a renegade band of
Akashan Coar activists tried to expand
the radius ofthe Space Gods'realm
against the Rotan l-Ilka's wishes. Accord-
ing to the rumors, what followed was the
first destruction ofan Akashan reality
three since their arrival on Earth.
Kanawa influence in Bolivia is said to
have increased sharply as a result ofthis
operation.

Both the Cyberpapacy and Tharkold
are now working on their own versions of
this rocket. Always willing to steal back
a good idea, Mobius is doing the same,
though his clumsy rocket, using archaic
technology, will barely make 20 miles.
A.fter all, planes carrying reality bombs
can be shot down, and few armies facing
offagainst the World War Il-era forces of
the Nile bother putting antimissile sys-
tems like the Patriot in the front lines.

Real i ty Chamber
his device is actually a weapons-
production tool, rather than a

which means that Nile-style equipment
will not function. When the bomb goes
off, Mobius'troops attack with primitive
weapons; note that many shock-troopers
have already been trained in their use in
preparation for operations in the Land
Below. These bombs may also be smug-
gled into enemy realms and detonated in
sabotage operations, where the changed
realitywill make the victim think
another High Lord was responsible, say,
when a Nippon Tech-calibrated bomb
goes offin the Cyberpapacy.

The power of this device is lirnited by
a number of factors. First, its creation
was so difficult that it is only the size of
the smallest wall safe, only being able to
create one bomb per month. Second,
because it is a weird science device
which operates on realities without
weird science, it cannot be used simply to
make standard Nile reality bombs
cheaply. Third, the process oftreating
the soil requires an unintermpted
month's time, so if Storm Knights open
the door for even a few seconds, the
batch inside wiII be ruined, and
Mobius will have to start all over
again. Still, given heavy protection,
the reality chamber is a Potent
device indeed for lending support to
limited Nile mi.litary operations. It has
a Toughness of25.

Weapon Transformers

A ll High Lords but Baruk Kaah
A t""a his successor in the Living

.4-\t-urrai use these devices. They con-
sist of a trio of stick-like items, either
runestaves or high-tech rods, depending
on the cosm's reality, which are planted
in a triangular pattern like stelae around
a weapon, tool or vehicle fiom another
reality. They stand straight up like fence-
posts, and are trvo meters in height.

Once the transformers are in Place,
an ord of the same reality as the cap-
tured weapon will be placed in with it'
and will be forced to attempt its opera-
tion. Ttris creates a contradiction, but in
this case, it is not the person who is
transformed to the High Lord's reality
but the item he was attempting to use.
Thus. a French LeClerc main battle tank
becomes a Samson hovertank, a Soviet-
built SU-19 long-range jet from the for-
mer Libyan Air Force becomes a
MB1 l-Nekata four-engined bomber, and
so on. The High Lords are thus able to
build up their arsenals by making use of
captured equipment. After all, no one
wants to rely solely on the Kanawa Cor-
poration for his weapoffy.

There are rumors of late in Aysle that
the forces of the Dark have modified
some transformers to disconnect the ord
as well as the weapon, combining the
trnro into one living entity. Supposedly,
the Warrioy's forces are combining ords
with old British Army Challenger and
Chiefl,ain tanks to create more jugger-
nauts (see Creatures ofAysle for details).
If this is true, then the Dark armies will
soon be much more formidable than they
are now.

The only way for the weaPon to be
retransforrned is for a captured ord from
the High Lord's forces to be Placed
behrveen the transformers with the
weapon and forced to operate it. All
transformers have been busy since the
invasion began, with the Dark forces in
Aysle being particularly active in turn-
ing captured assault rifles into

matchlock muskets. After all, even
if thev can't use all those

weapons, at least transforma-
tion ensures that the Core
Earthers can't use them

either due to lack ofskill,
assuming they recaPture

them.

*" weapon itself. A weird science
device of Dr. Mobius', it can hold enough
soil in it equivalent to the eternium
required to arm a realitY bomb.

The device works as follows: First,
Nile agents enter a realm of some other
reality and scoop up enough soil to fill
the chamber. Once this prize is brought
home, it is placed in the chamber and
le{t there for a month. After the month is
over, the treated soil is poured into a
reality bomb waiting to be armed. When
this is done, the bomb will go offas
always, with the same effects, but the
reality of the pure zone created will be
that of the realm where the soil came
from. This means the reality in effect
when the soil was scooped up, not neces-
sarily the original one. Thus, soil taken
from Florida would give offCore Earth
reality, but that from Indonesia would
radiate Orrorshan reality.

Mobius'main goal in inventing this
item was to create weapons with which
he can beat opponents like the Israelis,
who have been gathering military equip-
ment of World War ll-era vintage to use
when normal reality bombs go off. The
soil is generally scooped from lower-tech
realms, from the Living Land to Orrorsh,

Necklace of
False Power rq{r,r

form foolish characters to the reality of
Orrorsh. It looks like a necklace ofcop-
per wire; the only piece ofjewelry on it-is
i hollo*, pear-shaped chunk ofrare yel-
low jade. The item has a limited degree
ofsentience, and once a non-Orrorshan
character picks it up, it will communi-
cate to him that it has one special occult
power, such as boiling blood, which it
will bestow upon the character if he
agrees to a ritual ofbinding between- -
himself and the item. Note that the GM
can make the promised power anything
at all. whatever it takes to con the char-
acter into agreeing to the ritual, as the
PC rvill never get it anYwaY.

EHYLP
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The ritual is simple and relatively
painless. Al1the PC has to do is lightly
prick himself, let a few drops of his blood
drip into the hollow gem, and then seal it
up again. He must then hold it above a
frre fueled by camphor for one hour,
while breathing in the smoke. At the end
of that time, he may put it on. When he
does, he will be immgdiately transformed
to the reality of Orrorsh. The item will
then communicate to him all the knowl-
edge that his Orrorshan equivalent
would have of the realm, including the
fact that items of occult magic are made
to mislead idiots like him!

Because of the occult linkage with the
necklace (due to having his blood sealed
in it), the PC will have a +2 add to his
Difficulty Number when he tries to
reconnect to his old reality, unless he is
in Orrorsh. In that case, he must strug-
gle against a +4 add! Never play around
with occult magic items!

rq{rf

Vri lquito
l|f\his Tharkoldu device is a minia-
-' 

f 
-ture robot, shaped like an

t enlarged mosquito (3" length). It
comes equipped with occultech sensors
to detect possibility energy in living
beings, and has a cybernetic "brain" that
recogrrizes the basic human shape. Its
purpose is simple: hunt down and attack
Storm Knights.

When the vr"ilquito finds a Storm
Knight, it lands on him and bites him
(unarmed combat skill), inflicting
unbearable agony on the character, so
much so that he can take no actions in
his own defense. At the same time, it is
draining him ofhis possibilities, storing

them in a built-in cell. The entire
process takes one minute, at the end of
which the character must make a
Toughness roll of 15 or die. The vrilquito
must be pulled offhim before the minute
is up to prevent this, with whoever does
it matching his strength against that of
the robot. In the case offailure by either
the victim or his rescuers, he dies in
such agony that his features will be per-
manently frozen in a tortured expres-
sion.

If the vrilquito succeeds in its attack,
it flies back to the techno-demon who
built it and allows the possibility enerry
it gained to be drained out into the rtil
batteries the Tharkoldu prepared as a
part of the same occultech ritual in
which he programmed the robot. This
ceremony cannot be performed by a
techno-demon alone; Jezrael must use
her powers as well, thus ensuring that
no rebel Tharkoldu can build up an arse-
nal of vril-powered weaponry to use
against her.

Vri lquito
Dexterity 18
Dodge 18, flight 18, maneuver

17, unarmed combat 17
Strength 13

Toughness 8 (13)
Perception 17
Find 17
Mind 8
Charisma 3
Spirit 7
Possibility Potentiak none
Equipment: beak, damage value
STR+4/17; wings, speed value 17;

storage cell, stores possibilities.
Because they were originally

invented to harass the Race on
Tharkold, vrilquitos are all programmed
to attack only humans or beings of
totally human outline (i.e., two arms,
two legs, a head, and no other extremi-
ties). Since Tharkoldu have wings,
winged beings such as ravagons and
Larendi are safe from vrilquitos, as are
tail-owning races like the edeinos and
totally nonhumanoid races like the stal-
engers, ustanah, Lorbaat (though not
the Gudasko and Draygaak), etc.
Dwarves, elves, and giants are all sus-
ceptible to attack, as are werewolves in
man-wolf form.

Reali ty Dust

his is an offshoot of Mobius'reality
bomb program. A missile warhead
is filled with dust and the same

amount of eternium that a reality bomb
would have. As long as the warhead deto-
nates at least 500'above the grould, the
effect will be similar to that of a reality
bomb; any less, and the Earths magnetic
field somehow nullifies the effects. The
dust is spread around in the atmosphere,
increasing area ofeffect at the cost of
duration, with the atmosphere being
affected within a ten-mile radius of the
bomb blast in all directions (except possi-
bly straight down), but only for an hour's
time. As with reality bombs, the area
affected is a Nile pure zone. It is, of
course, possible for helicopters and planes
to fly under the dusts effective ceiling,
but such seat-of-the-pants flying requires
an air vehicles ro11 of 12 for pilots ofcon-
ventional aircra{t. Helicopters are
excluded, as they commonly go this low.

The missile Mobius uses has a range
of 20 miles (it's the same model he uses
for his version ofthe stelae rocket), and
he uses it mainly to provide last-ditch air
defense against the sophisticated jets of
Core Earth. He has also been known to
use it offensively, to "prepare" a safe air
corridor for his own ord aircrews to oper-
ate in Core Earth, nullifying the defend-
ers'fighters and SAM defenses. Combat
successes occurred in Saudi Arabia,
Libya, Greece, Yugoslavia, and Texas.
Jean Malraux (who lost many fighters to
this weapon in Yugoslavia),3327, and
Jeztael are all developing their own ver-
sions of this missile, with payloads of
miniature talismans replacing the
eternium, for use against each other and
the organic starships ofthe Akashans.

Time Tal isman
ffl hese are talismans with a
'' J ''d"luv"d-action activation. Their

I realily does not take effect imme-
diately, but only at some specific future
time. Thus, a talisman of Ayslish, Living
Land, or Orrorshan reality could be
smuggled on board an airplane, to go off
at the most inconvenient time (i.e., in
midair). As special weapons of the High
Lords, they create a pure zone oftheir
reality in what is generally a 100'
radius, generally for an hour. Toughness
depends on the nature ofthe item used,
but it ranges llom 13 for the softest
items to 24for the hardest. How far in
the future they go offis entirely con-
trolled by the High Lord. LJ
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The Living City
Mist i 's  Moonl ight  Pawnshop

avoid stepping in the stagnant puddle,
one sees the front room ofthe busi-
ness, about 50 deep to the counter.
Except for narrow aisles, there is vir-
tually no open space. The walls and
floors are covered with every imagin-
able kind of tool and equipment, from
cauldrons to tin cans ofcatnip. Every-
thing is here but the proverbial
kitchen sink. but there are wash-tubs.
Against the right wall, one finds bar-
rels and boxes ofkitchen gear: wash
basins, pots, pans, cauldrons, spits,
rotisseries, serving knives, forks and
spoons, washboards and cheese
graters.

The next aisle to the left is for
"craft tools" including stonemason's,
carpenter's and locksmith's tools as
well as some of the more common
farming tools such as shovels and bill-
hooks. There are blacksmith's tools
somewhere in this row too. The next
row to the left contains riding gear
and wheel and wagon-wright tools,
spoke shaves, saddle blankets, spurs,
and so forth. The last row against the
far left wall contains large barrels and
boxes of common (unornamented)
weapons and unmatched pieces of
common armor. The corner next to the
counter is where the musical instru-
ments are kept.

Overhead hang various wares sus-
pended from three or four ladders
depending from the high ceiling. This
arrangement is not merely for display:
the ladders are heavily weighted and
tied so that they are effectively booby-
trapped, ready to swing down or fall
on unsuspecting enemies. Some of the
long, heavy knives seemingly dangling
from the ladders are razor-sharp-and
firmly fixed. In another part of the
room, shovels, hoes, and billhooks are
similarly booby-trapped. Elsewhere
there are boxes of stones rigged to cas-
cade down.

Across the center of the room, run-
ning from wall to wall, is a counter
with shelves under it. In the center of
the counter is a "drawbridge" so that
persons behind the counter can go
through to the front ofthe counter.
Behind the counter ar:e various small
but not expensive items: brass pitch-
ers, decanters, cheap wooden stat-

uettes, portable music stands, and a
handful of weapons that Misti keeps
nearby to protect herself, a hand cross-
bow, always kept loaded, throwing
knives secreted in several places, and
a short sword kept out ofsight but
within easy reach.

Behind the counter are two giant
upright shelves fiIled with an assort-
ment of common, inexpensive books.
Some of the shelves are cluttered with
bric-a-brac such as vases and book-
ends. The two large shelves are
divided by a passage between them
that matches the "drawbridge" in the
counter, so that Misti and company
may pass directly into the kitchen
beyond.

The kitchen, the only "personal
space" on the ground floor, is spacious
and tiled with large square brick-red
floor tiles. To the left, between the two
bookshelves, is a fireplace equipped
with fire dogs (andirons), screen,
shovel, poker and a broom. On a stone
shelfnext to it rest pots, pans, and pot
hangers laid on it. On the other side of
the kitchen is a large, collapsible tres-
tle table some eight feet long and
three and a halfwide. There are also
six permanent wooden chairs of no
particular style, and two collapsible
chairs stand in the corner. There is no
sink, but a shelf on one wall holds a
lavabo and pitcher. Most washing is
doqe in the fountain in the back court-
yard.

The courtyard is largely bare
except for a small vegetable patch, the
fountain, and a couple oflarge shade
trees. In one corner is a large cage
with several medium-sized song birds
inside.

The second floor consists ofa store-
room for the shop below and the bed-
room/parlor, right off the spiral
staircase. The bedroom usually con-
tains two or three big trunks, a chest
ofdrawers and a big four-poster bed.
At the foot of this bed is a smaller,
child-sized bed where the diminutive
elf-girl, Vanet, sleeps. Some oil lamps
perch on the walls, and one sits on a
table in the cornerrA second fireplace
in the room appears on the far wall,
directly above the kitchen fireplace
and uses the same chimney. One side

hy Terence Kemper

f ! /."elcome, so to speak, to Long-
tA/ shoreman's Lane, in the

-F,r V;i worst neighborhood in the
Port section of Raven's Bluff. This
decrepit, but still inhabited building in
front of us is Misti Morgan's Moonlight
Pawnshop. Note the three dusty
golden balls up there, the traditional
sign of a pawnshop. And see the faded
full moon with the silhouette of a
black cat on it, the symbol of the
Moonlight Pawnshop.

The shop is a drab, grayish, two-
storied building with windows closed
with grey-green shutters. The once-
ornate balustrade on the raised front
porch is cracked and the white paint
peeled. The heavy oaken front door
with its brass lion's-head door knocker
is cracked, faded, and green with
verdigris. A single barrel, apparently a
seat on the otherwise barren front
porch, is the only sign that the build-
ing might be occupied. The porch itself
is pot-bellied, and leaves float in a
small puddle to one side. Around one
of the tilted porch pillars twists a sin-
uous vine. Largely
deserted by day, the pawnshop is
sometimes a wasps' nest of evil activ-
ity by night. The Moonlight Pawnshop
is a well-known front for a fencing
operation run by Misti Morgan, with
deep and secret connections to the
underworld throughout the City.

