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The TSR, Inc. (TSR) limited production stained glass {I <'signs are the 
fi rst and most complex art designs of their type ever made anywhere in the 
world. If the old fashioned way of making stained glass were use,l, one to 
three months would be required and eac h design wO li ld co st between 
$3,000'" to $5,000 " . 

New technology allows MMI Distribu tion to lake existing art lind "dnpt it 
for stained glass production. Each image represents the highest '1 l1ality and 
world class artistic standards developed over the years b y Ihe ·1 SR artists. 

The 16"xll" designs are screen printed, using up to fourteen screens 
each. This process is held to literally "hai r line" precision. rhe stained ):Iass is 
also technically correct. It's a five to six day process to finish one design. 

So, what would normally have been a $3,000" 10 $5,000 '- staineli glass 
design, can now be acquired for under $300 " . 

The TSR licensed limited production stained glass desi~n s are the fi rst, 
and most complex art designs of their type ever produrrd. Each design is 
packaged wi th hooks and cha in , in a box drop tested and approved by 
United Parcel Service (UPS), ready for shipment to you anywhere in the world. 

Wh ich is your favorite image and when will it hang in your window? 

For wIlen it (loes, then YOIl mn say ... 

([be slln ris~ up 011 Ibe morn, motion come fortI) witl) migbt, 
18d) ... ..,ld II)c magnificcnl dmoon, J(j\1ing cntity witb tliobt 
fllood a nd appeamncc ..:l7an\Jc, l18y dawn to mystic niebt, 
IBalc in awc and wondct·, In tbe renaissance spectrum of ligbt 

Ill fematirmal orden welcome. tll/ematiollal ordeN st,ipped "i" "'",Irral E .... pre». 
Charges to bedetermilled "r loca/;on. Worldwide ,Irll/er ;1I(1"il";rs wekome. Priers 
subject/o d ""'ge. 

fl' 998 HR. ' n," Dun".n, . 1I'",on .. fl ' ",GBI ... « , . n" ~l(lh AI ' or. r<!i"o",J " •• km"k, ~f )"k . ''''. 
T.l R. In<, i •• • "b~d Cary .1 WiLOrd, Q/ ,h. Co. ". ,,,'. P,oou",j "nJ .. u"",h·o 'i"" ... or ~I."hl ~\O'h·.,0 '~ 
11K. I MMJ (Ii.n'bu';on, Milw.uk< •• WI. 

(l ''''' (~.·l'Cn« .... 'D<nli<r 

Visit Ollr Web Site at WW\ ... . mrnidistribution,com to see co lor pictures 
and for order information, or MAIUFAXorder forlll to: MMI Distrib­
ution, 11040F West Feerick Street, Milwaukee, W I 53222-2109; Phone 
(414) 578-3901, 9A I\.1 '; 1'.\ 1 CST; Fax (414) 578-3908, 24 hours; E-mail 
1111ni,list@aol.com. (Paylllfmf t il Full MlISt Accompany Your Order.) 

r - - - - - - - - - - - - - - - - - - cur Ol.rr OR PUOTOCOPY -- - - - - - -- - - - - - - - - ---

SHfP TO INFORMATION: (PLEASE PRINT) 

Name: 

Street Address: -------- --
City: 

State: _ _ ___ ZipCOde: ______ _ __ _ 

P lOne: 

1'1 EM PRICE AMOUNT 
01"\\1 11 1 EACII DD' 

Sci "f J (On(' uf blCh Design) $550.00 

UPS, J landli ng ;lnd Jusnnlll(e fur Sel o f J $15.00 

I )mgon 1\(I ;Kk by Jeff Easley $200.00 

TIl(' Hfth Agr by jeff Ensky $200.00 

Drngons uf Kryn tl hy ['au! J;I <jWIYS $200,00 

li PS. Il[1l1dlillg ,md Insurance for Each Piece $7.50 

l\"i"·""';11 A,ldre~"", ~ I I IS\ II J d 5.6% Stale Sab T.,.x \0 Or,ler Amoun! 

TOTAl. AMOUNT DUE AND ENCLOSED 

CHE[)("[ CARl) ORDERS: (eird" 0 ''''1 '1 ,"II~um ~ \'ISA ~ 
Print Name 0" Credit Card Exactly As Sho",,,: 

I I I I 
Card bl'inHion Date: ___ ... _ , _ _ _ _ ""LV"' .... 



Th e first of June ma rks the sta rt of the 
summer convention season. This is the 
time when many of us set course for one 
or more of the major conventions of the 
year, and voyage forth to enjoy ourselves. 

with Origins in early July, GEN CoNiII 
Gam e Fa ir and San Diego Comicon in 
August, and Dragon ' Con and Spectrum 
in ea rly September, not to mention the 
many other shows, take this opportunity 
to enjoy the tournamen t program at its 
peak, and mee t so me new frie nd s. 
Because this is the season for co nven­
tions, I thought it would be appropriate 
to remind you o f convention- re lated 
informat ion this month. 

Tournament Ordering for 
Conventions 
Online tournament ordering is working 
great! Several people arc already using it. 
The simple process can be accessed from 
our website < www. tsLcom/rpga>. 
Choose "Tournamen ts and Co nven ­
ti ons," then "Tournament Orderin g." 
Read the page of instruct ions and polices 
for to urnament o rd ering! It an swers a 
lot of questions you may have. 

Once you begin to place a convent ion 
ord e r, you cannot back out to the 
instructions page without starting over 
again, so yo u migh t wan t to have t he 
instructions in a separate browser wi n­
dow wh ile you place your order. 

You can also o rder through the US 
Mail , by sending in a Tournament 
Request Form from your Member Hand­
book. The policies a re mostly the same 
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Sailing Boldly into Con Season 
no matter how you order. request, how many of t hose a rri ve on 

Be aware of these poin ts wh ile p13c- time, and how cooperative you are gen-
ing a convention order: ('rally with the ordering process. 

J. Orders must be se nt with payment. 
Orders wi thout payment will be 
re tufll{'d . Paymen t methods include 
cash, check, money oreler, or credit card . 
Gift cerlificates are not valid for this . 
You can write credit card number, expi­
rat ion date, type, and sign the form in 
the 100\,er right ( near th e ship- to 
address). 

2. The deadlin e for order s has been 
s ho rt ened (with regard to advance 
notice) to allow morc small shows to run 
N{'twork events. 

Orders received via on line ordering 
must arrive one month in advance of the 
convention date. 

Orders received by US Mail o r fax 
must a rrive two months in advance of 
the convention date. 

O rders which contain requests for 
new tournaments (also called first-runs) 
must be received six months in advance. 

The deadline with the most advance 
time always takes precedenc{', so onli ne 
orders with new events must be recdved 
six months in adva nce. 

All scena rios written for a specific 
co nven t io n are due six mont hs in 
advance. and completed, unless pr ior 
arrangements are made. Scenarios which 
arrive late without prior a rra ngeme nt 
will be denied to the convention. 

3. Late f{'es have been sim plified. If your 
request is late, you pay double. If your 
request contains new scenar ios. then 
so me of yo u r new scenarios will be 
denied. The number denied depends on 
how late, how many new scenarios you 

COVER STO RY: 
Thi s mo nth's 
cove r was lov ­
ingly rendered 
by arti st and 
de tail maniac, 
Ron Spencer. 

4. Sce nario s an d req ll l'sts mus t be 
rece ived, by mail or em ail , b y the due 
date. If yOll mail the requ est on the due 
date, it is late. 

5. Emailed scenarios will come to you in 
PDF for m at , which means you mus t 
have the Adobe Acrobat Read er program 
to view and prin t them. The scena rio 
comes with instructions for getling this 
program, and instructions on wh ich fi les 
to em ail to judges and which you keep. 
Please follow these instructions. Security 
for LIVINGT 

.. ca mpaign item certificates 
is a delicate issue, and we may penalize 
your convention if we trace a cheater's 
source of illegal certificates to you. 

If your co nven tion uses new scenar­
ios, do your part to minimize the chance 
that the scenarios are rejected. You can 
help insure quality by review ing scenar­
ios yourself. Don't submit scenarios you 
are not proud to have, despite any pres· 
sure you may feel. Good older scenarios 
are ""tier than bad new ones. Get a copy 
of the comp le ted scena r io from the 
author (s}. It does not hurt to subm it 
copies of them all. ThaI way. you know 
they were submitted. 

Tournament Scoring Packets 
Duri ng 1997, Don Weatherbee entered 
the data from scoring packets. We should 
be ever grateful to him for this. 

However, with the addit ion of a clerk 
to process data, the entr y of sco ri ng 
packe ts has moved back to HQ. Please 
se nd all convention materials to I-IQ 
after the conventio n, except for LI VING 
Campaign Roster Forms. Send those to 
the addresses listed on thc sheets. 

To help get convention d a ta posled 
more qui ckly, HQ offers ince ntives to 
return scoring data quickly: 

I. If packet s arr ive at HQ w ithin fou r 
weeks of the co nvention date, the co n­
vention gets a credit of 10 cents a packet 
towards future tournament o rders. 
2. If co nventi on orga nizers enter t he 
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data, and send a data fil e with the scor­
in g packets (or e ma il the data file and 
send the packets), the convent ion gets a 
credit of 20 cenu a pac ket towards 
future o rders. 
3. Both entering the d3ta and returning 
it with the scoring packets to HQ within 
fou r weeks of the convention results in 
30 cents a p3cket credi t. 

Cred it ca n be applied towards future 
orders for tourn 3ments by the same 
convention. So if Genghis Con sends in 
scoring data in a fil e, then Genghis Can 
gets the c redit. Th e credi t cannot be 
used by o the r conven ti ons run by the 
same o rga nizatio n. This ensures th at 
the l>eol>le \.\'ho deserve the credit get it. 

Scoring packet entry must be done 
with an app roved program. Currently 
we have anI! approved program which 
r uns und e r Windo ws 95 or NT, and 
uses either Excel 95/5.0 or Excel 97. This 
p rogra m is avai lab le from H Q; just 
email or send a disk and ask for it. 

We have ot he r p rog ra m s in the 
works. espec ially fo r Mac intosh users. 
When they are available we wi ll let you 
know. Sco r ing da ta e n tered in u nap­
proved p rog ra ms does no t cou n t for 
credit, as we have to re-enter it. 

For our pa rt, we pledge to give pack­
ets wh ich arrive within four weeks of 
the convention precedence over other 
packets, so the quicker you get them in, 
the quicker the resuIts are posted . 

On page 42 o f thi s iss ue, you will 
find a list of all conventions within the 
last two years for which we have received 
packe ts. Most have been posted, but a 
few are sti ll wait ing. If you o rganized a 
convention no t on th is list, send in the 
packets immediately. 

RPGASummit 
I have heard lo ts o f you express interest 
in com ing to the first RPGA Summi t, 
October 15 - 18 he re in Seatt le. I hope 
that a whole lot o f yo u come. We will 
discuss the fut u re, p lan new programs, 
and get to know each o ther in a d iffer­
ent kind of enviro nment from the usual 
hectic conven tion. 

To contin ue our plans , we want 
input on what yo u want to talk about. 
I'll have a few things ready, but I'd really 
like to work on what you want. Write or 
email your suggest io ns as to wha t we 

4 /JI Polyhodron 

should address. Consider it brainstorm­
ing; no idea is too big o r too little. This 
is your chance to make of the Net work 
what you \vanl. so get ofT your dufT and 
star t thinking. 

Th ose of you plann ing to ( o rn e 
shou ld send in a letter of registra tion 
and $35 as soon as you can. This is pre­
reg only, and we must have registrations 
and paym ents by the ("nd ofG£N CON 
Game Fair. Th e mo re the m e rri e r. 
Remember, October 15- 18 in Seatt le. It 
won't even be rai n in g, proba bl y. We 
start at 3 p.m . on the 15th and finish by 
noon on Sunda y the 18th. Ever yo ne 
who wants to participate and take action 
is welcome. 

Gen Con Game Fajr 
We've gOI all the judges we need to run 
a great show thi s year. Wc no longer 
need judges, bu t we still need pillyers! 
So come, and bring your friends. Every­
one will have a great time and we guar­
antee to have a game for you to p lay. 
Wha t mo re ca n yo u wa n t from t he 
b iggest gaming convention in this hemi­
sphere? 

We st ill need a few vol u nteers in 
HQ, so if you want to pitch in, we can 
find a spot fo r you. HQ volunteers do a 
lot of vi tal tasks; we'd love to have you. 

New Pets 
This month I close wit h a re po rt on 
so me new pets th a t the Network has 
acquired. Don't worry, we don't need 
you to feed or walk them. They are well 
taken care of by the Milwaukee Count y 
Zoo. 

In 1995, the Network spo nso red a 
polar bear named Zero and a few rock­
hoppe r pe nguins . Th a t spo nso rsh ip 

ended this year, but thanks to rOUT gen­
erosity at the WINTER FANTASyT" Con ­
ve ntion we have not abando ned our 
an imal fri ends. 

With total donations o f about $2,800 
from WINTER FANTAS V, a nd Dex Con 
1997, we have sponsored Zero for two 
more years. Instead of the rockhoppers, 
though, th is year we take on two rufTed 
lem urs for a two- year s p onso rsh ip. 
Thei r names are Kirby and Darby. They 
are twin ( hence one pic t ure; when 
you've seen one you've see n the other), 
eigh t-year-old bachelors, sp end ing th eir 
days sunbathing or st retch ed ou t nea r 
t heir heaters. Ruffed lemurs are the 
largest lemurs, at about five pounds and 
total body length of two feet. Ru ffed 
lemurs live in th e east and northwest 
extremes of Madagascar, ea ti ng fruits, 
flowers, and leaves. Kirby and Da rby 
also ge t boi led eggs, dog c how, sweet 
potatoes, and leaf-eater biscuits (wh ich 
they a re not fo nd of). Th ey also have 
extremely loud voices, accordi ng to the 
zoo, a nd use a series of roa rs which 
increase in intensity. 

Ru ffed lem urs are endangered, a nd 
Kirby and Darby have been submitted 
to the Species Survival Plan for transfer 
to Madagascar. This means that we a re 
help in g p reserve wil dl ife. Th e zoo 
assu res me that we will ge l reports on 
their progress after their releas.;::, and we 
can always go visit. Lemur-con, anyone? 

Un til next ti me, go carefully. 



You know what I love best about mail? 
For several minutes each day I kick 
back and s till get work done. Please 
send me more so I can look even lazier. 

Dea r Jeff: 
Good work on the Poly, keep it up! 

Whi le o nly abou t a dozen have graced 
my mailbox (Dark Times and all ), every 
issue has impressed the heck out of me. I 
defini tely li ke the creation of such 
columns as "Notes from HQ" and "Table 
Talk." It is very important that HQ keep 
the mem bership informed and fe el­
ing they're voices arc heard. I must 
admi t, though, that I am 
deeply sadde ned that The 
Trumpter no longer graces 
Poly's Pages, but I can 
u ndersta nd how m uch 
faste r res ponse is when 
something is planned closer to 
p rint t ime. Can we expect at 
least a small no te inso far as The 
Trumpter? 

I have noticed an increase in arti­
cl es not involvi ng the lJ vlNG CITyT>.< 
campaign, and in some ways J li ke it. It 
can seem like the Poly overdoes LC cov­
erage. I am also very pleased Poly is pay­
in g more at te nti on to game sys tem s 
other than AD&D", like Parano ia , Star 
Wars, and Call of Cth ul u. While these 
systems may seem sma ll, they are non ­
theless im portant. A big thumbs up on 
improving that. 

On a fi nal note, it is good to know 
th at HQ is llsing all of the many outlets 
ava ilible to it to reach Ollt to mem bers. 
The webs ite is the biggest of these 
improvements, along with th e renewal 
o f the Retailer Program. I am also in 
agreement of how TSR is fi nally starting 
to reach out to members (re: polybagged 
with ALTF.RNlTY® quick-play rules). We, 
too, are cus tomers, and I'm glad that 
TSR is taki ng advantage of tha t. I was 
wondering i f we can expect to see more 
of this promotional stuff, or was it just a 
one- time dea l? I know tha t membe rs 
with DRAGON iII or DUNGEON411 magazine 
subsc riptio ns may be aga inst it, but I 
think it's cool. 

Thanks, 
Chris Ruester 

Port Orange, FL 
<Darkmage76@aol.com> 

PS: Give a pat on the back to Tanya! It's 
good you fi nally got some help up there. 
If Poly 128 is a cl ue, it'll be a blast! 

Okay, here's the deal on the issues 
you raised, Chris. 

Fi rst , both before and after the 
Dark Times, we've wanted members to 
use the magazine to communicate, so 

Hello: 
My name is Franco Merea, and I used 

to be an RP GA member (betwee n '94 
and '95 if I re member we ll ). I d id n' t 
renew because the benefi ts given were 
too USA- and Ca nad a -ce n te red, 
alt hough I admit J liked most themes in 
POl.nlEDRON magazines. 

My quest ion is: now that in te rnet 
makes internation al co nta ct so much 
casier, what benefits are you giving to us, 
overseas poss ible members . Un for tu­
na tely, here in Pe ru , we have no RPG 
Association or anything simila r. To be 

itiative 

we're still trying to expand that. I'm 
starting to include some con coverage 
in ever y issue, and any news you or 
your club is sitting on, please send it in. 
We grow faster when we talk to each 
other! 

The Trumpeter is indeed gon e 
from the mag, but it's now available on 
the web more oft en . and more thor­
o ughly than we could ever offer here. 
Find it at : <www.ts r. com/ rpga/ 
livingcityindex.html>. 

We found a way to keep LIVING CITY 
stuff in the magazine without forcing it 
on people, through City Stories. Send 
me your city· rel ated ideas, people, 
places, and things, LIVING CITY or not. 
That's what that column is for. 

Glad you like the non-AD&D cov­
erage! We plan to keep it up. but nobody 
panic. We still have plenty to fill your 
AD&D jones. 

The new and retoo led avenues of 
outreach are indeed wonderful. We love 
them daily here at HQ. If you haven't 
been, go now <www.tsr.com/rpga>. 

Oh. and consider Tanya's back pat­
ted for her good work. More to come. 

quite since re, alt hough inc reas ing, we 
are not a potential role playing games 
market yet. Well, having no mo re ques­
ti o ns, I thank yo u be forehand ely for 
your attention. 

Yours sincerely, 
Franco Mcrca 

<932449®aloe. ulima.edu. pe> 
University of Lima 

The web is the biggest outreach tool we 
have right now, but it's a great one. No 
matter where you are, you can start 
your own convention and order tour­
naments from us. We'll email adven­
tures to you, and you're ready to go. 

\Ve also have a chat room on our 
website, so as long as you have web 
access, you can talk to, and roleplay 
with people in the RPGA. 

A non·TSR place I'd recommend is 
the Companions of the Unicorn. They 
specialize in Play By Email games, and 
even though the organization is 
intended for Canadians, they have 
worldwide membership. Their site is at 
<www.geocities.com/-phocas>. and 
worth the visit. 

Thanks for writing everyone! Please 
keep sending letters and emails. You 
help when you do. 
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Table Talk 
Kick a Kender 
Remember the L EGENDS OF THE LANCET>< 

newsletter? You can st ill get it fo r the 
low, low price of FREE. Just wr it e to 
LEGENDS OF THE LANCE newsletter; Box 

707; Renton, WA; 98057-0707or email: 
<legends@wizards.com> . Be sure to 
include your normal mailing address! 

Silver Bullets in The LIVING 
DEATHTM Campaign 
From time to time the question occurs 
in the LIVING DEATHTM campaign regard­
ing availability of silver bullets, and the 
damage they do. 

The Gunsmith Proficiency allows for 
the making of special ammunit ion. 
However, silver melts at a much higher 
temperature than lead. You would need 
access to a blow torch (or fo rced air fur­
nace) to melt enough silver to make the 
bullets. You also need special equipment 
to make silver bullets. You also need sil ­
ver. 

The follow ing list is the cost per bul­
let for the raw silver to make bullets: 
derringer-IO cents 
navy pistol- 30 cents 
army pistol- 50 cents 
rifie--60 cents 

The additional cost of the equipment is: 
blow lorch and vise- $20 
small forced air furnace-$65 

Those without th e proficiency can 
buy silver bullets in small quantities 
from larger ammunition suppliers. They 
see it as a novelty item and do not keep 
large numbers handy ( ldlO of anyone 
type will be available once per adventure 
if a company is in the area). Eley Bros. 
LTD., of London, Birmingham, Glas­
gow, and LIege (Belgium ) are one such 
company. 

Silver bullets do -I point of damage 
per die, so an army pistol which does 
2d6 +1 with normal bullets, does 2d6-J 
with silver bullets. 

6 .. Polyhedron 

From the Spring 1998 Ink Blot 
('Zine of the Fellowship of the Black Spot) 
by Erica Woolums 
") have to begi n this month's article by 
apologizing to Jeff "Skippy" Qu ick, edi­
tor of the P OLYH EDRON . . . . You see, I 
screwed up ... by referring to the illustri­
ous Mr. Quick by the name of one of his 
predecessors, Skip Williams. I'm afraid I 
inadvertent ly insulted th e poor man 
while trying to pay hi m a compliment. If 
[ may be allowed to correct myself now, 
I'd like to say, 'Good job on the POLYH E­

DRON , JEF F!!! Keep up the quality 
work!!!' There, [ feel better now." 

Jeff 's response: 
Thank you for the kind words, 

Erica. All is forgiven. Even the fact that 
you got my nickname wrong in print. 
It's "Zippy," not "Skippy." 

I used to give people hard noogies 
for calling me Skippy. Fortunatel y, J 
am much wiser now and merely shave 
their pets when they're not al home. 

The Inevitable 
Corrections Box: 

In the Virtllal Seattle update in Poly 
128, point 7 of the article had a street 
index limit of 1.25. Th is co ntrad icts 
the sourcebook sidebar that says 1.75. 
The correct number is 1.25. Check 
Wes' web si te: <www2 .dynamite. 
com.au Iwes/vsindex.htm> for details. 

!\EXT ISSUE BOX 

Decathlon Wimers­
Sidekicks 

Supe..ream I\kJts & Bolts 

intemet gaming resoo.rces 

Even more than that. 

14000 

13000 

12000 

11000 

10000 

9000 

8000 

SLOW BURN 
v.ygood, "'f m_ 

i.oMtotlle rigIIt __ --



~O;;;~~~l~YI Drive Me Crazy! 
fA, t." [. ilII& YQU wal11 to '<Ilk abouT drivil lg Ille craz), ... I for got 1,1,\\ issue \0 mention that this offer is good for 

•• GU1W-l EVE! '" f.,·IE/I.·IBEHS ON LY! You onl y get the gnods if your new people fork over th e bux. lf 
you're 110t sure holY we' ll know it's you , ju,q have the new joi ner writ.: "referred h ~' I your name!" o n the back of the card or 
paper. We have a blank on our website fo r this too . 

• f .... module from our list 
We got a giant slack of AD&D modules, 

and we're throwing thelll at you! \\'oohoo! 

'I- LIVING [thing] t ·shlrt- your choice 
ClOthe yourself in ~ t yl C! OR ... 

-+ FIVE back issues of Polyhedron 
A \'Crilable grabb.lg o f wonderment! 

LOSE MY DICE AND CALL ME 
_ JIMMY! LOOKY THAR!! 

Can you cven believe it? Find 100 new 
people, we'll pay for lo(Jgi ng, garnes, 
food , and admission to Gamer Nir ­
vana ! Plus more stuff to make you a 
minor celebrity! 

== ..... OMJap,Cluw>-UML! 
COIII"itM:ecI hliD or her to 
.-oJi lot- ,., •• 001, individu. IJ 
iiG'illtnaerlt couatsJ Clu.b ..."rnH·1 
.... i.pe.t. but recruits must 
apedfy. pc'rson al the l ime Ihey 
join. 11 tbr recruit does not specify. 
M or she don not cou nl towards 
your grand total! 

A - new member" is someone who 
hu never been a member or whose 
membership ex pired before 1998. 
50 don't try to pull a fast one, sec? 

Product packs come in several fl a­
vors. Pick your favorite! 

• D&D and AD&D 
• AL-QADlM$ selting 
• BIRTII R1(;I!'T4 sett ing 
• DARK Su~ setting 
• DRA<iON1.ANCIo" sett i ng 

• FORGmn:N REALMs4' setting 
• GREYHAWK. sett ing 
• I..ANKliMAR- sett ing 
• ~h!>TMtA. setting 
• Pl.ANF.5(;APh. sett ing 

• RAvENt.oFre setting 
• SPEll jAMMER. selli ng 

When ordering, lis t you r top three 
dlOices , in case we run o ut. After 
311, lit the rate thi s stufr goes, we 
c an ' t gua rll nt e e th e co nte n ts or 
ll\'lI ilabili ty of any package ... 

At the e nd of Aug us t, we'll ta ll y 
..:veryone up, llllllOllnce the grand 
to tal h..: re in P01 y, and mim e the 
IIlG WINNERS. Chances are good 
thll t if yU li shoot for 100 and fall 
short , we' ll still find \1"11, Ihli 

~o"l l to reward you fo r your effo rts. 
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Table Talk 
ConnCon 
by Jeff Quick, Delicio us Monkey 

[ love cons. I love playing the games, 
hanging OUI with people, cras h ing the 
parties, browsing the dealer rooms, pick­
ing up a ll the free crap o n the fro nt 
tables ... I love it all. How fortu nate that 
it is part of my job to go. 

My most rccen t foray into COllVcn­
lio ns was Connco n, March 20 -22, in 
Four Seasons hotel not fa r from Water­
bury, CT. The hotel 's interior seemed 
made for a LIVING JUNG LE'" Interactive! 
They had a cou rtya rd full of thick foliage 
surrou ndi ng a good restaurant, with 
pl enty o f space for gami ng on several 
floors. Though the con was a bit spread 

Everyone says hi to Brand 
on when he calls. 

