


J! 
Are you the kind of person who would drive all nigh t in the rain to get to a convention? Would you walk around the block to a game 
or book sto re? If you fall somewhere in between, and get excited abo ut tcach ing ou r games whell you get there, yo u may be who 
we're looking for. 

We arc now accepting applications for our new Adventure Corps Demonst ra tion Teams. If you aTe 18 yea rs of age or older. 
have reliable transportation, good Icaching skills, and a love of the game and gaming. you could be digible fo r all sorts of neat stuff 
as a member of our team. Interested? Please fill out the application below. Then, re turn it to ou r offices at: RPGA Demo Team 
Application , P.O. Box 707, Renton WA 98057. All serio us applications will be 
considered, so don't miss out. The life you enrich may just be your own. 

Name: ________ RPGA#: __ SSN: ,-___ _ 

Address: _ _ _ -:-_ _ ___ --::---:-::--,--_ Bi rthdate: ____ _ 

City: State: Postal Code: _ -:-:-_--:-:-
Country:,---___ _ Day Phone: Home Phone: ____ _ 
Email address: ____________ Fax #: _ ____ _ 

Current Employer: _ ______ Supervisor Name: _ _ _____ _ 
Address: Phone: _ ____ _ 
City: State: ___ Poslal Code: _ ____ _ 
Country: _____ _ 

I. How many conventions do you attend in a year? 
J 0 J 1-2 J 3-4 J 5-6 J 7-8 J 9-10 J More than 10 

2. How many conven tio ns do you run games at (RPGA o r ot herwise)? 
J 0 J 1-2 J 3-4 J 5-6 J 7-8 J 9- 10 J More than 10 

3. How many years have YOll been DMing in home games? 
J 0 J 1-2 J 3-4 J 5-6 J 7-8 J 9- \ 0 J More than 10 

4 . How many conventions could you run demos at in a year if you were accepled 10 the program? 
(Th is need nOI be the nu mber you attend) 
j 0 J 1-2 J 3-4 J 5-6 J 7-8 J 9-10 J More lhan 10 

5. How many ga me stores arc there within a one-hour dr ive of your home? 
J 0 J 1-2 J 3-4 J 5-6 J 7-8 J 9- 10 J More than 10 

II 

II .. 

6. TSR makes three game systems, and we would expect you to be able to demo in at least two of them. Which oC the fol lowing can 
you com fo rtably run a demo fo r now? 
J AD&D. Game J ALTERNITY. Science Fiction Role-playing Game J SAGA. System 

7. Which of the games that yOll d o not know would you be willing to learn well enough to run demos for? 
J AD&D Game J AI:H;II.N1TY Science Fictio n Role- playing Game J SAGA System 

8. Which of the following AD&D game worlds arc you very familiar with the specifics o f, enough so that you cou ld ru n a demo? 
J GREYIIA\'JK~ J FORGOlTEN REALMS. J ItAvENLOF"rt 

J BrRTllR 1G~I"" J PLAN ESCA PE. J DRAGONLANCF.. 

Demo Q ualificat ion 
Please check all of the following that apply to you: 
J I am enthusiastic about representing TSR as an o ffi cial Demo DM 
J I am o utgoing and can easily approach strangers to talk :lbo ul T5R gMTlCS 

J I am good at explaining how to do th ings in ways that can be understood by begin ners 
J I have ru n game demos before 
J I can ha nd le four p layers in a demo easily 
J I can hand le up to eight players al a time e.\sily, and give each o ne enough attention to ensure they learn the g,nne 
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Generally we set New Year 's Resolutions 
after the 1st of the year, bu t this ca n 't 
wait. We have three new progra m s in 
1999: ADVENTU RE CORPST .. demo team 
(app lication op posite), Natio nal Role­
playing Championship, an d Regiona l 
Director Re-org. 

RPGA National Roleplaying 
Championship 
This year we held the Best of th e Best 
tournamen t al the GEN CON® Game Fair. 
We wa nt it bigger. So, next year we start a 
Nationa l Rolep laying Championship, 
which will become a World Roleplaying 
Championship in 2000. You can qualify 
to enter in the following ways: 
I. Each region, as defined for Regional 

Directors (see below) plus Australia, will 
have a nu mber of seats. Players wil[ be 
chosen for these seats through Regional 
Championsh ip tournaments held any­
time between Game Fairs. The number 
of seats depends on the number of tables 
of RPGA events run in the region from 
May 1st to April 30 t h, an d will be 
announced at the Game Fair the year 
before. The to tal number of seals from 
Regional Championships is 5B. 