The Bui ld ing

;':f;t he Pawnshop building is long
" J 

''and narrow, some 35 feet wide
* and 100 feet long. It includes

two full floors, with both a cellar and
an attic. There is a small courtyard at
the rear behind high brick walls,
approximately 35 x 40. On either side
of the building are weedy, trash-
strewn alleyways that run the width of
the block. Misti Morgan and Vanet,
the tiny elf girl, live upstairs, and the
kitchen is downstairs in this "shot-
bun" style apartment.

The pawnshop business occupies
about two-thirds of the building. As
one enters front door, being careful to
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window opposite the staircase looks
onto a very large oak tree, one limb of
which passes just below the window,
furnishing the nimble Vanet with an
unseen way of leaving the house. A
door to your left as you leave the spiral
staircase leads to the storeroom, which
is the place in which semi-valuable
things such as rugs, tapestries, bolts of
fine cloth, chests of clothing, two
armoires and padded chests full of
carved ivory and fine woods are stored.
At least one ofthe chests is booby-
trapped, and the armoires have secret
panels containing gold, jewels, etc.
The storeroom has only one window, a
small, high one on the north wall; it
also has a narrow door leading to a
small room that juts out over the
street below, like many ancient
houses. The front ofthis room stops
only six feet from the house across the
street. Thieves have been known to
jump from one house to another here.

In one corner is a ladder fastened to
the wall at an angle for easier climbing
to the attic above. The attic is used for
dead storage. There are extra beds and
chairs here, as well as chests ofheavy
blankets and winter clothing. Misti may
sometimes keep valuables up here.
Dormer windows jut up out of the
steeply sloping roof, making the attic a
good lookout post.

Back down the spiral staircase,
below the first floor is the cellar in
which frne wine and other valuables are
stored. The cellar is made of rough-
hewn stones, similar to those of the
chimney and fireplaces. At first glance
the cellar seems to be solely for the stor-
age ofkegs ofbeer and bottles ofwine,
but there are chests ofrare and valu-
able spices as well, and probably some
magical ingredients if someone were to
look hard enough.

Rapping on certain ofthe kegs does
not produce the resonant sound ofa ves-
sel full of beer or wine. Some of these
barrels contain gold, silver, and elec-
trum coins-or jewelry. Some are also
booby-trapped, and only Misti and
Vanet knows which are which. Under
cloths in the far corner are some fine
pieces offurniture stored here tem-
porarily. At times there are also candle-
sticks and chalices stolen from churches
stashed here.

T\vo secret passages lead from the
cellar to other "safe houses" for thieves,
but they are well hidden in the dark
and cobwebbed cellar. One ofthe "safe
houses" is a block away, and the other is
two and a half blocks distant. Both

secret passages and the cellar itself are
booby-trapped. Trespassers beware!

The Business
A t its most basic, the Moonlight

A Pa*.,shop operates as a money-
.3, L"lending business, acting as a
bank, both as a depository for funds or
other valuables, or as a lending insti-
tution for those too impoverished or
desperate enough to obtain credit from
conventional lenders.

The lending side ofthe business is
rather simple. Misti knows many of
the Port Quarters permanent resi-
dents personally and the rest by repu-
tation. Based on what she knows
about the person's ability to repay the
loan and/or the asset put up for secu-
rity, she assesses the risk and charges
a weekly interest rate ranging from
57o to 257o, for those with no collateral
or assets to pledge. In case ofassets,
she appraises the item, ranging from
jewels to kegs of wine, calling in
friends expert in the appropriate area
if she doesn't know the item's value.
She then lends up to 757o of the item's
appraised value.

The appraised value is normally
the standard market value of the item.
In the case ofgoods known to be
stolen, Misti uses the black market
value, which ranges from the actual
market value if the item is ordinary
(i.e. "typical" candlesticks, run ofthe
mill precious and semi-precious
stones, etc.), or discounted ifthe item
is known to be "hot" and that the own-
ers or authorities are presently search-
ing for the item, or if it is upon some
merchant's or official list of items to
recover. If Misti is caught holding one
of these items during a periodic official
search, or if informers report that she
has received such an item, of course
she will be forced to surrender the
goods and be forced to pay a heavy
fine. Generally, authorities do not jail
pawnbrokers because of their obvious
usefulness as lenders to the poor and
desperate, and as a way to keep track
ofthe flow ofstolen goods. Naturally,
Misti is taxed upon the profits of her
business, and she keeps a second set of
books for the tax collectors. She also
disposes of "hot" properties quickly
and surreptitiously.

Borrowers who wish to recover
their pawned goods are responsible for
the original principle lent and all
interest charges upon the item. Fail-
ure to pay the interest weekly (or in

advance for an agreed upon term), for-
feits the item after a period ofdefault
(generally 30 days). The standard red
tag that was originally placed upon
the pawned item is then removed, and
the item is marked for sale to any cus-
tomer.

In general, Misti buys or sells any-
thing in good condition. She does not
run a "second-hand" shop. In a pinch,
she can serve as an outfitter for almost
any kind of adventure, although large
quantities of certain items may be in
short supply or even not available.

There are some kinds of things that
Misti does not deal with. She would be
extremely reluctant to pawn animals,
in as much as she has nowhere to keep
the larger ones-and would not want
to bother with feeding and cleaning up
after them. She might be willing to
pawn valuable (non-farm) plants, but
not plant products such as fruits or
vegetables-but maybe sacks of grain,
cotton or flax, or valuable seeds. She
wouldn't be happy about it, though,
unless it had some magical properties.

Misti also does not perform the
functions of large commercial banks.
She does not lend over 5,000 gold
pieces except in cases ofvery valuable
collateral, and she would never lend
money to build anything (houses,
shops, barns, etc.). Nor does she deal
with any type of commercial papers,
such as bills ofcredit, bonds, checks,
stock or partnership papers, or the
secondary market for mortgages or
personal loans. At the DM's discretion,
if it is necessary for Misti to deal with
these kinds ofthings for the sake ofan
unusual story-line, then the maximum
rate ofinterest should be charged.

In all cases, Misti is an evil person.
Like most characters, she has both
pleasant and unpleasant traits. But
while she is not a serial villain with
grand plans to perpetrate the crime of
the century each week-only to be
foiled by the heroes-her genuine
affection for her friends should not
mislead the DM into thinking she is
anl4hing less than a self-serving and
dangerous criminal. Other members of
her band are more or less wicked than
Misti, but all are loyal to each other
before less familiar acquaintances.

Note: Misti is expert at forgery and
the detection offorgeries. Anyone
defaulting upon a particularly large
loan can be expected to be visited by
friends of Misti-friends known as per-
suaders or enforcers, and they are par-
ticularly unpleasant people.
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The Characters

Misti Morgan
8th Leuel Hurnan Thief (Fence)
Lawful Evil

Strength: 9
Intelligence: 13
Wisdom: 16
Dexterity: 16'
Constitution: 11
Charisma: 12
Comeliness: l-5

AC: 5, studded & Dex
Hit Points: 40
THAC0: 18

Weapon Proficiencies: Hand cross-
bow, throwing knives, blackjack, short
sword, dagger

Non-weapon Proficiencies:
Appraisal, bargaining, bookkeeping,
Common (native tongue), Elvish (13),
forgery (and its detection), history of
the local underworld, lending (charac-
ter and risk appraisal, interest rates,
etc.), read/write, small boat sailing

Thiefs Skills: PP 507o. OL 55Vo.FlRT
557o,MS 55Ed,HS A\Vo,DN 557o, CW
90Vo,RL 507o, Jump 207o

Jump is the ability to high-jump 5'
successfully and to broad-jump 8' suc-
cessfully.

Equipment in Thiefs Kit: Keymak-
ing kit, lockpicks, gloves ofevasion,
lens ofvaluation, oil ofslickness, dark-
suit, footpads boots, wax,

Magical Items: Boxes of delightful
transport, daggers of impaling (2), box
of discouery (see new magical item at
end ofarticle)

Misti Morgan is the daughter of a
pirate captain and a swarthy native
island girl. She and her mother were
abandoned by her footloose and fancy-
free father, and Misti has difficulty
forming long-term commitments to
adult men.

Misti is 5'4", I20 svelte pounds,
with curly, dark brown hair worn
down to the middle of her back. Her
eyes are piercing, almost black. Her
skin is swarthy and she tans well
without burning. She tends to wear
her hair in long, curly locks, and she is
quite striking upon first sight, since
she wears bright primary colors and

plenty of jewelry-especially earrings,
bangles, bracelets and gold necklaces.

Nearly 30, Misti is still strongly
attractive to men, and they to her. She
can easily go from a coquettish mood
to a cat-like viciousness in the twin-
kling of an eye, sometimes losing the
initial trust that her charm and
beauty have induced in men. If
betrayed, her vengeance is something
to be feared. Generally barefooted at
home, in cool or rainy weather, she
dons a wool-lined cap and water-proof
leather cape. Her favorite colors are
red and yellow. Misti's coquettishness
approaches wantonness at times, but
it is all a game of manipulation for
her.

In her teens, Misti was a cat-bur-
glar and a pick-pocket, but turned to a
life of fencing when she realized that
she could earn more money at less risk
that way. She was caught inside a
house with a bag full of silverware and
jewelry and was lucky enough to serve
only six months as a first offender. She
used her prison time to find a more
profitable criminal line of work. She
has used her street smarts to get to
know virtually every underworld per-
son in Ravens Bluff, from the pick-
pockets and street thieves to the Lord
ThiefTaker, Anton Paere. She has
used her wits to stay out of his
clutches and remain as neutral as Dos-
sible in the thieves'"turf wars." Foi
some time, she was the mistress of
Lyndon Golight of the Safe Harbor
Marine Insurance Company, where
she learned a great deal about legal
and forged documents from that "crim-
inal" lawyer about legal and forged
documents.

Currently, Misti is without a "main
man," and she continues to live with
her best friend and companion, Vanet,
the diminutive elf-girl. She also has a
"thieves'band" of informants and look-
outs who keep an eye out for trouble in
return for good prices for stolen
goods-and a safe hideaway should
they need it. Some of those making up
this band are Jack the Cripple, Der-
rick the Dexterous, Pete the Pick-
pocket and Gwayne the Gamester.

Other items of note about Misti are
that she owns a black cat named "mid-
night," an ordinary, but large house
cat, weighing about ten pounds. Misti
keeps her personal valuables in a hol-
low stone near the fireplace. Misti
owns a small boat, a ketch with a
mainmast forward with jibs and a
mizzenmast aft, about 20 feet long.

She and Vanet, or occasionally some-
one else, make night smuggling runs
to nearby small ports up the coast.

Vanet Twiningvine
4th Leuel Elf Thief
Neutral

Strength: I
Intelligence: L2
Wisdom: 11
Dexterity: 16
Constitution: 8
Charisma: 13
Comelinesst 12

AC: 7
IIit Points: 19
THACO: 10

Weapon Proficiencies: Dagger,
blowgun, garrote, blackjack, staff

Non-weapon proficiencies: Com-
mon (12), Elvish (native tongue),
herbalism (12), information gathering
(15), looting (16), observation (14),
jumping (11), set snares (13)

Thiefs Skills: PP 307o. OL 257o. FlRT
207o,MS 40Vo,HS 357a, DN 357o, CW
30, RL 0

Thiefs Kit: Darksuit, footpads, grap-
ples, skeleton key, limewood strips,
aniseed, catstink, handlamp, boots
with pockets, pin ring, hacksaw blade,
potion of perception, gloves of evasion,
woodlands suit

Magical lternz Kri s t ali g ht

Vanet is tiny, of almost childlike pro-
portions (3'4" tall and 75 pounds). She"
has strawberry blonde hair and violet
eyes. The diminutive elf has a cat-like
ability to fade into the background by
remaining motionless. Normally, she
wears a forest-green blouse and brown
leotard pants, switching to charcoal
after dark. She is 19 years old and an
orphan taken in by Misti, who raised
her to be a thief and spy/messenger for
Misti herself. Vanet's status within
the household is ambiguous, some-
where between a daughter and best
friend. She would not easily betray
Misti, and Misti trusts her almost
absolutely. Misti's business is Vanet's
business as well, and Vanet knows all
sorts ofsecrets about Misti and her
pawnshop.

Vanet serves as a spy, lookout, and
messenger for Misti and tends the
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shop when Misti has to be gone. Her
personality is quiet to the point ofreti-
cence. She is very observant, her violet
eyes missing little of importance-and
her sharp elvish ears missing less.

Vanet owns a pet monkey named
Caper. Caper is creature resembling
the rhesus or capuchin monkeys,
about'17 inches long not counting his
18-inch tail, and weighing about five
pounds. Caper is adept at climbing
and intelligent enough to follow simple
commands and steal small objects. He
will also open doors or windows for
Vanet or Misti, as long as it does not
require too much strength, for-
although very dexterous-he cannot
lift more than about two pounds.

Caper
Pet Monhey
Neutral

AC:
MV:
Hit Dice:
TIIACO:
MV:

7
12 (9 climbing)
L/2,3trit points
20
12 (9 climbing)

Jack the Cripple
6th Leuel Human Thief / Beggar
Lawful Neutral

Strength:
Intelligence:
Wisdom:
Constitution:
Charisma:
Comeliness:

AC:
Hit Points:
TIIACO:

Weapon Proficiencies: Crutch, dag-
ger, spiked boots, blackjack, garrote,
bludgeon

Non-Weapon Proficiencies: Acting
(14), begging (16), Common, disguises
(13), Gnomish (11), intelligence-gath-
ering (13), observation (14), oral mem-
ory (17, aural equivalent ofa
"photographic" memory)
Thiefs Skills: PP 45Vo. OL 4O7o.FlRT
35%,MS AO%o,HS 45%,DN 457o, CW
60Vo,RL 20Vo

Items in Thiefs Kit: Listening cone,
crowbar, glasscutter, limewood, shark-
skin, wax block, dog pepper, marbles,
blinding powder, thieves picks, metal
file, chisels, footpads' boots, darksuit,

arm sling, vials ofPoison.

"Jack the Cripple" is a professional
"fake cripple" beggar (a type well
known in medieval times). He pre-
tends to be a hunchback with a fake
bandaged leg or sometimes an arm in
a sling. He is 5'9" but keeps himself
perpetually hunched over, making him
look smaller and more pathetic. He
weighs 145 pounds and-even at 45
years old-is strong enough to be dan-
gerous. He has greasy brown hair
salted with grey, worn long and strag-
gly to his shoulders, and grey eyes. His
face is always stubbled with several
days'ofbeard growth, and he has a
few scars on his face and forearms
from the times he has been beaten.

He will pickpocket and snatch
fallen or carelessly placed items with-
out hesitation. He takes off the thick
leather pad that makes his "hunch-
back" and his bandages each night. He
lives in the neighborhood of Misti's
pawnshop, generally found in the cel-
lar of an abandoned house a few doors
away. He acts as a spy and messenger
for Misti and knows nearly everyone
in the criminal and beggar under-
world. His auditory memory is phe-
nomenal, and he rarely forgets
anything he has been told or has over-
heard.

Since he is unkempt and
disheveled, Jack is not a physically
attractive person, but he is an expert
beggar and uses his charm and fast-
talking to appeal for alms. He carries
a cup or bowl for rattling at passers-by
and to catch a tossed coin. He only
keeps a few items of his thiefs kit
upon his person; the rest he keeps in
his cellar or behind loose stones of
buildings in the neighborhood.