The people upstairs hated us. 

B " Polyhedron 

out, things went very smoot hly, thanks 
to the o rganization by the lovely and t al ~ 
ented Willi "Sleep- Is· Fo r· The-Weak" 
Burger. 

The con kicked off Friday night with 
games and a little last·second snow fo r 
the weekend. I managed to jump into a 
couple of games and, almost played in a 
Virtual Seattle ga me in Conncon's dan· 
gerous after mid night 5101. Fortunately I 
weaseled o ut and slept. 

Sa turday was lo ts more gam in g 
including a slew of LJvING CITY'" games. 
In addi tion to other merriment , I played 
a p re-release adventure (or the Hercules 
& Xena RPG (rOm West End Games. 
Sure it's another fa nt asy game, but iI's 
Yahoo Gaming, one of my favori te styles 
of play. 

For the uninitia ted, Yahoo Ga ming 
allows yo u to do any ba rely reasonable 
thi ng you can think of, tike throwing a 
shield to knock somebody out, or firi ng 
at the control panel to make a door shut. 
West End specializes in these types of 
games, and in the Here & Xe na RPG, 
you can try just about any over- the-top 
thing that they do in the show. And why 
play the Hercules & Xena RPG if you 
ca n't do all the stunts they're fa mo us for? 

After that, 1 got myse lf invited to a 
big party hosted by Death Warmed Over 
(OWO), o ne of our su per -cool cl ubs in 
the northeast who turned out in force. 
This is per haps the only party in exis­
te nce which incorporates a collectible 
invitation game into the festivit ies. Bev­
erages were passed around, we all talked 
loudly late into the nigh t. 

Ho tel securit y had to ca ll us more 
than o nce t o get us to shu t u p. T hese 
warnings lasted perhaps as m any as 
seven minutes before we were back in 
the 80 decibel range again. 

This was not any mere parly how­
ever. It was the "Where in the World is 
Brandon Amando?" par t y, a tribute to 
OWO's globe-trotting, wanderi ng mem ­
be r. Bizarrely, Bra ndon cal led in th e 
mi ddle of the party from Australia, to 
check up on things and sa}} h i. 

Sun day morning games must have 
happened, but I was unconscious for 
mos t of them. Nonetheless, if you live 
anywhere near the New England area, go 
to Conncon next year. It 's big fun. 

My next con is Origins in Columbus, 
Ohio, on July 4 weekend. Find me and 
in troduce you rself. [ may have presen ts. 

.J 



Egyptian Campaign 
by Catherine Keene 
Egypt ian Campa ign '98 held in Carbon­
dale, IL was a success and we were happy 
to receive the support from the RPGA* 
Ne twork. We boasted 753 people 
through the door and hosted approxi­
mately 300 various role playing, board, 
miniature, and CCG events. Only 33 of 
these events were RPGA, bUI we are 
actively looking for ways to increase our 
RPGA attendance, and therefore the 
number of tables host ing RPGA events. 
If anyone has any ideas, please le t us 
know. 

For the third year, we gave away rib­
bons to all of th e winne rs of RPGA 
cvenn, and a troph y to the first 
place/overall points scorer of the two 
round tournament. 

The RPGA Membersh ip Program 
met wit h a great deal of s uccess. We 
asked all RPGA players. new members 
and o ld, to sign in at the reg istration 
desk. Each pe rson who signed in gol a 
silver star on their name tag. All of the 
Judges reme mbered to check to see if 
their players had a silver star, and sent 
those that didn't 10 the registration desk 
where we had them sign in after making 

~ PARTY InVlTRTm Sri 
The First And Hopefully Only WheN in 
the World Is Brandon Amanda? Party! 

., 1U1 ..... _ Vi_I~' JIepOr<. (u. City 
".Ucld. "" .. c<><>U"- ~U~ • 1..,.1 ..... lnU.., 
.. tablU_.t "" • • ""¥I .'~ _tolln ... _~.n 
.~U pUt ._nq aM ..... ~ ..... th_ ~r .h 
1Il.1 ... ut.. 1)0_ n.., ._In_ Ullbl ___ • • _ 

"".U..... ~ ... .hl"". .... I." ... n b, ••• 
A ... I .n " if ~ 'UU" .... . 

Sat. 9pm, Room: I 7 I 
Culomlubk coOerdble)HItty .. Ykatkt. 

Witt" la C.e World_. £J.paulo_ Sec 
BaDe o( Bib · Destroy ,hi. urd to force Bib (If 
you don', know who Bib ii, YO\l 'd better pay cloe 
altaItion ... ) 10 lIIiga yow: WJet witb • nicknlnle 
of hi. choice. Bib has mo nabl to JppNIIo the 
Four Horumm o( the Apocalypso for creative 
suUest101l$. 

Two-round AD&D winners: Big (overall, that is) winner Chad la Montague 
leans in with first placers winner Julie Ratliffe and Charles Carroll. 

them members or checking their cards. 
The process took about five minutes 

at the beginning of a few games, but 
guaranteed that all of our players were 
members, and that we had information 
on hand for the couple of players whose 
scoring sheets were lacking information. 

The players seemed pleased wilh the 
si mplicity of the system and free mem­
berships. (By the way, we did the same 
for DCI members, but gave them a blue 
staLl One time registry worked really 
well and centralized the bookkeeping. 

~nvltatlon Requlredl_ 

Your only ticket in to DWO's party was the 
customizable collectible party invitation. 

ConnCon's two 10 Year Judges, Dale King and Mike Buonagurio, 
show off their trophies. It was a weekend for mugs. 
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~e Land of Two Princes 

Our look at tile Border Killgc/oms this mOlllh reaches a 
fa scillatillg, if perilous, realm sometimes remilliscelll 
of Cormyr. Its sl"'"ge lale is, accordillg to Elmillsler, 
sometllillg "Every fool of all ac/velllllrer would c/o well 
10 leam all aboul." 

Nestling between the River Scelp!ar 
and the northern edge oflhe Shaar, this 
realm is home 10 the grasping, bustling 
walled town of Ga llard, whose mer­
chan ts are as sharp as those of Watcr­
deep or any Sembian low n. The rea l 
seat of power in the endlessly-war to rn 
kingdom, Gallard tu rns its back on the 
"crazed" doings of the rulers of the land 
it stands in. Galardians arc far too busy 
making coins to worry about the 
romantic foolishness thaI drives thei r 
fellow citizens. 

The Land onwo Princes is pleasan t 
rolling count ry. of orchards, good 
roads, small farms, and ruined keeps. 

10 • Polyhedron 

Locally, the keeps afe known as "st rong­
holds", though else wher e they'd be 
termed "follies." 

If t he realm is viewed as a broad 
shield with the river as its top edge and 
Gallard at its point, its only other two 
features of note a rc the cast les of the 
two princes. Corthgrolt sits at the west­
ern top corner of the shield, and Revel­
rar rests at the eastern. Hoth cast les 
sta nd on bluffs overlooki ng the river. 
Both arc as ornate and beautiful as any 
fancy nobles' castle in or around Water­
deep. And both arc home to what the 
adventurer Steeleye called "roman ti c 
dolts." 

The realm was founded by two rival 
knights of Cormyr (exiled together for 
rebellion aga in st the ruling House of 
Obarskyr). They worked together to slay 
o r drive o ut th e petty lordlings who 
ruled the land they fancied, assisted each 
other in bu ild ing castles at either end of 
th e verdant realm, and then promptly 
quarreled, unable to agree on which of 
them should rule o r even what the land 
should be called. Their tem porary Hall 
of Two Thrones, set up at the midpoint 
of the realm, was abandoned after barely 
a summer, and has since va nished com­
pletely. 

The two knights were Sir Galdarr 
Amconh (who styled himself " Prince 
Amrath," taking his middle name, and 
lording it over the wes tern end of the 
realm) an d Sir Dorvon Meldrist (who 
took the title "Prince Balard," after the 
most popular name in use in his fa mily, 
and ruled the eastern end of the realm ). 
They issued conflic ting decrees , and 
a rmsmen loya l to each of them sk ir ­
mished up and down the realm th rough­
out one long and bloody year, until each 
o f them declared himse lf sole Prin ce, 
and ordered the ot her butchered. 

The rivals finally met and slew each 
other at a crossroads, Appletree, as wi n­
ter came on; one emp loy ing a beast­
tame r and hi s tra in ed m onsters , th e 
other a "s mall ,pells" mageling. When 
both me n had been buried, th e mos t 
capab le o f the wa rr iors who'd co me 
from Co rmy r with th em, one F1a<= rth 
Beltrusk , a ttempted to ru le-but was 
murdered at his first council meeting, by 
the kin of the t\vo dead Princcs. 

At that same cold and si nister coun­
c il. the rival famil ies of Amcorth and 
Meldrist agreed to contes t rulership of 
the realm under ce rtain s tri ct condi­
tions-agreed to by both, and enforced 
bya spe ll that prom ised to co nsume 
them all "by wildfire of the blood in the 
vei ns" if they broke any part of the agree-
menlo 

Its terms can be summarized as fol­
lows: no fam ily member sha ll draw 
weapon o r cast spell against a member 
of the rival family; poison and all sorts 
of bows shall not be used; magic of any 
spo rt shall not be wielded against any 
rival, or either of the two home castles 
o r folk wit hin their walls, by any fam ily 
member; and the strife between the two 



houses shall be decided solely by contest 
between hired warrio rs, not to exceed 
three persons per living family member. 

To win the realm. these hired com­
batants must control every part of the 
land save the rival castl e and Gallard, 
and have captive at least two members of 
the rival fami ly, of either or both of its 
eldest two living generations. The losers 
aTe to have safe conduct to flee the land; 
the winners gain its rule outright. 

Generations o f Amcorths and 
Meldrists have come and gone. and the 
endless battle has raged, becomi ng a gal­
lant contest of gleaming armored 
knights on horseback thundering 
thro ugh the trees, and acquiring so me 
unwritten additional rules: crops and 
property are to be despoiled as lill ie as 
possible, and no danger is to be offered 
to those not in the hunt for the CTown­
in other words, kn ights hacking at each 
other wi ll pause to ride around an old 
farm-woman with a handcart of apples, 
and then continue with their deadly fray. 

The fa rmers of the realm regard th is 
craziness with a certain cynical fondness . 
They' re used to it , it makes their land 
special, and it co nfi rms opinions that 
nobili ty are all unworthy of their powers. 
and unsound of mind. 

The Amco rths and Meldrists bot h 
mainta in investments in Gallard, other 
Border lands, and elsewhere in Faen)n. 
They even nod to each othe r civi ll y 
should they meet. But their armsmen 
rage up and down the realm in an end­
less game of blood, while the graspi ng 
Galardian merchants pay no attention at 
all. and visiting travelers gape in bemuse­
ment. Some of the younger family mem­
be rs train themselves in arms and tr y 
their hand at devising strategies to win 
the endless st ruggle. but in th e main. 
they sip wine, play at cards o r boa rd 
games, and leave the batt les to the ir 
hirelings , often watching the "even ing 
fun" of gore and striving through vari­
ous enchanted scrying devices. 

It is an offense pu nishable by instant 
execution to travel or act in the Land of 
Two Pri nces as a committed hireling of 
either side without clearly bearing the 
badge of the family one is acting for. A 
large golden [ion's-head, face on and in a 
golden circle enclosing a brown fie ld is 
the symbol for the Amcorths. A purple­
antlered, white-skinned stag with a silver 

dagger clenched in its teeth, facing to the 
dexter, inside a white circle enclosi ng a 
field of blue, for the Meldrists. Of course, 
the rival forces have become known as 
"the House of the Lion" and "the House 
of the Stag." 

Young, resliess would-be knights, 
and armsmen wanting to gain experi ­
ence in frays free from deadly magic, 
come to the La nd of Two Princes from 
all over Faerun to hire on with the Lions 

fo rmin g a giant 'V,' and the hamlets of 
the realm all lie along it. usually at cross­
roads where minor farm lanes link up, 
after crossing the central gulf of the 'V.' 

On the western arm of the road, these 
hamlets (from Corthgrolt at the western 
border of the realm, going so utheast to 
Gallard) are: Runcerin; Sholbrut's Gard, 
Umble, and D13ckbridge. 

On the eastern arm (from Revelrar at 
the eastern bo rder. going sou thwest to 

It's a oance 0-1= or.wwn 
-Saldaran Skullshields 

SWOrlOS, harlo rlioing, ano 
Knight of the Bright Stone 

betrla;yaL that neuerl enos. 
to his colleague Daher 

SpLenoio, some caLL it-I am 
Year of the Prince 

no Longerl among them. 
or the Stags. Bribery (to join the service 
of a House. to look the other way at cru­
cial moment s, or to change sides) is 
allowed in the st rugg le. Desert ion is 
qui te possible given the small size of the 
land. Many warriors fall in battle. 

Given these three thi ngs. those who 
stay alive, avoid being callght in the fray 
and stay comm itted to it (, th e Hunt' 
seems to have its own all ur ing mag ic; 
many who surv ive a season or more 
become deeply loya l to one family or the 
other, and devote the balance of their 
lives to the str uggle) can often escape 
much the richer. 

In the Hunt, warriors can win coin. 
equipage, and statu re. Warriors gain the 
mounts, armor, and weaponry of fallen 
comrades, or receive relics of the slain 
fro m their employers; and both fam ilies 
hand out knighthoods like weekly sugar­
offerings to fa ithfu l horses. 

A visitor to the Land of Two Pri nces 
will often see bands of armed and 
armored men racing past, and swo rd­
play occurring within the approved fo l­
lies that dot the realm. The main road 
(li nking the land with Bedorn to the 
west and Blackbarn and Hawkgarth to 
the east) runs diagonally south to Gal­
lard and then back up to the river agai n, 

Gallard), these hamlets are Bucklegrim, 
Starshroud, Appletree, and Ornar's Belt. 

Our tou r of the realm will continue 
in the next colum n. 
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by Keith Hoffmen 

The House of Bountiful Harvest in 
Ravens Bluffis located in th e Temple 
District, along Mackintire Path al Vesper 
Way North. 

Chauntea (Chawn-TEE-ah), is the 
Great Mother, and Goddess of Agricu l­
ture. She diffe rs from other god s of 
nature in her dual support of agriculture 
and natural wilderness. Farming para­
bles arc found in her teachings, growing 
and reaping a rc common themes. 
Destruction fo r its own sake is anathema 
to Chaunlea. 

She is commonly worshiped by farm­
ers and gardeners and is most po,.,.erfu! 
in settled and civilized areas of the Ilorth. 
The clerics minister in towns and cities, 
while the druids work in the outlying 
and wild areas. The relationship between 
the two wings is usually cordial. 

Duties of priests include: guidance. 
marriage, observation of annual celebra­
tions at start of winter and spring. Vigi ­
lance against any t hrea t 10 a 
community's abil ity to grow ils food is a 
priority. Chauntea has large shri nes and 
temples. bu t ser vices are often held in 
small caverns or open fields . temples 
surrou nded by greenry. Chauntea 's 
priests dress simply and without preten­
sion. (The Ea rthmo ther of Moonshae is 
an aspect of Chaunt ea.) 

Description and Insides 
The temple is a two story, U-shaped 

wood building (140 feet across the front) 
that has finely ca rved panels depicting 
scenes of planting, weeding, and reaping 
as well as Olher natural scenery. 

The attractive but un imposing siruc­
ture is clearly not a for tificat ion. Past the 
front door, which stands open most of 
the day, a passage lea ds d irectly to a 
neatly landscaped grassy hollow with 
short stone pillars (menhirs). A perpetu­
ally flaming firepit forms a triangle with 
the pool a nd a ho ly wa ter basin o n a 
marble pi llar. A sense of calm envelops 
the hollow as if no harm can come here. 

The ground is co nsecra ted. One of 
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the menhirs has a focus spell with protec­
tion/rom evil. A seco nd menhir has a 
focus spell with dispel evil. A third men­
h ir has a foc us spell with remove/ear. 
The spells are renewed annualty at three 
temple rituals. Beyond the hollow is the 
temple gardens where vegetables. flow­
ers, and herbs are grown. 

Map Legend 
I. The rose-covered arbor entrance with 
double doors that normally stand open. 
A sign " Hou se of Bountifu l Harvest" 
with both old and new holy symbols of 
Chauntea is on the waJl. 
2. Entrance Hall 
3. Greeter cleric room wit rap door for 
access to cistern 
4. Library 
5. Sitting room 
6. Meditation room 
7. Hall 
8. Kitchen 
9. Pantry 
10. Gnrderohe 
11. Bath 
12. Secret Chamber-a spot of safety in 
case of invaders in the temple 
13. Trap door to midden 
14. sign on wall-"Only Worshippers of 
Chauntea Past This Poi nt " ( in com~ 

mom) and Holy Symbol 
15. Sitting Chamber · shared between 
AT"dbella and Jacob 
16. Jacob's Chambers 
17. Arabella's Chambers 
17a. Sec ret closet-Arabella stores cleri­
cal scrolls and holy books in here. 
18. Co nsecrated holl ow and worship 
area 
19. Temple gardens 
20. Guest Chambers 
21. Com mon room 
22. Cleric quarters 
23 . Closet for cleaning supplies 
24 . Outer room with two s igns: (a) 
"Th ieves Turn Back!" and (b) ~Gua rded 
by the Power o f Chauntea!" 
25. Root cellar 
26. Dry food storage area 
27. Archive seed storage - also has emer­
gency seed supply fo r farmers in area. 

28. Midden 
29. Locked and barred gate with a sign­
"May You Rest in Peace" 
30. 'Iemple treasure vault 
30n. Secret chamber 
31. ·,ools storage 
32. Storage o f mundane temple supplies 
33. Armory 
34. Festival supply room- tents, tables, 
banners. and other equipment fo r civic 
and re ligious holidays (a requi rement of 
the civic religion) 
Cistern-holds rainwater collected from 
roof for temple needs. This close to the 
sea, nea r surface ground water is bound 
to be bad. 

Letters represen t spe ll s set by Ara­
bella (not count ing spell s on the men­
hirs). All glyphs arc set to activate when 
non-worshipers ofChauntea pass. 
A. Glyph of\.Varding- Hold Person 
B. Glyph of Warding-Dispel Magic (at 
15th level) 
C. Continual Ligh t (automatically dis­
petled by glyph B activation and serves 
as a signal) 
D. Glyph of Warding- Fire ( 15d4 hp. 
save for hal f) 
E. Glyph of Warding-Electrical (I5d4 
hp, save for half) 
F. Gly ph of Warding- Blade Barri er 
( 15d4 hp, save for half, las ts rounds) 

Key Personalities of the Temple 

Arabella of Chauntea 
High Harvestmistress of Ravens Bluff 
Humnn Female. 15th Level Cleric 
Age: 62 
Height : 5' IOH 
Weight: 160 lbs. 
Ha ir: red, turning gray 
Eyes: brown 
Al ignment: Neutral Good 

Arabella is the high priestess ( High 
Harvestmistress) ofChaun tea in Ravens 
Bluff. She presides over public fes tivals 
of p lanting and harvesting as well as 
ol her temple ri tua ls. Her skin is weath­
ered and brown from spe nding much of 
her life outsi de. and she h as an old scar 
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on hcr left hand. 
Her usual clolhing is a brown robe 

with gold embroidered belt. (A t rowel 
hangs from the belt.) Chauntea's hol y 
sy mbol always h angs fro m a leat her 
throng around he r neck. Arabella usu­
ally carr ies a bag on a st rap which holds 
seeds, herbs, and assorted items. She 
never walks anywhere without her staff. 

Arabell a is a member of t he Clerical 
Circle, but has no interest in heading the 
Clerical Ci rcle. She delegates most polit­
ical responsibilit ies to Harvestrnaster, 
Jacob Shumway. 

Arabella enjoys her ga rdeni ng and 
studying th e histo r y of the Vast. She 
owrks in the temple garden and is writ­
ing an acco un t of the founding o f 
Ravens Bluff. During the weekly charity 
d ay (when the temple d ispenses food to 
the needy) Arabella is often among the 
followers distributing food. 

Arabella still has a firm, strong voice 
and can bri ng peace to most arguments. 
She makes friends easily; solicitin g, lis­
tenin g, and considering the counsel o f 
others before making decisions. She dis­
likes recent politics of Ravens Bluff. Ara­
bella will champion the betterment of 
the common citizens. She is unrelenting 
against the priests of Talos and the Gods 
of Fu ry. 

Arabella was born to a farmer 's fam­
ily near Elturel. She was enchanted with 
the Winter Garden in the city as a child 
and there met a cleric ofChauntea tend­
ing the Ga rden. She was apprenticed to 
the temple of Chauntea at the 
age of 13, becoming a 
pr ies tess a l 
I h , 
,go 
o r 
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18. She spen t many years t raveling with 
many adventuri ng groups . Fina lly, at 
the age of 50, she grew tired of the wan· 
dering life and asked to be assigned to a 
city temple. Given her vast adventuring 
experience, she was posted to the newly 
growing Ravens Bluff. That was 16 years 
ago. 

Jacob Shumway of Chaunlea 
Harvestmaster of Ravens Bluff 
Human Male, 9th level Cleric 
Age: 49 
Height: 5' 6" 
Weight: 220 Ibs. 
Hair: black, CUI short 
Eyes: hazel 
Alignment: Neutral Good 

Jacob normally wea rs brown leather 
armor with a rich brown cloak and ca r· 
des a mace o n his belt. 

He takes care o f administrative work 
and hand les temple politics except where 
the High Harvestmistress is required. 

Jacob enjoys negotia tin g, drinking, 
and brewing beer. He tends to support 
fa r mers and woodcutters in efforts to 
" tame the wilderness." Jacob is no t as 
comfortable with the d ruids as Arabella 
is, but he is very fond o f hal flings . 

Jacob likes formal ity. procedure and 
nea tness. He acts quickly in the face of 
obvious evil or attack on the temple. He 
o ffers advi ce to Arabella, but still obey 
she r instruc t io ns. On occasion, Jacob 
has in dulged in his beer too much and 
been subjected to criticism from Janice. 

Patricia Ca raway of 
Chaunlea 
Human Female, 6th 
Level Cleric 
Age: 40 
Height: 6' O~ 

Weight: 140 Ibs. 
Hai r: blonde 
Eyes: blue 
Al ig n ment: Neu t ral 
Good 
Patricia is cheerful and 
fr iendly. She takes her 
d ut ies se ri ous ly a nd 
relaxes by cooking. She 
spends her free time in 
the temple kitchen and 
rel ishes preparing 
meals for worsh ipers 
o f Chaun t ea. 

Patricia appears awkward when walk­
ing o r running, but her hands a re very 
p recise with sm all detai Is. Her face is 
pock-ma rked from a childhood disease. 
Patricia always wears a brown robe. 

She is respon sible for traini ng the 
initiates and lower level clerics in add i­
tion to pull ing " healing dut y" on th e 
seriously inju red o r diseased who stay 
overnight or may need house calls. She 
uses her healing proficie ncy fi rst, then 
casts spells, then uses potions. 

Patricia tends to be info rm al. She 
consi ders Jacob a pain at times, but he 
loves her cooking. She and Janice are 
dose friends. 

Libron ofChaunlea 
Half-Elf Male, 61h level Cleric 
Age: 62 
Height: 5' 6~ 

Weight: 135 Ibs. 
Hair: brown 
Eyes: green 
Alignment: Neut ral Good 

Libron's skin is pale. H e usually wears 
b lack st ud ded leather with a brown 
cloak. He is a qu iet and secretive man. 
He can be engagi ng in conversation but 
can also fade in to the ba c kground. 
Libron likes to read histories of the Vast 
and neighboring regions. He is knowl­
edgable o f the history of Ravens Bluff. 
He believes that knowledge, a keen intel­
lect , and proper plann i ng can defeat 
brute force any day. 

libron is responsible for care o f the 
holy items, preparat io n for rituals and 
festival blessings, and oversees the tem­
ple lib rary. He has the secret duty of 
ga theri ng intelligence from the temple's 
tra ve ling cle ri cs and assoc ia te d rui ds 
about neighboring states and indepen ­
dent cities. 

libron keeps Arabella informed , bu t 
likes to surprise the other clerics wilh his 
knowledge. He tends to m ed iate disputes 
and propose compromises wit h the 
druids and the other temples. He con­
siders Jacob to be pompous. libron likes 
Patri cia and Janice but d oes not spend 
much lime with them. 

Janice of Chaunlea 
Hu man Female 5th level Cleric 
Age; 33 
Height: 5' 5" 
Weight: [40 lbs. 



Hair: brown, waist-length, braided 
Eyes: brown 
Alignment: Neutral Good 

Janice has a cheery dispos it io n and 
devotes her full attention to a conversa­
tion. She moves quickly and gracefull y. 

She is responsible for co unseling and 
educa ting worshipers, deali ng with ro u­
tin e problems of tem ple visitors, and 
manages the temple chari ty day. 

Janice enjoys working with children. 
She hopes to marry and have a family of 
her own someday. She is perceptive 
abou t other people and thei r true feel­
ings. She st ro ngly di sap proves of 
drunken behavior. 

Other temple derics: 
3rd Level: Wynn Bird, Benjamin Furrow. 
2nd Leve l: Franklin Mapl e, Mart ha 
Loam, George Storm. 
1st Leve l: Meliss a Drover, Carmon 
Tessler, Penelope Heartbow. 
Novices: Xena Phobia, Va il Roseh ill, 
Puck, Oliver Tango, Nicolas Biden. 

Iss ues within the church a nd 
temple of Chauntea 
I) Th e spli t betwee n th e cle ri cs an d 
druids of Cha untea is pri ncip ally ove r 
the long-standing issue: should mortals 
ho ld do minion over na tu re o r live in 
balance? 