2. The To p 50 p layers (seven or more 
tourn aments) in the Classic category 
will be invited to the National Champi­
onsh ip, The l op 50 will be selected for 
the period May 1st to April 30th. 

3. The winner of the previous Na tional 
Cha m pionsh ip tou r name nt will be 
invited to defend the crown. For 1999, 
Saul Resnikoff will be invited, as he 
won the Best of the Best tournament. 

Reg ional Direc to rs wil l su perv ise the 
Regional C ha mpi o nshi p p rocess and 

The Cordon Bleu 
TSR, Inc. 

Floor Manager 
Lisa Stevens 

Grand Chef 
Robert Wiese 

Maitre OJ 
Tech Suppo rt: 800/324-6496 

Wait Staff 
Don na Woodcock 
Paul Alan Timm 

Dishwasher 
IcffQuic k 

ensure fairness to all involved. Specific 
rules for Regional Championships shall 
be left to the regio ns bu' e Regiona l 
Director and HQ mu t approve the rules 
fo r each region. 

The champions ip toufnament a the 
Game Fair will b a thr -round classic 
tournament. The rst round will ha\'c 108 
possible partici nls, anCl advancements 
will be managi..' so tha one table of the 
final is played t deter 'ne ,\ champion. 

The winne ohhe ational R91<!p ly­
ing Champio ship' will ecetYe a ip ,~ 
the I1.l!-l't· d G.l c Fair 
including . od all wance, 
admi ipn,.. 

'0 
ers, 

rk feel mon! lile. dub 
n. T he current system 

ofregi na directors is not serving the 
Network or th is purpose, h owever. 
Duties are undefined and regions do not 
always make sense, and thus the RDs are 
not empowered to be effective. To change 
th is, we have re-defin ed the regions in 
groups of s tates where th e players have 
larger crossover. The new regions will be: 
Northeast: Cl~ MA, RI, VT. ME, NH, N}, 
PA,NY 
Mid-Atlantic: DE, D.C., MD, VA, WV 
Southeast: FL, GA, SC, NC 
Deep South: AR. LA, MS, KY, TN, AL 
Midwest: MI, 0 1-1 , IN , IL, 
Northland: WI, MN, ND, SO 
Great Plains: MO, NE, lA, KS, OK, TX 
Mountain States: CO, UT, MT, WY 
Southwest: CA, AZ, NM, NV, H I 
Pacific Northwest: OR, WA, 10, Western 
Canadll (British Columbia, Alberta), AK 
Eastern and Central Canada 

Regi on al Directors will be chose n for 
t hese reg ions t hrough an app licat io n 
process. Below is a summary of the RD 
job ; a fu ll descript ion is available from 
HQ for those who wa nt to apply. 

The Regi o nal Di recto r serves the 
RPGA by acting as a local member con ­
tact and coordina tor o f RPGA activi ties 
wit h in th e regio n. The ltD should work 
to promote the [{PG A in'l posit ive light 
and to grow the ro leplaying hobby. 

T he Regional Director will make sure 
the foll ow in g duties are per formed for 
his or her region. The It O need not d o 

ever ything h im - o r herself; indeed HQ 
dOes not expect that o f any RD. 

I. Promote the RPGA within his o r 
fier regio n . Th is includes recruitin g 
m e mbers, ass isting conventi o ns an d 
tores with RPGA even t! , a nJ .r0rkin g 

with dubs. 
2. Serve as a primary sou rce of infor­

mation for regional RPGA ac tivities. 
3 . Publish a bimo n th ly regional 

nC'ov Iter to keep members in the regio n 
jnf mcd. HQ will assist with printing 
and m.lilin~ of these newslet ters, 

,.. Keep HQ informed of regional issues 
and concera s through regular contJct. 

. Handl ' d isputes between members 
in the region necessary. 