Although Jack seems pitifully poor,
he is actually somewhat of a miser
and-according to the "underworld
grapevine"-he actually may have a
couple thousand gold squirreled away
somewhere. Occasionally he disap-
pears for a week or two and returns
seeming the same as ever, but with a
strange little smile playing about his
lips. No one has ever been able to trail
him, for this master of disguises and
deceptions is as difficult to follow as
anyone can be. He is outwardly polite
to all strangers, but reveals his true
self to his friends and underworld
associates. He can be quite a curmud-
geon, except that he is always kind to
little Pete. for some unknown reason.

Derek the Dexterous
2nd Leuel Human Thief (Burglar)
Lawful Neutral

Strength: 12
Intelligence: 13
\Visdom: 13
Dexterity: 74
Constitution: 10
Charisma: 13
Comeliness: 10

AC: 9
Hit Point: 11
TIIAC0: 20

Weapon Proficiencies: dirk, black-
jack, garrote

Non-weapon Proficiencies: Alert-
ness (13), Common, intelligence-gath-
ering (12), looting (12), observation
(12), tailoring (11)

Thiefs Skills: PP 35Vo, OL 407o,F/RT
10Vo,MS407o,HS 30Vo,D 40Vo, CW 70,
RL UVo

Items in Thiefs Kit: Footpad's
boots, leather straps, limewood, dark-
suit (He can borrow other items from
from Misti or Jack the Cripple)

Derek is the boy leader ofthe street
urchins who form a small thieves'
band controlled by Misti. The largest
and strongest ofthe boys, Derek would
rather rule by street-smarts than
fisticuffs, but he has been challenged
before and has always won. He is 14
years old, 5'4", Il0 pounds, blonde
with blue eyes, slender at the waist,
and broad-shouldered.

Derek's specialty is burglary of
houses while their occupants are else-
whete, although once in awhile he
sneaks into a house at night. He also
"light-fingers" articles from unwary
shopkeepers, usually in neighborhoods
of the city where he is not well known
or in the area where the caravans stop
overnight outside the main city walls.
He is somber and serious most of the
time and a surprisingly good thinker
for his age. He is indebted to Misti for
hiding him on occasion. He, like the
other boys in the street gang, is illiter-
ate, but he would like to learn to read
and write if he had the opportunity.

13
11
I4
13
t2
7

I

28
18
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Pete/Petra the Pickpocket
1st Leuel Elf Thief
Lawful Neutral

Strength: 10
Intelligence: 12
Wisdom: 13
Dexterity: 13
Constitution: 9
Charisma: 13
Comelinessz L4

AC: 9
Hit Points: 4
TIIAC0: 20

Weapon Proficiencies: Dagger,
sling-shot, short bow (novice)

Non-Weapon Proficiencies: Alert-
ness (12), Common (12), disguise (11),
Elvish (native language), fast-talking
(12), observation (12), voice mimicry
(12); currently learning to read lips (7)

Thiefs Skills: PP 65Vo,FlRT 207o,
MD 5Vo,HS 7SVo,DN 25Vo, CW 657o,
RL07o

Thiefs Kit: Oil of slickness, glass-
cutter, metal file, razor-ring, elvish
boots ofsilence, woodland suit, dog
pepper (3 packets), thiefs paintpot
(makeup)

Pete the Pickpocket is a slender, hand-
some fellow, aged 13, standing 4'9",
and weighing 85 pounds. (Note to
DM: As an option, Pete can begin as a
girl, Petra, rather than as a boy). He is
androgynous and can easily pass for a
girl whenever he wishes. He deliber-
ately wears his hair in a page-boy to
enhance his "girlishness." He has light
brown hair and blue eyes and is easily
identified as an elf. Boy or girl, this is
one tough kid, perfectly capable of
defending him- or herself, and a par-
ticularly fast runner and darter/trider.
Pete keeps a variety ofclothing ofboth
genders as well as makeup and jew-
elry.

Pete was a shepherd from a small
village about six miles from Raven's
Bluff. He fled when a pack of wolves
took two lambs and a sheep. Pete
decided that the long, lonely, and dull
hours of sheep tending-not to men-
tion the terror of the wolves-was not
the life he wanted to lead. After wan-
dering aimlessly about Raven's Bluff,
filching bread, fruit, and small coins,
Pete was discovered by Derek. "Con-
sider yourselfone ofus," Derek said.

Gwayne the Gamester
2nd Leuel Human Thief (Swindler)
Lawful Evil

Strength: 10
Intelligence: 14
Wisdom: 12
Dexterity: 15
Constitution: 9
Charisma: 14
Comeliness: 10

AC: I
IIit Points: 13
THAC0: 20

Weapon Proficiencies: Club, dagger,
padded gloves

Non-Weapon Proficiencies: Alert-
ness (13), Common (native tongue),
fast-talking (13), looting (11), rope use
(12), tumbling (11), Gambling (15)

Thiefs Skil ls: PP 30Vo, OLSUVo,F|RT
25Vo,MS 257o,HS 20Vo,DN 307o, CW
70Vo,RL UVo

Thiefs Kit: Marked cards, loaded
dice, shells and clay pea for shell
game, bag of marbles,sharkskin,
thiefs pick, wax block, water shoes

Gwayne is 5'0" and weighs 80 pounds.
He is red-haired, green-eyed, and
freckled across the bridge ofhis nose
and upper cheeks. He looks sweet,
innocent and somewhat naive, a pose
he cultivates in order to cheat others.

Gwayne is involved in a number of
swindling and gambling games,
notably card games, card tricks, the
shell game, gambling with dice, and
short change swindles. He loots any
empty house he can get into and
shoplifts on occasion. He also sells
"gold" items in the marketplace-
items that are actually only gold-
plated or even brass-specializing in
rings, bracelets, and earrings.

Gwayne is quick-witted and fast on
his feet, thus he is difficult to catch in
the crowded market where he works.
He wears "average" clothing and keeps
his straight red hair cut short and
brushed so he does not look like a
street urchin. His hair generally is cut
tojust below his ears. He is careful not
to draw too much attention to himself,
preferring to work in quiet corners not
far from the marketplace.

Gwayne's father died about five
years ago, leaving his mother desti-
tute. He was apprenticed out to a

brickmaker, tamping red brick clay
into forms and carrying the unbaked
bricks to the kiln. It was hard labor
with long hours for barely more than
room and board. Since he was always
covered with red clay and his hair was
red and his face freckled, he was called
"Brick," a name he came to loathe. He
ran away from the brickyard about a
year ago (he is twelve now) and stum-
bled onto the street gang. He allows
the other boys to use the loathsome
"Btick" as his code-name, and Misti
occasionally gets away with calling
him "Brickie."

Magical l tems
Box of Discovery
This is a black lacquer box about 8" x
8" and 12" high. Upon the top is the
bas-relief wood carving of a bearded
dwarfs face, When the magic words,
"Ishti maronja" are spoken (known
only to Misti and the person from
whom she obtained the box), followed
by the name or description of a lost or
stolen item, the face comes alive and
speaks. The eyes open and the face
shows natural expressions.

Ifquestioned, the face tells the
location of the item. It gives directions
(street names, landmarks, descriptions
of buildings and rooms, etc). It is up to
the DM's discretion as to how detailed
the description will be (whether to
force the characters to search an
entire room or house, or merely a
chest or armoire).

Kristalight
This is a long, hexagonal piece ofnat-
ural crystal, about a foot long and two
inches in diameter. It is substantially .
clear, but there are imperfections or
infusions in the crystal.

At the words "Orthala. Orthala.
magic crystal, give light," the crystal
casts a light much like a strong flash-
light beam, covering an area some six
feet in diameter at a distance of 12
feet from the front surface ofthe crys-
tal. At the words "Orthala. Orthala,
make the light cease," the light goes
out. The kristalight can be shattered
by a hard blow or a fall ofthree feet or
more. It cannot be restored except by a
powerful (8th level) mend spell.

Cursed l tems
There are surely cursed items as well
as unidentified magic items passing
through Misti's pawnshop. From time
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to time, Misti has a wizard check
unusual items for any aura of magic.
Since this is expensive, Misti does it
only occasionally, usually when an
unusual item comes into the shop.
Between two and four times ayeat,
she has awizard perform a general
sweep of everything in the shop, since
she hopes the value of a newly discov-
ered magic item will more than make
up for the cost of the wizard (this is
not always true, unfortunately), and
cursed items cost money to detect and
are worse than worthless, being down-
right dangerous.

The Startled Stag
This is a large bronze statue of a ram-
pant or rearing stag with a terrified
Iook on his face. It stands about two
and a half feet tall, including antlers,
and it weighs about 15 pounds. The
stag is hollow and contains a bottle or
vessel with its stopper between the
stag's shoulder blades. If anyone
unstops the stag, a colorless, odorless
but foul-tasting gas (rotten egg taste)
vents. Within 1d4 turns, it causes all
nearby living creatures to freeze in
place for a period of 1d20 days.

The Adventures

'I Will Gladly Pay You Thursday..."
The PC adventurers blow into town
needing a large sum of money, and
since they are relatively unknown
and./or have only limited collateral,
they are forced to seek out Misti Mor-
gan's Moonlight Pawnshop for a loan.
Misti is not interested in lending them
money without some fairly onerous
conditions, among which may be
included some smuggling runs for her
or the recovery of a magical item. Cen-
tral to the adventure will be the hag-
gling and negotiations between Misti
and the PCs , as well as the "onerous"
conditions imposed upon them. It is
recommended that the DM drive a
hard bargain and eventually agree to
lend the money.

Caveat Emptor
The PCs are in search of adventure
and find one. While preparing for their
quest, they discover that they will
need a number of basic items-which
just happen to be available at Misti's
shop. Central to this portion ofthis
adventure is the haggling and negotia-
tion over the purchase prices of items
and Misti's roving search for items

that the PCs need, or which she thinks
will interest them. Of course, Misti
may decide to "sic" her band of thieves
and beggars on the characters and
steal back items or just rob them
blind, with a possible ensuing struggle
and./or pursuit. The thieves lead the
PCs on a not-so-merry chase through
the worst section of town.

What a Bargain!
Quite by accident, the PCs buy an
item that has magical properties,
which Misti does not discover until
they have been gone for a couple of
days. Misti can have a wizard perform
a routine detect rnagic sweep of the
shop after the PCs have left and dis-
cover a residual magical aura which
indicates that the item that was in
that spot and left the cloudy magical
aura of its shape behind was a power-
ful, though ordinary-appearing magi-
cal item. Misti will immediately
realize that she has sold the item for
far less than it was worth and dis-
patch all or some of her thieves' band
(possibly including characters not con-
tained herein) to steal the magical
item back. The unsuspecting PCs may
discover the item is magical (if they
have a spellcaster in their party) or
figure out there is something peculiar
about the item as an attempt or two is
made to steal it.

True Love
The PCs wander into town and eventu-
ally end up in the Port district of
Ravens Bluff. Needing general sup-
plies, they are directed to Misti's
Moonlight Pawnshop. They spend
quite a while there, looking at the
myriad of items and haggling with
Misti for the things they need. Misti
sizes them up and hires two or three
to steal a valuable vase from a man-
sion (or, alternately) to "liquidate" a
rival fence, Nell McGroddy.

In the subsequent occasional con-
tacts with Misti, she manages to fall in
love with one of the male PCs and uses
all of her feminine wiles and sensuous
flirting to make him stay and forget
about his companions and any thought
of further adventure. Misti will, of
course, want him to become a thief or
help her with the shop, whether he
wants to or not. If spurned by the PC,
Misti becomes the proverbial "fury
called a woman scorned" and pursues
him with all her considerable
resources. She may send the thieves to
punish him or persuade him to return.

The story from this point on should
have a comic bent, with botched
attempts, flawed disguises, unsafe
chases with the law pursuing the
thieves who are chasing the PCs.

Little Boy Lost
Pete's cruel father, Paul Pollard, has
finally arrived in the City to take Pete
back to the dreaded shepherd's job in
the distant hills. Paul hires the PCs to
snatch Pete from his life of crime.

Misti and the thiefs band do every-
thing in their power to hide and save
Pete/Petra, even making him a ser-
vant ofthe opposite gender in a rich
man's mansion.

Do the PCs catch Pete and return
him to his cruel father? Or do they go
soft-hearted and secretly collaborate
with the thieves and Pete? There will,
of course, be a merry chase through
the crowded marketplace, upsetting
vegetable stalls, apple carts and
through kiosks with carpets and bas-
kets, the PCs in hot pursuit with the
thieves helping Pete and the angry
merchants and constables chasing
everyone. A night chase through the
deepest, darkest, most dangerous
neighborhoods in the Raven's Bluff
Port district could also be arranged.

To Catch A Thief
If the PCs are predominantly lawful,
the city watch may employ them as
special agents to investigate and ulti-
mately apprehend one or more of Mist-
i's band ofthieves. In this scenario, all
ofthe thieves can prove to be wileY
opponents, but the PCs run the risk of
developing sympathy for the younger
or less hardened of the criminals.
Despite the evil alignments of some of
the band, their genuine friendship for
and loyalty to one another could lead
the PCs to believe they are more noble
than they truly are.

tr
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Famous Opponents of  the Red Death
by William W. Connors

W'n iz-:!;vixn;i:!n
campaign setting.

This month we'll take a look at the
protagonists of Bram Stoker's immortal
Dracula. With the information prouided,
Dungeon Masters will be able to intro-
duce these characters as NPCs or mahe
them auailable to their players.

Next month, we'll examine the many
personalities that uisitors to the 1893
World's Columbian Exposition in
Chicago were likely to encounter. Among
these are the noted scientist Nichola
Tesla and Gothic Earth's most contro-
uersial dancer, Little Egypt.

n the year 1890, a group ofheroic
adventurers went through an ordeal
the likes of which few can claim to

have survived. To be sure, they were
but mortai men and women. And yet
these creatures offlesh and blood and
bone dared to confront Dracula, the
Prince of Darkness himself.

Although they were led by one of the
finest minds on Gothic Earth, these
heroes were not of themselves extraor-
dinary people. Jonathan Harker was no
more than a common businessman, and
his wife aspired to be only his assistant.
Their companions-a psychiatrist, a
nobleman, and an American frontiers-
man-were men of good character, cer-
tainly. But, like most great heroes, they
never planned to be anything more than
what they were.

On the 6th of November, their great
hunt ended where it began, deep in the
Carpathians. When all was said and
done, they were left to mourn the pass-
ing of a dear friend. They found comfort
in the fact that a great evil had been
destroyed, but recognized that their ter-
rible work had only just begun.

Now, a century later, we pay homage
to this group ofheroes.

Jonathan & Wilhelmina Harker

Alignment: Lawful Good
Class: Tradesman
XPLevel :  6&3

John Mina
Strength: 12 10
Dexterity: 72 14
Constitution: 74 10
Intelligence: 10 14
Wisdom: 10 16
Charisma: 74 16

Armor Class: 10 10
Hit Points: 27 16
THACO: 18 20
No. of Attacks: 1 1

Weapon Proficiencies
Jonathan: Derringer, navy pistol,
repeating rifle, knife
Mina: Derringer, repeating carbine

Nonweapon Proficiencies
Jonathan: Appraising (10), equestrian
(14), etiquetbe (14), lang: English (native),
lang Latin (10), lang: German (10), photogra-
phy (12), Sl business Law (10)
Mina: Academician (14), lang: English
(native), lang: French (14), lang: music (14),
lang: shorthand (14), musician: piano (14), SI:
railroads (14), sixth sense (11)

Background
Jonathan Harkerwas born near Exeter. His
father was a man of business and Jonathan
grew up living the life of the upper-middle
class. Late in 1889, he proposed to his chjld-
hood sweetheart, Wilhelmina Murray, an
assistant school mistress, and the trvo were
engaged.