The de rics of Cha un tea hold that 
"man" ca n exploit the bounty of nature 
and sa feguard it at the same time. Rais­
ing cro ps and logg ing t imbe r ca n be 
done fo r profit wi th care. The druids of 
Chauntea hold that harves ting beyond 
one's needs is a mistake and only leads to 
misery. 

2) An issue of concern to many is actions 
o f Mel issa Eld aren. a _dru idess o f Si l­
va nus and fo rm er Lo rd Spea ke r o f 
Ravens Bluff. Some bel ieve she en tered 
poli t ics to bypass the Cle ri ca l Circle. 
O th ers are more con ce rn ed about her 
d ru id 's grove jus t ou tside of Rave ns 
Bluff. The grove's proxim ity to the city is 
unusual for the Oak Father's druids. 

3) The relationship between the druids 
and cler ics ofChau ntea in the area is 
strained. The causes include long-stand­
ing differences over ma n vs. nature, 
resentment of the new temple in Shad­
owdale (replacing the druids' circle), the 

clerics' expandi ng inOuence in The Vast, 
bad feelings d ue to Mel issa Eldaren's 
actions, and, a few cla im, the man ipula­
ti ons o f the Shadow Circl e. A yo u ng 
cier ic, Ivy Mer ryweather, is working to 
heal the split between the druids and the 
clerics. 

Fes tivals of th e Ho use of 
Bountiful Harvest 
Rituals and fest ivals of the civic religion 
are im porta nt public eve nts fo r all to 
pa rticipate in. The civ ic r ituals are in 
addition to more frequent regu lar r it u­
als, attended by devout citizens. 

The Arming (Tarsa kh 4) 
This festival commemorates the rise of 
farmers and merchants to defeat raids in 
mountains sou th of Ravens Bluff. In the 
country, militias are mustered, weapons 
inspected, and feas ts held. 

Within Ravens Bluff, a commemora­
tive festival is held. Outside the city walls 
cl er ics hold co ntests of weapo n skil l, 
jousting, and athletic abili ty. Inside the 
ci ty, two feasts are held . Ci ty official s, 
guild offici als, pries thood, and other 
d ignitaries attend a private celebration 
while the public can purchase entrance 
to a public feast. The House of Bountifu l 
Harvest helps with the publ ic fcast but is 
not the sole sponsor. 

The Plowing 
(Mirt uI6) 
Th is is a day wh en 
the grou nd is broken 
fo r plant ing all over 
The Vast. In Ravens 
Bluff, the House o f 
Bountiful Harvest 
sponso rs th is civic 
festiv al. Tables of 
food-meats, soups, . 
b rea d , cheese. 
onions, and suga red 
pastries- are sct in 
p ublic sq ua res an d 
casks of bee r are 
opened. The ban ners 
of Ravens Bl uff and 
the ho ly sym bol of 
Chauntea are dis­
played . There is no 
fee, bu t cler ics 
encourage offerings. 

The Harvest is a late fa ll celebration 
of the successful harvest. Private feasts 
are the rule . Melons, harvest stew, and 
game birds are favored food. The House 
of Iloull t iful Harvest distri b utes food 
baske ts to nee dy wo rs h ipers, poo r 
hOllses, infirmaries, and orp hanages. A 
feas t in the temple is held for devo ut 
worshipers. 

Religious Rituals 
TheS(: rituals are held within the temple. 
Clerics, followers, and devout worsh ip ­
pers arc welcome; others are n ot. 

Sp ring (vernal equinox)- praye rs 
for blessing the coming year's crops and 
births; renewal of protectioll fro m evil 
spell. 

Summer (summer solstice)- prayers 
fo r health, strength, and defense; renewal 
of dispel evil spell. 

Fall (autumnal equinox)- prayers of 
thanksgiv in g for the b lessings o f 
Chauntea, offeri ngs for departed souls, 
and renewal of remove fear spell. 

Winter (winter so lst ice)- pray in g 
fo r wisdom and courage; casting divina­
tion spells fo r knowledge of fut ure dan ­
gers and guidance from Chau ntea. 
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Keepeus of the M(Vstic Flolne 

T he K~epers of the Mystic Flame is a knigh tl y order 
dedicated to protecting Ravens Bluff and its citizens 
fro m magical threats. It assists the Ci ty Wa lch in 

policing the use of magic and seeks 10 prevent evil o r reckless 
use of magic. With the Temple of Myslra, The Keepers also 
ass ist in the locat io n and recove ry of dange ro us magical 
items. 

[n add ition, The Keepers counter infiltration by certain 
fore ign powers.Opposing the Zhentarim and the Red Wiz­
ards, a sect o f The Keepers has formed a secret society to com ­
bat their foes. This NPC sect believes that "the ends justify the 
mean s" and uses their e nemies' organi ;r;ation and tac ti cs 
against them. It acts outside the justice system of Ravens Bluff 
to eliminate magicallhreat.~. little is known of this sect as its 
members hide their sccrets even from themselves. Attempts at 
divination mysteriously faiL 

A radical fact io n recently "'made an example" of a spell 
caster and an unscrupulous magic dealer. Thanks to their 
wanton ca relessness. The Keepers are now making extra ello rt 
to earn the trust and respect of Ravens Bluff. In particular, 
knights and squi res are instructed to show respect fo r th e 
Watch and deference to C lerical C ircle representatives. It is 
also considered wise to tread lightly in the presence of fol low­
ers o fTyr. especially knights of The Righ t Hand of Tyr. Fur­
thermore. the order and the Kn ights' Council scru tini ze 
lapses in conduct by their kn ights and squires. 

Squir in g to Th e Keepe rs of the Mystic Flame is mo re 
involved than o ther orders. The Keepers carefully screen each 
applicant for knowledge of spelleraft and religion, spoken and 
written com mon, f,lith in Mystra andlor her allies, and spe­
cific personalit y t raits. A keen mind, a cool head, and the 
proven ability to act wisely in a variety of situations are neces­
sary (Potential squires must be at least 7th level). 

'10 squire to The Keepers of the Mystic Flame, send a SASE 
to Carl Buehler, 6 Hi tching Rack Court, Durham NC 277 13, 
attention: The Keepers. 

Squire & Knight Responsibilities 
• Protect the secrelS of The Keepers. This is t he fi rst oath 
sworn. Breaking it can resul t in permanent death. 
• Use magic wisely. 
• Prevent evil or reckless use o f magic. 
• Promote a good image of The Keepers in Ravens Bluff. This 
was recently ad ded to the public oath by Chester D'Marke, 
local Lord of Mystery (high priest of Mystra). 
• Respect the laws and authorities of Ravens Bluff. This was 
also recen tly added to the public oath at the request of the 
Ravens Bluff Clerical Circle and by order of Chester D'Marke. 

Additional Knight Responsibilities 
• Ca rry your Octaris at all t imes. 

An Octaris is a th ree-inch circular gray stone amulet inlaid 

1 6 lIP Polyhedron 
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with eight mithril stars equally spaced in a circle. The bottom 
star is enveloped by red stone inlay of a flame. II is a badge of 
recogn ition and a ho ly sym bol for Myst ra's pr ies ts or her 
allies. 
• Guard your Tho ught Bottle at all costs. 

This sacred item o f Mystra contains knowledge too dan ­
gerous to remember. Protected by secret pass ph rases, these 
bottles are secure unti l Mystra allows them to be opened. 

Benefits 
, A secure room with a bed provided by the temple of Mystra 
in l{avells Bluff. 
• Free language: Spell Calli {(I nt+Wis-2)/2), round up. Th is 
su btl e sign langua ge uses a rcane spell craft a nd re li gious 
knowledge to communicate metaphorically. It is used exclu­
sively by The Keepers. 
• If the kn ight is killed wh ile on a m ission for the orde r 
(Knight's Adventure). and at least a piece of the body is recov­
ered, the o rder will make arrangements to h3\'e a resurrection 
cast on them at a 20% discounl (half to be paid in magical 
items). 
• Th e knight may write reco m men d atio ns fo r a squi re's 
ad mission into a knightly o rder. 
• The kn igh t qualifies for a nother knighthood with three 
fewer chiY;l.lry points than those who squire di rectly. 
• The knight receives three Fame points upon acceptance. 
These !nay be divided among any appropriate categories. 
- Keepers of the Mystic Flame may ser ve as a regu lar City 
Watch member but not in any special branch of the Watch. 

Special Honors 
Keeper decora tions are speciai 2,OOO gp gemstones that 

appear to contain a flame frozen within. Losing one of these is 
;tn immediate stai n UpOll o ne's ho nor (- I Chivalry Point). 
Selling or trading one results in immediale expu lsion from 
the knighthood. 

The Ruby 
Awarded for defeating a being that posed a magical th reat 

to the whole Realms. 

The Emerald 
Awarded for bringing to justice a being that posed a magi­

cal lh reat to Ravens Blull. 

The Star Sapphire 
Awa rded fo r converting a powerful magical being to the 

worsh ip of Mystra. This must be a Irue conversion, involving 
a vo lunta r y a li gnme nt cha nge and the loss of levels this 
requires. 

The Pearl 
Awarded for recovering a lost or stolen Thought Bottle. 
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by Gary S. Watkins 

"Caravel off the port bow," came the cry 
from aloft, "and she's fiyi/Ig Ihe purple 
dragon!" 

Sinllef the Gray came (lbovedeck as 
. 500 11 as he heard the sighting. H is young 

helmsman tllrned (0 him, looking posi­
tively ashen as he made his report. 

"A Cormyrenll Imperial, Cap'II, 
They've got us pilllied to the coast. We'll 
l1ever OlurUIl 'cr," 

KNonsense, lad," Sinnet replied with a 
crooked grill. "Do ye think T traded those 
fi ne black pearls to that Z/It/l ta rim sea­
mage in Scar Harbor for nil ornament? 
Thtlt lovely seahorse 011 the bow-the fig­
gerhead- there's magic ill 'er. We'll make 
it to Sembia long after they've lost our 
wake. And tonight ill Yhautln, ye call buy 
me all afe fer doubri,, ' yer captai"." 

Th e sea is an un fo rgiving mistress; 
pira tes and pr ivateers ali ke take any 
advan tage they can. Many ships sport 
armaments or carry spel kaste rs in the 
crew. Others take the next step and add 
items of fell magic to their vessels. These 
items are quite rare, gold picce and expe­
rience values given here are suggestions 
only and may vary wildly. All game stats 
are derived from Of Ships and the Sea. 

Figurehead of Speed 
XP: 1500 GP Value: 12,500 
This fig urehead bears the likeness of a 
gia nt seaho rse or hi ppoca mpus. The 
beast's great tail curls alongside its ship's 
hull while its noble head seems to strain 
forward, held by a chain bridle anchored 
to the prow. The few figure heads of this 
type seen thus far possess fi nely painted 
bodies of a bluish-green hue. The paint 
sh immers in the su n ligh t as tho ugh 
viewed from unde rwate r wit h the light 
playing across it in reflective ripples. 

This figure head increases the move­
ment ra te o f a sh ip by o ne- thi rd and 
adds a +3 bonus to all maneuverabil ity 
and purs uit d ie rolls. It may be used 
once per day for up to 8 hours. 

Figurehead of Ramming 
XP: lOoo GP Value: 10,000 
This fea rsome visage appears as a capri­
corn or sea-goat with a powerful fis h tail 
and the upper torso of a massive goat. 
The tail extends to the water level when 
its vessel is em pty, slightly deeper when 
carryin g ca rgo. This has the effect of 
churnin g th e wat er as if the ca prico rn 
were sw imm ing wi th the shi p in tow. 
With its head down in a charge, expos­
ing tall, cu rved, ivory-colored horns, ;ust 
the sight of a fi gurehead of ra mming 
gives prudent captains reason to run. 

It can be used once per day for I hour 
maximum. It adds 1 Ramming Factor to 
a ship and provides a +3 bonus to rolls 
on Table 24: Ram ming Action Results. 

Figurehead of Guidance 
XP: 2000 GP Value: 20.000 
A favorite among sm ugglers, the figure­
head of guidance grants the sh ip's helms­
man a mystic awareness o f the local 
area's underwater topography to a depth 
of 100 fee t. The shi p can sail thro ugh 
fog, smoke, or darkness without penalty. 
Likewise, submerged rocks, sand ba rs, 
reefs, and other physical haza rds ca n be 
avoided easily. Huge or gargantu'lIl sized 
creatures may also be detected in th is 
manner. Only rough silhouettes are dis­
cernible to the helmsman and even then 
only fo r large, dense objects and/or crea­
tures. No sensory detail is gained. A fig­
u rehead of guidance most often 
resembles a dolph in or whale. gray and 
indistinc t, arching fo rward from a cun­
ningly carved driftwood wave affixed to 
the ship's prow. It can be activated twice 
per day up to fo ur hours at a time. 

RINERS 

Figurehead of Ferocity 
XP: 2000 GP Value: 20,000 
Th e fi gu re o f the sea li o n i nsp ires 
courage in ils ship's crew and terror in its 
enemies. The figu rehead appears like an 
act ual sea lion wit h glea min g s ilve r 
scales, claws, and teeth outs tretched in 
attack. The enchanted sea lion can roar 
th ree times pe r day gra ntin g +3 to its 
crew's morale and + 1 to hit and damage 
rolls. Enemies are penalized by the same 
amount. The effects of each roar last for 
th ree turns, but are never cumulat ive. 
During such limes, huge, sh immering 
sea lion scales emerge 0 11 the ship's hull, 
and the crew recevies + 1 to crew die rolls 
on Table 15: General Naval Combat. 

Figurehead of the Serpent 
XP: 1000 GP Value: 10,000 
The magic of the sea snake fig urehead 
ca n be called upon only once per week, 
with dramat ic effect. When invoked, the 
carved serpen t animates, as do several of 
the ship's oars, duplicat ing an oars to 
sn(lkes spell at 15th level. Only the defen­
sive version of the spell can be used. The 
figurehead itself is one of the most beau­
ti ful examples of the carver's ar t, with a 
long, sinewy, emerald green body rising 
up from the waves in windin g curves. 
The head ex tends above the prow and 
curves back slightly as if poised to st rike. 
T he serpen t 's eyes a re in la id with 
sparkling black coral and would make a 
fine prize. However, anyone touching or 
tam peri ng with the eyes causes the fig­
ure head to ani mate and a tt ac k! T he 
sh ip's oa rs do not an imat e in th is 
instance nor does this triggered effec t 
count against the item's usage limi tation. 

These items can greatly im pact naval 
campaigns; use them sparingly to main­
ta in balance and pro mote a sense of 
mystery and unease among players. 

.J 
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stfQn~e Bedfellows 
by Sean Reynolds 

This adventure can be used if one of the 
player ch aracters is the regent of Hogunmark 
or if the party is a group of nonregent scions or 
un blooded common folk . It is designed fo r a 
parly of 4-6 characters of levels 1-3 or a regent 
of si mi lar levels with a g rou p of zero-level 
bodyguards. The ad venture explores some of 
the political entanglements of Hogunmark, as 
well as its more remote regions and da ngerous 
fauna. 

Background Information 
The two most aggressive domains in the Rjurik 
highlands arc those of the White Witch and the 
Blood Skull Barony. Each constantly tests the 
strength of their neighbors' borders, looking 
for any weak point that they might usc to their 
advantage . The domain of Hogunmark is in 
the un ique position of being the only human ­
controlled domain that shares a border with 
both of these two evil neighbors. 

Pressed by the priestly powers of the White 
Witch and increasing ra ids by the o rog regent 
of the Baro ny, Hogu nmark now must also 
co ntend with the mysterious wizard Darkon, 
who has been granted a province in the Barony 
(see The Rjurik Highlands sourcebook). With­
out any strong magic of its own, Hogunmark is 
vulnerable. 

Fortunately, the White Witch and t he 
Barony have their share of enemies. The Witch's 
magical sou rces are being tapped by a wizard 
named Ohlaak the Dragon; this man has also 
created a source hol d ing in the Stjordvik 
province of Hjorvaal. Oh laak's eventual plan is 
to battle the White Witch and take over her 
la nds. In o rder to succeed, he needs to expand 
his network of sources and ley li nes, and the 
ambitious wizard has noted that Hogunmark's 
Va lkheim province abuts the Whi te Witch's 
realm. 

Adding a source holdi ng to that provi nce 
and linking it with his so ur ce in Hjorvaal 
would give him an extra fo nt of mebhaighl­
o ne that would be ent irely outside of the 
Witch's domain, and thus outside of her ability 
to easily destroy it. Oh laak would also benefit 
from this second line because Darkon, who 
controls most of the sources in the Blood Skull 
Barony, might detect the Dragon's ley line to 
Stjordv ik and sunder it. Not wishi ng to make 
any more enemies at this time, Ohlaak sees that 
it is in his best interest to ask permission of the 
regent of Hogunmark before creating a source 
holding in Valkheim. 

Ohlaak the Dragon 
9th level Rjurik wizard 
Strength: 12 
Dexterity: 16 
Constitution: 15 
In tell igence: 16 
Wisdom: 11 
Charisma: 14 
AL;CN 
AC: 7 (ri ng & Dex) 
hp: 35 
THACO: 18 
Bloodline: Anduiras, minor, 20 
Blood Abilities: Unreadable thoughts 
Equipment: ring of protection + I, dagger +2 

Ohlaak knows the realm spells say, inflame, 
and defection (from Book of Magecraft) 

Ohlaak appea rs to be a typical Rjurik man, 
standing nearly six feet tall, with broad shoul­
ders, a thick build, and wild red hai r. He nor­
mally wears rust-brown leggings and a brown 
vest over a gray jerkin. A side effect from his 
ring of protection is that his hair and the loose 
parts of his clothes always seem to be billowing 
as ifhe is standing in a brisk wind thai only he 
could feel . He has a confide nt demeano r that 
doesn't imply arrogance or superiority. 
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Regent Introduction 
At some po int in the regent 's day-ta-day affairs 
in the ca pital cit y ofVeikanger, he or she gets 
news that an unusual visitor has petitioned to 
speak with him or her. If the regent gives permis­
sion, th e visitor (Oh laak) will be escorted in, 
along with two young male attendants bearing a 
wooden chest between them . Ohlaak introduces 
himself as Ohlaak the Dragon, a wizard and 
enemy oCthe White Witch. 

He goes on to explain that he, like most influ­
en ti al people in the Rjurik lands, is aware that 
Thrakkazz, orog regen t of th e Blood Skull 
Barony, has obtained the services of the wiza rd 
Darkon; the wizard is aidi ng the orog ruler with 
sorcery in exchange for rege ncy of one of the 
orog's domains and access to the magical energy 
of the realm. Ohlaak says that unlike Darkon, he 
despises the orogs and also is a sworn foe of the 
evil priesess to the east. As far as Ohlaak knows, 
the magical sou rces in Hogunmark remain 
uncontested; any wizard could come along and 
snap them up. 

The Rjurik wizard then offers a deal to the 
regent- in exchange for permission to tap in to 
the mebhaighl ofValkheim, he will provide mag­
ica l aid to the regent in times of need (in lcuding 
the use of his realm spells), as well as make a gift 
of the treasure he brought with him as a gesture 
of good fa ith. He also points out that his pres­
ence in Valkhei m will make it more difficult for 
Darkon to extend his magical power into Hogun ­
mark and, Ohlaak would be able to help defend 
the realm from invasions. 

Aside form t hese convincing arguments, 
Ohlaak's chest con tain s 2 G B worth o f coins, 
furs, and other trade materials, in clud ing two 
beautiful daggers whose hilts are long carved 
pieces of whalebone. Ohlaak sees Hogunmark's 
position as an excellent opportunity, and wil l 
hold to wha tever agreement is made. He would 
prefer to avoi d commiting himself to casting 
more than four realms spells per year, and insists 

on being supplied the materials (GB and RP) for 
any realm spells the regent wished him to cast. 
Ohlaak wishes to remain a valuable independent 
ally of Hogunmark, rather than be treated as a 
court wizard at the beck and call of the regent. 

If the regent agrees, Oh laak would like to 
begin exp lor ing Valkhei m immed iately, hiring 
mercenaries or adventurers to act as guards dur­
ing the search . If the regent and his ret inue wish 
to accompany the wizard on his search, Ohlaak 
agrees, as long as il is clear that the wizard will be 
relying on t he pro tectio n of the rege nt's 
entourage. 

Non-Regent Introduction 
With this setup, Ohlaak has already got ten 

permission from the regent and is looki ng for 
brave peop le t o act as his gua rds while he 
sea rches the province (the two attendants he had 
wit h him in the audience with the regent were 
local you ths hired only for their strong backs). 
T he most li kely place to find adve nture rs in 
Hogunmark are Aaldvika (in Djaalfund) and 
Veikanger (in Gundvii r), the two la rgest cities in 
the domain. If the encounter ta kes place in 
Veikanger, O hlaak will have just met with the 
regent and will be quite excited at the successful 
bargain ; as a result, he feels generous toward any 
potential employees. 

The wizard checks all the typical establish­
ments freq uented by explorer-types-inns, bars, 
and weapon shops. He also will check with the 
loca l temples for any ra ngers familiar with or 
interested in the Valkheim area. He is will ing to 
offer money, furs, rare dyes, and gems to 
prospect ive hires (up to app roximately 300 gp 
worth of items to each employee) . 

He ex pla ins to interested parties that he is 
looking for a sign of the power of the land some­
where in the province ofValkheim. If necessary, 
he elaborates that this sign is a manifestat ion of 
the Rjurik god Erik. (Ohlaak, as reverent towa rd 
the god of his people as any other Rjurik person, 
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believes this to be true . Magic comes from 
nature, wh ich comes from Erik). He avoids 
bringing up the fact that he is a wizard if at all 
possible. 

On To Valkheim 
Travel to the province of Valkheim will proba­
bly have to be on foot, as there is no well-trav­
eled trail or road to that region. Ohlaak wants 
to stop in the western Valkheimian village of 
Eriksgaard to resupply, and encounters along 
the way are normal animals common to the 
region (moose, elk, bears, faxes, hares, and 
other types, typ ically inclined to run away if 
discovered). 

T he village is rather small and its inhabi­
tants are more interested in barter for useful 
goods than actual coin. They seek non -food 
items and appropriate dOlhing for the weather. 

The vi llagers report that there have been an 
unu sua l number of wolves around in the past 
week. possibly due to the White Witch's troops 
chasing them out of the neighboring province 
of Sol un g Bank. Some of th ese wolves have 
eve n tried to altack humans. although they 
quickly nee when the fight turns against them. 

Looking For The Source 
Ohlaak wan ts to spend a day in the village to 
att une himself to the land. using a secret spel l 
of his ow n devising. He will be prepared to 
move the next morning, relying on his wizard's 
sense for mebhaigh l to lead him to the sou rce 
for this domain. 

Initially, his senses lead the gro up to the 
southwest. Note that while the wizard's senses 
are giving the general course, he relies upon the 
more woodsy characters in the group to choose 
the best path around foliage and other natural 
hazards. 

The first night after leaving Eriksgaard. the 
sounds of howling wolves reach th e party. 

There is a 30% chance that 2-5 wolves actually 
approach during the night. If the wolves smell 
sign ifi cant amounts of meat wit h the party, 
they attempt to sneak into camp and stea l ii , 
running away if threatened. 

The second day after the village, the party 
turns eastward, fo llowing the northern edge of 
the hilly area of the province. Sounds and 
tracks of wolves will be much more prevalent. 
and there is a 50% chance during the day that 
wolves will be spotted following the grou p 
from a safe distance away in the trees. 

That evening, 2-12 wolves attack the ca mp 
for 5 rounds, leav ing at the end of that time. 
Ohlaak only attacks the wolves if he is directly 
threatened- he considers the adventurers (or 
the regent 's guards. as appropriate) to be his 
protectors. and it is likely that the party doesn't 
know that he is anything olher than some sort 
of pilgrim (possibly one wit h the doom of sec­
ond sight ). How ls continue throughout Ihe 
night. 

The Sources 
The third day after Eriksgaard, Ohl aak tu rns 
the group more northward . As before, the pres­
ence of wolves is very obvious, and occasionally 
wolves cross the group's path. Aboul mid -day. 
they disco.ver an especially thick group of trees. 
Ohlakk becomes an imated by this, and urges 
the group into the cluster of old growth. 

Inside the broad oval of the trees is a small 
clearing. In the dearing are a tiny pool of crys­
tal ·c1ea r water, a large gnarled stone jutting up 
from the ground. and a sturdy, broad ancient 
p ine tree. This is th e manifesta t ion of the 
source in Ihis province. 

The wizard approaches cautiously and veri­
fies the so urce's presence wi th his magical 
senses. Once he has done so, he announces to 
the group that this is what he sought. He now 
seems to entcr a trance to attune himself to the 
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power of this place (note that this is not enti rely 
unusual; driuds, ra ngers, and other especially 
sensitive people might very well feel inclined to 
do the same). 

Ohlaak enters a trance and does not emerge 
fo r at least an hour unless he is violentl y d is­
turbed. He is laying the premilinary founda­
t ions for creating a source holding, as well as 
memorizing the magica l "signature" of the area 
so that he may easily fi nd il via his scry or tele­
port spells. 

It is during thi s wai ling period tha i Ihe 
source of the wolf attacks becomes known. A 
winter wolf was shol by a ranger almost two 
weeks ago; the woodsman's arrow ba rely 
pierced the creature's brain. Suffering from the 
severe trauma, it has since been chasing and 
herd ing th e loca l wolves into harrying and 
attacking the human denizens of the land. Out 
of fea r, the normal wolves have been obeying, 
but after a short time their inslinctive avoid ­
ance of hostilities with man lake over, and they 
flee. Howeve r, Ihis time th e humans have 
moved far enough into the wolf's territory that 
it attacks in person, driving the lesser wolves 
into the fray before it. 