6. Oversee regio nal championships 
and other activities as dir.ectcd by HQ. 

Regional Directors are not expected to do 
all this work alone. RDs are encouraged 
to (and must ) recruit vol unteers to help 
cover th e regio n's activ ity centers, and 
provide ot he r su pport as n ceded (fo r 
example, a newsletter editor ), These vol­
unteers will receive Service Po in ts from 
HQ and occasional free product. Volu n ­
teer selec tion will be at the RD's discre­
tion, but HQ reserves the right to remove 
a volunteer for any reason. 

We want RDs with enthusiasm about 
the RPGA Network an d the ro leplayin g 
hobby, self- start ing leaders who can fo rm 
groups of assis tan ts and manage them 
well, an d who have email accou nts with 
file transfer capability. RDs can run con­
ventio ns, but must not use their position 
to hurt o ther conventions which compete 
wi th their own. T he Netwo rk's interests 
must take precedence over the interests o f 
any si ngle conventio n. 

For the responsibilities above, the RD 
will receive an annual stipend, free admis­
sion to th e G EN CO N Ga m e Fair, fr ee 
RPGA Gu tLD-lEVEL"" mem bersh ip, a nd 
travel expe nses to any RD ga th er ing 
required by HQ. 

All existing Regional Directors have 
been given the o ppo rtunity to apply. If 
}'ou would like to apply, send a cover let­
ter and resume to HQ (add ress on mailer 
cove r ). T h in k of it as a job application, 
Your resume should include work experi­
ence and gaming experien ce. Applica ­
tions wi ll be accepted until Jan uary Bt h , 
at which point interviews will be con ­
ducted (as necessary) and RDs chosen. 



Hi RPGA HQ's people! 
I just fin ish reading the Poly #131, and I 
like the wo rds from Robe rt. In the last 
two years I have given RPG classes in my 
University, and I agree dee ply with hi s 
ideas abou t expa nd ing an d improve­
ment of the roleplaying. 

I remember a discussio n about it on 
the net in the RPGA chat and news. The 
players rea ll y want to show the world 
that RPGs are not just a game or a hobby. 
Somet ime s they arc an art , a work, a 
healthy activity, something that makes 
us think, work ha rd, become readers, 
teachers, students, designers, wri ters, 
ac tors, drea mers, arc hitects-and 
I'm not talking just about the play· 
ers. 

Bu t we don't ha ve all 
the tools we could have to 
accomplish Robert 's ideaS. 
Why? We have th e ideas, 
"manpowe r H etc., but we 
don 't have permission to do it. 

Just try to usc any art or 
phrase from the TSR books, and 
the next thing you need is a la\vyer. 
Sometimes t am ti red [o f making) all 
the effort, and I think the RPGA is doing 
the same, I mean, how much help do we 
really receive from TSR? We at least BUY 
their books. Not only that, we actua ll y 
WO RK to make more people interested 
in RPGs, fo r free. We know that altitude 
hel ps the industry and finally helps us, 
but I want to make a suggestion. 

Trying to teach people to play with­
out the oportunity of using th e TSR 
material is ve ry difficult. Maybe TSR 
could allow Ihe use of their books and 
art for teach ing, demo teams (like Robert 
says), learn -Io- roleplay programs etc. 
That way I can make copies of the expla­
nations abo ut races, classes, or so me­
ti mes I ca n p rojec t a use fu l tab le. 
[Without ) support or at least an officia l 
permission, I can' t use that material. 

My University was very hard to con­
vince tha t RPGs we re a good thing to 
teac h. If I co uld usc mo re TSR copy­
righted material instead of my own hand 
made material, my look would become 
much more serious. 

How are we going to "spread th e 
wo rd ?" I can make my own versio ns of 
the articles, books, and arts. [Butl what 
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do you think about TSR selecting pages 
articles etc. from the books that we can 
use on ly for the purpose of teaching, or 
maki ng demos, etc.? 

I think we all like to make our game 
someth ing better, making it more tha n 
just a "game ," because it is more. Bu t 
TSR somet im es loo ks like the enem y 
instead of a friend who needs our help to 
keep selling the game that we love. 

Exc use my english; I hope I made 
myself dear enough. 

Sir, 
Regarding James Buchanan's letter in 

Pol y 13 1 reques ti ng an all ·LC iss ue, 
could you please do two things. 

One, wa rn th e 80% of the member­
ship who don't play LC ah ead of time so 
we can avoid reading that issue, and two, 
balance any such issue wit h a NO LC 
issue the next time around. 