In May of 1890, Jonathan was dispatched
by Peter Hawkins, his employer, to finalize
the sale of CarfaxAbbey, an estate near Rr-
fleet, to a T?ansylvanian nobleman named
Dracula. Little did he suspectthatthis task
would change his lile forrever.

Harker found that his host was an inhu-
man monsterwho planned to travel to Eng-
land to satisft his lust for human blood. He
escapedfrom thevampirc, but not before the
beast completed its jourrrey. Driven nearly
insane by his ordeal, he found himselfres-
cued by a band ofVistani. The g,psies deliv-
eredhim to the hands of Sisterfuath4 head

nwse at the Hospital of St. Joseph and Ste.
Maryin Buda-Pesth.

Uponhis recovery and retumto England,
Jonathan and Mina were promptly married.
Before long however, the Harkers encoun-
tered Dracula again andthe two joinedwith
a number offriends to battle the vampire.

During a skirmish with the Count, Mina
was bitten by him and placed in danger of
becoming undead herself. Thanks to the
knorn''ledge of the metaphysician Abraham
Van Helsing and the knife of Mr. Quincv
N{orris, however, Dracula was defeated and
l{ina s health restored.

Role-Playing
Harker is a determined man who has
taken Van Helsing's battle against evil
io heart. He sees himself not as a hero,
but as a man doing what must be done.

Having surwived the cold embrace of
death itself, Mina understands better
than anyone the nature ofher and
Jonathan's enemies. She fears nothing
but failure in her crusade asainst the
darkness.

Forbidden Lore
Following their encounter with Dracula,
the Harkers joined Die Wachtern. Mina
has proven herselfto be a valuable
asset with her work in the archives and
Jonathan has become a devoted soldier
in the war asainst evil.
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Dr. Abraham Van Helsing

Alignment: Lawful Good
Class: Adept
Kit: Metaphysician
XP Level: t2

Strength:
Dexterity:
Constitution:
Intelligence:
Wisdom:
Charisma:

Armor Class:
Hit Points:
THACO:
No. of Attacks:

Weapon Proficiencies: Sword cane,
derringer, navy pistol, knife

Profrciencies: Academician ( l-7), for-
bidden lore (17), lang: Dutch (native),
lang: English (18), lang: Frisian
(native), lang: Latin (18), medicine (17),
mesmerism (16), psychology (17), mod.
religion: Catholicism (17), SI: classical
literature (18), spellcraft (18), spirit-
craft (18), philosophy (17).

Spells Memorized z Ll-Alarm, detect
magic, detect undead, identify, protec'
tion from euil; LZ-Detect euil, detect
inuisibility, knock, strength, wizard
lock; L3-Dispel rnagic, haste, hold
undead, infrauision, protection from euil
(10' radius); L4-Detect scrying, emo-
tion, fear, ren'Loue curse, wizard eye;
L\-Auoidance, contact other plane, dis-
rnissal, drearn, false uision; L1-Legend
lore, true seeing

Background
Van Helsing was born in Leeuwarden,
the provincial capital of Friesland. His
parents, both scholars, were deeply reli-
gious and he was brought up in an envi-
ronment both nurturing and steeped in
the ancient traditions of the Roman
Catholic church.

As a youth, Van Helsing traveled
with his parents throughout much of
Eastern Europe. It was at this time that
he became interested in the occult.
Before long, this idle curiosity grew into
an obsession and he built a vast library
ofbooks detailing every aspect ofthe
supernatural. As his knowledge ofthe
subject gtew, he began to publish sum-
maries of the ways in which he was able
to employ modertr scientific methods in
his research of mysticism.

By the time he turned thirtY, Van
Helsing had published some thirtY
essays on metaphysical matters. At the
same time, he pursued his more tradi-
tional studies, acquiring degrees in
medicine, literature, philosophy, and
several other fields.

It shouid surprise no one that he was
eventually recruited by Die Wachtern.
As the next decade passed, Van Helsing
rose in the ranks of that qabal. Making
use of the wealth of lore that Die
Wachtern's agents had gathered over
the years, he waged a highly successful
campaign against the Red Death'

Shortly after Van Helsing's fiftieth
birthday, a former student, Dr. John
Seward, telegraphed Van Helsing to ask
his advice in a most unusual case. A
Miss Lucy Westenra was suffering from
severe anemia, though no cause could
be found for her condition. Van Helsing
traveled to London to consult with Dr.
Seward, and came to the conclusion
that Miss Westenra was being visited
by a vampire. He acted promPtlY, but
was unable to save the young woman's
life.

Subsequent investigation brought
Van Helsing into contact with Mina
Harker and, later, her husband
Jonathan. Hearing of Harker's experi-
ences in Transylvania, he came to the
conclusion that they faced Dracula, the
Prince of Vampires himself.

Joining forces with Dr. Seward and a
number of his friends, Van Helsing
began to hunt the vampire. This noble
company drove the ghoul from England
and pursued him to the snows of his
aneestral home in the Carpathian

mountains. There, a brave young Amer-
ican named Quincy Morris struck down
the great vampire with his knife'
though he himself was mortallY
wounded.

As might be expected, this success
brought him to the attention of Die
Wachtern's Inner Circle. Within a year'
he was made a member and now heads
that most noble qabal.

Van Helsing currentlY chairs both
the Theology and Philosophy depart-
ments at the University of Amsterdam.
He is frequently consulted bY manY
European governments on historical,
theological, and (although it is never
publicly acknowledged) supernatural
matters. It is rumored that the church
depends very heavily upon Van Hels-
ing's knowledge when dealing with the
supernatural.

Role-Playing
In a letter to his friend Arthur Holm-
wood, the noted psychiatrist Dr. John
Seward described Van Helsing as a
philosopher and metaphysician who has
an absolutely open mind, an iron nerve'
the temper of an ice-brook, an
indomitable resolution, self-command,
and tolerance exalted from virtues to
blessings. A better description ofthis
man's personality can not be imagined'

Although years ofresearch have given
him the ability to cast a great array of
spells, he is reluctant to employ these
pb*""s. Van Helsing is well aware of
lhe dangers inherent in magic and, as
such, he uses it only in situations of the
gTeatest urgency.

Forbidden Lore
Van Helsing is quite ProbablY the
world's foremost expert on the occult in
general and vampirism in particular.
this makes him a very valuable allY,
but at the same time a dangerous com-
panion. Few men in the world must
endure the Red Death's scrutiny like
Abraham Van Helsing. His life, and
hence the lives of those around him, is
in constant peril.
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Dr. John Seward

Alignment: Lawful Good
Class: Tradesman
Kit: Physician
XPLevel 6

Strength: 13
Dexterity: 11
Constitution: t2
Intelligence: 15
Wisdom: 13
Charisma: 10

Armor Class: 10
Hit Points: 27
TIIACO: 18
No. of Attacks: 1

Weapon Proficiencies: Blackj ack,
army pistol, shotgun, raPier/foil

Nonweapon Proficiencies: BiologY
(15), chemistry (15), electricity (13),
lang: English (native), lang: Latin (15),
medicine (13), psychology (13), SI:
phonograph (15)

Background
John Seward was born to a poor, though
not impoverished, family in London's
East End. His father was a factory
worker and his mother a house cleaner.
Although he had two brothers and one
sister, none ofthem lived past the age of
three.

Seward's parents were determined
to see that their son had every opportu-
nity in life. Over the years, they saved
enough money to send him to college.
Thus it was that the young man found
himself enrolled at the University of
Amsterdam, studying medicine and psy-
chology under the famous Abraham Van
Helsing. The hours of hard work that
Seward put in to keep pace with more
gifted students won him a place in his
instructor's heart. The two became
friends and, when Seward returned to
England, began a correspondence.

Over the years, Seward's dedication
to his work has earned him the respect
ofhis peers. Late in the 1880's,
although not yet 30 years old, he
became the head of a large asylum in
Purfleet.

In 1890, Seward fell in love with a
young woman narned Lucy Westenra.
Although she refused his proposal, the
young man remained devoted to her.
When she was stricken with an unusual
case ofanernia, Seward rushed to her
side. Unat'le to help her, he called upon

his former mentor, Abraham Van Hels-
ing, for help. When Miss Westenra died,
Van Helsing showed Seward that she
had been the victim of a vampire. Vow-
ing to see the young woman's death
avenged, Seward joined Van Helsing in
his quest to destroy the vampire that
had destroyed the woman he loved.

Following that great ordeal, Seward
returned to his practice in Purfleet and
attempted to forget the nightmare that
he had endured. Unlike Jonathan and
Mina Harker, who joined Die Wachtern
in the wake of their adventure with
Abraham Van Helsing, Seward wants

#:t** 
more to do with the supernat-

Role-Playing
Seward is a hard working if not overly
imaginative man. He often has trouble
accepting the supernatural, even in the
wake of his confrontation with Dracuia.
Seward is quick to discredit as "super-
stition"-stories that defy more scien-
tific explanations.

Forbidden Lore
Despite his role in the battle against
Dracula, Seward remains a man of sci-
ence. He sees technology as the greatest
weapon in mankind's ancient battle
against evil. Where men like Van Hels-
ing might battle vampires and were-
wolves with garlic and wolfsbane,
Seward would favor eiectricity and
dynamite.

Lord Godalming

Alignment: Lawful Good
Class: Tradesmen
Kit: Dandy
XP Level: 4

Strength: 12
Dexterity: 12
Constitution: t4
Intelligence: 10
Wisdorn: t2
Charisma: 16

Armor Class: 10
Hit Points: 12
TIIAC0: 19
No. of Attacks: 1

Weapon Proficiencies: Derringer,
rapier/foil, breechloading rifl e

Nonweapon Proficiencies: Dancing
(12), equestrian(74), etiquette (16), his-
tory: England (10), hunting (11), Lang:
English (native), lang: French (10), sav-
ior- fa i re 1161, SI:  bureaucracy (10)

Background
Arthur Holmwood's life has always been
that of a typical English nobleman. He
was born in a country manor, attended
the best schools, and had the money
and freedom to travel about Europe as
he desired. Only recently, with the
death ofhis father in 1890, did he
assume the family title and come to face
the responsibilities of wealth and prop-
erty.

At the time of his father's death,
however, Holmwood did not rnuch
notice his sudden change ofstation.
Barely had all of his father's earthly
affairs been sorted out when his franc6e,
Lucy Westenra, died as well. Although
he believed that she had died from some
unusual form of anemia, it was shown
to him that this was not the case.

Much to his horror, Godalming
learned that his fiancee had been slain
by the vampire lord, Dracula. Worse yet,
in the wake of her death, she had herself
become an undead monster. With the
aid of Abraham Van Helsing, Godalming
saw to it that Miss Westenra's undead
form was finally destroyed and her spirit
allowed to find peace at last.

Following this ordeal, he joinecl Van
Ilelsing and several friends in the battle
against Dracula. Because ofhis great
weaith and the prestige associated with
his title, Godalming played an impor-
tant role in the final defeat ofthat
fiend.
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Role-Playing
Since the death ofhis beloved Lucy,
Godalming has become very morose.
His life is empty, and there is no joy to
be found in his heart.

This is not to say that he neglects
his duties, however. The Godalmings
have always recognized that the privi-
leges they enjoy carry with them great
responsibilities.

In addition, he recogrrizes the debt
that he owes to Van Helsing. As such,
he tries to make himself and the influ-
ence that he wields available to Van
Helsing and the other members of Die
Wachtern. Nothing that he does, how-
ever, eases the sense ofloss that he
feels over the premature passing of his
beloved Lucy.

Forbidden Lore
Although he no longer has any adven-
turing spirit himself, Godalming recog-
nizes the importance of the work that
men like Jonathan Harker and Abra-
ham Van Helsing are doing in the world
and is always willing to help them.
There are times when only political
influence and great wealth can over-
come a problem, and Lord Godalming
has both.

Ouincy Morr is

Alignment: Lawful Good
Class: Soldier
Kit: Cavalrynnan

(Texas Ranger)
XP Level: 7

Strenglh: 15
Dexterity: 14
Constitution: 16
Intelligence: 12
Wisdom: 10
Charisma: 12

Armor Class: 10
Hit Points: 50
TIIAC0: 14
No. of Attacks: 1

Weapon Proficiencies: Army
revolver, dagger, derringer, repeating
rifle, sabre, shotgun

Nonweapon Proficiencies: Eques-
trian (16), lang: Comanche (12), lang:
English (native), lang: Spanish (12),
marksman: army revolver (+2), marks-
man: repeating rifle (+2), quick draw:
army revoiver (-2)

Background
Quincy Morris is the only one of the
company that hunted Dracula to have
perished in the adventure. As his knife
was the weapon that struck down the
vampire, it seems only fitting that he be
remembered here.

Morris was born in Texas, the son of
a Confederate Offrcer who resettled
there in the wake of the American Civil
War. Like his father, Quincy had a keen
mind for military matters. It is hardly
surprising that he joined the Texas
Rangers promptly after high school.

As a Ranger, Morris proved himself
to be as noble and loyal an officer as any
member of that order. His reputation for
fairness and determination brought him
quick promotion and numerous honors.

In 1889, Morris was wounded and
forced to travel to London in order to
consult Dr. John Seward, a nerve spe-
cialist. Under his care, Morris was soon
fully recovered. While undergoing ther-
apy, Morris fell in love with a young
woman named Lucy Westenra. Although
she rejected his proposal, the two
remained close until her death in 1890.

When it was revealed to Morris that
Miss Westenra's death had not been a
natural one, he eagerlyjoined the hunt
for her killer. Thus, the last months of
Morris's life were spent in pursuit of the

great vampire, Dracula.
When Dracula was finallv con-

fronted high in the mountains of Tran-
sylvania, Morris struck him down with
a knife that had been in his family for
generations. Sadly, Morris was himself
mortally wounded in this showdown.

Role-Playing
A skilled solder, Morris was a crack-
shot with both the rifle and revolver. He
impressed all who knew him with his
eloquence, manners, and kind heart.

Upon meeting him, Abraham Van
Helsing remarked that, if America could
continue to breed sons ofhis quality,
the United States would be a nation to
be reckoned with for centuries to come.

Forbidden Lore
Many have marveled at the fact that
Morris's knife was able not only to harm
Dracula but also to destroy him. Most
experts on the undead, Van Helsing
among them, believe that such weapons
are useless against the undead.

Shortly after the battle against
Dracula, Van Helsing put forth the the-
ory that it was not the weapon, but
rather the noble soul that drove it into
the vampire that proved fatal to Drac-
ula. Others have expressed the opinion
that the weapon must have been
blessed at some point or that the ethe-
real hand of Lucy Westenra's spirit
guided Morris's stroke. 