Final Conniet 
The win ter wolf chases 2-12 normal wolves 
into the cleari ng and then ente rs the fight , 
leading with its icy breath. The wolf is a terrible 
sight- blood and gore run from its right eye 
socket where the broken-off shaft of an arrow 
is still visible. In ils current slale, it will not flee 
and need nOI check morale. The lesser wolves 
will follow it for at least 5 rounds, and then flee 
if Ihey fa il a morale check. Furthermore, they 
automatically turn and flee if the dire wolf is 
ki lled. 

Ohlaak does not come OUI of his t rance 
unless he is sha ken or takes damage. If d is­
tracted fro m h is meditat ions, he takes o ne 

ro und 10 focus himself and then attempts to 
drive away the attackers, slarling wilh the win ­
ter wolf, which he sees as the greatest threat. 
However, if the animals are defeated before he 
fi nishes his med itation, he is quite suprised at 
any bod ies left fro m the struggle. If described 
to him, he praises their valor and inc reases 
their payment by an extra 100 gp wo rth of 
coins or t rade items (or inc rease the regent's 
reward by 500 gp worth of items). 

Conclusion. 
Once the wizard has made his preparations, he 
will wa nt 10 be escorted back to the cily. Vil­
lagers in Ihe town of Eriksgaa rd will be glad to 
hear that the wolves should return to thei r nor­
mal selves. 

Once in the city, the wizard thanks those 
who assisted him, pays them (if necessary), and 
ma kes arrangements to retu rn to his hidden 
home. Hogunma rk now has a new ally, and a 
much better chance at surviving Ihe predations 
of ils neighbors. 

Wrap-up 
Each character should receive 200 xp fo r com­
pleti ng this adventure; ro le -playing awards 
should range from 50- 150 xp, as appropriate. 
Attempting to harm the source man ifestation 
should result in an xp penalty of200 points. 

No te that it is qu ite poss ible to ru n this 
adventure as a means to stop Ohlaak, should 
the regent refuse to accept his deal. The wizard 
will probably decide to proceed with his plan 
anyway. In this case, if the regent is an NPC, he 
or she will co mmand the character sto bring 
hi m bakc laive fo r questioning. Then, the char­
acters must track him down and save him from 
the d ire wolf who will naturally attack when 
Ohlaak is in his focusing trance. 
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Crustaid 

Climatc/Tcrrain:Bodics Of Water Around Evcrmcet 
Frequency: Ve ry Rare 
Organization: Pack I Solitary 
Activity Cycle: Hibernation 
Diet: See Below 
Intelligence: Animal (1) 
Treasure: E (see below) 
Alignment: N 

No. Appearing: \ -3 or -20 
Armor Class: -5, 3, or 7 
Movement: 1 (crawl) or special 
Hit Dice: 10 
THACO: 10 
No. of Attacks: 2d4 
Damage/Attack: 2- 12 
Special Attacks: See Below 
Special Defenses: Sec Below 
Magic Resistance: Nil 
Size: G (30-50 ft .) 
Morale: 20 (it can't run away) 

XP VALUE: 4500 

Combat: A crustaid spends most of its time in deep slumber. It 
only wakes when something catches its eye, is attacked, or the 
Queen of Elves, Queen Amlaruil Moonflower, commands it. 
When a crustaid "sees" a creature above it, il spurts long tenta­
cles from within its tube projections. Unlike an octopus's suc­
tion cup tentacles, the crustaid's tentacles have sharp hooks. 
These tentacles move with lightn ing speed. If it spots an object 
on the su rface, it will str ike one round later per half mile of 
depth. Roll 2d4 to determine how many tentacles strike per 
round. This number is added to what has already struck. Soon 
after the crustaid attacks, Queen Amlauril gives the crustaid a 
command to release or to destroy. Once the creature receives 
the command to destroy, it crushes the object with its tentacles. 
The total number of tentacles a crustaid has is equal to its size 
(in fee t) divided by 2. For example, a 40' crustaid would have 
20 tentacles to attack with, and wou ld attack for at least three 
rounds. The rules o f constriction for a crustaid are exactly like 
those of a Giant Squid, with the following exceptions: a crus ­
taid usually won' t bother attacki ng a nything smalle r than a 
whole ship, and not only must something hit the tentacle (AC 
7) bu t 6 points should be subtracted each si ngle hit Another 
example: A fighter hits the tentacle of a crustaid twice in one 
round . The first hit causes 9 points of damage and the second 4 
points. The tentacle only takes 3 points of damage. Th is is due 
to the extremely thick skin of the crustaid's tentacles. This may 
be negated because of particular magical items (sword of 
sharpness). 

Right after the attack, the crustaid begins to pull its body 
towards its tentacles. It pulls itself upward at the sa me rate as its 
tentacles shoot u pward (see above) . Because the crustaid has a 
lot of weight, smaller ships (60' or less) will not have the dismay 
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of seeing several dozen rock-spears shooting through the bOI ­
torn of their boat on the surface. Instead they will be dragged 
underwater to suffer the same fate. For those lucky larger ships, 
the crustaid pulls itself up, extending its anchor below it. This is 
the only time when that member of the crustaid is exposed. 
Once the crust aid crashes into the object (no ro ll to hit is 
requi red), it will drag it under and stubbornly refuse to let go of 
its futu re meal. 

A crustaid rarely attacks man-sized or smaller creatures 
unless it is awake and hungry, attacked,or Queen Am laruil 
commands it. In case anyone is unlucky enough to have this 
happen to them, use the same rules given under Giant Squids 
for attacking with the previous exceptions and use the rules for 
figh ting without light for the crustaid (it is effectively blind for 
such dose, small creatures) . The crustaid still tries to impale 
any creature it is crushing on its spears. 

Habitat/Society: Crustaids are only known to exiSI around the 
deep recesses of ocean around the Elven Isle of Evermeet. They 
are physically connected to the ocean floor th rough an "anchor" 
member of the body extending several hundred fee t into the 
earth. Where this ends it looks like an upside-down umbrella. 
This makes crustaids extremely hard to move. T he anchor has 
an AC of 3 and 1/4 of the creature's total hit points (this is in 
addition to the creature's total hit points) . The only conceivable 
way of moving a cr ustaid is to catch it while it is moving itself, 
(which it probably only at tempts when commanded by Queen 
Amlaruil) when it will have drawn its anchor inside itself. Mov-
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in g it stil l will be a feat consider ing the crustaid's size a nd 
weight. 

The main body of a cr ustaid looks like a large lump of rock 
and co ral with long, ho llow, tubes (5'-8') a nd even lo nger 
spears (JO'- 15') protruding fro m it, po inting towards the sur­
face. The underside of a c rusta id is much like an alligator's, 
with thousands of large, centi pede- like, feet extending from 
each separation In the thick, leather plates. 

In the cenler is a sl it in the plates without any protruding 
fee l; this is Ihe Cr ustaid 's mouth . It feeds much like a starfi sh, 
with its stomach com ing out o f ils body and engulfing whatever 
it is ove r. Thi s is usua ll y wreckage from ships (wood, a nd 
d rowned crew mostly). A crustaid cannot diges t metal or 
stones, which means there is usually a pile of nails, gems, and 
such that arc used to build ships, along with several king's ran­
soms in the area surrounding. 

When determi ning the treasure type of a creature like this, 
consid er th e follow ing fac tors: fr equency of ships passing 
th rough th e area, number of other crusta ids, how close Sea 
Elves li ve (who would find more than enough reason to take 
any treasu re lyi llg arou nd.), and other such facto rs. If the OM 
decides, they may award up to 10 times whatever is determined 
to be in the area. This t reasu re will be sp read out over a wide 
area. Reroll o r ignore any potions, scrolls, or such (Ihe crustaid 
would have eaten these), 

Ecology: Cr usta ids, 
for the m os t part , 
live in t he 
main ocean cur­
renlS aro und 
Evermeet or thc 
near the tribu tary of 
the River Shadyn. 
T hey seem to be 
p laced in th e mos i 
likely travel paths of ships, far away from the lairs of the other 
defenders of Evermeel. The last thing the elves want is to have 
their defenders fighti ng amongst themselves. Th e c rusta ids 
usually live between half a mile to a little under two miles deep. 
After that thei r "sight" becomes obscured. 

A crustaid's vision is based on motion and light. The crus­
taid's outer shell has many "sen so rs", which are as hard as the 
rest o( the shell. These sensors can detect objects moving on or 
below the water for up to 2 miles, even at night. Although i1 

crustaid has incredible ra nge, an objec t must be moving at a 
rate greater than I to be no ticeable. 

Crustaids are newly discovered (or newly rumored) in terms 
of the popu lar majority, but sea- faring elves, and sea elves have 
long known ~boUI them. Reproduction and other facts about a 
crustaid an ~ltomy remains a mystery. 

A bunch ofTSR and Five Rings people were sitt illg arou nd narfi ng on teriyaki one dar. Per­
haps the wisdom of the Orient came upon us as we asked ourselves, "What has ali this role­
playing nonsense taught us? What do we carry away (rom it into our lives? How have we 
.:nriched ourselves from the experience?~ 

Thus, along th e lines of Robert Fulghum's na useatingly oversr oofed essay, we summed up 
the question in a trite parody called, 

Te ll us what lifelong nuggets of wisdom you've gltaned from your time spent playing 
AD&D. 

Some of the answers we came up V.;rn include: 

• Olarisma is meaningless. 
• If you n~d a job, just hang out in a bar. 
• In a fight, take out the weak-looking guy with no weapons fi rst. 

Send in your nuggets 0' wisdom! We' ll print the best ones in a couple of issues! 
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by Spike Y Jones 

(with help and Zeppelin Knot diagrams 
from my father) 

When you think of sailing, you see 
tall ships, sails a -billow, a nd banks of 
cannons. When you think of sailors, you 
see grizzled men tying elaborate knots. 
Unli ke some ste reotypes, this one is 
val id. But why the obsession with 
Sheepshanks, Clove Hitches, and Turk's­
Heads? 

An Obsession With Knots 
There were four reasons. First, big 

sh ips had literally miles of lines, sheets, 
shrouds. yards, and hawsers and some­
thing had to keep il fro m flopping 
around. (" Rope" is a raw material; once 
it's put to use, it becomes a "line" and is 
given a specific name for its new func­
tion. Thus, a sailor is a rookie until he 
"learns the ropes.") 

Second, if a piece of equipment, from 
a pocket-knife to a barrel of biscuits, got 
loose on a rolling deck it could be a haz­
ard to sailors, o r it could fall overboard 
with no hope of retrieval. So securing 
gear was an obsession on shipboard. 

Thi rd, while anyo ne cou ld crea te a 
new knot by making a few twists and 
turns in a piece of rope, a good sailor's 

knot had to function three different 
ways. It had to be secure, it had to come 
togethe r easily without jamming, and 
you had to be able to untie it in the dark, 
in the rain, and in a hurry. Every sailor 
lea rn s to tie his knots in the stan dard 
way, as some other sailor m ight have to 
release one in a hurry or in the dark. 
Centuries o f experimentation went in to 
finding knots that served a var iet y of 
functions and fit all three of those crite­
ria. 

Fourth, a voyage du ring the Age of 
Sail could last months. Barring life­
threa tening storm s and pirate attacks. 
the ti me was co nsummatel y boring; a 
sailor needed a pastime that could be 
pe rformed using only the li mited 
resources found around him. 

Not only did sailors have to know a 
basic repertoire of useful knots, but they 
sought out less com mon knots. Some 
knots served limited uses and some were 
merely decorative. And si n ce most 
sailors were illiterate, knot descriptions 
weren't recorded. They only learned new 
knots firsthand, often from someone 
who would only part with the secret of 
one knot if you could teach him another 
one. 

So What? 
For roleplaying games, there are two 

reaso n s why a gamer would want to 
know about such an arcane topic. First, 
the following knots can be useful in real 
life, even if you never go to sea. Second, 
a GM running a shipboard or dockside 
adventure can add a good deal of atmos­
phere ifhe can drop terms like "Standing 

Bowline': "Halyard Bend': and "Buntli ne 
Hitch" into the dialogue. rf the GM can 
actually tie a few knots absentmindedly 
while playing the ancient ship's-chandler 
selling the pes a used treasure map, the 
believability of th e scene inc reases 
immeasurably. Following are descrip­
tions and diagrams of some of the most 
common and useful knot s, some you 
may use without even knowing it. Knots 
have been grouped according to loose 
"families" which tie simi la rly or serve 
related puposes. To learn these, read 
slowly and do them as YOll go. [ed note: [ 
unlaced otIC of my shoes to try all these 
ollt!1 

Half Knot. Bowknot, Shoe 
Clerk's Knot. Granny Knot & 
Reef Knot 
The knot most people are fami liar with 
is the Bowknot they use to tie their shoes. 
It consists of two Half Knots, the second 
tied wit h loops instead of the string 
ends. 

If you tie t he loops in a third Half 
Knot, you've made a Shoe Clerk's Knot 
(also known as a Nanny Knot). This is 
used to ta ke up excess strin g in long 
shoelaces and prevents chi ldren from 
undoing their laces. 

If the loops of a Bowknot are replaced 
with a seco nd Half Knot, or if the ends 
of the loops get pulled through the knot. 
a Granny Knot is formed (used for tying 
packages or "knotting" shoelaces). 

A Reef Knot (or Square Kno t) is a 
Granny Knot with a trivial difference 
that makes it significan tl y less likely to 
slip under strain; instead of two identical 

~ .,ld sail.,tS it \\as. and is. a ntatter ~f rrlJe t~ be 
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Half Knot s, the second Half Knot is 
tied in the op posite direct ion (left ­
over-right instead of right -over-left o r 
vice-versa). The most co mmon ship­
board use of this knot is to reef sai ls. 
that is, to temporari ly tic up part of a 
sail to reduce its surface area d uring 
violent weather. 

These knots are com mon beca use 
they're so easy to tie, and they' re com­
ponents of many m o re co mpl ica ted 
knots. The ease of accidentally IIl1tying 
them makes them unsuitable for criti­
cal naulical uses. Thus, other knots 
serve other specific purposes. 

Sheepshank 
Thi s odd-looking knot, so metimes 
compared to a leg of lamb, is designed 
to shorten a le ngth of rope without 
cutting it or strengthen a weak spot in 
a rope. 

The rope is tr ipled over on itsel f 
with the weak spot, if a ny, at th e " Xn; 
(see diagram I), and then a Half Hitch 
(a simple closed twist loop, like a cur­
sive lette r "e") is fo rm ed o n the two 
ou tside lin es, which the ends of the 
two internal loops arc placed through. 
When loose, th is knot is always ready 
to fall apart, but when taut it's remark­
ably strong, so strong that the rope can 
be c ut at the "Xn wi th o ut th e kno t 
com ing undone under steady tension, 
a trick used in magic acts. 

Figure-Eight Noose, Bowline 
Knot. Running Bowline Knot, 
Hangman's Knot & Heaving 
Line Knot 
The best noose knot to use when mak­
ing a snare o n land (beca use o f how 
smoothly it tightens up) is the Figure­
Eigh t Noose. (See diagram 2.) 

O n shipboa rd th e Bowline Knot 
(or si mply, the Bowline, prono unced 
" bo lin") is called the Kin g of Kno ts 
and is th e most freq ue ntl y used a nd 
practiced loop knot. 

It's quite co mm on on la nd too. 
Generations of children have learned 
the story of a rabbit com ing out of its 
hole. running around a tree, and th en 
clambering back thro ugh the hole (See 
diagram 3) to remember this knot. 

The easiest noose knot for a sa ilor 
to re mem be r is a Runn ing Bowline 
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Kn ot; a noose made by run n ing the 
long end of the rope through the Bow­
line loop. 

The landlubber's Hangma n's Knot 
begins much like a Sheepshank. The 
rope is tripled over on itself and the 
loose end is wrapped around the other 
two Jines the desired number oftimes 
(8,9, o r 13 are tradition al) before 
bei ng tucked through the small loop at 
the top. (See diagram 4.) Many ind i­
vidua l prisons and executioners have 
thei r own favori te varia nt noose knot, 
but this is the most familiar. 

Like Hangman's Nooses, Heaving 
Line Knots are h ighly in d iv idua l. A 
s impl e one ca n be made by tying a 
Hangman's Knot with two differences: 
before making the first turn around 
the other two lines, pass the loose end 
through the loop they make, and then 
put the fir st turn around only th ose 
two lines, passing between the loose 
line and the other two. (See d iagra m 
5.) It 's a little tr icky to describe, so try 
it with the diagram to get it r ight. 

Sheet Bend 
To quickly tie two ropes together, use a 
bend. The si mpl es t ben d is a Sheet 
Bend , used in the rigging that adj usts 
the position (tri m) of a sai l. A Sheet 
Bend looks almost identical to a Reef 
Kno t wit h o ne differen ce. Unlike a 
Sheet Bend, a Reef Knot can slip alo ng 
the rope when loose or when the two 
pieces of rope are of differen t smooth­
nesses. (See diag ram 6. ) A Reef Knot 
will hold more tightly even with loose 
rope. 

Two Bowli nes tied with their loops 
intersecting is a more secure (although 
time consuming) way to link two lines 
t han a Sheet Be nd ; the next step in 
security is to spend hours splicing the 
lines together strand by st rand. 

Half Hi tc h, Midshipman's 
Hitch, Clove Hitch & Fisher­
man's Litter 
The quickest an d easiest way to fix a 
line to any roughly cylindrical piece of 
a shi p (s par, boom, or ra ilin g) is a 
Hitch. Alt hough not the m ost secu re 
knot, as long as th e sailor knows its 
sho rtcomings and only uses it where 
warranted, Hitches work nicely. 
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The most basic Hit ch is the Half 
Hitch. You can make one with a si ngle 
turn around the rail with the end of the 
rope tucked under itself. In diagram #7, 
the left-hand Half Hitch is dangerously 
insecure. But by adjusting it so that the 
weight pulling on the rope holds the end 
snug against the rail (as in the right­
hand picture) it 's safe as long as the 
pull is Constant. If the rope ever goes 
slack, there's no gua rantee that the 
end won't come loose. For th is rea ­
son, a Half Hitch is usually only put 
to temporary usc. 

The knot that demonstrates why 
sa il ors practice rope-wor k quickly, 
without looking, is th e Midsh ipman's 
Hitch. 

Th is starts with a Half Hitch, but the 
end of the rope is turned around the 
long cnd of the line a second time before 
being drawn tight. The user can th en 
hold the short end of the line secure or 
put a second Half Hit ch into it. The 
most important thing about th e Mid­
shipman's Hitch is the equipmen t it's 
tied to. You use it to tic the rescue line 
arou nd you r waist, seat, leg, or chest 
after falling overboard. 

'f 
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The Clove Hitch is more secu re than 
a Half Hitch, is tied almost as quickly. 
and can be made even safer by HaJf­
Hitching it to itseJfbclow the knot. (Sec 
diagram 8. ) (t 's not an oft -used ship ­
board knot because there are more 
secure knots for every thing you'd usc a 
Clove Hitch for. But, it's often a handy 
knot to tie lines to posts or tent stakes on 
shore. 

Although not well known, the Fish ­
erman's Litter is of obvious use to adven­
turers. A makesh ift stre tcher can be 
created in seconds by running two poles 
(oars, boat hooks, etc. ) through a coil of 
rope and securing each end with a Clove 
Hitch (Half- Hitched to itself). (See dia­
gram 9. ) While the s tandard climbing 
rope many dungeoneers carry is strong 
enough for this usc, some of the most 
obvious poles (javelins or spears meant 
for throwing, IO - fo ot poles used for 

dIagram 9: 
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probing for trap doors, etc.) are less than 
trustworthy when used this way. If stout 
poles (s uch as the shaft s of polearms 
used for sw inging instead of thrusting) 
aren't available, two or more weak poles 
can be Hitched together. 

This also demonstrates why sailors 
take care to properly co il ropes they're 
not using. Not only does it keep them 
out of the way on crowded decks, but it 
ensures that they'll be snarl-free if they're 
needed on the spur of the moment. 

Figure-Eight Knot, Zepplin Knot 
A stopper knot prevents the end of a line 
from being pulled through so me hole , 
whe ther it's a drawstring in a pair of 
sweatpants, a rope going through a block 
(part of a block and tackle pulley), or a 
Half Hitch. The most co mmon tempo ­
rary stopper knot on sh ipboard is the 
Figure-Eight Knot (see diagram 10). 

Many practical knots have been used 
for hundreds or even thousands of years, 

while others are much more recent. The 
Zeppelin Knot \\I'a5 developed in Ger ­
many in the 1920s an d produces a 
slightly larger "knob" than a Figure­
Eight Knot, thus making it less likely to 
run through a block. Larger stopper 
knots can be created to make even larger 
knobs. but are less simple (and thus less 

easy to learn and remember) than 
the Zeppelin Knot (see diagram 
II). The Ze ppelin Kn o t is cur ­
rently used more by modern sailors 
than airship crews, but probalby 
on ly because we have more ships 
than zeppelins cu rrently. 

Turk's-Head Knot, Starter Rope 
& Cat-O' -Nine-Tails 
An entire class of compl ica ted knots is 
named for their imagined similarity in 
appearance to the head of a man wearing 
a turban. T hey have a numbe r o f uses 
ranging from footholds 0 11 climb ing 
ropes to drip guards on canoe paddles, 
as well as making decorative sea-chest 
handles. hatbands. key fobs. and napkin 
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rings. While Turk 's·Head s could be 
used as stoppers, they aren't often used 
in that way because they're permanent 
knots. Untying one with anything but a 
knife takes time, patience, and strength. 
St ill, decorative knotti ng of t his sort 
was taken as an example of the skill of 
the crew and the smartness of a vessel, 
so they were much more common than 
might otherwise be warranted. 

The Running (or Common ) Turk's­
Head Knot illustrated here (see dia­
gram 12) is technically a Four-Bight , 
Three- Lead Turk's- Head (ba sed on the 
number of loops and how many times 
the rope crosses itself at certain points), 
but Turk 's- Heads can be made with 
almost infinite complexi ty. The dotted 
line in th e diagram shows an o pt ional 
continuation to th is knot; instead of 
ending with t he solid line, follow the 
dolted li ne to repeat the knot, only end ­
ing with the solid line when you've do u­
bled the knot. 

The majority of knots in th is article 
come together easily when you pu ll on 
one or both of their ends, and come 
apart just as easily when an end is loos­
ened. Co mplex knot s such as Turk's ­
Heads require a second step after the 
knot is made: working the knot. Afte r 
weaving the rope into position accord­
ing to the d illgram, if you just pullan ils 
ends, you get an unsightly mess of loose 
loops and snagged crossings. To make it 
symm etrical and tigh t , ease the slack 
through the knot loop by loop. More 
complex Turk 's Heads so meti mes 
require too ls such ll S needles, mllT ­
lingspikes, and pliers. 

Two part icu larly in teresting uses of 
Turk's-Heads were in th e c reation of 
Star ter Ropes and Cats -o' -Nine- Tails. 
The Cat was made by either untwist ing a 
multi·strand rope or splicing a number 
of cords onto the end of a th ick rope 
handle about 18" long. 

The handle was tradi tionally made 
with a Turk's- Head at each end and in 
the middl e 10 prevent the rope fro m 
unravelling, and it was then o ften 
wrapped in cloth. 

The ends of the stra nds were knotted 
to prevent the cords from frayi ng. Con­
trary to popular opinion, the cord s 
we ren't barbed. A properl y tied and 
used Cat did enough damage without 
artificial additives, especia ll y if the 

diagca", 12' 
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vict im was subjected to a flogging 
around the fleet (w here he'd be trans­
ported from ship to sh ip , whipped 
repeatedly with a new Cat each time). 

A Starter Rope looked like the handle 
of a Ca t-o'-Ni ne·Tails, and was carried 
by petty officers to be used across. th e 
back or buttocks of slow-movi ng sai lors 
to encourage them. Unlike a Cat, a 
Starter Rope wasn't perma nent ly dam ­
agmg. 

Belaying Pins 
As a kid, one thing that p uzzled me 
about pirate movies was that sh ips were 
equipped wit h racks of emergency 
weapons. The puzzling part was that the 
weapon racks were often stored in some 
pretty inconvenient places (like 30 feet 
above the deck in the ratlines; see dia ­
gram 13) and that the weapon of choice 
was an ineffective little club instead of a 
cutlass or a t least a full -s ized baseball 
bal. 

It turn ed ou t t hat the clubs were 
called belaying pins, and Ihey were on ly 
makesh ift weapons. Their rea l purpose 
was things for knots to be tied to, and as 
storage devices for unused rope coils. 

diagCMl l:l' 
belaying rln, 

To belay a rope, you fi rst make a cir­
cular turn around the bottom and then 
the top of the pin (sec diagra OJ 14), and 
then cont inue with a few figure -e ight 
turns. Finally, you "make fast " the 
belayed line by putting a sing le Hitch 
into it, tucking the end und er the last 
belayed loop. You then coil any excess 
line and hang it over the pin. 

To "cast off" a belayed line, you either 
reverse the belaying procedure (if the 
line is under tension), or si mply remove 
the pin (if the line is slack). 

Finally, I' ll leave you with a bit of 
nautical lingo. Despite the wording in 
this article, mariners rarely tie knots in 
ropes. Techincally, sailo rs "make fast" or 
"take" Hitches, "bend" ropes together, 
"put" knots or splices into single lines, 
"belay" lines to devices like cleats and 
pins, "clap on" Stopper knots, and 

diagra", 14' 
belaying a r.re 

"work" Turk's- Heads. The only time a 
sai lor truly ties a knot is when he ties-up 
a ship to a wharf at the end of a journey. 