Regards, 
Wes Nicholson 

Southwest Pacific RO 

Oh, that Wes. Okay, here's the warning. 
June '99 is an all· Le issue. If yo u hate 
I C, go ah ead and ar ra nge to have an 
issue of Cosmo or Motocross MOllthly or 

~t~at~ve 

Sincerely. 
Alejandro Poli 
Santiago, Chile 

You're plenty d ea r Alejandro. I asked 
arou nd to see what could be done aboul 
this. First, I encourage all educators to 
consu lt our web sit e < htt p://www. 
wizards.com/Corporate_ lnforrSR_On 
lin e_ Policy.h tml > to read our online 
policy. This will give you a feel for what 
we allow these days. There is also a "fair 
use" clause in U.S. copyright law which 
allows teachers to make copies for edu~ 

cationa! pu rposes. If yo u wo uld like 
more specific information (teachers, 
p lease feel free), please contact o ur 
marvelous customer service people a t 
1 -8001314~6496. They can steer you in 
the next direct ion yo u need to go. 
PLEASE NOTE that I am not a lawyer, 
and CANNOT give legal advice. 

something handy instead. I personally 
believe it will be chock full of good stuff 
whether you're an LC fa n or not, but we 
must all make our own choices. 

While I'm thin king a bout ii , here's 
the list of themes fo r 1999: 

FEB: Politics 
APR: Religion (the hot button topics!) 
JUNE: Lt VtNG CtTY Spectacula r! 
AUG: Exploring the Unknown 
ocr: Horror 
DEC: Gods 

Get crackin' all yo u would-be writers! 
Remember, more th an one ga mer has 
gotten his or her vault to big-t ime game 
writing through Polyhedron Magazine. 
Anybody he a rd of Eric Boyd? He 
started here. Lisa Stevens? She started 
here. Gary Gygax? Well, he's written for 
Poly, anyway. The next person couJd be 
YOU! Write! Write now! 

COVER STORY: 7 :.. 
Pete Ven ters, 
Gobl in Kin g, 
gave us this ren­
dition of gob­
Hn ly goodness at 
a banquet. 
Mmm-Beefy! 



Tabme Talk editorial 
by Kevin W. Melka 

Past & Present ... Future? 
Kevin Melka? Thought he was dead. 

Wi th all due respect to Snake Plisskin , 
I am very much al ive. I might not be as 
active in the Network as in the past, but 
there is a view from the shadows. (It liter­
ally takes years to recover from being a 
Network employee.) 

In any event, following this year's GEN 
CONe Gam e Fair and subsequent issues 
of POLYHEDRON- Magazine, I felt the need 
10 voice an opinion in these pages regard­
ing the Network, its membership, and to 
reflect a bil on the way things used to be. 

Alum inum walker and Geritol aside, 
14 years as a m e mb er of the RPGA 
teaches a gamer a few things. I can't b rag 
a single or double digi t membershi p 
number, but time has unceremon iously 
placed me in the "Old Guard" club. Were 
I to mention Halloween raw liver tosses, 
Mike Selinker's impression of My Favorite 
Martin, 50-page T1MEMASTER' events, 
or Steve slipping Jean a mickey, chances 
are you woul d say, " Huh?" So does age 
equal wisdom? Sometimes. 

In the 80s and early 90s the Network 
was d ifferent. Geographical ow nersh ip 
aside, gam ing has evolved considerably 
over the past few years. From so me per­
spectives, the "old days" seemed simpler. 
Before the days o f LI VING CITy .... a nd 
WotC, there was a time when fate and 
jollity was forged by the membership for 
t he membe rs hip. To so m e, th is ha s 
changed. 

Circumsta nces li ke hateful player 
competit io n, avoiding cons withoul LC, 
and sial zeros d id not ex ist. You co uld 
always count o n seeing a multi -ro und 
event, or a backstabb ing Paran oia sce­
nario on the agenda of ever y convention. 
Were these happier times? Possibly. They 
were definitely less obstructive, and per­
haps more fun for those who took part. 

How does this co mpare? Fo r good or 
ill, LIVI NG CITY has changed the face o f 
the Network. Conventions now live o r 
die at the mercy of these events and their 
ever-changing rules set down by HQ. 