U

RDEHYLP



r

Weiasel Games
We Have Seen the Enemy . . .
by Lester Smith

Etor the past few months, I have
H "b""n discussing some of the perks

I-' and pitfalls of weaselly play in
role-playing sessions. Of course when
taken to the extreme, underhanded,
back-stabbing, cutthroat play can ruin
role-playing car'npaigns ... and even
friendships. No one wants to play with
individuals who are out for their own
enjoyment alone, at the exPense of
everyone else. But among players who
trust one another, weasely characters
can add to the satisfaction of a campaign
... especially if they are allowed to work
out their conflicts, maturing and devel-
oping respect for one another as a result.

Thiefcharacters are perhaPs the
most prone to try to "get one over" on
the rest of a party, but other characters
are certainly just as capable of doing so.
There is nothing to stop a merchant PC,
for instance, from taking a dislike to a
guardsman PC and trying to make his
life difficult-as in the example of my
ftiend Jim's boomerang thrower (see last
month's column), who spent an entire
campaign trying to hit my character
from behind in every combat, while
seeking to make it look as if he were
aiming at my PC's opponents.

But nothing says that inter-PC con-
flict has to be anywhere near this bla-
tant to add richness to a campaign. As
with the use of spices in cooking, sub-
tlety often yields the best flavor.

Consider the case ofthe berserker.
As a player character, the berserker
generally has nothing against his fellow
PCs. As a matter of fact, he is to be val-
ued for his fierceness in combat. But
everyone knows that once he enters that
berserk rage, there is a chance that he
will do harm to his friends before being
able to snap out ofit. And there is fun to
be had in discovering how the party will
come to deal with that possibility. (Some
old buddies of mine used to lasso my
berserker character around the neck
and choke him into unconsciousness to
break the berserhergang.)

A slightly more subtle conflict can be
had in including awizar&in a party
from TSRis oldConan RPG. I've always
admired the rule that requires wizards

in that game to buy a magic-related dis-
advantage each time they learn a new
spell. Particularly interesting, I think, is
the "Madness" disadvantage. With it,
the wizard has a one percent chance of
going temporarily mad the frrst day
after gaining the disadvantage, a two
percent chance the second day, and so
on, until the character finally snaps.
Once that happens, the game master
takes control ofthe character for one
day of game time, acting out the mad-
ness in whatever manner seems fitting.
(As game master, I typically played up
some minor spell of the mad character to
ridiculous proportions, as in the case of
the wizard with some small ability in
telekinesis, who slept blithely through
one night while his subconscious kept
the party's every edged weapon dancing
in the air above the campsite, forcing
the other PCs to spend the night shiver-
ing outside the firelight.) Sanity returns
to the character on the following day,
and the chance of going mad again
reverts to one percent that day, two per-
cent the next. and so on. It doesn't take
long for the wizard's companions to
begin counting the days since the char-
acter last went "nuts," and adapting
their adventuring plans to account for
the possibility of it happening again
soon. Sure, everyone knows that the
wizard consciously intends them no
harm, but the implicit threat adds dra-
matic tension (while also making magic
seem mysterious and dangerous, which I
certainly appreciate).

Other disadvantages, such as "Ani-
mal Aversion" and "Disfrgurement," play
the same sort of role, forcing the party to
take them into consideration when mak-
ing plans. Think of the difficulty
involved in trying to travel quickly, for
instance, when horses shy away from
the party's wizatd, or in attempting to
enter a city incogtrito, when the magic
user has eyes slitted like a cat's and one
webbed hand. I love it.

Some role-playing games go even fur-
ther in playrng on this sort ofinter-char-
acter tension, subtle though that tension
may be. The AD&D@ game's
Praxpscepn'" campaign setting and the
Vampire: The Masquerade game both
define what a character's faction or clan
thinks ofcharacters from other factions

or clans. The sheer amount of "attitude"
projected as a result is wonderful.
Though characters may still work
together toward a common goal, the fact
that they are all doing it for different,
possibly even conflicting, reasons is con-
tinually evident to everyone involved,
and the role-playing is all the richer for
it. And t}ae Arnber Diceless Role-Playing
game actually builds abit of player
rivalry into the first steps ofcharacter
design, forcing players to compete in an
auction for the best rankings in the
game's four character attributes. This
nicely parallels the internecine struggles
in the frction flom which the game is
drawn, setting the stage for the sorts of
uneasy alliances to which player charac-
ters within that game are prone.

But most impressive, I think, is the
player who weasels his or her own char-
acter simply for sake of story. I'm
reminded of a fantasy campaign I ran in
which the main PC was a barbarian
prince seeking to raise urn aflny to over-
throw the evil man who had murdered
his father and usurped his throne. We
were using Heritage's old Barbarian
Prince solitaire board game for the cam-
paign map and random encounters, and
Lion Rampant's oldWhim.sey cards to
allow some measure of player control
over the developing plot. In one
instance, the prince had made a moving
oration to a band of savages the night
before, convincing almost the entire vil-
lage tojoin his party. But the next day, "
when the fledgling army happened upon
a herd ofquasi-triceratopses grazing in
a glade, the prince's player decided to
play a "Turn for the Worse" card, just for
the fun of it. I decided that this meant
that the bull ofthe herd had scented the
party and led the rest in a stampede
toward it. In the resulting confusion,
more than half of the villagers disap-
peared (grving up the quest and going
back home), so the prince's cause cer-
tainly suffered as a result. But the scene
was so much fun that we all applauded
the player, and I awarded him extra
experience points at the end ofthe ses-
sion. Anyone who hassles his own char-
acter, just to entertain the rest of the
gaming group, is certainly worthy of
accolades. 
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The Living Galaxy
The Son of  Character Bonding, SF Campaigns, andJV Shows

available. Some dates are approximate
(e.g., 199?); I was unable to get accu-
rate information. I did not list rerun
dates, and I'm sure IVe missed a few
good shows that readers will later tell
me about, but this should be complete
enough for most gamers'needs. By the
way, DuMont was a very early and
innovative TV network that went out of
business in the 1950s.

Law Enforcers
Mundane Models: Adam-l2 (NBC
1968-1975; synd. 1989+), The Andy
Grffith Show lAndy of Maybety (CBS
1960-8), Baretta (ABC 1975-8), Barney
Miller (ABC 1975-82), Blue Thunder
(ABC 1984), Broken Arrow (ABC 1956-
60), Cagney & Lacey (CBS 1982-8),
CHiPs (1977-1983), Columbo (NBC
1971-90). The Commish (ABC 199?-
now), Dan August (ABC 1970-1; CBS
1973-5), Dragnet (NBC 1952-70), The
F.B.I. (ABC L965-74), Gunsrnohe (CBS
1955-75), Hawaii Fiue-O (CBS 1968-
80), Highway Patrol (synd. 1955-9),
HiIl Street Blzes (NBC 1981-7), Hunter
(NBC 1984-9L),In the Heat of the Night
(NBC 1988-now), Ironside (NBC 1967-
75),Kojah (CBS 1973-8, ABC 1989-90),
Laredo (NBC 1965-7),Law & Order
(NBC 1990-?), The Lawless Yeors (NBC
1959-61), The Life and Legend of Wy.att
Earp (ABC 1955-1961), Manhunt
(1959-61), McCloud (NBC 1970-7),
McMillan andWife (NBC 1971-7),
Miami Vice (NBC 1984-9), The Mod
Squad (ABC 1968-73), NYPD (ABC
1967-9). IWPD Blue (ABC 199?-now),
Nahed city (ABC 1958-63), Nahia (ABC
1974), Night Heat (CBS 1985-91),
Ohara (ABC 1987-8), Police Woman
(NBC 1974-8), Rin Tin Tin K-9 Cop
(The Family Channel, L987-?),The
Roohies (ABC 1972-8), Sonz (CBS
t978), Sergeant Preston of the Mounties
(cBS 1955-8), Shaft (cBS 1973-4),
Sheriff of Cochise/U.5. Marshal (1956-
60), The Silent Force (ABC 1970-1),
Starsky and Hutch (ABC 1975-9),
Street Hawh (ABC 1985), The Streets of
San Francisco (ABC 7972-7). S.W.A.T.
(ABC 1975-6),7.J. Hooker (ABC/CBS
1982-7), True Blue (NBC 1989-90), 21
Jump Street (Fox1987-90), The
U ntouchables (ABC 1959-63), Walker,

Texas Ranger (CBS 199?-now), Walking
Tall (NBC 1981),Wisegrzy (CBS 1987-
90).

SF Models: Alien Nation (Fox 1989-
9I), Robocop (1994-now), Space Patrol
(ABC, 1951-2), Time Trax (synd.? 199?-
now).

Characters: All ofthe PCs belong
to or are allied with a single law-
enforcement organization. The PCs
must be smart, disciplined, organized,
confident, and determined to succeed,
but must act at all times within the
boundaries ofthe law, or else see their
work undone by later legal proceedings.
(If the PCs screw up, they might also be
fined, demoted, frred, or even arrested.)
The PCs are usually well armed, well
trained, and well equipped, and can
count on sizable backup ifthey ask for
assistance. The use ofelite PC police
forces is strongly advised, as they will
have the best training, best equipment,
and most challenging missions.

Some PCs might act as undercover
cops, others as investigative detectives,
and yet others as patrol cops who use
various vehicles (cars, motorcycles,
helicopters, horses, planes, boats, etc.)
to monitor a broad area, deter crime by
their presence, stop crimes in progress,
assist victims, and pursue/capture
criminals. A special task force might
include cops from various agencies
working to stop a certain type of crimi-
nal activity or to work against a certain
criminal gang. Consider the SF equiva-
lent ofputting together a team consist-
ing of a K-9 officer, an FBI agent, a
DEA undercover cop, and a Texas
Ranger. (Broken Arrozo, a Western, con-
cerned the law-enforcement efforts of
two friends, an Apache chief and a
white Indian agent, fighting injustice
on and around a reservation.)

When you look over the list of "cop"
TV shows, think about the different
types ofheroes in each. Teenaged
undercover agents appear in The Mod
Squad and 21 Jump Street, heavily
armed commandoes ]n S.W.A.T., small-
town sheriffs inThe Andy Grffith
Show andWalking Tall, and so on.
Look at the ethnic, cultural, and social
backgrounds shown in Ohara (Asian-
American), Nahia (Native American),
Shaft (blackAmerican), and In the
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by Roger E, Moore

his installment continues last
issue's look at prime-time TV
shows and what they can teach

us about role-playing campaigns. In
particular, we are looking for ways to
give player characters common set-
tings, foes, and goals to keep PCs (and
players) working together for long peri-
ods of gaming time.

You may not think watching TV
could teach much about role-playing,
but consider this: An employee of a
famous non-TSR game company once
told me that many of the adventures
produced by his company for their
SFRPG (science-frction role-playing
game) were derived from episodes of
The Rockford Files. Think about it.

Anyway, as before, I've categorized
a number of TV shows according to the
campaigns they will produce if used as
models for science-fiction game set-ups.
Bonanza, for instance, is a great model
for a Pioneer Family campaign, and
The Loue Boat (gaspt) is a model for a
Mobile Home Base campaign. (Both
campaign types were detailed in issue
#104.) It's my belief that even a non-SF
show has much to offer Game Masters
and players contemplating a particular
campaign style.

Much of the information herein was
culled from the pages of The Cornplete
Directory to Prime Time Networh TY
Shows, 1946-Present, by Tim Brooks
and Earle Marsh (Ballantine Books,
1992). I cannot recommend this book
enough for the hundreds ofgaming
ideas it will spark in a creative GM's
mental fireplace. Look for a copy and
settle in for an entertaining evening of
reading.

Author's notes: Although the
proper style for writing the title of a TV
show is to use quotes, I've switched to
italics since so many shows are
involved and space is limited. Also, I
was rather liberal at times in categoriz-
ing "Mundane" and "SF" shows; most
fantasy shows were put in the "SF"
group, and most ultramodern and high-
tech shows went into "Mundane."

"S;rnd." means the show was syndi-
cated;"nld" means no show dates are
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Heat of the Nighr (Southern). Look at
Ironside (wheelchair-bound detective),
Robocop (cyborg), Alien Nation (nonhu-
man), Sa.m (human and dog), McMillan
and Wife (narried couple), Columbo
(works alone), Starsky & Hutch (wotk

as twosome) , and Barney Miller (large,
diverse team). Find matches with the
PC set-up your campaign has, and use
those ideas in your adventures.

Shared Goals: Uphold the law of
your country and maintain social order
by detecting and catching lawbreakers
or preventing criminal acts, by working
within an established legal framework
and with the assistance of other legally
appointed law enforcers.

Setting: Almost everY TV show
focusing on law enforcement takes
place in a large, crime-ridden city of
seedy character. Los Angeles is greatly
over-represented here (being the old
favorite for detective-fiction writers
such as Dashell Hammett), but Miami'
Honolulu, New York City, and Chicago
come in for their share of attention.
(Honolulu isn't very seedy, but it has a
strong touch of the exotic, which makes
it attractive.) You might also consider a
crime-ridden national capital, such as
Moscow or (it pains me to say this)
Washington, D.C., to mix power politics
with your crime-busting.

Shows placed in a less-civilized
period of history, like the Old West,
tend to focus on large frontier towns
like Dodge City, with much of the
wilderness around as part ofthe adven-
turing scenery. Alien worlds or space
stations have their own "local color"
and special police problems, as a few
episodes from Star Trek: Deep Space
Nine would show. Compare with the
settings noted later for private trou-
bleshooters.

Commentary: Most real-life crime
is very dull stuff: break-ins, trespass-
ing, petty theft, traffrc violations, etc.
The "exciting" stuff-bank robbery,
murder, kidnapping, hijacking-still
requires a considerable amount ofrou-
tine activity like paperwork, talking to
witnesses, etc. The "too exciting"
stuff-political assassinations, armed
attacks on police officers, nuclear/chem-
ical terrorism, mass hostage taking,
natural disasters-is frankly so terrify-
ing and life-threatening that no one
with any common sense looks forward
to it. Ofcourse, the "too exciting" stuff
is going to be the daily routine of most
elite role-playing heroes.

The limits of human criminality
seem to reach new depths every year,

but the limits of law-enforcement tech-
niques and technology are on the rise,
too. The GM should carefully exarnine
current events for new advances in law
enforcement: DNA testing, robotic
bomb-disposal systems, nonlethal
weapons, laser-targeted rifl es,
improved body armor, complex data-
retrieval systems, the latest eavesdrop-
ping equipment, etc.

It would help greatly to toss pecu-
liar crimes and criminals, exotic
locales, and unusual equipment into
scenarios. Look at espionage and super-
hero games, novels, and TV shows for
ideas you can use in police adventures.
A master criminal on the level of Fu

The l imits of human

criminality seem to

reach new depths every
year, but the limits of
law-enforcement tech-
niques and technology

are on the rise, too.

Manchu (who even had his own syndi-
cated TV series, TheAduentures ofFu
Manchu, from 1956 onward) or Wo Fat
(of Hawaii Fiue-O) is an excellent cam-
paign touch, as is a worldwide criminal
or ganization like T.H.R.U. S.H. (from
The Man frorn U.N.C.L.E., in the next
section).

Recent movies of interest to SF-cop
campaigners inclu.de Alien Nation, Soy-
lent Green, Slipstream, Robocop (all
three), Outland, Demolition Man,
Bladerunner, Mad Max, Split Second,
and Time Cop. Code of Silence, though
not an SF film, had a highly amusing
(and effectivel) police robot. See this
column in issue #73 for more ideas on
this topic.