Bibliography 
The most useful book in producing 

this art icle was Tire Ashley Book of Knots 
by Clifford W. Ashley. While it may seem 
out-oC-date ( 1944, Doubleday & Com­
pany), it's a sta ndard in the field and 
most libra ry systems have at least one 
copy. 

A more recent guide to basic knots is 
The Klrm Book of Knots by John Cassidy 
( 1985, Klutz Press). Wh ile it only deals 
wi th a few basic kno ts, it features one 
extra: a cord attached to the book so you 
can practice your knots while you read. 
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Rumors 
of a 
ghost ship 
abound on 
the docks. 
a sea~going adventure for 
characters 3rd to Sth level 
by Glen R. Goodwin 
em, Doug Smith 
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Ellitors Note: Tilis advflllllre was origi­
nally set ill Ravens Bluff, a port city on the 
Sea of Fallell Stars in the FORGOTTI!N 
REALMS . selling. Most specific place 
names have been wI out so t/Jat a DM am 
easily put this adventure into Ilis or lIer 
own campaign. 

DM Background 
In ancient times the legendary Capta in 
Po h! " the Und ertaker" St rongwind 
roamed the Sea of Falling Stars. Many 
vicious raids have been att ributed to this 
in famo us cutt hroat. and much blood 
has run at his hand. 

Legend tells of a foe that not even 
Ca ptain Strongwind cou ld escape-one 
dark and dismal night, wit h fog thick as 
coagulating blood, the captain and hi s 
ship, also called Sirongw;nd, disappeared 
o ff the face of Fa ero.n. That was ove r a 
hundred years ago, and neither the ship, 
its captain, n or its treasure has been 
seen. To date, it is only legend, a tale for 
school children and would-be pirates. It 
was only a talc until now. 

S rrongwin d is back to wreak it s 
bloody havoc upon new victims. Rumors 
fly on the docks of this ghost ship and its 
undead captain, Captai n Strongwind , 
returning after ce nturi es of sleep to 
plunder the ancestors of his original vic­
tims. 

Player Introduction 
The sun is hig11, and a fresh oaan breeze 
wafts through the tavern ill wh ich you 
are enjoying a fine mug of drink . A 
recently delivered message sits in your 
midst, and you contemplate whether or 
tlot to reply. The message reads: 

Brave advel/turers, 

Your names have been hailed by till! 
loca l cOl/stablllary, atld I know that 
your chests are heavy with the medals 
won in service. With sudl bravery 1 alii 

su re that you are just th e band that 1 
seek. 1 hereby beseech you to join me at 
noon tlds day to discuss the possibility 
of employment. 1 can assure yOIl the pay 
will be well. 

My fo miest regards, 

Harbormaster Calvin Longbott/e 

The appointm en t is for noo n this 
day, and it is now 11 AM. If the pes make 
general inquiries as to what Calvin Long­
bo tt le could poss ibly wa nt (with any 
NPC in the tavern or any of their possi­
ble contacts with in the ci t y) th ey may 
find : 

• Trade across the Sea of Fallen Slars has 
diminished considerably in recent weeks. 
Rumors abound of pirates. 

• Sailors in Ihe taverns have been mutter­
ing about a ghost ship,supposedly sailing 
across the Dragon Reach. Some say it is 
the Strongwind. 

• Strongwind was a pirale ship of limes 
long past. No one knows what became of 
the ship or its captain, Pohl " the Under­
taker" Strongwind. 

Encounter One: 
Harbormaster 

Calvin Longbottle is a moderately cheer­
fu l, h o nes t and ded ica t ed man. He 
despises pirates and the Merchant Guild 
(as t hey are mos tly rich pirates from 
decades ago). His intention is to hire the 
PCs as agents to discover the problems 
ravaging beyond the harbor. 

You arrive at Calvin Longbottle's 
office wl.ere a somewhat flustered clerk 
tells YOIl to wait before disappearing 
behind a closed door. The room about 
you is a relaxed a"d SIIbdued environ­
ment with a good view of th e harbor 



and decorated with a sublime nau tical 
them e. After several minutes, the dis ­
tra ug/l t clerk usll ers YOII in to Calvitl 
Lo ngbolt le's offi ce. As you etlter, a 
robust man dressed in th e manner of a 
seaman clambers to his feet from behind 
an over-loaded desk. 

This man is the harbormaster, Calvin 
Longboule. He briefly discusses the situ­
ation as follows: 

• Sea trade has all but dried up lately. 

• Reports returning to the harbor tell of a 
ghost ship that is raidi ng all sea trade on 
the Sea of Falli ng Stars. Three ex pedi­
tions to find the ship have since disap­
peared. 

• Longbottle adamantly refuses to believe 
that it is the result of a ghost ship. Instead 
he chooses to believe th at it is "some 
ruse o f th e Me rcha nt 's Gui ld, or th e 
pira te ba nd s the plagu e ou r good 
waters." 

• If the name St rollgwind is men tio ned, 
Longbottle gruffly dismisses the idea as 
"Child tales not worth the salt you spit." 

• Lo ngbott le offers each PC 200 gold 
pieces if they successfully perform this 
missio n. PCs ca n hagg le wit h the har­
bormaster, and may receive as much as 
400 gold total. Calvi n cannot go higher 
than that price. 

• Because of a recent crisis, Lon gbottle 
has no ships to lend to the party. How­
ever, he witl give them 100 gold pieces to 
hi re a non-commissioned ship out of the 
harbor. 

If the PCs say yes, they should be on 
their way immediately. The harbormas­
ler ha s no fur ther in fo rmation a t this 
time. 

Encounter Two: 
Hiring A Ship 

Before Ihe adventure ca n begin, the PCs 
must h ire a shi p. They must scou t 
around the docks to fi nd anyoft he three 
captai ns detailed below. This informa­
t ion can be o btained by qu estion in g 
dock workers and sailors. 

Longbottle states that due to the pos­
s ible dange r of this miss ion , civ ilians 
should not be present on the ship, thus 

the PCS must book passage on the ship 
fo r themselves only. 

CAPTAIN #1: Captain Jolly Roger 
Roger is a grungy. but strict m an. He is 
friendly to the PCS. and swaps a joke or 
two before getting dow n to bu siness. He 
would normally love to book the PCs for 
"Some wild advcm uring type of stuff" 
but u nfortuna tely his shi p is booked. 
However, if the pes is willi ng to buy up 
all of the sea ts on the shi p, he wo uld 
gladly lend them his services. Buying up 
all the seats costs 200 gold pieces. Roger 
has the mOS I imp ressive of the th ree 
ships, a three masted rig called Lolli. 

Before the pes can ren t the ship, 
however, they must get perm ission from 
Roger's boss, the merchanl Steven Gold· 
stein of Goldstein's Zakharan Imports. 

Captain Roger: Int Average; AL LN; AC 
5; MV 12; F5; hp 30; THACO 16; #AT I; 
Dmg 1·8+1 by scim itar + Str; SZ M; ML 
14. 
Roger's Crew (20): In! Average; AL LN, 
AC 7; MV 12; F2; hp 14; THACO 19; NAT 
I ; Omg 1-6 by short sword; SZM;M L 
13. 



'Press Gangs kidnap likely victims and throw 

them on a boat as deck hands for six months 

, , 

CAPTAI N #2: Captain " Poopdeck" Pete 
Pete is an excessively portly fellow with a 
surly attitude and tuna breath. He comes 
ac ross as aloof, but at the mention of 
food he is more then willing to talk. 

His ship is the BfitrerQx, ..... the faSlest 

thing to ever hi t the seven, no eight ? six? 
'Nhatever, seas." Captain Pete is a coward 
when it co mes \0 pirates, and he has 
heard the storics as oflate. [t will cost the 
PCs 175 gold pieces to hire his boat. 

Before they can ren t the ship, how­
eve r, they must ge t permission from 
Pete's boss, Rusty, of Rusly's Suds. 

Capta in Pete: Int Average; AL Nj AC 6; 
MV 12j F4; hp 22; THACO 17; ItAT I; 
Omg [·8 by scimitar; S2 M; ML 13. 
Pete's Crew (2 0): In l Average; AL LN; 
AC 8; MV 12; 1:2; h p 10; THACO 19; NAT 

I; Dmg 1-6 by shor l sword ; SZ M; ML 
II. 

30 • Polyhedron 

CAPTAIN #3: Captain Charles 
" Bonerack" Withers 
Bonerack is a tall, hagga rd -looking o ld 
man with lo ng g re y sideb urn s an d a 
receding ha irline. He is bent over and 
leans heavily upon h is st aff. When he 
speaks. the noxious smell of death sa tu­
rates th e air. His speech is a harsh gut­
turaJ sailo r slang, and extremely difficult 
to understand. 

Bonerack's ship, the Milfrow, is avail­
a ble fo r the PCs, bul he a nd h is c rew 
refuse to fight in any battles unless his 
ship is threatened-an d even then will 
nee from battle first. Bonerac k's fee is 
100 gold pieces. 

Before the PCs can re nt the sh ip , 
however, they must get permission from 
Charles' boss, Sal o f Sal's Necromantic 
and Mortua ry Supplies. 

Capta in Bo nerack: Int Average; AL CN; 

to a year." 

AC6; MV 12; F3; hp 18; THACO 18; 
I; Dmg 1-6 by staff SZ M; ML II. 
Bo nerack 's C rew (1 5): In t Average; AL 
LN; AC 8; MY 12; Fl ; hp 6; THACO 20; 
NAT I; Dmg 1-6 by short s word; SZ M; 
ML9. 

Encounter Three: 
Merchants 

In o rder to book passage on the ships the 
PCs must speak wit h and convince one 
o f t hese three me rcha nts (depe ndent 
upon which Captain they talked with) to 
allow them on boa rd, either as passen­
gers, or extra guards. 

Goldstein's Zakharan Impo r ts 
Steven is a loud , but c raft y wholesale 
merchant (ala "Crazy Frank"). At first he 
will be against the PCs's offer to buyout 
the other passengers, but will hint at say­
ing "yes" if one of the pes buys a Zakha­
ran rug from him. The rug in question is 



rather ugly, and Steven needs to sell it 
for at least 50 gold pieces to re-coup his 
loss. If they buy the rug, the ship is theirs 
to hire. 

Rusty's Suds 
Rusty complains that his hop shipments 
are not reaching him due to piracy (but 
he suspects it's just masked competit ion 
by the Harpoon Brewery) . Rusty talks as 
ifhe's had one too many "free samples," 
and e ncourages the PCs (especially 
dwarves and gnomes) to sample with 
him. 

Anyone who drinks with Rusty will 
be given free passage on his ship, but he 
or she must make a Wisdom check or 
will purchase a small cask of Rusty's 
Suds fo r 25 gold pieces beca use of its 
rich, de lightful, ye t not overpowering 
flavo r. 

Sal's Necro m a n tic a nd Mortuary 
Supplies 
Sal is a little guy who drags out his S's 
(almost a hiss). He is a greasy, frigh ten­
ing man with shift y eyes a nd a suspi ­
cious natu re. I f the PCs ask about 
passage, Sal queries them as to whether 
or not they fea r the "Ghost o f Captain 
Pohl Strongwind ... also known as the 
Undertaker, you know ... " 

After Sal does a few creepy, suspi­
cious things, he will make a deal with the 
PCs. If they agree to bri ng back some 
ectoplasm from a ghost if they see one 
(Sal is very intrig ued wit h it ) he will 
grant them free passage. 

These a re the only three merchants 
who have ships available to the PCs. 

Encounter Four: 
Press Gang 

This encounter takes place as the PCs 
return to their ship fro m their meetings 
with the merchants. The encounter must 
happen before Encounter Five. 

As the PCs return, they are ambushed 
bya press ga ng searching for easy vic­
tims. Press Gangs kidnap likely victims 
and throw them on a boat as deck hands 
for six months to a year. This gang is 
working for Captain Bonerack. 

When the press gang begins to get 
the stuffing beat out of them, they will 
flee. Give each PC a roll vs Intelligence to 
determine that the gang is attempting to 
subdue them . 

The moment combat is complete, the 
City Watch shows up and arrests the 
press gang (if they're defeated) . If the 
pCs are losing to the press gang, have the 
Watch show up a nd save them from 
themselves. The remainder of the gang 
flees back to Bonerack's ship. The PCs 
may encounter them later if they take 
that particular ship. 

Press Gang (6): AL CN; AC 6; MY 12; 
F2; hp 15; THACO 19; #AT 1; Dmg 1-8 
by long sword; S2 M; ML 13; 10 silver 
pieces each 

Encounter Five: 
Still Not Enough 

This encounter takes place when the PCs 
return to the captain of the vessel with 
permission to board. Th e captain, 
despi te a writ from his employer, will 
not feel as if he is benefiting from this 
venture. Although he allows passage, he 
hi nts at a possible br ibe 10 make their 
stay more comfortable. 

Should t he PCs make a cash bribe, 
then the quality of their rooms, food, 
and overall passage will increase accord­
ing to the size of the bri be. Alternately, 
the PCs may bribe each of the three cap­
tains ill a different way which will net 
them the "Moderate" quarters. 

Captain Roger 
Tell him a REALLY good joke 
Cheap: no bribe 

Moderate: 5-20 gold pieces 
Nice: 21+ gold pieces 

Captain Pete 
Offer to cook for him (must h ave profi ­
ciency) 
Cheap: no bribe to 5 gold pieces 
Moderate 6·30 gold pieces 
Nice: 31 + gold pieces 

Captain Bonerack 
Give him a minor magic item 
Cheap: no bribe to 20 gold pieces 
Moderate: 21-50 gold pieces 
Nice: 50+ gold pieces. 

Each captain will only except one bribe, 
and any subsequent bribes will be 
ignored. 

CHEAP QUARTERS: 
The quarters you are ShOWII are horrid. 
There are several hammocks set up, all 
in disrepair. You can see the rats with 
whom you, no doubt, will be living for 
the nex t fe w days. You are qu i te sure 
th a t this ca bin is on ly a st ep a bove 
sleeping in the hold. 

MODERATE QUARTERS: 
Yo u are shown to two moderately decent 
cabins. Granted, that they are nothing 
fan cy, but at least it beats sleeping in 
the hold. 

NICE QUARTERS: 
Th e capta in himself sho ws yo u to an 
exquisitely lavish set of three cabins. As 
you climb below you no tice th e f irst 
male carrying out his persona l belong­
ing and giving you a dirty look. 

Shortly after stowing thei r gear, the ship 
sets sail for the last reported locat ion of 
the ship--very near port. 
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"Look upon your deaths ye scurvy dogs, for J be 

Captain Strong wind. " 

Encounter Six: 
Ship Ahoy! 

After o nl y a few hou rs at sea, the pes 
comes across a merchant ship adrift with 
the current. Th e captain knows that the 
Fantastic Urge was bound fo r their port. 
The ship's sails are furled and it runs 
slant wise to the wi nd. 

From th e crow's nest comes a ca ll of 
"51.;p ahoy!" 

Looking to the starboard side you see 
a ship, apparently unmanned, drifting 
towards you. A deft move by tile captain 
reveals the name on tile gunwale: Fan­
tastic Urge. 

Allow the pes to decide if they wish 
to board the other ship. If they d o, they 
find a handful of su rvivors on the other 
ship. coweri ng in the hold- but must 
fi rst get through the creature Ihal Cap­
tain St rongwind left behind on the ship. 

The monster has continued to terror­
ize the survivors in the cargo hold, and is 
the reason no one is manning the vessel. 
The creature lies in hidin g, and ga ins 
automatic surprise on whoeve r boards 
the vessel first. 

, u -ju Zombie: Int Low; At N(E); AC 4; 
MV 9; HD 3+ 12; hp 40; THACO 15; #AT 
I; Dmg 3-12; SA Special; SD Special; MR 
Special; SZ M; ML 20 

These extreme ly fri gh tened NPCs 
babble aimlessly. The o n ly com mon 
thread to their stories is a mention of an 
eerie ghost sh ip comin g out o f the fog . 
This ship drew along side, and a slaugh­
ter commenced as evi l creatures boarded 
the vessel. 

O nl y those who ran in fear 10 the 
lower deck survived, and their unearthly 
terror prevented them from returning to 
the upper deck. Close r exa m inat ion 
reveals many of the survivors have gray 
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hair. No ne of the survivors remembe r 
much o f anything as to who, when, how, 
or where the attack occurred. These peo­
ple are weak from exposure and super­
natural powers, and could usc water and 
rest. 

Bas ically, the PCs is able to glean a 
little bit more atmospheric rumor from 
this encounter, which lends credence to 
the Strongwind rumors. 

Encounter Seven: 
Song of Silence 

Each of you is sca ttered across tile 
ship w he " you hear the cry of land 
sigllted. Straining your eyes to the port 
side of tile sllip, you nolice a tiny outline 
of a rocky reef no bigger than half the 
ship. Figuring it to be of no imparlance, 
the captain shouts several orders an d 
YOll are about to sa il on past. 

Suddenly, you hear an eerie so ng 
carried Of' tlfe wind. The words are for­
eign to your ears, but tlley seem to call 
you fo rth, begging you to leave the ship. 

Have each PC m ake a savin g throw 
versus spells aga inst the sirine's ca ll at 
+2. Anyone who fails becomes charmed 
and will do everything in his/her power 
to set foot on the island. Six members of 
the crew will fail their saving throws and 
succumb to the sirine's wail. and mem­
bers of the crew will help subd ue those 
crewmen. Other NPC are unaffected. 

If th e ship attempts to land on th e 
reef o r approach the reef. the shine wi ll 
direct the sailo rs to moor the ship wi th in 
earshot of her voice. Then she will indi ­
cate that she wis hes to talk to the c rew, 
captain, and PCS. 

If the ship sails away anyone who d id 
not save will have to be prevented fro m 
leaving th e ship, else they willl h row 
themselves overboard. The charmed will 
do whatever it takes to approach the 
island. 

Thi s is the isla nd of th e s ir ine 
Ha 'sheen. Her song is no rmally a tactic 
used to lure unsuspecting sailors to their 
wa tery deat h. Should a n y sailor reach 
the rcef alive, the Si rine will touch them, 
redu ci ng their in tellige n ce to a 2, and 
then command them to stay with her as 
servants. 

The sirine wishes the PCs to do her a 
se rvice. Pirates have bccome aware of 
her favorite haunts, and they have been 
sending catapult loads and ballist3 bol ts 
her way. Th e siri ne is no t necessa r ily 
evil, she just wants to be left alone. If the 
pes carries a message to Calvi n Long­
bottle for her, she will let any charmed 
PCs or NPCs go, and will no t hamper 
any me rchant ships in th e a rea . The 
message to Calvin is that she is willing to 
cooperate with him if h is harbo r patrol 
wi ll look in thi s area m ore often fo r 
p irates. 

Ha'sheen-Sirine: Int High; AL LG; AC 3; 
MV I2Isw 24; HD 7; hp 36; THACO 13; 
#AT I; Dmg 1-8+3 by long sword +3; SA 
spe ll s/so ng charm; SD spe lls/wat er 
breathing; MR 20%; S2 M; ML 14 

Encounter Eight: 
Strongwind 

As night falls and fog gathers around the 
sh ip, ano ther sh ip appears out of th e 
mists. This is the Stro"gwiml, come to 
wreak its unholy vengea nce o n a ll who 
would ply these waters. 

A cull goes out from ti,e craw's ne5t, 
"S/fip Alloy!" All II ands cl re called to the 
deck. Looming out of tile fog is a 50ftly 
glowing. seaweed covered galleon. 

With un earthly speed, th e ancient 
ga lleo n silently plllls a long side your 
ship. With deft skill, or eerie coinci­
denct, it grates against yOllr bow, slow­
jllg you down and locking tlu: two ships 
togelller. The ships rock to crnd fro, in II 



slow motion dance as tile wind dies and 
tI.e fog thickens. Glancing up, you see a 
name carved on jts prow: Strongwind. 

An eerie voices booms from the ghost 
sllip, sending a ell ill down your spine. 

"Look upon your deaths ye SCllrvy 
dogs, fo r I be Captain S trongwind. Let 
tllose wll o sa il the sea in th e name of 
S arbreen be on th eir way t o Da vey 
Jones'locker and a cold, watery death! 
Attack me hearties. Attack!" 

on the ghos t sh ip, m asters of 
their own fate. Meanwhile, the 
forces of Captain Strongwind 
are attempting to b oard the 
PCs' ship. However, Captain 
Strongwind will no t leave his 
ship, an d if the PCs are to 
destroy him they must leave the 
comforts of their ship. 

The deck of the Strongwind 
is obscured in a damp, cold fog . 
There is a forecastle, a sterncas­
tie, an d three masts. The sails 
are reefed. A la ntern burns in 
the crow's nest with an super­
natural blue glow. 

When the PCs have 
boarded, or Strongwi nd 's min­
ions board, have the PCs make 
a saving th row vs . spells or fall 

iiP.;~j~;;~~ unde r the effect of a cause fear 
spel l. (Use the same modi fica ­
tions for the saving throw from 
Encounter Seven). After the 
saves are rolled, the forces of 
Poh! Strongwind emerge from 
the mist to attack. T he undead 
form of the ancient pirate can­
not rest un t il he co ntrols the 
Sea of Falling Stars. 

The crew mus t make a collect ive 
mo rale check to stay on board (differen t 
morales fo r different ships). Even if the 
crew makes the morale check, they insist 
tha t the we re not hired to fight unless 
necessary- and if the PCs is not yet 
dead, it's not yet necessary. 

If PCs board the Strongwind, the 
crew will cut/push/hack their ship free as 
soon as the PCs go aboard on the Strollg­
wil/d. This will Jeave the PCs stranded 

Note: Cler ics suffe r a -4 to all 
atte mpts to tur n und ea d for 
this encounter. 

,u-ju Zombies (5): Int Low; AL 
N(E); AC 6; MV 9; HO 3+ 12; 

hp 20; THACO 15;#AT I; Omg3- l2;SA 
Special; SO Special; MR Special; S2 M; 
ML 20. 

Pohl Stro ngwind-Coffer Corpse: AL 
CEj AC 8; MV 12; HO 4; hp 29; THACO 
17; #AT 1; Dmg 1-6 by hands or Id8+1 
by scimitar + I; SA see below; SO see 
below; S2 M; ML 20; Turns as spectre. 
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')\ shocking realization grips you as you watch 

the ship dissolve around you." 

Searching the Strollgwilld 
After the pes defeat Ca plain St rong­
wing, his ghostly co rpu s d isappears. 
The pes can search the Sirotlgwind if 
they wish. 

Inside the forecastle is the first mate's 
room, two other cabins, and an officer's 
mess. All three rooms arc un kempt and 
abandoned. In the first mate's quarters is 
a suit o f lea/her armor + /, human 
sized, on a stand. 

The re is a catapult on th e 
Siern cas tie tha t is s till opera­
tional. wi t h o nc lo ad o f s hot 
nearby. These ropes arc in bettcr 
shape th an those on the o th e r 
castle. 

Inside the sterncastle is the 
chart room and the ca ptain 's 
quarters. In the chart room there 
is a chart on the table. Anyone 
with navigation proficiency will 
see that th e current position of 
the Strongwind is exactly plotted 
on the chart that is spread out on 
the table. The rema ining charts 
are worth 1,000 gold pieces to a 
marin er (such as Calvin Long -

. 

I 

With a screa m that sounds from ti,e 
very deptllS of til e dark wate rs abola 
you tile Ghost of Strongwilld appenrs 
before y011 shrieking, Then, it melts in to 
a bubbling puddle of orange goo. 

You look wi th horror at til e fluid 
excre tion Up Oll th e floor alld noti ce 
odllfy that ti, e boards UpOIl which it 
rests are becomillg strangely transiu-

bottle). j 
The cap tain's chamber co n- .. ~- .. ,;(,t~.~ 

tains a narrow bed, a wardrobe, a .; c "'_ 1·' '1 

table wit h a sextant and spy glass ~~~ 
hund red s of ye ars old, a foot II 

locker, and a pipe collection , all i. I ~ il 
worth a total of 3,OOO gold pieces. J.JI\ :1 I 

A footl ocker in the capta ins . ~ .. !~. ~';'1. \ 
quarters also contains the follow­
ing: a potion of swimming, dust of 
healing (as pot ion ) wf4 pinches, 
and a 1,000 gold piece ruby. The -
remainder of Stro ngwind 's trea ­
sure went to his g rave with hi m, 
and may be left fo r another day. 

Strongwind 's Demise 
Two turns after Cap tain Strong­
wind is defeated, read the follow­
mg: 
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unt, almost as iftlley're ...• 
A s/locking realization grips you as 

you watcli th e ship dis so lve away 
arol/tltl YO II . 

Th e shi p is disappearing a ro und the 
PCs. Th ey have enough ti me to search 
the room and find the foo tlocker. Any 
PC run ning up on deck notices ( un less 

/ 
/ 



action was taken) that the ship upon 
which they arrived has fled, stranding 
them. Over the course of one turn, the 
sh ip and its cargo will dissipate com ­
pletely leaving the pes floati ng in the 
Sea of Fallen Stars. 

At th is poin t, if stra nd ed , th e pes are 
reduced to swimming and floa ti ng. pes 
who are able to swim or remain alive for 
one hour will be rescued. After one hour, 
a merchant ship will pick up the PCs and 
return them to their home. 

If the PCS have other magic that will 
allow them to make it back 10 pori, these 
will work perfectly. The question here is 
what the PCs do to remain afloat for one 
hour. Among other things, they must 

• Discard any armor, even magical, that 
is bulkier than leather. 

• Make two sw imming checks or two 

Strength checks (Strength at -2). 

• pes who are injured must either be 
cured or the above checks are at an addi ­
tional -2. They must also discard the ir 
backpacks to stay afloat. 