Smaller conventions, the lifeblood of 
the Network, have been hamstrung as a 
result. Inconsistent regulations regard ing 
tournaments ca n also be the bane of con­
vention organizers. which t ranslates to 
fewer s hows, and few members. How 
many wou ld pay a yearly m embership 
only to go to GEN CON? No t many. Are 
these wary words to live by? Maybe. 

On the fli p side, tou rnament authors 
have every reason to be ecstatic about the 
$100+ payment for written events. When 
Jean , Dave, and I designed the program 
years ago, we grudgingly settled for th e 
paltry $35 per ro und dictated to us. As 
authors, we unde rstood Ihe t im e an d 
effort that goes in to a tournament, <lnd 
wanted more. Several proficient autho rs 
have emerged from the ranks of t he 
RPG A, and thi s increase o n ly helps to 
prove that as an o rgan izati on we have 
some of the best writers around. On this 
fron t, cheers. 

And Now, the Bad News. 
I quote, ... .. \Ve will issue a ne\V ki nd 

of winner certi fi cate {suitable for fram ­
in g) ... " Didn't we send this undead to 
the grave long ago? Show me o ne RPGA 
member over Ihe age of 10 with a wall in 
their room devo ted to fram ed certifi ­
ca tes, and I'll show you a LJ VING CITY 
player \Vithout a cha racter b inder. Belter 
yet, the ce rtifica tes allow those who win 
gam es to win m o re by adjusting rolls. I 
personally don't play LI VING CITY, so how 
does this benefit me? What if you judge 
and don't play? How does that justify the 
time and effort you put fo rward? 

As someone who spent years of time 
a nd effo r t parti ci patin g in Network 
events 1 am insulted. In the large scope to 

things, prize certificates are nothing. Less 
Ihan 50% of them are ever redeemed, and 
they're one of the few th ings t hat g ive 
someth ing back to the membership. Even 
if they were only redeemable at GEN CON 
Game Fai r for membership renewals or 
for Wo te's online sto re, that \Voul d be 
something. Dropp ing them down to $2 
fro m $5 is p referab le to using th em as 
wallpaper or kindling. If an understaffed 
accounting department from a company 
that went bankru pt ca n dea l wi th RPGA 
" funny mo ney," I'm su re Wote's skilled 
staff is up to the challenge. An excuse? 
Perchance. 

So what exa ctly does t h is a ll mean ? 
Well , no matter which decad e you call 
yo ur own, o ne thing remains the same . 
Yo u only get o u t of the RPGA what you 
pu t in to it. So DO something. Whether 
you lead, fo llow. or protest is up to yo u. 
In the past , th e Network's futu re was 
always driven by what the membership 
d id in the presen t. The Network was a 
democracy of sorts (contra ry to popular 
belief) , with HQ fighting bitter battles for 
the bette r men t of th e o rganization. Is 
that the case here? Or is it sliding in to a 
"benevolent dictatorship?" That depends 
on your point o f view. 

And what o f the guy m a ny t ho ught 
was dead? His membership lapses soon, 
and like many, he must decide whether to 
renew or not. What will he choose? What 
will you choose? If the Ne twor k gran ts 
you every thin g you desi re in a gaming 
organ ization, that's great. If you're atieast 
somewhat co ntent wi th the present, do 
what you ca n to make the future be tter. 
Should none of the above apply, send a 
leiter (or resume) to HQ and try to make 
it stronger. Don't give up too easily. 

~ Copyright Don Bingle, because if r d id ­
n't men tion his name he would probably 
sue me. 

14 years as a member 
of the RPGA teaches a gamer a few things. 

photos by Brandon Amancio 



Ie Talk 
History of The Company of 
Framed Adventurers 
by Klim Altman 

The Company of Framed Adventurers 
tirst met in Manhattan, New York in Sep­
tember 1994. At that time none of us 
knew that this would become our team's 
nam e, nor the events tha t would make 
this nam e a perfect fit. The seven of us 
met to play what beca me an ext remely 
challenging AD&D® campa ign based in 
the r ORG01-rEN REALMS® setting. 

Most of th e group had neve r met 
each other before Ih al day, yet the cam­
pa ign eventually spanned three years and 
tested th e mett le and resolve of every 
player. The group would lose ma ny of ils 
original members only to grow stronger 
as a way to meet the campaign demands. 