Examples: TSR's Sran FnoNrrsns@
game was founded on the concept of
police PCs, who were members of an
interstellar group called Star Law. R.
Talsorian's Cyberpunk 2.0.2.0. line
includes Protect & Serue, a highly rec-
ommended accessory adaptable to
police-PC campaigns for many RPGs.
Mp'midon Press's Manhunter game
focuses on SF bounty-hunter activity,
and so fits this campaign style well.

(Also look for Rifts Manhunter from
Palladium.)

An out-of-print RPG from Task
Force Games. Delta Force (about'the
military antiterrorist commando unit),
and an extinct game from Fantasy
Games Unlimited, PSI World (about
psionics and the police), would be of
interest, too. You may wish to mix and
match elements from several games
and supplements to get your best and
most varied campaign.

"Future cop" campaigns could easily
develop in RPGs as diverse as the Trau-
eller: The New Era, Star Trek, Shadow-
run, Top Spcnnr/S.I.'" F.R.E.E.Lancers,
Twilight: 2000, Merc: 2000, Torg, Rifts,
Shatterzone, FTL:2448, Bureau 73,
Beyond the Supernatural, Call of
Cthulhu, AMAZING ENcrNp@ Kro n1.osome,
Dark Conspiracy, and 2300 AD games,
to name only a few. Espionage games
are especially easy to adapt to a cop
theme (Ninjas & Superspies, James
Bond 007). Even marginal science-fan-
tasy games like TSR's AD&D@ SPnlr,-
JAMMER@ or GDW's Space:1889 games
could absorb interplanetary-cop cam-
paigns.

Steve Jackson Games's GtIfiPS sys-
tem includes many supplements worth
pillaging for non-GURPS set-ups in SF-
cop campaigns: Aliens, Autoduel, Cyber-
punk, E spionage, High-Tech,
Illuminati, Martial Arts, P sionics,
Robots, Space, Special Ops, Ultra-Tech,
Vehicles. All are great for GURPS cop
campaigns, too, of course. Given the
Tirne Trax TV model, in which a future-
world cop races back in time to capture
a large number of escaped future crimi-
nals, the rnany GURPS historical sup-
plements and the Time Trauel book are
also valuable here.

Big Brother 's Troubleshooters
Mrrndane Models: The A-Team (NBC
1983-7), Airwolf (CBS 1984-6), The
Auengers (ABC 1966-9), The Bionic
Wornan (ABCA{BC 1976-8), C harlie's
Angels (ABC 1976-81), Get Smart
(NBC/CBS l-965-70), The Girl from
U.N.C.L.E. (NBC 1966-7), The Hish-
wayrlan (NBC 1988), The Inuisible
Man (CBS 1958-60; NBC 1975-6),1 Spy
(NBC 1965-8), It Takes' a Thief (ABC
1968-70), Jericho (CBS 1966-7), Knight
Rlder (NBC L982-6), MacGuiuer (ABC
1985-91), The Man Called X (synd,.
1956+), The Man from Blackhawh
(ABC 1959-60), The Man from
U.N.C.L.E. (NBC 1964-8), Mission:
Impossible (CBS 1966-73; ABC 1988-
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90), O.S.S. (ABC 1957-8), The Protec-
/ors (synd. 1972-3), Scarecrow and Mrs.
Kizg (CBS 1983-7), Search (NBC 1972-
3), Secret Agent (CBS 1965-6), The Six
Million Dollar Man (ABC 1974-8),
Tales of Wells Fargo (NBC 1957-62),
The Wild Wild West (CBS 1965-70), The
Wizard (CBS 1986-7). "

SF Models: The Man frorn Atlantis
(NBC 1977-78), TekWar (USA Network,
199?-now), UFO (synd. 1972), The X-
Files (Fox 1993-now).

Characters: The PCs here form a
well-trained, tightly knit, heavily armed
and equipped team functioning as an
investigative or espionage unit or as
paramilitary commando force, usually
acting in complete or partial secrecy.
The group is given its missions by a lim-
ited number of commanders or case offi-
cers (often only one person ofconcealed
identity) who work in a secret capacity
for a single government, multinational
organization, or large private corpora-
tion. The group might also function as
an elite or secret law-enforcement team,
addressing special crimes against its
agency or nation, or as a military rescue
or antiterrorist force dealing with for-
eign or insurgent forces.

Solo PCs in such a campaign would
have to be powerful agents, on the level
of James Bond or Derek Flint. See this
column in issues #93 and 94 for more
on one-player, one-GM campaigns.

Characters in any event must be
intelligent, resourceful, confi dent, and
ruthlessly determined to accomplish
their goals. They are expected to be
highly independent of command, and
thus able to operate out ofcontact with
superiors for long periods of time, yet
must function perfectly as a team and
have the strongest Possible bonds
within their group and to their agency.

Looking at the relevant TV show
lists, we see the expected swarm of gov-
ernment secret agents and paranormal
investigators, but there are overt corpo-
rate agents (Tales of Wells Fargo), gov-
ernment sponsored technologists/
scientists (The Wizard), reformed crimi-
nals (ft Takes a Thiefl, and even an
insurance investigator (The Man from
Blachhautk). The involvement of "nor-
malttcivilians in such work cannot be
ruled out (Scarecrow and Mrs. King).

Shared Goals: Defend Your
nation's (or agency's) interests, goals,

and plans by covert (and possibly ille-
gal) means, particularly in the areas of
intelligence gathering/analysis and
neutralization of your side's most dan-
gerous enemies and their plans.

Setting: The best settings for a
focused campaign of this type would be
an entire nation, continent, or world.
Adventures are typically far-ranging
and take place in the widest variety of
locales possible. An SF campaign of this
type could easily cross over to other
worlds, though there should be a defi-
nite command center (government
offices or corporate facilities) around
which the adventures take place.

A team mission to frnd and defeat
extraterrestrial or occult foes is a pow-
erful bond; it's served Call of Cthulhu
game players well for years. A powerful
human enemy bent on conquering the
world, like the crime syndicate

A team mission to f ind

and defeat extraterres-

tr ial or occult foes is a
powerful bond; it's

served Call of Cthulhu
game players well for

years.

T.H.R.U.S.H. (The Man from
U.N.C.L.E.) or the mad scientist Dr.
Loveless (The Wild WildWest), can be
even better, for reasons detailed in this
column in issue #57.

Commentary: As noted earlier, the
PCs in this campaign type will some-
times work outside the law-no small
matter if legal authorities catch wind of
their actions. Caution and discretion
are advised. Covert approval from
superiors might come despite offrcial
denials of the same. Public acknowl-
edgement of the grouP's existence
might even be denied and concealed'

So-called paranormal investigations
can occur in an SF camPaign of this
style. Look for resource material in
books about UFOs, ghosts, lake mon-
sters, etc. ). Ultramodern campaigns,
set in or just aftet: t}:e yean: 2000, can
add all sorts ofnice, trendy SF bits like
pills that alter your personality, pow-
ered armor, intelligent computers, etc.

"Big Brother's Troubleshooters" mis-
sions should generally be dangerous in
the extreme, each undertaken only
when normal methods of resolving a
particular crisis have proven useless.

PC turnover (i.e.. character death)
should not be too regular a thing, but
shouldn't be unexpected. Given the
PCs'huge resources and great levels of
training, their foes should be at least
equal to them in power and often
should be far stronger, unkillable as
entities even if their plans are some-
times thwarted. This, of course, makes
for long-term campaigns.

Examples: All of the games men-
tioned for the Law Enforcers group
could easily handle this sort of cam-
paign. I would also include games with
broad military conflicts, such as the
Star W ar s, B attleTech / M echWarrior,
Le g ionnaire, AuazINc EwcrNn
BucnuNrsns@ and Galactos Barrier,
Mehton II /Mehton Z, Robotech, and
Macross 11 games. Altered-Earth games
could encompass commando missions
(e.g., GaltuaWoRtD@, Rifts, Shad-
owrun, and Torg games), and science-
fantasy set-ups could do so as well (e.g.,
AD&D Sppr,r,.lelnrnn@' Space : 1 889, and
Auazwc ENcrNn Mecrrncn'" games). A
few modern-era spy games (James
Bond 007; Mercenaries, Spies, and Pri-
uate Eyes) could be adjusted to include
SF elements.

Commando-team raids into alter-
nate-history Earths are possible, too;
see this column in issue #84 for a list of
appropriate games. (Tri-Tac's Fringe-
worthy and GURPS Time Trauel sYs-
tems stand out in particular). Time
travel opens up whole new vistas here'
and GURPS "time troubleshooters"
campaigns will benefrt from that sys-
temts wealth of historical material,
with a set-up similar to that in BTRC's
TimeLords ot: 54"40' OrPhYte's
TirneMaster games.

Private Trou bl eshoote rs
Mundane Models: The Aduen'tures of

Ellery Queen (plus various similar titles;

DuMont 1950-1, ABC 1951-2, NBC

1958-9, NBC 1975-6),BarnabY Jones
(CBS 1973-80), Cannon (CBS 1971-6),
Harry-O (ABC 1971-6),Hart to Hart
(ABC 1979-1984), Hawaiian EYe (ABC
1959-63), Honey Wesl (ABC 1965-6),The
Lone Ranger (ABC 1949-57),Magnum,
P.L (CBS 1980-8), Manni* (CBS 1967-
7il. The Manhunter (CBS 1974-5), Matt
Houston (ABC 1982-5), Matt Helm (ABC
1975-6), Mickey Spillane's Mike Ham-
mer (CBS 1984-7), Moonlighting (/J'C
1985-9), Murder, ShgWrote (CBS 1984-
now),The Nancy Drew Mysteries (ABC
1977-8), Outlaws (CBS 1986-7), P.S- I
Luu U (CBS 1991-?), Peter Gunn
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(NBC/ABC 1958-61), Primus (synd.

197I),Probe (ABC 1988), Remington
Sreele (NBC 1982-7), Riptide (NBC
1984-6), The Rockford Files (NBC 7974-
80), Seo Hunt Gwd. 7957 -6I, 1987-8)'
Sable (ABC 1987-8), The Saint (NBC

1967-9), 77 Sunset Strup (ABC 1958-64),
Simon & Simon (CBS 1974-5), T. and T'
(synd./The Family Channel 1988+),
Tarzan (NBC 1966-8), T.H.E. Co./ (NBC
7966-7 ), Vega$ (ABC 1978-8 1), W anted:
Dead or Aliue (CBS 1958-61), Whiz Kids
(CBS 1983-4), Wolf (CBS 1989-91), Zono
(ABC 1e57-9).

SF Models: Batman (ABC 1966-8),
CaptainVideo and His Video Rangers
(DuMont 1949-55), The Green Hornet
(ABC 1966-7), Kolchah: The Night
Stalker (ABC 1974-5 ), The Real Ghost-
busters (animated, CBS, n/d), Tucker's
Witch (CBS 1982-3).

Characters: The PCs in this cam-
paign are essentially free-lance investi-
gators ofevery sort. They might be
private detectives, corpolate consul-
tants, self-motivated (unpaid) investi-
gators, and anticriminal
vigilantes-even a few superheros'
These PCs are often quite unlike regu-
lar  cops. spies,  or  soldiers.  ranging
from precocious youths (like the famed
Encyclopedia Brown of children's liter-
ature, or the technophile kids in Whiz
Kids) ta middle-aged mystery writers
(Murder, She Wrote). Whether they are
ex-convicts (The Rockford Files),
reformed burglars (7.H. E. Cat), bar-
barians (Tarzan), scuba divers (Sea
Hunt), crooks who prey on crooks (The
Saint). bored millionaires (Matt Hous-

ton),broke ex-cops (Haty-O), ot even
time-transposed ex-outlaws from the
Old West (Outlaws), the onlY common
elements each ofthese characters
shares are an extraordinary reasoning
ability and a desire to right wrongs.

Many of these characters operate
without the direct support ofany nor-
mal law-enforcement or militarY
agency, and none are employed by such
agencies. In some cases, their activities

In many ways, private

troubleshooters make
up the perfect RPG char-
acter team. TheY can do

whatever they want,

whenever they want, so

long as their  money

holds out.

mark them as criminals, and they
might be hunted by regular military or
law-enforcement forces.

Shared Goals: Defend the inter-
ests ofyour paying client (or the inter-
ests you perceive belonging to your
society at large, ifyou right wrongs on
your own) through whatever legal
means are available. Certain covert

and illegal activities might be used if
the situation requires thern.

Setting: Private troubleshooters
(like law-enforcement officers) find
their steadiest employment in big
cities with more than their share of
troubles to shoot. Los Angeles, Hon-
olulu, New York City, Chicago, and
Miami are popular spots, but PIs have
a wider range than police officers do.
Locations can encompass the undersea
world, orbital space, or a whole conti-
nent (if not a planet). Obviously, the
broader the geog:raphic range, the bet-
ter paying the missions and (usually)
the richer the PIs.

Commentary: ln many waYs, Pri-
vate troubleshooters make up the per-
fect RPG character team. They can do
whatever they want, whenever they
want, so long as their money holds out.
They can set their own goals and give
themselves their own missions. If the
players are highly independent, this
set-up will suit them well. Of course,
PC finances will affect their short-term
activities.

Examples: All of the RPGs noted
in the two previous groups (Law
Enforcers and Big Brother's Trou-
bleshooters) work perfectly well with
this set-up, which includes the broad-
est possible range ofadventures and
character types.

Next month: The last episode of
the miniseries. See vou then.

* * * Diispel Conf'usion Wlnner * * *
Can a mage tattoo a low-level spell or two onto his arms so that he wouldn't need a spell book to memorize them?

David Haendler
Quincy, MA

Cleuer question! It's possible, but there are limitations. I reuiewed the notes on spell books in the Dungeon Master@
Guide (pp 42-43), aid this is what I haue discerned: Spell books do not require specialized writirtg surfaces as scrolls
do. They are merely records of information and are ruot imbued with magical energy. Howeuer, there are seueral restric'
tions to using tattoos to record spells.

First is the matter of tength. Spells are said to require a number of pages equal to the spell leuel plus 1d6- 1 addi-
tional pages. Thus, only the lowest leuel spells could be tattooed on the body. Second, the tattoos would haue to be read'
ily uisibte to the reader OnIy the hands, arms, front of legs, and the chest (upside-down, of course).

Third, tettoos of this size would permanently reduce a character's Charismq. by 1 point per spell. Finally, therels
always a chance of infection with so much tattooing. I 'd require a Constitution, checlz at -7 per page. Failure results in
an incapacitating infection for 3-30 days, plus the permanent loss of 1 point of Constitutioru. It's all a hecla of a way to
leaue your mark in the world.
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Talon's Tattoo Parlor
The Liv ing Ci ty 's Emporium of Epidermal l l lustrat ions

by Eric L. Boyd

l'Town, also known as Fishtown,
is a poor but proud section of

F'Ravens Bluff. Crammed into a
back alley along the city wall is an
unsavory looking establishment that is
surprisingly popular with many
wealthy rogues, adventurers, and other
scoundrels. Talon's Tattoo Parlor has a
steady stream of customers, primarily
sailors and other city "toughs," but also
including the occasional adventurer.

A patron daring to enter Talon's
establishment must ascend a rickety
flight ofsteps to the second floor ofan
old wooden house. The steps run along
the outside wall of the building. The
first floor ofthe building houses a
decrepit unnamed tavern patronized by
sailors. The door to Talon's Tattoo Par-
lor is wide but low (approximately 5'
high), and it opens into a single room
with a 12'hig}l. attic ceiling and no
other exit. In the back corner, a ragged
curtain shields a large unkempt bed, a
washbowl, and chamber pot. Several
wooden benches line the walls, and a
large swivel chair resides in the center
ofthe room next to a table oftattooing
instruments and inks. The room is
always extremely well lit by.several
bright spheres oflight along the floor,
walls, and ceiling (provided by contin-
ual light spells).