Conclusion 
If the PCs make it back, Calvin Longbot ­
tie rewards them with the gold promised 
for the mission. (fthey bring back any of 
the artifacts found on the Strongwind, he 
gives t he pes th e following magical 
items to choose from (at most, one .for 
each PC, DM's discretion). All scrolls are 
written at II th level of ability: 

• powder of coagillation, 3 pinches 
• scale armor + 1 
• protection from water scroll 
• tTile seeing scroll 
• wand of flame extinguishing (14 charges) 
• 10 arrows + 1 

• potion of fire resistance 
• short sword + 1/+2 vs. water-breathers 

News of the defeat of Captain Strong­
wind and his ghostly ship travel quickly 
throughout the ports aroun d the Sea of 
Fallen Stars . The PCs will probably 
become mino r celebrities in the area for 
this fea l. They may have to deal with 
other groups claiming to have done the 
deed, or live down their reputation by 
hunting live pirates too. Or perhaps nas­
ti er undead await t hem, having been 
alerted to the presence of capable undead 
slayers in the area. 
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THE ISOLATION BLUES 
The pos tman (ometh . YOLI meet hIm on the steps. antIcIpatIng the wonders 

he ca rries In hIS blue Cdnvas bdg He smIles . W,th practiced ease, he brings from 
hIS satchel d bundle o f letters. cdtalogues, phone bIlls, epIstles from d,stant rela· 
tlves, and there amongst the sweepstitkes notIces and postcards from the edge, IS 

the object of your hedrt~ desire. 

POLYHEDRON® magazine. 

by Lance HawV8rma/e 

You leave the rest of the ma il in a flutt ery heap on the 
kitchen table and stalk off to your gaming chamber to read. 

Hmm ... this issue's forty -eight pages are packed wi th infor­
mation concerning conventions. Who fared well at GEN CONe 
Game Fair? How ca n co nvention -goers get the 
most Qut of the upcoming W INTER FANTASY* 
convention? What's the latest word from 
Ravens Bluff, and just how many points do 
you need to rea ch the rank of Grand 
Master Judge, anyway? 

Quietly, you ignore all of that and flip 
through the newszine until you reach 
Ed Greenwood's latest installment of 
EfmitlSler's Everw;'lkitlg Eye. You 
read the article from a lpha 
omega, take copiolls notes on 
im plementi ng th ese ideas 
into you r own 
FORGOTTEN REAlMSIII "'n .. ..::::~ 
paign, then you prompt ly 
lay POLYHEDRON to rest in a 

cardboard box with a mound o f <~=X~ 
o thers of its kind. Sadly, the remainder of . 
the newszine holds little of interest to you. 

You rarely attend conven tions. 

You've never visited the Living City. 

You've never even sent an email. 

Sigh. 

You've got the Isolation Blues. 

If you're one of the thousands of gamers who are experienc­
ing a sense of sepa ration from the roleplaying community, if 
you've ever wondered why POLYHEI)RON magazine is oriented to 
the compass of conventions and tournaments instead of the 
true nOrl h of living-room gaming, then you've contracted a 
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heavy case of the Isolation Blues. Because you seldom partici ­
pate in public gaming even ts, you feel disjointed, discon nected, 
and generally left out. 

There is a place fo r you with in the RPGA~ Network. No 
campaign is an island. Let the RPGA be your bridge. 

Not That There's Anything 
Wrong With That 

You have yo ur own reasons 
for cultivating this solit ude, 
of course. Yo u either live in 
an area which is off th e 
beaten convention path and 
find it fi nancially impracti­

caito attend, or you simply 
take grea t p leasure in you r 

own small gaming group and 
have never felt a need to make 

contact with players via such chan­
nels as tournam ent play, online 

correspondence, or play-by-mail adven­
ture scenarios. Your only desi re is to create or 

participate in a campaign that is dynamic and multi-dimen ­
sional, with int ricate plots, well-developed ch aracters, and 
challenging storylines. You've little use for ea rn ing gaming 
points in the RPGA Network, or even meeting players outside 
your own private circle. What use, then, can you make of POLY­

HEDRON, a publication that seems geared toward the interacl ive 
gaming community al large? 

No campaign is an island. -
Let the RPGA be your bridge. 

Here are several ways to maximize POLYHEDRON magazi ne's 
potential in even the most insular gaming grou ps. 

VVhars ln It For You 
Why join the RPGA if you're not a convention- going gamer? 

Th is is really the fundamen tal question, as players langu ishing 



wi th ttle Isolation Blues oft en ca n't find a reason to spend the 
money on a membership which addresses LIVING CITY cha rac­
ters and news from the world of cons and faraway tournaments. 

The answe r to th is di lemma lies in the magazine itse lf. 
Granted, a gamer who never attends cOllventions has little use 
for the aspect of his membership package which permits him to 
play in RPGA-sa nclioned tournament events, but POLYHEDRON 

alone is worth the price of ad miss io n. A goa l of any serious 
gamemaster or player is to help creale the most detailed, most 
enjoyable campaign world possible. The info rmation fo und in 
the pages of P OLYHEDRON can add depth and color to any gam­
ing effort. even if that effort doesn't involve the lands of the 
Forgonen Realms or Ravens Bluff. For example, the aforemen­
tioned Elminster's Everwinking Eye is a constant in each issue. 
It's always there. It's Gibraltar. You can read it and count on it 
and know that each installment is going to add that much more 
detait to the campaign. To be used most effectively, , 
ar ticles like this-includ ing the occas ional ~" 
p ieces on deities, mag ic items, a nd ~-...... 

s pells- can be removed from th e :::::::::::::: 
m~gazine and .filed in. the appro-~ 
p n ate se~tlO n III th e ... 
gamemaster s notes. --=::::::-::'-Creativity Is Hid-
ing Your Sources ~ 
And do n't ge t stuck 
on proper nouns. Just 
because an article 
might desc ribe the 
FORGOTTEN REALMS 
ki ngdo m o f H igh 
Enllnerock and per­
sonages such as Khel­
ben and Randal Morn, 
these names are by no 

= .. 

means set in sto n e. 
Ch:lI1 ge the names, a few 
statisti cs, and a lit tle geogra­
phy, and these places and idea s 
can fit into virtually any campaign. 
Exte nd the shclf li fe of your Po ly, br 
simply assimilating every art icle which deals 
with details of a campa ign setting, even if that set-

... even if you 've nev.e~ attend 
.-0' 

ed a convention in you~ life 
.. " . 

the RPGA has much'to offer -
ting is not your own. The Personlities of Ravens Bluffcan-with 
the timely flick of a pen- become the Personalities of Grey­
hawk, or Middle Earth, or even Rigel VII. As Francis Bacon 
once wrote, " I have taken all knowledge to be my province." 
Ignore no thing. The in forma tion presented in POLYHEDRON is 

intended fo r di smembe rment 
and digestion. Cut it, alter it, but 
certainly incorporate it. 

But Wait. There's More 
Nee d another reason to join the 

RPGA? Here are three: First, the Network 
is now producing s pecial game modules 
available to members o nl y- free of charge! 
These adventures are mailed to you each year as 
part of your renewa l package when you extend 
your membersh ip, and what gamemaster isn't eager 
for a fresh adventure to liven up his campaign? 

Secondly, even more such tournament-style adventures are 
routinely offered by the Network on the RPGA's official web· 
site. Only members have access to these adventures, which ca n 

be downloa ded at you r leisure and in se rt ed 
/" ~ into your campaign world w here you 

~ 
deem appropriate. Though you 

~ 
may not be interested in 

,. swapping war stories in a 
.. chat room or discussing 

...,.".,. the merits of LARP-- -= 

... 

ing , the Ne twork 
still has much to 

offer o nl ine for 

• 

-
the se r io li S 

gamer. 
Finally, 

also holdi ng 
court o n th e 
web a re RPGA 
ga m ing spe ­

c iali sts, folks 
who prese nt 

~ 
on lin e tra in in g 

" , h<l pful hin ts t o ~ 
semi n ars wit h 

1111 .... :' en hance your gam in g 
experience. The best way 

to connect yourself with the 
gaming wo rl d and simu ltane ­

ously polish your roleplaying talents is 
to Jog on and get a few lessons from some of 

the Network's top judges. 

• 
So even if you'ye never attended a convention in your life 

and have no plans of ever creating a character for the LIVING 
CITY cam paign, the RPGA still has much to offer, even to the 
most lonely roleplayer. lsolated gamers of the world, unite! 

How To Enrich Your Campaign Wi th Material 
From Outside Sources 
Now that you've made the most OfPOI.YHI'DRON, you'll want [0 

quickly branch out, taking advan tage of the Netwo rk's many 
resources. Though you might be initially reluctant to attempt 
to open correspondence with a fellow gamer advertising in the 
magazi ne's classified ads, the RPGA coordi na tors are in the 
business of promoting the game, and they'll be happy to hel p 
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you make contact with others in the hobby. In order fo r you to 
build a campaign of texture and detail, you' ll need to make use 
of all the resources at your disposaL That orten means gell ing 
material from other players. 

The hobby of roleplaying thrives because it's in a never-end­
ing process of construction. Players are conti nuously adding to 
the body of rules and adventures. Upon request, the Network 
will send you a listing of other RPGA members in you r area. 
Talk with these members, trade material with them, and befo re 
you know it. you'll have an inoculation for that case ofthe Iso­
la t ion Blues tha t 's go t yo u fee ling under the roleplay ing 
weather. 

How To Rate Yourself As A Player or Judge 
The pages of POLYHEDRON are con ~istcn tly fi lled with discus­
sio ns of the RPGA point system fo r tournam ent -attending 
players and judges. By partici pating in gaming events, players 
earn "experience points" which advance them up the Network 
ladder, somewhe re at the top of which stand s th e mythical 
ranking of Parago n. Great, you say. Conventioneers ca n com­
pare their rat ings and get an idea of their prowess as roleplayers 
and gamemasters. But what abou t me? I don't play in tourna­
ment events, but I'd sti ll like to know how I rate in the hobby. 
What can I do? 

Never fear. Without a foi l fo r compari -
son, the isolated player can still gauge his 
o r her own gaming sk ill s, albeit 

somewhat subjectively, b::':P:P~IY.-..l6;;~~ 
ing the Three DImen-
si o ns of Rol eplayi ng: 
Leng th , Depth . and 
Breadth. 

Length 
Length is sim pl y 

yo ur tenure as a role­
player. It is perhaps the 
most overrated of the thre e 
dimensions, being simply a count 
of yea rs. How long have you been 
ro leplay ing? One year? Fifteen? 
Obv iously, just because you' re a 
rookie doesn't mean you're any less 
sk illful than a gri zzled ve tera n. 
However, a long dim ensio n of 
Length does mean that you've had 
time to accumulate vol um es of 
notes for your campaign and mas­
ter the nuances of the ru lebooks. A 
ro leplayer with a co nside rabl e 
Length brings a wealth of experi ­
ence to the table. 

Depth 
Depth is the most important of 

th e dimensions. Sim ply phrased, 
Depth is the amount of work 
yo u' ve put into your cam pa ign. 
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Deplh is the late nights laboring 10 detail a lost dwarven ki ng~ 
dom. Depth is creati ng a language tree for Ihe various races of 
your world. drawing painstaking maps of even the most distant 
campaign corners, and carefully crafting pages of NPCs. Depth 
is simply creativi ty and hard work. 

For players, Depth is a long and detailed char acter history, 
extensive equipment nOles, and a personal log of the campaign 
world as seen th rough the eyes of the character. '10 get an idea 
of your own Depth, take inventory of your gamin g records. Do 

P.olyhedron and other maga­
In·esil;:..ca:n;~b.~e vehicles to convey 

your ideas to the public. 
".. 

they fill a single notebook? A filing cabinet? A s mall li bra ry? 
The players with the greatest degree of Depth will make full use 
of available material for his or her particular game, and then sit 
down and fiU in all the gaps with exacting detai l. 

Breadth 
Bread th is th e most d ifficult dimensio n fo r the iso lat ed 

gamer to master. Essentially, Breadth measures your willingness 
to disseminate your expert ise to as wide an audience as 

possible. Though your private gam ing circle might 
be far removed from the heart of the interac­

tive roleplaying community, the fac t of the 
matter is that the game itself evolves through 
the constant interchange of ideas between 
its players. The game is not static. It is 

co nti nuo usly being built b y those who 
play it. 

Breadth , then, measures you r efforts 
to share the wealth of yo ur 
knowledge with other play­
ers. This can be as simple as 
committing your persona l 
campai gn world to th e 
internet, so that others 
can ma ke use of the 
setti ng you have so 
dil igently cre­
ated. 

Breadth 
also en tails placing 
your id eas in pro­
fe ss ional ga ming 
publicat ions. POLY­

HEDRON an d other 
ma gaz in es can be 
vehicles to conve y 
yo ur ideas to the 
public. thereby 
inc reasi ng yo ur 

impact on th e game 
and furth er wid ening 

your Breadth . While tou r~ 



nament participants have many opportu nit ies to broaden their 
knowledge by making con tact with other players at conven­
tions, the isolated gamer must rely on other sources to enhance 
this third and final dimension of his roleplaying efforts. 

So just because the back of your RPGA membership card 
may not list you as a Grand Master, you might very well rank 
amongst the hobby's elite. Sit back and review your own efforts 
in terms of Length, Depth, and Breadth, and you'll get a pretty 
good idea of just how much you've accomplished .. . and just 
how far you need to go to reach your own private rank of 
Paragon. 

How To Ensure That Your Campaign World Is As 
Good As Anything Going 
Even after measuring your efforts against the Three Dimen­

sions of Roleplaying, it's still difficult to know how your cam­
paign compares to those which benefit from the constant influx 
of ideas from conventions and online sources. Here are some 
tips on how to make your gam ing circle the best that it can be. 

Stay Current 
Even though you may be removed from the ongoing gaming 

loop, you can still stay up-to-da te on cha nges in the game by 
subsc ribing to such publications as POLYHEDRON. Roleplaying, 
by its very nature, is in a constant state of change. New concepts 

As Francis Bacon once wrote, 

"I have taken all knowledge 
td be my province." 

such as LARPs and the DRAGONLANCE® SAGA® rules are con­
stantly being added to the game and altering its nature in fresh 
and exciting ways. Read what's being said about the game, clip 
and save those articles which can add Depth to your campaign, 
and before you know it, your isla nd won't feel so isolated any­
more. 

Invite New Players 
Don't be content to keep your game to yourself. Introducing a 
person to roleplaying can be a fun and rewarding experience. 
Welcoming a new pla yer into your isolated circle not only 
increases your Breadth, it also brings yet another batch of ideas 
into the group. By inviting someone to journey into your cam­
paign world, you keep that world growing. And growth is one 
of the big advantages to roleplaying 

Read Everything 
Make a poin t of building a library of non-game-related texts 
from which to draw material for your campaign, adding color 
and historical fact to your roleplaying sessions. For a fantasy 
mili eu, books might include such topics as the Celtic druids. 
the Vikings, Charlemagne, and the Italian Renaissance. A Shad­
owrun campaign could be enhanced with books on paranor­
mal psychology, Native American mythology, and computer 

technology. Resea rch such as th is is what the dimension of 
Depth is all about. 

Use The Network 
Hey, that's what it's there for. The RPGA was established to join 
players in their collective efforts to en ri ch the hobby. And if 
you're one of the many garners who live in a remote region of 
the planet where it 's impract ical to attend conve ntions, the 
RPGA can even help you organize and host a convention of 
your own! 

So grab hold of POLYHEDRON and the ent ire Network and 
make them your own. Whether you're a conventio n-goer or 
not, the Network exists so that you can add a bit of your own 
efforts to the ever-changing hobby of roleplaying. The bridge is 
out there. Don't be afraid to cross it. 

Here's Yet Another Way 
to Get Involved: 

Vote in the Origins awards! 
Flip to the ballot on the back 
page of this issue, photocopy 
it (or rip it out if you're not 
picky), fill it out, and mail it 
in! You don't have to vote for 
TSR products, but it would 
be great if you did. The dead­
line is soon, so don't delay. 
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LIVING GALAXY countdown 
by Jeff Quick 

The nex t page is an excerpt from the 
upcoming STAR~DRJYE1' ''' campaign book 
for TSR's new ALTERN ITYII science-fic­
ti on ro le- play ing game. If you didn't 
know yet, we're planning on in troducing 
a L IVING GALAXY setting in 1999. And 
we're getting a 101 of suppor t from the 
AtTERNITY designers and editors to make 
it happen. 

From the very beginning, the RPGA~ 
Netwo rk has been given our own star 
syste m to play in. It 's a lmost as if the 
FORGOTTEN R EALMST'" team had turned 
over the whole of The Vast to our Ravens 
Bluff players. 

Our ca mpaign will be in a region of 
space known as the Verge, on the edge of 
knO\\ln space. Our sta r system is called 
Argos. And the main inhabitable planet 
in the Argos system is called Marybelle. 
Marybelle is our Ravens Bluff, ou r vir­
t ual Seatt le. A few rough idea s about 
Marybe ll e have been set o ut. Fo r 
instance, the planet is in the fina l stages 
of being ter rafo rm ed to a less tox ic 
atmosphere. Until then, its inhabitants 
live in domed cities. We get to decide the 
rest. 

Background 
You'll need a little history for the next 

page to make sense, but it goes like this: 
humans had spread across 

a LOT of space, when 
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they sudden ly got in to a war among 
themselves back home. 

As a resu lt of the war, systems nearer 
to the center of explo red space stopped 
talking to the far away systems; it wasn' t 
cost effect ive. The farther systems called 
th is the Lo ng Si lence. So, without an y 
help from home, they ju st got on with 
their Jives. 

Recently however, the home powers 
ended thei r war and are re-establishing 
con tact with their long-lost colonies, 
whether they want it or not. 

This is where the Verge stands now. 

What's SpeciaJ 
O bviously, HQ could find some people 
and throw out aI/other LIVING'" setting 
fo r m embers to play. But we 've do ne 
that. We want to Iry something different, 
and let memb ers design the LIV ING 
GALAXY campaign from the ground up. 

Thi s is a g rand exper ime nt to see 
how far we ca n go with defin in g our 
own setting. Your input is the only th ing 
which will make this project fly. 

Not everyone will wan t to des ign. 
This is fine . When we la unch the cam­
paign at GEN CONe Game Fair '99, we'll 
throw open the doors fo r players. But for 
those who love campaign building, we're 
going to take the next year to try to make 
things like WE wa nl them. 

In addition to creative conlrol , o ur 
proposal for Ma rybelle is an unp rece­
dented amou nt of player control over 

the setting too. Player charalers 
can be in cha rge of gove rn ­

me n t, bus in esses, space 
freigh ters, or not hing at 
all. 

Marybe lle is s t ill a 
sma ll sett lem ent, but ha s 
mu c h roo m fo r growt h . 
Some areas we need 10 
make so me cho ices about 

include: 

Government 
Marybelle is a republic right 

now, but Ihat cou ld change 
peacefully or in a messy coup. 

Do YOll wan t a monarchy? 

A tech nocracy? Do YOU want to run a 
governor character and make ru les for a 
city? Ca n you take the hea t if you make 
bad decisio ns and st ill have 10 run for 
office next year? 

Law 
Is Marybelle a tightly-run civic utopia or 
a den of thieves? Or both? What's against 
the law on Marybelle, and how do they 
punish offen ders? What is the law 
enforcement branch of Ma rybelle like? 
Ruthless? Donut Jockeys? 

Business 
Large companies run the terraforming 
stations. But who runs the businesses? 
Besides large compan ies. such a cos­
mopolitan setting will have opportunity 
fo r many smaller businesses, too. What 
sort of en trepreneu rial opportunities 
ex ist on a new planet? 

Geography 
Where are all these domed cities exactly? 
Nea r each other? Spread ou t? Nex I to 
gian t craters or along mountain ranges? 
Is anyone interested in hammering out a 
world map for Marybelle? 

Rules 
Wh ich optio nal ru les wi ll we use? Do 
people prefer hea vy real is m, or morc 
quick-a nd -dir ty act ion ga m es? Will we 
include cybernetics and psion ics? 

Adventures 
Soon after we ge t details fleshed out, 
we'll want to start plotting and writing 
adventures. 

The STAR "DRIVE campaign book will 
be out in July, so ma rshall your thoughts 
and ideas until we can all get a look at it. 

I' ll be moderating ideas in the RPGA 
room at the website on a regular sched­
ule. I've already heard from a couple of 
in terested people, but there's a lways 
room for more! Email me here at <poly­
hedro n@wiza rds.com> if you're in ter­
eSled. 
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ARGOS SYSTEM 
Not far from the cosmopolitan Aegis system lies the Argos system, 
one of the mnre interesting places In the Verye. Argos is a binary star 
system that has attracted explorers, sdenlists, and colonists. The first 

billion years 01 the Argos system passed in fairly mundane fashion; 
12 planets formed orbits about a yellow GS star. These planets were 
a mixed collection 01 Jovian gas giants and terrestrial worlds-Ihe most 
famous of which is Marybelle. EventuaHy, this slar's course took it 
close to a second star, and the two systems became onl!. 

H,STORY 
In 2322, explorers from BluefaU came to the Argos system and dis­
oovered worlds ripe with pohmtial. Instead 01 claiming the system for 
their new united stellar nallon, ci tizens of what used to be New 
Columbia settled the Argos system independently. These colonists 
belonged to political groups that had opposed the Orion unification lor 
various reasans, and they hoped ta make a fresh start. Stm:e the 
Argas system didn't have a CJass r warld, it didn't hold much Interest 
for the stellar nations; no one wanted to fight over it. Thus, these 
cuJontsts made their claim unchallenged by any other nation or sys­
lem. 

During the Lang SUence, the worlds of the Argos system became 
a haven for refugees and Independents. The first leadership cuuncils 
opened Marybelle for colonization without regard to stellar origin, 
species, or nationality. As a result, the Argos system-a common 
milepost for travelers moving from the center of the Verge to Its fur­
ther edge-became home to diverse Interests. 

In general, the inhabitants of thts system Ignored the retum of 
stellar nations-even though their presence improved the local econ­
omy. Curren~y, the stellar nations have offered the use of technology 
to advance the terra/ormlng of Marybelle, and representatives from 
the nations of the Stellar Ring have expressed a desire to bring the 
planet and the system Into their Individual folds. The local population 
has simply declined. 

ARGOsAAND B 
Four worlds orbit Argos A, a K5 slar that has already seen the pas­
sage of more than 12 bllllon years. 'lWo of these worlds are gas 
giants large enough to Influence the orbit of their parent star. Another 
Is a lifeless rock without inleresl to anyone. Proteasa, the fourth 
planet, lies just beyond the lifebearlng orbit of Argos and has devel­
oped sulphur-based organisms thai indude both animal and veg­
etable life. However, scientists haven't c:onlirmed the presence of 
sentienllile on Proteasa. 

The pleasant wannth of Argos 8 bathes its ynung planets; how­
ever, none of these worlds has developed life. Given lime, either 
Marybelle (G2/HI /A3/P3/H2) or Hartrest (G2/HI/A3/P4/H3), two 
planets thai lie within Argos B's habitable ring, may one day produce 
their own biosphere. The arrival of sentlents, though, has changed the 
planets' destinies; these colonists have their own planss. 

MARYBELLE 
Far more than 100 years, scientists have struggled to alter Mary­
belle's planetology. The first stage focused on releasing the hydrogen 

and oxygen locked within the planetary crust. Stage one ended suc­
cessfully In 2450 with the planet cloaked in a plim!liV1! atmosphere 
dominated by water vapor. The second stage focused on coDling the 
planet. This stage has also been successful, as the water vapor has 
condensed into great rainfall for the last 50 years. Although once a 
landlocked wnrld, MarybeUe now possesses several oceans. 

As stage two draws 10 a close, scientISts have begun the third and 
final stage of terraformlng. Dozens of stalions located all over the 
planet transform Marybelle's atmosphere. Some chemically break 
down molecules in the air. Olhers follow the model of Earth's own 
evolution, releasing millions of bacteria and tiny planilike organisms 
Into Marybelle's virgin seas. Through photosynthesis, the young 
plants take in carbon dioxIde and water to produce energy; the 
byproduct of thts process, oxygen, is what Interests the planetologists. 
Already, the planet's oceans brim with photosynthesizing life. Scien­
tISts promIse that within a decade, no one wtU require filter masks 
and e-stlits when walking about on the planet's surface. 

Politically, Marybelle's government is a republic; dUzens choose 
members 01 their governing council through annual electrons. Of 
course, the terralonnlng fa ctions wield considerable sway over plane­
tary politics, but their very successes may soon render these sctentlflc 
conglomerates obsolete. After all why support a huge team of ler­
raformers when the project ts complete? 

GRAPH System 
The lellers and numbers next \0 planet names are shorthand lor 
planetary environmental amdJl!ollS. GRAPH stands for GraVity, 
Ra(~alJon, Atmosphere, Pressure. and Heat & Cold Extremss. Gen 
eraUy. for both Marybelle ami Har\rest the numbers approach 
earth Wee. A3 means "tOXIc atmusphilre' whlch requires heroes 10 
wear repsiralor masks outside. H3 stands lor "Torrid' heat, With 
ilVtlraye planetary temperatUCIIII In the 50° C ! 1250 f1 range 

VERGE CONFEDERATION 
Since its formation in 2468, the Verge Confederation has used one of 
Marybelle's dties as its headquarters. Originally, the Verge Confedera­
lion served as a unifying political body for all of the systems of the 
Verge. It's saId that the Hegent of Bluefall once hoped that the Confed­
erallon could someday form the basis of a Verge League that func­
tioned much Uke the Orion l ea!Ille in the SteUar Ring. In the early 
days of the long Silence anything seemed pOSSible. 