When our part y was hunted 
throughout lhe Real ms for crimes we did 
no t commit, one of the members of the 
group alt ered the name ~Company of 
Famed Adve nturers" to better fit the 
group who truly were the Company of 
Framed Adven turers. 

In April 1996 we firs t made a con ­
scious decision to test OU f skills against 
the best teams in the world by en teri ng 
the RPGA it AD&D Team Competition. 
We thought about the prizes and the 
"fame," but mostly it was the challenge of 

test ing our skills against the best , tha t 
caused us to throw down the gauntlet. 

Wi nni ng first place in our first team 
compe tition came as a shock to the 
grou p. \.\Ie were showered with prizes and 
trophies, and flooded with good cheer. 

In 1997 it was much more chall eng­
ing to repeat our win. We were mi ssing 
t hree playe rs from th e previous year's 
team. In fact, the players we found to take 
their places were recruited at th e Safe 
House the nigh t before the eve nt. NO ll e 
of them had an RPGA number so th e 
rush was on to sign them up and make it 
to the event. Our win in 1997 can only be 
att ributed to individual skills of everyone 
on the team and their desire to win! 

1998 saw our tea m at its stro ngest. 
Many members were seaso ned veterans 
who refused to even speak about defeat. 
This was our year, and the traveling tro­
phy would finall y have a place to sell Ie. 
But all of this se rved only to buil d the 
pressure-now our combined goal was in 
sight. We played ou r hearts out and fin ­
ished the second part of the event just as 
the Coordinator ca me to pick up ou r 
packet. This year truly fe lt like a race rlln 
down to the wi re! 

This year 's Compa ny of Framed 
Adventurers and three-time AD&D 1eam 
Competition champions were (i n alpha­
betical order ): Klim Al tman, Jeff Berg, 

Eric Fried lander, Jacob Har­
vey, Will iam McCa ig, a nd 
Richa rd Radllay. Our thanks 
go out to Jeff and Shalom 
West for their great refereeing 
duri ng the event. 

The triumphant 1998 Company of Framed Adventur­
ers: (I to r) Kl im Alt man, Richard Radnay, Jacob Har­
vey, Andrew Coleman , Eri c Friedlander, Wi lliam 
McCaig, lind Jcffl3erg (not pictured here) 
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The Mid-American Gaming 
Convention Consortium 
by Robert Burns 

What is M.A.G .iC.C.? M.A.G.iC.C. is a 
network of Gaming Conventio ns 
throughout the United S tates midwest, 
working toget her to increase ga m ing 
co nve ntion attendance across Mid ­
America. Our goal is simple: to make 
every member gaming conventi on as 
successful as possible. 

We accomplish this by combining 
convention databases, individual expe­
ri ences, rotating excess prize support, 
and working together so that our even ts 
do not occur on th e same week end . 
In formation contained in our database 
ranges from artists to deale rs, from 
attendees to com panies tha t prov ide 
services at reasonable prices. This infor­
mation is only shared among member 
conventions. 

Your eve nt MUST be a ga min g 
convent ion, and yo u MUST donate a 
portion of the proceeds generated by 
the event to a charity of your choice. To 
re quest an ap li cat ion , plea se ema il 
<mytore@gamergodJo rce9.co. uk> or 
write to Robert E. Burns, M.A.G. iC.C. 
Administrator, PSC 50 Box 65 1, APO, 
AE 09494 . 

Normally we hold a M.A.G.iC.C. 
Meeting to discuss important issues at 
every member conventi on duri ng off 
gameroom hours. If you arc ready to 
become a member of th is cutting edge 
team then contact us today. As long as 
you meet our prerequisites there is no 
cos t involved. See m ore at the 
M.A.G.iC.C. web site: 
< http://members. tripod .com/- fa ce_ 
eater/magicc/>. 

j 



~RPGA Top 50-The Best of the Best Proving GrOunds) 
,/ 

Campaign Players Classic Players Judges 

Rank Name Avg Points/Games Rank Name Avg Points/Games Rank Name Avg PointsfGa mes 

1 Tom Jorgensen :25/9 1 Eric Tam 2417 1 Heather Van Buren 177/16 , Joey Masden 24/15 , Paul Bushland 23/10 , Steve Hess 17718 