During the late afternoon and early
evening, 0-7 customers and friends will
be present, along with Talon Darkoak
himself. There is a95Vo c}rance per
patron that he or she is a 0-level sailor,
dockhand, or thug. The remaining
patrons are adventurers (usually war-
riors or thieves) orjaded nobles out on
a lark (accompanied by suffrciently
powerful friends or underlings to
ensure their safety in this part of
town).

Talon Darkoak is the offspring of an
ill-fated, drunken coupling between the
first son of a prominent noble family of
Raven's Bluffand a female ogre slave
serving as cook in a tavern in far away
Glister. Talon's father, the future Lord
Vlhiteoak VIII, was a member of a band
of adventurers known as the Company
of the Whimsical Wyvern. The W;werns
were composed ofjaded young nobles
and former pirates. They had been

quite successful and settled down
"respectably" in Raven's Bluff before
becoming bored with daily life. Their
escapades usually involved indifferent
cruelty and random drunken violence.
The future Lord Whiteoak thought lit-
tle of his drunken fling-until two
years later, when a bawling child was
deposited on the doorstep of the family
estate with a crude note explaining its
parentage. The child was definitely a
Whiteoak, according to the distinctive
"White Oak" birthmark on its left
shoulder; the family had little choice
but to accept the bastard offspring.

By the time the young half-ogre
came of age, his ogrish parentage was
painfully obvious in his appearance,
making him a monstrous outcast
among his peers, despite his bright and
active mind. As a cruel jest, the other
children in the Whiteoak estate had
nicknamed the young half-ogre "Talon,"
after his father's ugliest dog. After sev-
eral years ofchildish
cruelties, a visiting
great-aunt, Tabatha
Whiteoak, took pity
on the young
unwanted half-breed
and offered to raise
him at her distant
country manor. Lord
Whiteoak VII leaped
at the opportunity to
get rid ofthis
unwanted gxandson,
so Talon was raised in
relative anonymity by
the kindly spinster.

The rest of Talon's
childhood was peace-
fully bucolic. Lady
Tabatha discovered
the boy's talent for
many forms of artistic
expression, particu-
larly his penchant for
giving himself and the
manor staff numerous
tattoos ofincredible
detail and beauty.
Before her death,
Lady Tabatha
bequeathed Talon a
goodly sum ofgold
and several contain-
ers of magical pig-

ments that had been stored in the
manor's vault for over two centuries, a
legacy ofa distant ancestor, the arch-
mage Alzennak. Talon moved back to
Raven's Bluff, without ever making
contact with his kinfolk, and set up
Talon's Tattoo Parlor, where he has
worked ever since.

Nowadays Talon has a well-
deserved reputation for being one of the
best tattoo artists in Raven's Bluff.
Many sailors are loyal patrons of his
establishment whenever they are in
port. Possessing a tattoo created by
Talon is something of a status symbol
among sailors throughout the ports of
the Inner Sea and toughs throughout
the city. Talon usually charges 1 gold
coin per square inch oftattoo, a steep
price, but well worth it to his cus-
tomers.

Many adventurers and rogues prize
Talon's talents for a different reason.
For an dven steeper price-50 gold
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coins per square inch-Talon is willing

to tattoo an image of a short sword,
dagger, key, lockpick, playing card, or
other srnall object using Alzennak's

marvelous pigments. Many warriors
and rogues frnd this literally gives
them an ace (or blade or lockpick) up
their sleeve. Talon is often asked to
obscure the presencg ofthe tattooed
object in a field ofnorrnal tattoos (at

the regular rate, or course). It is only
possible to detect the presence ofsuch a
marvelous pigment tattoo by employing
a detect magic spell. The city watch is
aware of this trick, but there is little
they can do to stop it, as there is noth-
ing illegal in what Talon is doing-only
in how his customers potentially use
the tattoos.

The ceiling, floor and walls of
Talon's establishment were covered
with continual light spells by a grateful
priest of Tempus in part to hide the
location of his pots of maruelous pig-
ment frorn unwanted detect magic
spells. Talon keeps his three pots of
Nolzur's and approximately six pots of
Alzennak's ma,ruelous pigments scat-
tered throughout his establishment in
secret cubbyholes. He keeps the
remainder of his stock in hidden loca-
tions throughout Ol'Town

Talon Darkoak
Male Half-Ogre
Chaotic Good (worships Ilmater)

Strength 17
Intelligence t2
Wisdom L2
Dexterity 12
Constitution 15
Charisma 10
Comeliness 6

AC: 7
Hit Points: 22 (2+6 Hit Dice)
TIIAC0: l7

Age: 53
Height: 7'7"
Weight: 303
Hair/Eyes: Bald,/Blue-gray

Weapon Proficiencies: Club

Nonweapon Proficiencies: Artistic
ability (tattooing) (19), Common tongue
(native language), brewing (12), carpen-
try (17), ogrish (12)

Magic ftems: Nolzur's rnaruelous pig-
ments (3 pots), Alzennak's rnaruelous
pigrnents (12+ pots)

Talon Darkoak typically wears a
leather apron that gives him +1 AC
protection and hangs a stout wooden
club from his low-slung belt. At first
glance, Talon appears to be a dumb,
ugly, violent brute. His hairless head
and body are almost completely covered
with intricately detailed tattoos of
great beauty. Those rare individuals
who take the time to get to know him
frnd him clever, cheerful, straightfor-
ward, artistically gifted, and very toler-
ant. The half-ogre is slow to anger and
will engage in physical combat only to
defend himself. Talon looks to Ilmater
to persevere through life's many hard-
ships. He has many friends among
adventuring bands and sailors who will
defend him or avenge him as necessary.

Talon has assumed the name "Dark-
oak" as a deliberate comment on his
relation with his human kinfolk, the
noble family of Lord and Lady
Whiteoak who jointly share a single
seat in the Council oflords. In his
spare time, Talon enjoys brewing his
own dark beer-which he sells to the
tavern on the first floor-and helps
rebuild the tavern's wood furniture
after frequent drunken brawls by the
patrons. Unlike most half-ogres, Talon
has no truly monstrous traits, a tribute
to the good upbringing he received from
Lady Tabatha Whiteoak.

Alzennak's Marvelous Pigments

XP Value: 500 per stone or pot

Alzennak was a plane-traveling arch-
mage who lived near present-day
Raven's Bluff over 400 years ago. On an
alternate Prime Material Plane known
as Oerth, Alzennak discovered a magi-
cal substance known as Nolzur's mar-
uelous pigments and brought them back
to FaerOn. The archmage was fasci-
nated by the potential of the pigments,
and he recreated the formula necessary
to fabricate the pigments that are com-
monly used among spellcasters today.

Alzennak was not content to stay
with the original formula, so he contin-
ued tinkering with the pigments until
he finally passed away of old age after
several centuries. Before his death, the
archmage created an alternative recipe
for the marvelous pigments that still
bear his name today. Alzennak shared
the recipe with several close colleagues,
and the magical formula may still be
found in a few lost tomes scattered
about the Realms. Abott 57o of Nolzur's
maru elous pigment s found in t}re

Realms today are act:ually Alzenndk's
tnaruelous pigrnents-

Alzennak's maruelous pigments hav e
all of the powers and limitations of
Nolzur's maruelous pigrnents, except for
the following variations: Alzennak's
pigm,ents must be tattooed into living
supple skin (scaled or excessively hairy
skin will prevent the pigments from
functioning); the object depicted will
not actually take its three-dimensional
form until the name "Alzennak" is spo-
ken by the recipient ofthe tattoo (this
is somewhat similar to the 3rd-level
wizavd spell item); the pigments will
maintain their effectiveness for one
year or until a dispel magic spell is cast
before transforming automatically into
the object depicted; the pigments must
be applied by a tattoo artist (someone
with the nonweapon profrciency artistic
ability (tattooing); and the pigrnents
are only detectable via detect magic.

Adventure Hooks
o Talon's supply of pigments is not
unlimited. In exchange for several free
maruelous pigment tattoos, Talon may
decide to hire a band of adventurers to
seek out more pots of the maruelous
pigments and the long-lost magical
recipe of Alzennak the Archmage. In
the manor vault of Lady Tabatha
Whiteoak's former estate may be found
clues to the location of Alzennak's
abode and laboratory. Alzennak has
been dead for centuries, so almost any-
one or anything may have occupied his
residence in the interim or he may have
left ancient traps and wards to guard
against intruders.

o Lord Whiteoak VIII will ascend to the
family title and seat on the Council of
Lords following his elderly father's
death. He may wish to eliminate Talon
following the birth of his first fully
human child to prevent the bastard
half-breed from ilaiming the lordship
as first born upon Whiteoak's death.
Alternately, if Lord Whiteoak VII and
his heir both die in a mysterious hunt-
ing accident, Talon's cousins and uncles
may try to track him down and elimi-
nate him, as he is a potential (although
unlikely) rival for succession. In either
case, Talon will need the help of friends
(the PCs) to survive, and perhaps claim
the title and family fortune as Lord
Whiteoak IX (assuming the half-ogre
can be persuaded to seek it).
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CHEMCHEAUX DESTROYED!
the ruins, but found only pieces ofbro-
ken glass, useless and melted weapons,
and bits offabric from the furnishings.

"Gone! Everything was destroyed,"
she told a Trumpeter reporter. "Mor-
timer was supposed to have been there,
working on the inventory. I searched
and searched through the mess and
couldn't find him."

Mortimer, the owner and manager of
the Ravens BluffChemcheaux branch-
and one of the most powerful wizards in
the city-could not be found at his
home. Friends said they had not seen
him all day.

Rhodan, a priest who worked at the
shop, also could not be located.
Attempts to contact Prismal The Outra-
geous, the supremely-powerful wizard
who created Chemcheaux and its sev-
eral hundred branches, have been
unsuccessful. Trumpeter contacts in
Waterdeep continue to search for the
plane-hopping mage. Reports indicate
that Elminster of Shadowdale is also
trying to contact The Outrageous One.
In addition, a search ofthe city revealed
that all wizards employed by Mortimer
have vanished.

"It's a blow to the city," Wolf said.
"Chemcheaux 223 catered to adventur-
ers from all across the Vast. What will
we do without a magic shop?"

Chemcheaux is a major corporation
more than a hundred years old, with
franchises in thousands ofcities on hun-
dreds of worlds. Each shop is owned by
a single individual or company. Mor-
timer operated the Ravens Bluff branch
for about 10 years. H:ls 223 franchise
specialized in magical long swords and
healing potions-both of which were in
demand by local heroes.

The local mage's guild had been a
thorn in the business' side throughout
its operation. The mages grumbled that
the shop sold items too cheaply, making

magic available to the general public.
However, they are adamant theY had
nothing to do with the freak storm that
caused the business' demise.

Some of the city's noted wizards
morn the shop's passing.

"I alwayp enjoyed visiting with Mor-
timer and looking at his wares," said
Ambassador Carrague. uAnd he was
always willing to trade with me-I'd
give him new potions I'd mixed up, and
he'd give me things the labels had fallen
offof. It was a wonderful arrangement."

The city's Ministry of Magic, of
which Carrague is a member, has
vowed to investigate the storm. They
have also stated that perhaps another
group within Ravens Bluffwould begin
a magic shop. However, given the fate of
the Magic Shop, the individuals would
have to be brave considering the fate of
Chemcheaux.

Trumpeter reporters have heard
rumors of powerful wizards-or worse-
who were angry over shop practices and
were seeking retribution. Those rumors
are as yet unsubstantiated.

Trumpeter Offices
Burglarized

Soon after the reports of the destruction
of Chemcheaux were received, Trum-
peter staffreturned from the printer's
shoppe to discover their offices ran-
sacked and burning. Fortunately, quick
thinking on the part of Trumpeter clerk
Myra Miller saved the files from com-
plete destruction. Unfortunately, all
reports on last summer's meteor crisis
were lost.

The following morning, a triple-
lightning bolt symbol of Talos was dis-
covered branded into an outer wall of
the Trumpeter building? Coincidence?
The staff of this publication reserve
judgement until further evidence.

A Stormy End for Ravens
Bluff's Famous Magic Shop

Chemcheaux 223, Ravens Bluffs Pre-
mier magic shop, was destroyed last
night by a freak accident ofnature that
left the building in cinders.

Fawn Thorin-Wolf, a local hero and
part-time Chemcheaux employee, wit-
nessed the shop's destruction. Wolf was
scheduled to manage a late-night inven-
tory session and was on her waY to
work when she noticed what had been a
soft rain shower turn instantly into a
thunderous downpour. The drenched
adventurer watched helplessly as great
flashes oflightning cut through the sky
just above the business district.

Wolf said one bolt streaked to the
earth, striking Chemcheaax22S. A
booming clap of thunder knocked her to
the street, and when she got up the
building was gone.

Wolf said she rushed to where the
shop had been, but found only a gaping
hole in the ground and piles ofrubble.
Oddly, she said the buildings to either
side of the magic shop were not dam-
aged. The adventurer searched around
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Conventions
OrcCon, Feb. 17-20 Los Angeles, CA-
All types of family, strategy, adventure,
board, role-playing, miniatures, and
computer gaming can be found at Orc-
Con at the LA Airport Hyatt Hotel.
Find bargains at the flea markets, auc-
tion, and in the exhibitot area. Contact:
Strategicon, P.O. Box 3849, Torrance,
cA 90510-3849.

Egytrrtian Campaign, March 3-4 Car'
bondale, IL-The S.I.U.C. Strategic
Games Society hosts this grand conven-
tion in the 2nd floor ballrooms of the
SIU student center. Cost is $ 1 2 at the
door, $10 pre-registration. No event
fees. Events include Network tourna-
ments, such as the AD&D game and
Living City. Also featured-Magic: The
Gathering, Car Wars, BattleTech, Shad-
owrun, Vampire, WarHammer 40K, Ciu-
ilization, and many others. Guest of
honor is the Network's own Dave Gross.
Write: Egyptian Campaign, c/o S.I.U.C.
Strategic Games Society, Office of Stu-
dent Development, 3rd Floor Student
Center. Carbondale, IL 62907-4425.
Call Joel Nadler at 618-529-4630 or 1-
800-297-2760.

Concentric, March 3-5 Chicago, IL-
The Center ofthe Universe beckons!
Our line-up includes: Network events,
Living City, BattleTech, a Space Hulk
spectacular, Puffing Billy, a special
Thieues'World game with guest player
LSmn Abbey, board games, comPuter
games, and much, much more! Artist
guest is Larry Elmore. Pre-registration
until Feb. 15 is $13. at the door: $17.
Write: Concentric Circle Inc., 114
Euclid Box 287, Park Ridge, IL 60068.

PointCon II, March 4-5 Stevens Point,
WI-This fine festival of gaming will
feature role-playing, strategy, and card
games, plus other events such as minia-

tures judging and seminars on game-
related topics. Write: Gamers
Anonymous of Stevens Point, Box 41
University Activities Offi ce, University
Center UWSP, Stevens Point, WI
5448r.