CirCllfTl'itances of history have done away with the pOSSIbility al a 
united Verge. Instead, the ConfederatJon lives on as a talent and 
employment agency for explorers, operatives, and troubleshooters 01 
all types. When someone needs spedaJ assistance, they can hire 
someone in the Confederation to help. 
Atilis J~ Utir (Fml Argos/ DMW-S) oversees the Confeds (see introduc­
tiOn to the Verge for more informatiOn). 
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Convention Po stings 
This big list ofboTing text is all the conventions from whom we have received scoring packets in the last year 
and a half. If a convention is o n this list, we have posted results from it on the web. If a convention is not on 
this list. go bother yo ur con coordinator, because we haven't gotten them (do n't ask about Mayo r June cons 
yet, since we can't vouch for those at time of pri nt ), For list ings eariler than 1997, see our website for details 
<wv .... w.tsr.com/rpga>. 

Australia 
CANCON97 
Phenomenon 97 
Arcanacon 15 
Necronomicon 97 
MacQuari«on 97 
CANCON 98 
Fraser Invilational 
Conqufsl98 

Canada 
Gryphcon 1997 
West Lome G~l1leday 
Purpk Dragon 
8<1 . Con 2 
Wn-hnd in the JUllgle 2 
Bar Con 3 
Weekend of Horro r 2 
Wa!sfic Fall 97 
Walsfic 
Walsfic 

1125/97 
6/6197 
7/3/97 
10/4/97 
12/12/97 
1/24/98 
311198 

4/10/98 

217197 

812)/97 

10/ 17/97 

10124/97 
10125/97 

10/31/97 
111lI97 
111 15197 
2114/98 
3/20/98 

New Zealand (Aotea roa) 
J(~pcon 97 1/19/97 

United States 
Sunque~t '97 
Star Tron3 
Marscon '97 
QUC'Stwn LI 
Luster Game D~ys 
Liv ing City War Weekend 
Pandcmonioll 14 
.... t Con 97 
LAGAGames 
Mountain~r Game Day 
Dreamation 97 
Con OfTh~ North 

Purple Dragon 
Warcon '97 

Mon Con 2 
Pgco Birthday Bash 
Constitution 5 
~nghis Con 18 
Ore Con '97 
QUe5tcon 1.2 
Dun Dra COI1 
L .... G .... G~mes 
Total Confusion '97 
Gamiwn Eta 
l)ogs Revisit R~vens Bluff 

Kranscon 
ORavens lIluffcon 
Cy-Con 
Mountaineer Game Day 

Americon 

112197 
1/3/97 

1110/97 

11 10197 

1/15/97 
1/18/97 
1/18/97 
1{23/97 
1125/97 

1125/97 
1/3 0/97 

1/31197 

1/3 1/97 
11JI/97 
2/ 1/97 
217197 
2/1 4/97 
2/ 14/97 
2114/97 
21 14/97 
2115/97 

2115/97 
2J20f97 

212 1f97 
2122197 
m8/9l 

2128/97 

3/ 1197 
3/ 1f97 

317197 
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Coscon '97 

I.AGA Games 
Moo Con '97 

317f9] 

3/8/9] 

3/14/97 

Quest Con 9 3/14/97 

Day OfThe SpOl 2 3/15/97 

~' I ega Con 3/15/97 
Pacific Questmaster Game Day 

Watsfic 
ConnCon 97 
Legend Con II 
l.el'recon 2 

Dan Con 4 
Kettering Game I'air 16 
Steele Justkon 
llog&Iecon S 

Allusioos 
LAGA Games 
Neocon 8 
Techcon S 

3/15/97 

3/15/97 
3120197 

3/20197 
3121/97 

3122/97 

3122197 

3/28/97 

3129/97 

4/,1197 

4/4/97 
414/97 

415/91 
Questcon 10 4/ 11 /97 
Weekend In Ravens Bluff3 4/11/97 
Ae thereon 2 4/12/97 

Old Oeridian Game Day 411 3191 
VenlUre·Con '97 4/ 18197 

Ville Con 9 4/18197 
Weekend In Ravens Bluff 3 4118/97 

Weekend In Ravens Bluff 3 4/19/91 
Weekend In Ravens Bluff) 4/19/97 

Weekend [n Ravens Bluff 3 4120197 

Gamer Con West Va 4124197 

Cap Con 97 4125/97 
Noah Con '97 4125/97 

Steele Juslicon 4/25f97 
W«kend [n Ravens Bluff 3 4125191 

Weekend In Ravens Bluff 3 OK 
4125/97 

Weekend In Ravens Bluff 3 4/26/97 
W«kend in Ravens Bluff97 TX 

4126/91 

California Game D~y 
LAGA Games 
I.uster Game Days 

5/15f91 

5/15/97 
5115/97 

Ravenstone Garnes Game Day 
5115f91 

Oasis 
Shallncon 
Gamex 12 
Three Riven Gam~ Fest 
Con B.O.B. 
I:Ien Con 1997 
Thundercon 7 
Weekend In The Jungk 
8.oJ r Con 

SII6/97 
5116/97 

5123197 
5/23f97 

5/24/97 
5f29/97 

5/30/97 
5/30197 

"619' 
ConMan Gaming Convention 
616/91 

Summer Revd 616/91 

Death In The Jungle 617/97 

Old Ocridian Summer lJash 2 
6/14197 

tuMer Game Days 61 15/97 
Mountaineer Game Oay 3 6/15f97 
Ravcnstone Gameday 6115/97 

Polyeon XV 6/20/97 

San Con 4 6/20/97 
Moocon 3.5fContingency 612 1/97 

Dragon Con 6126/97 

Weekend Of Horror 6/27/97 

June CA Gamooay 6/28/97 

LAG .... Games 6/28/97 
Game Day 6128f97 

Steck Justicon 6128/97 

DeK Con 6 712197 

July Game Day 7/5/97 
Mon Con 3 1/5/97 
(k;li·Klun 7/ ll f97 
Ques1Con 1.7 7/11/97 
Quincon 7/11/97 
LAGA Games 1/12197 
Ravc:nstone Gamcday July 97 

Luster Game Day~ 
Comicon '97 
Origins '97 
Dark Con 
Watsfic Sumnw:r 97 
G~m !.iving W«kend 
Concus~ion 

Ken Coli 
LAGA Games 
Man Con [ 
Modesto Game Day 
RavenSlone Game Day 
Gcn Can 30 
Luster Game Days 
G .... M living Weekend 2 
Gateway 17 
Pacificon 
Shorecon 97 
Karmacon 97 
London Con 
Konosha II 
Ra,"enstone Game Day 
SICA Game Weekend 
NUlls 91 
Scptcmbf.or Game Day 
TaCl icon 
Capital Con IJ 
LAGA Games 
Luster Game Day) 
G .... M !.iving Weekend 3 
Steele Justicon 97-9 

7/[2/91 
7/ 15/97 

7I!6/97 
7116/97 
71\8/91 
7119197 

1/20197 
7f24/97 

7/26/97 
812/97 
812f97 

8/2197 
8/3/97 

8/10/97 

8115197 
812Jf91 
8129/97 
8/29/97 

9/4197 
9/5197 
9/5f97 

916f97 

9/6/97 
9/6/97 

9/12/97 
9/12197 

9/12197 
9/IJ/'n 
9/U/97 
911S/97 

9/ 19/97 
9/20/97 

AndCon '97 
Cog Can 5 
Razorbatllcs 
Old Ckridian Game Day 
Nuke Con 
ICON 22 
Queslcon 1.10 
Totally Tubular Con 
Guru Con 
LAGA Games 
Luster Game Days 
Lore Col} I [ 
Fantasy Quest 2 
A Lillie Con! 
D~wn Game Day CA 
Kennel Con '97 

Mountaineer Gallic Day 
Dan Can 5 
Fields of Honor '97 
Kettering Con 
Rock Con 25 
Sibcon 
SIGA Game Weekend 
Wright Sute Game Day 
MACE '97 

Sciron 19 
Pemaeon 13 
Dawn Game Day CA 
Lu~ter Game Days 
N. Cal Gam~ Day Nov. 
5teele Justi,on 97-9 
Spell Con 
Shaun Con 
Sooner Con 12 

912S/97 

9126197 

9/26/97 
10/1197 
1014/97 

101 10/97 

10/10197 
10/ 10/97 
10111197 

10/lS/97 

101 15197 
10122197 
10/24/97 
10/2S197 

10/25/97 
10125/97 

10/25/97 
10/30197 
10131197 
11/1/97 
111 1/97 
1111197 
1111/97 

11 11/97 

11 17197 
11 /7/97 
1I114/97 
11/15/97 
I I/lS/97 
11115197 
11 /15197 
11/15/97 

11/21197 
[ 1/2[f97 

Syndkon 97 t 1121f97 
P[aytesting '97 12/lf97 
Lusler Game Days 12/15/97 
Adventurer's Guild Retaill'lay 

1/1198 

Frost On the Lakeshore Jan '98 
1/16f98 

Gehghi ~ Con 98 
Winter Fant~sy 1998 
Andon Gameday 
D~rk DayofGamn 
Egyplian Campaign '98 
UDCon 4 
Wright State Gameday 

CY·Con II 

2/12198 

2126/98 
3/ 14f98 

3/14/98 

3/27198 
3/28/98 

4/4/98 
4f10198 

W«kend in Ravens Bluff 4 WV 
4/18/98 



00l1il TIPS: When Combat Goes Critical 
by Matt Brebner 

Page 61 of the DMG (#2100) has good 
suggestions for ' Two Workable Critica! 
Hit Systems'. I have an alter native 
approac h that may apPc3ilO OMs. In 
the eight years I've used t his system, I 
have fou nd it adds a dose of unpr e­
dictability to combat , and helps keep it 
fresh for battl e-h ardened players. At its 
best , it can add reat excitement and 
humor to ot herwise humdrum clashes. 

Critical Hils 
Every natural 20 ro ll ed in com ba t 

indicates an automatic hi l, which may 
become a "critical " hit. Another d20 roll 
is made as a "critical chec k." If it would 
hit the opponenl's AC aga in, this indi­
cates that the fi rst roll was in facl a criti ­
ca l hil. A miss on the second roll 
indicates that the hit was a normal blow 
(this 2-roll system reduces the chances of 
kobold s inn icti ng undu e damage on 
mighty opponents). 

Resu lts of a cri tical hit: the atlacker 
cl aims max imum da mage for that 
weapon, plus all bonuses applicable. The 
damage for th e wea pon alone is then 
rolled agai n and added to the tota l. For 
example, Gri mshaw the dwarven war­
rior ro lls a 20 aga inst his bugbear oppo­
nent in melee. His critical check ro ll is 
14, high enough to hit the bugbear nor· 
mally, so he can claim the critical hit. He 
gets an automatic 10 points' damage for 
his battle axe +2 (1-8+2) then adds 1 for 
strength of 16 and I for the prayer spell 
currently in effect on the PC party. for a 
total of 12 points of damage so far. He 
then rolls a si ngle d8 aga in for th e 
weapon's basic damage w ith no other 
bonuses counted, for a total o f 13-20 
points damage. 

The larger the weapon, the greater 
the potential damage. A dagger or light 
crossbow bolt wou ld generate modest 
critical hit damage of 5-8 points (+ any 
bonuses appli cab le ); a two - handed 
sword could inflict up to 18 additional 
poi n ts aga ins t a large foe. Th e sa me 
applies 10 monster attacks, whether by 
claw, fang or weapon. 

Critica1 Fumbles 
Any ro ll of I results in misfortune, 

and possibly worse. A second d20 critical 
check is made. A resul t of 1-1 5 implies a 
tripping over, dropped weapon, or inter­
fer ing backpack strap ( DM to adjudi ­
ca te), result ing in loss of any and all 
combat attacks for the round. An auto­
matic in itiative roll of 10 is in cur red the 
following round for the character who 
fum bled, as sthe picks himself up, recov­
ers the weapon, or rea rranges his/her 
gear, bu t normal attacks ca n th en be 
made. 

A specia l kind of fumble can occur 
when a PC attempts to employ missile 
fire (or wands that require a to hi t roll) 
in crowded melee conditions. A PC who 
fum bl es while shooting past his fellow 
PCs runs the risk of woundi ng one of 
his colleagues with " friendly" fire if the 
"c r it ical cneck" roll is 5 or less on th e 
d20. The fumbl ing PC must then roll a 
normal to hit roll aga inst the colleague 
who is most obviously in the line offi Te, 
with all bo nuses fo r range, magic, rear 
a ttacks, etc, applicable. Ouch. ChalZt, 
bless, or praye r spells whose bonuses 
apply specifically agai nst hostile targets, 
however, would no t coun t in thi s 
instance. 

A roll of 16-20 on the critica l check 
indicates th at the PC's weapon was dam­
aged, and witl retain a - I pena lt y on 
att ack and damage rolls u ntil a mend 
spell is cast upon it. This is techn ically 

outs ide the preroga tive of the 1st level 
spell , but if damage is allowed against 
weapons, th en means of repairing it 
should be available as well. 

Quick Fix 
I allow my players to carry a 3rd level 

Wizard spell entitled mend weapoll, and 
a 5th level spell, mend magical weapon 
( with a 1000 gp powdere d d ia mond 
requi red as a spell componen t ) specifi ­
cally to offset fu mble damage to weapons 
incurred by this system. The spell can 
not be used to repair any other kind of 
equipmen t damage or to shortcll t the 
kinds of repair that a specialist crafts­
man would be needed for. rumble dam ­
age is cumulative, too, so that a paladin's 
Holy Avenger sword might fin ish a par · 
ticularly luckless mission at ·3 to hi t and 
damage until it's mended via the spell or 
throu gh the usual tim e·co n suming 
weaponsmith methods. 

What of missile fire weapons? If they 
have a st ring. it breaks. This can spell 
disaster for PCs who don 't list spare 
str ings on their equipment sheets (espe­
cially those wood elven specia lists wi th 
their bonded bows ). Hu rl ed weapo ns 
with a wooden shaft typicall y have the 
shaft split so that the item is not usable 
without repair. Sling pouches rupture 
and are useless. 

Monsters who fu mble suffer the same 
penalties as PCs if using weapons. !f they 
use multiple attack rout ines, then the 
DM adjudicates the most suitable result, 
which might be the loss of all attacks fol· 
lowing the fumble. In the case of multi ­
legged opponents th at can't reall y fan 
ove r, or more powe rful oppo nents, I 
make the fumble cancel out anyone hit 
that rou nd . In any case, fumble incurs 
the automatic initiative of 10 th e follow­
ing round. 

Any character or monster falling over 
in combat incurs the normal pen alties 
applying to a prone opponen t, ie. loss of 
AC bonuses due to dexterity, and a +4 to 
hit bo nu s o n th ei r opponen t's next 
strike. 

J 
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Pro can 
L r f t e Seven Seas 

by Eric L. Boyd 

Powers That Be 

Procan 

Lord of the Seven 
_., The Ancient 
Merlner, Sailor of s.. 
.nd Sky, The Stann 
Lord, Prince of Wind. 

InttHmedfllte Power of 
Limbo, eN 
Portfolio: 

Domain Name: 

Supet1or. 

• • 

Symbol: 

44 • Polyhedron 

roeall (pro-KAN) is Ihe Oer il/ill ll g011 
of things 'lilu/ica/wltl me teorologi 
cal, wo rshiped ill p or ts alo ng tir e 
coasls oft/Ie Flallaess IIlullJY II "IIIall5 

of till etllllicities, particlilarly fishers mul sailors who seek to 
placlIle his lempesluous 1Illlllre. Procm. is also worsll iped i ll 
illla"d regiolls of the Flrl1laess of predomillalltly Oert/iall set­
tlement. albeit to a lesser extent, as the god of weather. This aspect of his portfolio is 
dosest to his original role amongst the Ocrid tribes but also overlaps with that of Vel­
nius. A few sentient aquatic creatures, particula rl y mermen, worship him as well. 

Procan is served by Velnius and the four Wind Gods-Atroa of the East Wind, 
Sotillon of the Sirocco, Telchur of the Mistral, and Wenta of the Zephyr- all of whom 
are among his offspring. The Lord of the Seven Seas maintains good relations with 
most other powers of the Oeridian pantheon, with the notable exceptions of Heiro­
neous and Hextor, Suel gods of the sea and sky. 

The Sailor of Sea and Sky is as mercurial as the wind, as powerful and unforgiving 
as the oceans. Procan vacillates between ebullient high spirits, characterized by 
humor and passion for life, and dark, morose brooding, characterized by pessimism 
and a violent temper. The only constant in Procan's emotional state is that neither 
extreme persists for long. He is ever greedy for treasure, hoarding that which grows or 
falls on the sea bed. 

The Church 
Clergy: Clerics, crusaders, specialty priests 
Clergy's Align.: CG, CN, CE 
Turn Undead: C: Yes, Cru: No, SP: Yes 
Cm nd. Undead: C: No, eru: No, SP: No 

All derics, crusaders, and specialty priests of Procan receive religion (Oeridian, 
common, sea) as a bonus nonweapon proficiency. 

Along the coasts of the lands once held by the Kingdom of Aerdy, the primacy of 
the church of Procan with regards to the sea is unchallenged. As Xerbo's faith is spread 
among the seafaring barbarians of the Thillonrian peninsula and the merchants of 
Lendore Isle, and Osprem's among the merchants of Lendore Isle and the Lordship of 
the Isles, naval conflicts between those realms and the Great Kingdom have a religious 
dimension as welL 

Nong the coast of the Azure Sea and in other regions where worshi p of both Sue! 
and Oerid pantheons is common however, followers of Procan, Ospre m, and Xerbo 
often sail together on the same ships, and even ally against outside threats. Since 



Procan embodies the wilder and tem ­
pestuous aspects of the ever-cha nging 
seas however, his chu rch is viewed dis­
trust com pared 10 hi s rivals, Osprem, 
and Xerbo. As a result, his faith slowly 
wanes in the Sheldomar Valley region. 

Regionally prominent temples of the 
Lord of the Seven Sus are great grani te 
structures whose soaring spires seem to 
touch the sky. The Ancient Mariner 's 
cathedra ls are built to embrace both 
storms and the sea. Most are drafty, 
damp, and set in the path of incoming 
storms. Procan's shoreline temples are 
typica lly situated on rain -lashed blu ffs 
overlooking the sea. Inla nd temples sit 
in the foothills of one of the mountain 
ranges of the Flanaes$ atop the highest 
tor in the local region or amid low-lying 
salt fiats. Small er chape ls and shrines 
catering to sailors arc known as bethels. 
They can be found dockside in most 
port cities where followers of the Ancient 
Mariner live or visit. 

Procan Novices are known as Swabs. 
Full priests are known as Sea Salts. In 
ascending order, titles used by Procanite 
p ri ests are Sailor of the Seven Seas, 
Helmsman of the Endless Swells, Ensign 
of the Pounding Surf, Lieutenant Com­
mander of Cresting Wave, Commander 
of the Lashing Wind, Ca ptain of the Sea 
and Sky, High Captain of the Thunder­
ous Storm, and Admiral of the Hurri ­
cane's Eye. High-ranking priests have 
unique individual titles, but are collec­
tively known as High Admirals. Spe­
cial ty priests are known as wave rangers. 

Clergy includes huma ns (87%), mer­
men (10%), half-elves (2%), and other 
races (1 % ). Humans come fromOerid 
(60%), Flannae (7%) , Baklunkish (5%), 
Suel (2%) . a lman (1 %) . and mi xed 
(25%) ancestry. Procan's clergy includes 
specialty priests (54%), clerics (includ­
ing multi-classed) (30%), and crusaders 
( 16%). Males and females have about a 
two to one ratio. 
Dogma: The salty seas and stormy skies 
are ev{'"rchanging; they defy prediction . 
The deep waters that embrace the oerth 
are vast and unknown. Their endless 
waves can ensnare any ship not cap ­
tained by the Ancient Mariner. There­
fore. give reveren ce to the Lord of the 
Seven Seas, for his fu ry is the thunderous 
s torm and his kindness the bount iful 
blue deeps. All is born from the sea and 

sky. and to the blue expanse shall return. 
Day-to-Day Activities: The majori ty of 
Procan's priests live and dress simply, 
eschewing fo rm al ri tual. They attend to 
those who earn their living on the seas, 
and often accompany them on sea voy­
ages, for their presence aboard is said to 
bri ng good luck. Sen ior priests often 
captain their own vessels or fund fishing 
and merchant fleets. 
Holy Days/Important Ceremonies: Fol­
lowers of Procan offer prayers to the 
Lord of the Seven Seas at high and low 
tide each day. More formal ceremonies 
occur at peak high and low tides of each 
month and for crews prior to extended 
sea voyages. When possible, such cere­
monies are held in tidal pools or at the 
high tidemark, always near the largest 
body of water in the region. They cast 
offerings of gold and pearls into the sea, 
and eat small amounts of fish and bread. 
Affiliated Orders: The Wolves of the 
Scarlet Sea are a kn ightly order of cru­
saders and warriors who se rve as the 
Storm Lo rd's militant arm . They are 
active in many port cities of the Flanaess. 
Sea Wolves, as they are known. serve as 
ma rines aboard Procan ships. They are 
well-versed in sea combat, boarding 
techniques, and shi p-based assault. 
Many possess magic to venture under­
water. Th e Keoish branch of the order 
sponsors twe nty privateer ships in the 
Azure Sea. They combat piracy and have 
increased marit ime co mmerce safety 
along the southern coasts of the Flanaess. 
Priestly Vestments: The ceremonia l 
garb of Procan's clergy includes dark 
blue knickers, loose, white shirts, and 
sky blue or sea green half-capes or robes. 
Garments are commonly washed in sea 
water, so are usua lly salt-encrusted. Sea 
Salt s typicall y let their hair grow long, 
pulling it back in a ponytail. Male priests 
keep their beards neatly trimmed. Silver 
and gold jewelry is common and osten­
tatious. No priest of PrQCan is ever with­
out a trident or flask of sea water (from 
which their holy water is consecrated ). 
Thei r holy symbol is a miniature silver 
trident, often worn as a pendant on a 
thin silver chain. 
Adventuring Garb: Shields and chain 
mail are common on land, but leather 
armor predominates in shipboard situa ­
ti ons. Cut lasses. tridents. harpoons , 
nets, and other "sailor" weapons :Ire 

preferred, and magic which aids in sur­
viving the sea is prized. 

Specialty Priests (Wave Rangers) 
Requirements: Con 14, Wis 9 
Prime Req.: Constitution, Wisdom 
Alignment: CN 
Weapons: All bludgeoning (Type 

B) weapons . cu!lass, 
harpoon , ne t, spe:lr. 
staff-sling, and trident 

Armor: chain mail and below; 
sh ield 

Major Spheres: All , chaos, co mbat, 
divination . elemental 
(air. water), healing, 
protection, summon­
ing (aquatic creatures 

Minor Spheres: 
only), sun, weather 
Animal, cha rm , cre ­
ation, necroma n t ic, 
plant. travelers. war 

Magical Items: 
Req. Profs: 

Bonus Profs: 

as clerics and fighters 
Spear or trident, navi­
gation, rope use 
Seamanship , swim-
ming. weather sense 

Granted Powers 
Wave rangers can turn undead of the 

sea including lacedons and sea zombies. 
At 1 st level, wave rangers can cast cre­

ate water (as the (sl level priest spell ) 
thrice per day. 

At 3rd level, wave range rs can cast 
water breathing or water walk (as the 3rd 
level priest spells) once per day. 

At 5th level. wave rangers ca n cast 
cal/lightning (as th e 3rd level priest 
spell ) or weather prediction (as th e 3rd 
level pries t spell detailed in Pu.rER ·s 

OPTION"": Spells 6- Magic) once per day. 
At 7th level, wave ra ngers can cast 

lower water (as the 4th level priest spell ) 
or weather stasis (as the 4th level priest 
spell detailed in PLAYER'S OPTION: Spells 
& Magic) once per day. 

At 9th level, wave rangers can cast 
airy water (as the 5th level wizard spell) 
or control wi/Ids (as the 5th level priest 
spell) once per day. 

At 14th level, wave rangers can cast 
control weather or conjure air elemental 
(as the 7th level priest spells) or conjure 
water elemental or tsunami (as the 7th 
level priest spells deta iled in PLA YER 'S 

OPTION: Spells 6- Magic) once per day. 
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Wl-

I Gygax. Janet Pack, 
. Net.."., .....,11, lMNO 

Qrf"", lJ'...aJ\.Nau"', CoC. BooTHI.l.It, 
P-.oia, MIG. Wh.m .•• Thon, morel 
COil : $20 pre-reg 
CO,II.ct: Bnoc. Rabe, Summer RO'Iei. 
PO Bo. 778, New M"""i!IIIl', WI 53102 

BlUE WATER CON 98 
Wilen: June 13. 14 Wllere: Port Huron, 
MI - Maaonic Temple 9216111 SI. 
Wllet : RPGA® even Is, TCGs, mini.· 
Mea, RPGs, auction, apeei.I 9uests 
Co. t: Coolacllor detail. 
Contect : Heidi King, 1522 1 Olh Ave, 11' 5. 
Pori Huron, MI. 480eo 

CONUTE 14 
14 Where: On tile Web. 

lI .. erua.nd Sw Wera. 

F ...... , 261M) ~ Street 
, FL 33758 EmarI: 

Wob· 

POLYCONXYI 
Where: c.J Poly 

O bispo. CA 
O'Ient, &. morel 

Bo. 1 68, CA, USA 
: 8051544· 13815 

When: Jul)' 17·19 Where: Frederiek, MD 
Whet: RPGs, boatd games. compuler 
games, MTG" Star Wars CCGs, RPGA 
LC e>rents. minis, lrIO>'ies. fI.eoe LARP. II 
masquerade, """" to be believt!d. con 
suite with I,ee soh dfink, and munchio$. 
Cost: $25 
Contact: <RoIef'Ia458@aoI.oom> or F..,. 
Tek. 1607 Thomas Rd. Friendly, MD 201-'14. 