3 Jean Rabe 24/ 10 3 Kevin W Kutp 2317 3 Jeffrey J Morrison 177 /7 

3 Richard Marflak 24/10 4 Craig Walker 22/ 11 4 Chuck Wharton 176/8 

5 Grant Bolling 23/ 11 5 Ken Rilchart 2217 5 Marc S ilverman 175/8 

• Greg Sherwood 22118 • Scott Dulac 21 /9 5 Richard Oold 175/8 

7 l ars Granrud 22/16 7 Donald J Bingle 20/ 12 7 James R Wynen 173/ 13 

8 John Hinkle 22110 8 Randall W lemon 20/9 8 Joel E Youngs 17317 

9 James Leeson 2219 9 David Baker 20/8 9 Thomas Prusa 172117 

10 Laurie Fox 2217 10 Tracey N Peart 20/7 10 Dameon Green 17:2/ 11 

11 David Ouick 21/18 11 Jonathan Naughton 19/14 10 Alan Eaton 172/ 11 

" Chuck Wharton 21117 " Klim Altman 19/ 11 " Joe Iceman Pavlico 17 1/12 

13 Jell Richards 21112 13 Robert Hobart 19/10 13 Kenn Boyle 170/10 

13 Matthew J Brown 21/12 14 laurie Fox 19/9 14 Vic Polites 170/8 

13 Paul W Dorothy 21112 15 Michael Sanchez 1917 15 Adam Norman 17017 ,. Dan Donnelly 21/9 15 Thomas Tabor 1917 15 Chris M iller 17017 ,. Phil Tobin 2 1/9 17 Mollie J Brewsaugh 18/10 17 Richard E Reiter III 169/ 12 ,. Wayne A Gibson 21/9 18 Kevin Elmore 1817 18 Mark Somers 168/8 ,. Robert M Caldwell 2118 18 Steven T Helt 1817 19 Bryan C Everitt 16817 