CosCon, March 10-12 Butler, PA-
The Circle of Swords Gaming Guild is
sponsoring a festival of gaming at the
Days Inn Conference Center in Butler,
PA. Guest ofhonor is Jean Rabe. Fea-

tured: first-run Living City and Benefit
events, board games, miniature events,
free-form role-playing, and many,
many, more games too numerous to
mention. We will also have a dealer's
room, new game demonstrations, and
other special activities. Don't miss the
actionl Registration is $15 until Feb.25,
$20 at the door. Send a SASE to: Circle
of Swords, P.O. Box 2126, Butler PA
16003.

Spring Revel, March 16-19 Rose-
mont, II-The gaming is non-stop at
this four-day extravaganza of role-play-
ing, board gaming, and miniature
excitement at the Ramada Hotel
O'Hare! Little Wars is the war-gaming
halfofthe con, and Spring Revel covers
the role-playing events. Look for the
premier of an Ed Greenwood AD&D
game tournament; three new Living
City tournaments, including a two-
round event where everyone advances;
the frrst Network-sponsored Masque of
the Red Death event; a Boor Hrr-r,@ Ben-
efit, and much, much morel Visit with
the guests ofhonor, shop in the large
dealer's room. Get the special room
rates of $58 by calling the Ramada
Hotel O'Hare at708-827-5131. To regis-
ter or for more information, write:
Spring Revel, Keith Polster, P.O. Box
27. Theresa. WI 53091.

ConnCon, March 24-26 D anblory,
CT-The 7th annual ConnCon boasts a
vast number of games, including role-
playing, miniatures, card, and board
games. Featured are many first-run
Network events, including Living City,
Living Jungle, and Virtual Seattle.
Other campaign-style events include
Mercs & Mechs andTales Heard at a
Miskatonic Reunion. Don't miss the
AD&D game,Magic: The Gathering,
Spnlr.r'mn* game, BattleTech, and more.
Guests ofhonor include Jean Rabe and
Sam Lewis. For more info: ConnCon,
P.O. Box 444, Sherman, CT 067 84-0444.

Milcon'95, March 26-27 Qt6bec,
Canada-This convention will be held
at the Cbllege Militaire Royal de St-
Jean in St-Jean-sure-le-Richelieu.
Events include three AD&D game sce-
narios: Forgotten Ties (3-round elimina-
tion), Desecrated Grove (2-round), and
Death Comes Easy (l-round) along with

a Magic: The Gathering tournament.
Registration: Free for DMs, $5 at the
door. Prizes for best players and DMs
for each major event. Write to: Milcon
'95, clo Eric Cloutier, 5 Sqn CMR St-
Jean, Richelain Qc, JOJ 1R0, or through
e-mail to: cloutier@cmr.ca.

Pentecon VII, March 3l-APril 2
Ithaca, NY-Join us for 47 hours of
gaming fun! The convention will feature
AD&D game, RPGA Network sanctioned
events, GURPS, Str'B, various war
games, and ever-present Magic: The
Gathering. Our regular fiction, art, and
miniature contests will be held. For fur-
ther details contact: Kristin Mayo, 219
Willard Way, Ithaca, NY 14850, or bY e-
mail at pentecon@cornell.edu.

Gold Con V, April 15 Clark, NJ-This
one-day fest will be held at the Ameri-
can Legion Post on Westfreld Ave.
RPGA Network events include two
AD&D games and two Living CitY sce-
narios. Play Magic: The Gathering,
Space Hulk, Talisman, Ciuilization, and
Axis & Allies. Write: Gold Con, 3 Four-
some Dr., Marlboro, NJ 07746'

Enigmacon 8, April 22'23Los Ange'
les, CA-This convention will be held at
Ackerman Union on the camPus of the
university of California, Los Angeles. It
will feature a sanctioned Magic: the
Gathering event and RPGA Network
AD&D tournaments, in addition to
game demos and special guests. Please
arrive by 10:00 a.m. for registration.
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TSR Announces New
Customer Service Lines
TSR, fnc., proudly announces its
,lu* Corl".llre" Se""rrices and Store
Locator phone lines. If you have a
brief question about TSR's prod-
ucts, call I (4L4) 248-2902. To find
a store nearest vou that carries
TSR products,  ia l l  1 (800) 384-
4TSR. Hours for these services
are:  Weekdays, 9 a.m. to 5 p.m.
central time.

For more information, contact: Thuong
Pham, 500 Landfair Avenue, Los Ange-
les, CA 90024. Or call: (3\0) 208-7722.

Cruise Con, April2T-30-The Ulti-
mate Role-Playing Experience Awaits!
Three days, three nights on Carnival's
luxury liner, the Fantasy. 1st-Class
gaming, theme scenarios, paragon-level
events, Network tournaments, Living
City, and much more. Visit the islands
with our low-priced package deals.
Don't miss this once in a life time con-
vention! Guests ofhonor: Jean Rabe,
Darwin Bromley, and Wizards of the
Coast representatives. For more infor-
mation, call: 276-67 3-2!77 .

Vampire interactive, and a BattleTech
Bloodname tournament. CONtario will
be held at the Tliumph Howard Johnson
on Keele Street (at Highway 401). Regis-
tration is $8/day or $l2lweekend before
April 1. For more information, write to:
CONtario, 222The Esplanade, Suite
431; Toronto, ON, Canada, M5A 4M8, or
call: (416) 360-8395.

Ben Con'95, June 23-25 Denver,
CO-The frrst gaming convention
devoted to charityl Features include an
art show, games auction, seminars,
dealers'room, a Magic: The Gathering
room, RPGA Network events, a Vam-
pire ball and blood drive, Call of
Cthulhu, Shadowrun, Earthdawn, M:tG
tournaments, war, board, and minia-
tures games, and much more! Non-gam-
ing events, too, so bring the whole
family! Margaret Weis is the guest of
honor with M:tG artists, game design-
ers, and a few surprise guests also in
attendance. Located at the Sheraton
Hotel in Lakewood, discounted room
rates are available for convention-goers.
Call (800) 325-3535 to reserve a room,
and be sure to mention Ben Con. For
additional convention info, contact: Ken
Ritchart, 1024 Sagebrush Way,
Louisville, CO 80027, or call (303) 665-
7062. Ask about VIP resistrations.

work events (Living City, Living Jungle,
Virtual Seattle, Shadou,trun, AD&D
Game and AD&D Masters), AD&D
Game, GURPS, BattleTech, Rifts,
M agic :The Gathering (sanctioned),
Jyhad, Star Wars, Call of Cthulhu,
Shadowrun, and much more. Doors
open at 8 a.m. Events begin at 9 a.m.
Admission is $8 for one day, $15 for
two. For info or tojudge, contact: Leon
Gibbons, 13910 Olin Lakes Road,
Soarta. MI 49345-9524.

Dexcon IV, July 20-23 Somerset, NJ-
Double Exposure, Inc. once again brings
you Dexcon, New Jersey's largest gam-
ing convention, held at the Somerset
Raddison Hotel. RPGA Network events
include AD&D game, DARx SUN@ set-
ting, Rar,nrwonr setting, Paranoia, Call
of Cthulhu, and Shadowrun. Living
City events planned include a three-
round feature, a two-rounder, and two
single rounds, all frrst run. There will
also be a Living City Special event for
6th Level characters and higher.
Finally, a
Masters/Grandmasters/Paragon event,
as well as a Living Jungle event will be
included. Other activities include war
gaming, interactive role-playing, Sugar-
fest, anime, the famous con suite, and
miniature recreations of famous S/ar
Wars battles. Visit the huge dealer
room and join non-stop Magic: The
Gathering tournaments. For more infor-
mation, cal l  (718) 881-4575.

tr

SpringCon'95, April 28-30 Lincoln,
NE-Join us for the fifth annual Spring-
Con. Featured events include a minia-
tures painting contest, Warhammer
40K, BattleTech, Fantasy Battles, and
many others. Network-sanctioned
events include Arnber, Living City, Liv-
ing Jungle, AD&D game Paragon,
AD&D game Grandmasters, Paranoia,
and others. For more info, write: Spring-
Con, c/o Spellbound, 16th & W, Lincoln,
NE 68501.

DemiCon VI, May 5-7 Des Moines,
IA-Looking for a little magic? 24-hour
gaming? Come to lowa's premier sci-fi
con. Filking, masquerades, art shows,
grrests, Network events, and more. For
information write: The Adventurers of
Central Iowa, 1304 Boyd St., Des
Moines, IA 50316 or phone 575-266-
2358.

CONtario, June 3-4 Toronto, ON-We
are proud to present a large selection of
Network events, including new Living
City events, a benefit event, a masters
event, and Virtual Seattle. Also featured
are the Canadian AD&D Team Champi-
onship, various Magic tournaments, a

Grand Game Con 95, July 15 & 16
Grand Rapids, Ml-Godfrey Lee Middle
School, 1335 Lee Street, SW. We are
having the following events: RPGA Net-

f/exf lssu€r,, 
.Bugging the Hunters, by Gregory W. Detwiler

New al ien monsters for  the BucHururEns@ sett ing.

In the Footsteps of Gull iver, by James Patrick Buchanan
AD&D@ Game informat ion for one of  the most fantast ic

journeys of l i teratu re.

Weasel  Games, by Jenny "Mrs.  Weasel"  Smith
The Grand Weasel  steps aside for a few words from the . . .

?,: luriti.tion. . ^Living Galaxy, by Roger E. Moore

- ]1"-:'::::::lT""j :t 1" lu 
campaisns mini-series

Forgotten Deities, by Eric Boyd
lbrandul ,  the "God of  the Dry Depths,"  and his worship-

pers in the Underdark.

Plus slades's Corners, magical items, your letters, and more!
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Classif ieds
Arizonaz Well met, gamers! I am a 17'

year-old gamer looking to join or start a
gaming club with others of any age, se^x,
or rr"". I'm experienced in the AD&D@
game, D&D@ game, DnaconlaNce@, and
FoncorrnN Rner,lts@ settings. I'm also
willing to play other science fiction
RPGs. If interested, contact me at 3171
Shosohone #3A, Prescott, AZ 86301.

California: Looking for players and
DMs for campaigning on weekends in
the Gnnvnaw€, FonGottEN REellts,
Ar,-Qenur,P, RavoNr-ort@, and
DnacoxlaNcn settings. AD&D 2nd edi-
tion rules with original edition revis-
ited. Male or female, 20-30 years old,
good attitude. Orange, CA. Call (714)
5L7-4447 and leave a message.

For Sale: AD&D game modules (all
worlds) and hardback books. Excellent
condition. For a price list, send a SASE
to: M.W. Drisy, 1013 North Lime Street,
Lancaster, P417602.

For Sale: The Official Booh of King's
Quest and the games Silent Seruice,
King's Quest II: To Heir is Hurnan, and
Space Quest I: The Sarien Encounter,
all for the Tandy 1000/1200/3000. Write
to Ryan Staake, 7465 Cement CitY
Road, Brooklyn, MI 49230.

For Sale: Many single color Magic: the
Gathering cards for sale. Always have
the color ofcards you want! The prices
are as follows: Revised deck (60 cards)
$10, Booster pack (16 cards) $3. Addi-
tional shipping cost. Please specify color
when ordering. Checks or money orders
only. Anthony Gibbs, 477 Roush Lane,
Cheshire, OII45620.

Amiga). If interested in trading, send
me your lists. Also interested in corre-
spondence with Spanish-speaking and
Latin American gamers. Thanks, and
Hasta luego! Alexi Diaz-P6rez,PSC 2
Box 1187. APO AA 34002.

General: Join the Dungeoneers Gam-
ing Society! We are one of Pennsylvani-
a's fastest-growing and most interactive
gaming networks. Join from anylvhere
in the country. Take advantage ofour
unique House system. Participate in
DGS tournaments at local conventions.
Earn Player Points and GM Points
year-round. Enjoy special club benefits.
Subscribe to Quest Newszine (our offlr-
cial club periodical). DGS and its
Houses host role-playing, live action,
and table games. Membership is free!
Send SASE for membership informa-
tion: DGS, c/o Jennifer Martir6, 1755
Potomac Avenue, Pittsburgh, PA 15216-
1948. Local gamers call (412) 343-6226.

Michigan: I'm looking for people in the
Lansing or Flint Area who like to play
the AD&D game, PlannscAPr" or
DnecoxleNcn settings. Write to Scott
Hosler, !422Donald Street, Owosso, MI
48867.

Pennsylvania: My name is Frank
Kansky, and I'm new to the Network. I
am looking for some members in the
Westmoreland County area of Pennsyl-
vania to start a Network Club. I would
also like to frnd a pen pal. I'm interested
in the Living City but have no idea how
it works. Any information will do!
Please contact me at: Frank Kansky,
Jr., 116 Bryan Drive, Greensburg, PA
15601.

Ravens Bluff: Calhoun the troubadour
seeks help building a lodge outside
town. Any old adventuring associates,
carpenters, engineers, stonemasons,
blacksmiths, miners, or spellcasters
with mud to rock, stone shape, or wall
of stone spells are welcome. Agricultur-
alists, fishermen, hunters, and brewers
are also welcome. Pay will be a place to
stay/hide out once the place is finished.
Interested parties should write: Vince
Lehto, P.O. Box 1321, SmYrna, TN
37167-1321..

Trading: Trade the RPG stuffyou're
through with for someone else's stuff
you want. Computer-matching "want &
need" lists on magazines, modules,
books,and TSR cards. Send in your list
to: John Kittrel, 2183 Buckingham
Road. Richardson. TX 75081. Phone:
(2r4) 530-6251, FAX: (2I4) 644-0856.
The service is free, but please include
56q in stamps for the current trades
list.

Wanted: Looking for AD&D g"-e Prod-
ucts in good condition, both first and
second editions, as well as D&D@ game
oroducts. Please send a list of items and
prices to: R6mi Bilodeau, Box 12 RR #4,
North Bay, Ontario, Canada, P1B 8G5.

Wanted: Help, fellow gamers! I need
the original edition AD&D g'me PLAY-
nns HaNogooK, DuNGEoN Masrnno
Gurln, Momsrnous MANUAJ-ru, and any
other original edition AD&D game
material that you may wish to sell.
Please send price list to: Frankie
Wishart, P.O. Box 1949, Woodstock,
New Brunswick, Canada, EOJ-280.

Wanted: RPG collections. Mainly inter-
ested in AD&D Game product lines, but
will consider all inquiries. Send lists to
V. Daniel, 3725 Whispering Brook,
Wichita. KS 67220.

General: I am selling the new remake
of the classic DuNceoNs & DRacoNs@
game. I am also looking for DnacoN@
Magazine #200. Please send replies and
offers to: Alex Hong, 2100 S. 2nd
Avenue. Arcadia. CA 91006.

General: Large game collection for sale
or trade. Included are various RPGs
and components, most in mint condi-
tion. Board and war games, too. Please
send large SASE for info (some of the
products: Buct< Rocnns@ game, old
Cyberpunh stuff, Toe Secnor/S.I.'",
Torg, plus computer games for the

Pennsylvania: I am 14 years old and
relatively new to the Network. I'm look-
ing for other teenage gamers in need of
another player. I prefer to play the
AD&D game, but am willing to learn
other systems. Contact me: Matt Acklin,
29 Chambers Avenue, Greenville, PA
16125. Or call: @LD 588-2403

Play-by-Mai} Looking for a few good
runners to kick off a Shadowrun 2nd
Edition PBM. Interested parties can
write or call: Phillip Parsons, P.O. Box
56, Bay City, TX 77404-0056, (409) 245-
276r.
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