When: JIIIy 17·'9~:onlheWeb 
WIIat: AD&D, L'WIQ City (Ra __ Bluff 
and Procampur), TI\read$ of legend. 
COSt:Fr .... 
COntact: Jay Fisher 215QO Drew Strl)I!Il 
APT 1108, Ciearwat8t. FL 33751il Email; 
'G'orienOeoncontric-lWlt> Web' 
<l1ttp:l/www.concentric.r.etJ~jIotionf 

eonhneJindax.htmC> 

GLATHRICON '98 
Wilen: Ju ly' B-19 Where: evansv,lie, IN 
-Nal;onal Guatd ",mory 
What : AO&D®, lfw.KJ On, l.MNG 
lu..at.E, Slar Wars. Virlual Seat~e. Baby· 
lon ProjecT, Earth<.iawn, Vampire. M:IG, 
Warhammer 
Cost : $10 before Aine I . $15 after 
Contact: Jeri McGraw 812/853·7850 
cma~ : <hryaolaW@aol.com> 

WHn: Aug IHI Wllere: ~ WI 
WI'I" : RPGA e-n- e go-go' a- N' ... 
van.. eon... or _ mora ~ II'Ien 
you can hold '" • aI'IoppWIg c.rt. E--. 
WlIhouI S~.Iacbon. 
Coat: Conlaet for detlll. 
COntact: ceIIl ·8OOIS28·EXPQ or web: 
<www.-.donunlomt!edoorn> 

When: Aug 13· 18 Wllere: San Doego 
Convonhon Center. CA 
Whi t : RPGA Clauie, Le. VS, MaNe! 
Supll<' Horoel. Dragon Dice; Comiea. 
Boo~., Mag$. Trlding Card,. TOYI, Model 
Krll, Film " TV Mam .. mOfe! 
COlt: Coolael lo< detail. 
Co ntect: <Si'Rinon@aotcom>O( 
<hllpHwww.Comic:·Con.Org> 

CONUTE 15 
When: Aug 23 Where: onlhe Web 
Whit: l.MJoIG CiTY Procampur event. and 
AO&D. 
COlt: Free 
Contect: Jey Fiaher, 2690 Drew Streel 
APT 1 , oe, ae_aler, FL 337159 EmeiI: 
<jlo"enOCOllCllflVICJIIII> Web: 
<hltp:lfWNW.cont;lIIltncJ>8tJ -Jononi 

Wilen: Aug. 2B·30 Wllere: Seattle. 
WA-SeaWe Univer3rtr 
Whet: RPGs. minis. b<»td, card . " com· 
puler garneII. Do-agonnight '9B is lhe 
.argest gaming venue ,n tile PacifIC NW. 
Cost : Contact lor detaila 
Contact: <in/oCtdragonfllQhl.o<g> 0< 

wnle Onlgonfhghl '9B. P.O. eo. 4 I 1, 

Seallle, WA 981' '-04 ' 7 
WINCON 

~t,."" ,~,. ".,·', Where: W.nrnpeg. 

MO 

ANDeON '98 
When: Oct 2-4 Whe,e: Toledo. OH. 
Whit: 8l.MNG OTY eYeI'\llI ncIodong 4 
New LCo Ln, U, AD&D and Df:~ 
WIth a High leYeI CampaIgn lealure e'N1t 
end !he Andonian Game. LC Inl«IICINt. 
Cost : Conlact lor detailll 
Conlect: Cell , -800-529-EXPO 0< rIIgiS" 

I ..... arline at <www.andonI,;nIom,te<.i.OOrTI>. 

BRIDGECON 1998 
When: 0ct 10 Where; Bfldgowplor, 
MA- PortugeSB Holy Ghost SOCKlly Hall 
What: AD&D.l.rviNG em even' s, While 
WoH games, Star Wars , M:IG, more! 
Cost : $15 
Contact: <SCholats@ici.r.et> or c~ 
50B1279·1712 

, 



LOOKING FOR RAVENS BlUf F"', 
LMNG OTY"', livING JUNGLE'" mater­
ial (printed outside POlYHEDRON® 
magazine). all LC series modules 
and RPGA 1-4 tournament mod­
ules; R l-R4 module series; all of 
the Trail Map series TM1 -TM5. Also 
looking fOf RPGA Network slip· 
cases, and the 10th Anniversary 
AD&D Collector's Set that came in 
its own Network slipcase. I have 
lots of stuff to sell and trade, SO 

send price lists Of wish lists to: 
Michael McKnab, 831 Congress 
51., Emporia, KS, 66081, USA. Call 
316/34 1·9507 any time or email: 
<mikkey@computer·services.com>. 

WANTED: OUNGEOH® magazines 
1, 2, 30, 39, 4 t , 48, 53 in exc. con ' 
dition; DAAGON:!I magazines 1-86, 
74,75,77, 82,92,97, 105, 106, 
116-118, 120, 127, 129, 145, 146, 
148,163,177,178, 180,181 and 
first print Besl of DRAGON maga· 
zines; Pot.YHEDRON magazine 1-34 
& misc. others; all Strategic Review 
magazines. Contact: Michael 
McKnab, 83 1 Congress St., Empo· 
ria, KS, 66081, USA. Call 
3161341·9507 any time or email: 
<mikkey@carroilsweb.conV 

for members to organize games on 
their own. Members play roleplaying 
games, card games, 
wargameslminiatures, among oth­
ers. Email <mjg@io.com>fOfmore 
information or to get on Ihe list. 

JOIN THE UCC: The Universe 
Construction Company is an onl ine 
RPGA Network Club. In addition to 
sponsoring major conventionsl 
game·days online each month, the 
UCC has been charged 10 develop 
the Forgotten Realms city of Pro· 
campur for TSR, Inc. and the Net· 
worll's Living C ity Campaign. For 
more information, contact Jay Fisher 
at <jlorieo@concentric.neD. 

WANTED: RPGA members in the 
western KY area who want to form 
a club. Also looking for people inter­
ested in selling up a Game Day. 
Write: William Hillard, 1959 Fox 
Hollow Rd., Island, KY 42350. 

WANTED: FOR4 The Code ollhe 
Harpers. Will pay handsomely, or 
trade (e.g. digest·sized D&D® set). 
Also Wanted: DSS2 Air Earth Fire 
Water; Van Richten's Guide to 
Vampires; and Ltd. Ed. AlTERNITV® 

adventures, books, etc. that you no 
longer want, send them to me, and 
I'll pay for postage: James G. Har' 
vey *222780, 901 Corrections 
Way *5-439, Jarratt, VA 23870. 

PEN PAL: I am a 14'year-01d male 
who like AD&D and Rilts. I am look­
ing for a pen pal to talk about any· 
thing. Write: Wayne Hansen, 1233 
W . 3rd St., Red Wing, MN 55066. 

LOOKING FOR players for 
FoRGo n EN REAlMs® AD&D cam' 
paign in Ihe W indsor Ontario area. 
Please email me: pilon3@uwind· 
sor.ca or call (519)077·0730 if 
interested. 

TRADE: I have 2 copies left of Poly 
* 8 (lair to good condition) lor an 
LCI . II interested, please write: 
Robert Burns, PSC 50 Box 65 1 
APO, AE 09494-9998 or email: 
<mylore@gamergod.lorce9.co.uk> 

ARE YOU a lonely Rogue? 00 you 
long to talk shop with other quick· 
fingered filchers? Are you tired of 
trying to qualify for some mylhica! 
spy organization? Dying for the 
benefits and camaraderie thai only 

Time of the Dragons. It is the expan· 
sion set detailing the Continent of 
Taladas. II you have a copy, conlact 
Jellrey Williams at 1-702-650·5268 
or e-mail me at devilboy@anv.netto 
discuss price. 

ATTENTION: Looking lor RPGA 
Network players inside or near 
Maine's Augusta·Gardiner area that 
I can tearn how to and play AD&D 
with. Players must be mature. Con· 
tact : Sarah D. Webber, RFD 1 *' 
Box 1344, Hallowell, ME 04340. 

WANTED: SPEllFIRE® Dungeons 
chase cards 21 & 22. Many chase 
and rares lor trade. Also need 
Bl OOD WAAs@ gamecard, lady of 
Pain. Contact Howard Dawson, 
938 Hampton Rd. GP Woods, MI 
48236 or call 8 101772-2020 dUr­
ing the day. 

APA looking for new members. 
MOTiVE is a six-year·old amateur 
press alliance for gaming. For info, 
contact Laura or Sean Holland, 230 
Chadds Walk, Athens, GA, 30606 
USA or email <rlyeh@athens.neD. 

KENTUCKY: looking for people in 

Classifieds ... 
LOOKING FOR players and 
RPGA® members in New Mexico 
(esp. Santa Fe area) who would like 
to fOfm a a Netowrk club in the near 
future. I run AD&D® game cam­
paigns exclusively, but we can get 
together and discuss other games 
you may want to play/run. II inter· 
ested, please call: 505/992·2778 
Of writeJ.T. Fuqua 11, 215 Tesuque 
Or., Santa Fe, NM, 87505-3837. 

ATIENTION. Come join the only 
RPGA Club in Florida wi th regular 
meetings. We generally meet each 
second Friday of the month al 7 
p.m. We discuss business, then 
play RPGA sanctioned touma' 
ments. The games are held on the 
Univerity of Central Aorida campus, 
Education Building, Room 340. PO 
677069, Orlando, FL 32867·7069. 
Call 407/679·9666 or email: 
<darkmage76@aol.com>Web: 
<hltp:/lwww.orbiter.com/rpgac lub> 

LONG ISLAND Area Gamers 
<hltp:Jfwww.io.com/mjg/liag> is an 
inlormal networl< 01 garners in the 
Long Island and surrounding area. 
We meet monthly at a local collee' 
house and run an email mailing list 

Player's Handbook. Contact : John 
Suter, 8 Spring Hill Court, Ran· 
dolph, NJ 07869. 

SELLING: BIRTHRIGHT player's 
secrets of Binsada, Endier, Medo­
ere, Tuornen, Tolinie, and lIien. Also 
selling ·Cities of the Sun" campaign 
e~pansion. and three adventures: 
Warlock of the Stofle(;rowns, The 
Sword of Roele, and Sword and 
Crown. All except campaign expan­
sion still in plastic. Wri te for prices 
or make an oller: Wayne Hansen, 
1233 W. 3rd St., Red Wing, MN 
55066. 

FOR SALE: Unopened box 
'Rebels and Reinforcements' for 
BLOOD W ARS® game plus numer­
ous SPEllFIRE® cards. Everything 
from I st to Nightstalkers, inexpen' 
sive. Write: Mike Bunce, 20 Somer· 
set Pt., Logan, UT 84341 . 

23·YEAR·OLD VA prisoner seek· 
ing correspondence with worldwide 
gamers for exchange of ideas. Also 
interested in receive ing member' 
ship in any PSM gaming clubs. 
Contact: <James@love-penn.com>. 
If you have old gaming magazines, 

a genuine Thieves' Guild can pro· 
vide? Then send your ideas, sug' 
gestions and heartlelt hurrahs to 
me at: petergamer@prodigy.netor 
Peter Parker, 4211 E. Broad 
apt.21 0, Columbus, OH 43213 

I AM DAVE. AND f AM LOOKING 
FOR CURRENT TSR, AD&D, AND 
RAVENLOFTPLAYERS IN THE 
DAVISIWEBER COUNTY AREAS 
IN UTAH. YOU CAN REACH ME 
AT 11 90 W. 1700 5., SYRACUSE, 
UT,84075. 

FOR SALE: RAVENLOFT Products. 
Bleak House: Death of Rudloph van 
Richten ($15.00), House 01 Strahd, 
From the Shadows, Roots 01 Evil 
and Thoughts of Darkness (All for 
$10.00) . All are in mint condition. 
First come, First Serve. No trades 
please. Contact Jeffrey W illiams at 
1555 Rochelle Ave *174 Zip 
89119, P.O. Box 16003 Las 
Vegas, NV 89101; 1 ·702·650-
5268; or <de~ilboy@anv.neD. I 
have an answering machine, so 
please leave a message. 

WANTED: I am looking for a com· 
plete and well cared lor copy of the 

Owensboro and surrounding coun' 
lies interested ill helping set up a 
Game Day. Open to any sugges­
tions available. Want ing a variety 01 
games for the event. Interested? 
Write: Willaim Hilliard, 1959 Fox 
Hollow Rd., Island, KY, 42350. 
Call : 502/486-3275. 

GREETINGS fellow garners. I seek 
10 join an exist ing gaming group or 
form a new one in the Staunton­
Augusta county area 01 Virginia. My 
in terests include almost any fantasy 
games occurring in a Middle Ages 
setting. RAVENlOfT and FORGOTTEN 
REALMS foremost among them. I 
also seek anyone interested in 
assisting me with authoring tourna· 
ments, articles, and novels occur' 
ring in these settings. Interested 
part ies please write: Chadwick V. 
Simmons, clo Gideon's Manor, 
2204 Bare St., Slaunton, VA 
24401 -3764. 
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Attention Gamersl lt 's time once again to select the best game and gamirelated 
releases of the past year (1gg7) for the annual Origins Awards. Please vote for one 
release In each category. Return your completed ballot by June 17. And feel free to 
photocopy, this ballot for your own use o r to pass it on to other garners (only one ballot 
per person, though). Origins Award winners are announced at the ORIGINS national 
gaming convention-be there, or check summer Issues of this magazine for the winnersl 

Deadline: June 17, 1998 
Best Abstract Board Game 
_ Balan~ ..... _ ............. _....... ................. .. .. Maylalr 
_ Kill DocIor lucky ........... Cheapass Games 
_ Lowenherz .............................. Gold Sieber 
_ Stock Marl<et Guru ............................ ... ... . Avalon Hin 
_ Survival 01 Ihe Willess .. .. .... Avalanche 

- Wrile·ln nla: .c:;;==;; ===== MaJltl!actur~: , 
Best Historical Board Game 
_ Euphra1 & T'llrit ................................ Hans im Gluck 
_ Home Belote tile Leilves Faa ........... Clash 01 Arms G.mH 
_ Sam Grant ... . . ..... Columbia Gamlta 
_ Si~ Days 01 Gklry .. ...... Clash 01 Arms Gemes/TOME 

Successors ...... . ....... Avalon Hill 

Wnle'ln Title 'O:;:::~~~:;:::~~~:; Manulactura:, 
Best Science Flcllon or Fantasy Board Game 
_ BABYLON 5 Wars .... .. ..... ............... Agents 01 Gaming 
_ Princess Ryan's Star Marines .................... Avaton Hill 
_ RoboraUy GraJld PrI~ ................. Wizards 0I1he COPSt 
_ Starship Tr<q)e11l ..... .. ................. ..... Avalon Hill 

_ Wrlle·1n Tille: -==;======= Maroulacturer.:.: 
Best Trading Card Game 
_ BABYLON 5 CoI leclible Card Game ........ Precedence 
_ Dune: Eye 01 the Slorm.. .............. .. ... Last Unieom 
_ ~run Trading Cal'd Game Um~ Ed .......... FASA 
_ W.rIord$ Trading CMd Game .......... _ ...... Iron Crown 

WllIe'ln Tilla -:;;::::::;:::===== Milnulacluler:~ 

8esl Traditional Card Game 
_ Corporale Shvitle ... ............. Wizards ollhe Coast 
_ Give Me !he 81aln ......................... Cheapass Gamel 
_ Groo: The Geme ................. Archangel Entertainment 
_ lord oIlhe Rings Tirol Deck and Cal'd Game 

........ U.S. Games Syslem •. Inc. 
_ Titan: The Arena.. .. ....... Avaton Hill 

Wnle·ln nle -;:==:::=::::;::::== ManulaC1urer: . 
Best Card Game Expansion or Supplemenl 
_ BanlaTech: Mechwarrior ....... _ .. Wiurd$ 01 the coaSI 
_ l5R- Tlme 0I1he VoId ............. FlYe Rings Publi$hlng 
_ Magic: !he Gathering Portal ........... WII8rds 0/ \he Coasl 
_ Magic: the Galhe~ng T!fIIII8sl ... ........ Wizards of the Coasl 
_ Mkldle·ealth: The Lidless Eye ................... 11"00 Crown 

Wnte·1Jl Trtle ':;;:;:::~~::;:::;:~== Manufacturer:, 
Best Historical Miniatures Rules 
__ Ballteground Rules ................ Easy Eight Enterpfises 
_ Batlles 01 the Revolutionary & Napoleonic Wars ....... . 

.... ........ .. ......... . .... ... , Clesh 01 Arms Games 
_ CrOS$fire ................... ,. Ol18l1tam Publishing CQmpany 
_. Fllnl & SIe(!I .................. Clash 01 Arms GameslTOME 
_ High Noon ........ Tactical Conlilct Systems 
_ Red Star. Shill S1<y .......................... . ....... Simtac 

Wnte·1J\ Trtle -;:=::::===;::=:==. Manutaclurer: .' 
Best Science Fiction or Fantasy Miniatures Rules 

_ Chfonopia ..... . ....... , .... Hearfb(eaker!-lobbles 
_ Dflodlands: the Greal Ra~ WafS ................... Pinnede 
_ Epic 40.000 ................ .. ........... Games WO!I<.shop 
_ GorIIamorlla ...... ...... Games WOfItIhOp 
_ The Lost Toys ................... Inner C~y Game Designs 

_ Wrile·in Trtla: '":";:::::::;:~:::~:;::.::;:~ ManulaC1urer: ~ 
Best Historical Figure MiniatUres Series 

t5mm ACW Personal~ies ................ Stone Mountain 
_ t5mm American Revolution .......... Muskel Miniatures 
_ 6rnm Adler Napoleonlcs ... . .......... Stone Mountaln 
_ Charlie Company U.S. Army Figures ... .. .......... RAFM 

_ GHO A~bel~on lOmm Napoleonics GHa Mioroarmor 

WrrtII In Title c:===::;:===== Manufacturer: 

Best Science Fiction or Fantasy Figure Miniature 
_ Dove Falcomand In Armor ........................ Rat Paltha 
_ Golden Chaos Dfagon Um~ed Editiotr ....... Rat Pattha 
_ High ElYen Warlord ................................... Ral Parttw 
_ 5ist ... ot Ba~'a B~ttIe SqU3d ISeraphi'l) . .. . Gatl'ltl Workshop 

Wr~e·ln TItle -========== Manulactur8f:~ 

Best Vehicle Miniature 
Al(u· tXAkuma ......................................... Ral Paltha 
CII" of Ctflulhu Roadster ,................ , ... RAFM 

_ C~uldron Born.. .. ....... RaJ Paltha 
_GHO Micronaul; Ca·1 Alaska (USN 67) ........ " ..•. GHO Maoarmor 
_ ICflberg Sileol Dealh Stership ... . ..... RAFM 
_ longboat Sileot Death Slarship ............ RAFM 

Wme·jn TrtIe '-::~::;::::~~==== Manufaelurer:..: 
Best Action Computer Game 
_ 7th Legion .... ............................. .. .. ... ......... Microplose 

Hexen If ........... .. .. ............... • ..... AC1iviskin 
_ Ouake II ..................................................... Activision 
_ Slar Trek SIarIIeeI Aea<lemy ........................ Inlerpla~ 
_ Tomb Raider ............................ _ ......... EiOos SoItware 

_ Write-In 1ltIa: -=::::~=::::=;:=== Manulactur".:, ~ 
Best Roleplaying Computer Game 

Blacle Runner . .. ........ Westwood 
Descenl 10 Undormounteln . . ........ Inlerplay 

_ Fallout A Posl Nucleer Advenlute ................ Interplay 
_ Frnel Fantasy VII ............................... Eidos SoItware 

U~oma OnflJl8 ........................ ....... Origlns Systems 

Wnte·ln Tille .~=:;::;::::~~=== ManutaCIUre~:, 

Best Stretegy Computer Game 
_ Delli Reign . .. ..... Activision 
_ Emperot' of the Fading Suns ........................... Holislic 
_ Sid Meler's Gettysburg ........... .. .................... Firaxis 
_ Imperialism.. . Straleglc Simula~on$ 
_ Magic: Ihe Galhering CD·ROM ................. Microprose 

Panzel General If ........ .. Strategic Simulations 

Wme·ln T~1e .~=;;;:::;:::;:==== Manutaelure~ , 
Best Amateur Game Magazine 
_ Alarums & EJcClKSion$ ................................. lee Gold 
_ Serg's Review of Games .... Berg's Review of Games 
_ Gaming Intelligence ... .. ... Gamlr>g Inlel ligence 
_ S"rendJplty'$ Circle ................................... Wheea~1y 
_ Starry Wisdom .. .. .... M ...... Chaosium 

Wnte·1n TIlle -=:;::;;::::::=.~::::;::~ MaroulaC1urer~ ~ 
Besl Professional Game Magazine 

COmic. Retaiter.. .. .... ... Krause Publica~ons 
_ Dungeon Magazintl ........ .. ............. TSR 
_ lnOueSI ................................................. Wizal'd Ptess 
_ KtighlioitheOinne<TBbleMagazine ........... Kenzer & Co. 
_ Pyfamld Magazine ............................ Sieve Jackson 
_ Shadis Magazine .......................................... Aklerac 

Wma·ln TlIIa .c;:=;::;::~::::==== Manufacture" .. 
Best New Play-by-Mall Game 
_ Cold War Ballla Ptan _ ................... Flying Bullab. Inc. 
_Fn in the Galaxy ........................ Tactical Simulations 
_ legends II .. ..................................... Mldnighl Games 
_ Middle·earth PBM Foulth AI/Il Circa 1000 . 

.... ............. .. ... ........... Game Systems. Inc. 

Wnte·ln Tltfe -;====.==.=;=== Manolacturer: : 
Best Ongoing Play-by-Mall Game 
_ CTF 2187 .............. Advenced Gaming 
_ Duelmesters ..... .... .. Reality Simulations 
_ Hyborian War ................ ............. Reality Simulations 

Mld~e·earth PSM .... .. .. ............. Game Syslems. Inc. 
5181 Web ..................... . Flying Bulfalo, Inc. 

Wrile-In TrtIe ~======::;== Manufacturer. , 

1 

~ ~IGIN~ 
~ W.n~D( 

....... i '.'DriII"" ! '!"!@iGilfi"). 
Best Game·Related Novel 

Grave COvenanl .. . .. ................... FASA 
_ PtaJ\O'lf Powers ...... . ..... ... ....... .. TSR. Inc. 
_ Sleel Rain ... .. .. ............................................... FASA 
_ Ta les lrom the Empire .......... WeSI Emf Games 

The Road to Hell .... .. ................................ WMe WoH 

Wnte·., TIlle -::::::;:;:::::;;::::::::== Manufaclule~ . 
Best Game-Related Short Work 
_ A Brighl DreamlA Darlc Oleam ............ Steve Jeckson 

I\ppHlit>g Itr /rI Nomit!fI 
_ A Fony Share In Innsmoutll ....................... Chaosium 

A,t/pN00jI1tr ~ cI Srr~nge ~ 
_ Crisis 01 Faith .............................. . ... o.eam Pod 9 
_ Independence Day .. .. ................. Pinnacle 

Not Da",,* . ...... ........ . ........................ Whll. won 
AppHtrnfJ Itr o.rt T".am An~ 

Write·ln lilte -==::;=::;::::==== Manufacturer.:,' 
Best Roleplaying Adventure 
_ Rm Festivalt1 (HankKtlnQ_ ThNIMI _ Event Horizoo 
_ Independence Day (~I ._._ ..... _ .. _ ... __ Pinnacle 
_ Mob Wal {~ M .... . _...... • .... ___ ....... ~. FASA 
_ Tale 01 the Comet 1"0&01 ...... ·" .................................. TSR 
_ The Gre81 Modron March t"DlDI .... ........ ............ ". TSR 
_ T~ Medellin Agenl (~', End) , "" Chameleon Edectic 

~""", Itrn.._AgMI 
_ The New Bfeect. Bailie Before \he Storm f"tayya-t _._ .. 

.......................... _.... . .... Dleam Pod 9 

Wme-., Title -==.~:::====== Manufactur .... :,: 
Best Roleplaying Game 
_ Big Eyes, Small MOUlh ................. Guardian, 01 Ol'der 

Blue Planet ................................... Biotrazel'd Games 
_ Domains 01 Dreat! ................. . .................... TSR 
_ l..eo,)eno,b 01l1li FlvfI Ri19s AoiepII.PIg Ganw ......... Aldflrae 
_ Saga Game Ruln/Fale DecIc ........................... TSR 
_ The Babylon Project .................... Chameleon Ecleclic 

WIlIe·ln Title -==.;=::::==.=== ManufaC1urer:, : 
Best Roleplaying Supplement 
_ A Magical Medley (FUDGE) ... __ ............... _ ... Grey Ghost 
_ BameTech FirrIo:! Manual: Merceoalill (~ .... FASA 
_ Dena Gleen (C" 01 ClllulhuJ ............... Pagan Publishing 
_ Heroes of Sorcery ("DaOI ........... ·" ..... ... ............. " .... TSR 
_ Rigger 2 (5rl-"'I .. . ........................ FASA 
_ The Blood Wood (E.rwrtmwnl ._...... . ............... FASA 

Wrile·in Tille: 
Manufacturer. 

Nam~e~~~~~~~~~~~~~~ Address 
City State/ Provo 
Zip Country 
Phone Number f ) 
Signature __________ _ 

For more information on the Academy Of the 
Orlglns Awards, contact us at the address below. 

Ballots must be received by June 17, 1998 . 
Mall your ballot to: 

$- The Academy of ¥ Adventure Gaming 
~ r~ Arts & Design 

P.O. Box 10262 Blacksburg. VA 24062 ~ 
540.953.1658 www.gama.Orglacademy I 
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