19 David J Kelly 2 1/8 '0 Robert Mason 17/10 '0 David Schnur 167/12 

19 Mark Geary 2 118 '0 Mati Lovell 17/10 " Keith W Hoffman 167/10 

" Jeremy Gaffney 2117 '2 Linda Bingle 1719 " Marjorie E Duncan 16717 

" Kelly Harmon 2117 23 Brett Bakke 1717 23 Leonard S Dessert 166/ 14 

" Catherine McClurkin 2 117 23 James Calvin Kelley 1717 24 Edward Gibson 16617 

'5 Sherrie Masdon 20/ 16 '5 Samuel E Sherry 16/ 11 '4 Kimberly A Wetzel 16617 

'5 Gail L Reese 20/ 16 ,. Robin Vitli 16/8 ,. Stephen Wales 165/ 11 

'5 Alan Ealon 20/ 16 27 Aerine R Caerwyn 1617 27 Michael White 165/10 

'8 Joe Iceman Pavlico 20/15 '8 Richard Bingle 15/12 '8 Matt Lovell 16518 

'9 Erik Mona 20/ 14 '9 Edward A Peterson IS/II '9 Brandon Kavanagh 164118 

'9 Bob S Lauderdale 20/14 '9 Bill Legal e IS/II 30 John A Tomkins 164/9 

31 Peitor M urison 20/12 3 1 W illiam McCaig 15/9 31 Pat Connolly 164/8 

32 Ri ta E Wyers-Rivera 20111 3 1 Chad Patterson 15/9 3 1 George Fulda 164/8 

32 Hans Nelson 20/11 33 Lee A Blankenship 15/8 33 Gail L Reese 16417 

34 Victor Bushfield 20/10 34 Andrew Vanhooreweghe 1517 34 Claire M Hoffman 163/12 

34 Daniel A Brackmann 20/10 34 Jack M Miller 1517 35 Dan Donnelly 163/ 11 

3. Matthew Sluder 20/9 34 Anise K Strong 1517 3. Shalom J West 163/9 

3. Aaron Downs 20/9 34 David Nyman 1517 37 John Vilandre 16317 

3. Catherine Kelly 20/9 34 Unknown Member 1517 37 Grant Boll ing 16317 

3. Jeff W Byrd 20/9 39 John Reynolds 14/ 10 39 Gregg Peevers 162/ 14 

40 Lori Swan 20/8 39 Adam H Morse 14/ 10 40 Matt langford 162/9 

41 Brian O'Connell 2017 41 Bill Sheffield 14/8 4 1 Tamara Sampson 162/8 

41 Dennis Burdick 2017 4 1 Suzanne Darrow 14/8 4 ' Richard Dennis 161/1 1 

41 George Vellella 2017 43 Glen R G oodwin 1417 43 Jason Nichols 16118 

44 Brooks Banks 19/20 43 Douglas M Warren 1417 44 Tony Calder 161 17 

45 Gregg Peevers 19/ 19 45 Adam Smith 13/8 45 Gregory Dreher 160/ 15 

4. Ivan Mulkeen 19/18 4. Linda J Rastte 1317 4. Todd M McGovern 16019 

47 George Fulda 19/15 47 Eric Friedlander 12/ 11 47 George Henion 16018 

48 Ale. Lombardi 19/14 48 Gregory Dreher 12/10 48 Andrew Bean 160/7 

49 Scott Buchan 19/ 13 49 Jesse 8 venlky 12/8 49 Steven C Sampson 159/9 

49 Roger J Cherni 19/ 13 50 David Bujard 159/8 
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anywaters 

The old town of Manywaters lies east of the River 
Rith and just southwest of the Grand Duchy of Shan­
tal-whose battered stone post stands two hundred 

and fo rty paces outsi de its north g.l tes. 
In sid e its low, tumbledown s ton e 

walls, Manywa ters would be litt le more 
than a waystop village were il not fo r the 
Riven Healing House (a small temple of 
IImater), the wagonworks of Prezgulder 
Eeirin , and the Riven Rock from which 
flow the famous ho t "healing" spri ngs 
that give Manywaters its name. 

Half a ce n tur y ago, two adve ntur in g 
bands decided to dwell by the restorative 
waters they'd heard about (unaware that 
many Borderers were spreadi ng word of 
the spri ngs to lure adventurers thence to 
d ispatch th e Rock rul er ), Th ey found 
Man ywa ters to be it mons te r- haunted 
ruin- under the contro l of a beholder. 

S • Polyhedron 

A long and bitter battle ensued, end­
ing in deat h for the eye tyrant, its se rvi­
tors ( the array of prowling monsters ), 
and most of th e two adventurer bands. 

O ne of the sorely - wo unded s ur­
vivors collapsed in the pool formed by 
the walers flowing oul oflhe Rock. In the 
morning she awakened whole, having nol 
only fai led to drown, bUI regained a miss­
ing arm and the flesh down one side of 
he r body. Her enchanted ar mor had 
crumbled away to noth ing, apparently 
dissolving in the waters. 

Thus, Arlia Emmerlil stumbled on to 
the key to usi ng the magic of Ma nywa­
ters: it thoroughly heals those who enler 
the wate r, banishi ng insa nit y, diseases , 

curses, and parasitic infestations, while 
resto rin g lost, with e red, or shattered 
body parts. It only acco mplish es this 
miraculous hea lin g by draining the 
sto red magic of enchanted items worn or 
attached to a stricken being. 

More than half a day's immersion is 
needed for most injuries, but creatures 
nea r death when put in to the poo l are 
kept alive even when the ir inj uries (for 
ex ample, a sl it throat , or an inability to 
float) would ordinarily br ing swift doom. 

The pool wo n't a ffec t mo re magic 
t han it needs for a hea li ng. Someone 
immersed in it with seve ral magic items 
on his person will foreve r lose a random 
item-dissolved away-to heal anything 
from a minor cut or cold , up to a severe 
laceration and broken bones. Additional 
items will be dissolved fo r greater dam · 
age, but sometimes enchanted items are 
immersed in the pool and not al tered in 
any way. Mysteriously, working items are 
often dredged up from its muck bottom. 

Riven Rock's powers are of unknown 
origin. Some say Ilmater causes its heal­
ing, but others believe ancient wizardry 
gave the waters thei r powers long before 
the Broken God was heard of in Faerun. 

T he wa te rs lose a ll efficacy the 
in sttlnt they're removed from the pool, 
tlnd lack all healing propert ies when ris· 
in g through the Un derdark to the su r­
facc; the Rock itself seems to grant the 
heal ing powers. (Priests fo rbid chipping 
at the Rock, but th ose who've done so 
di scover its smooth black rock crumbles 
to dust when fragmented-a nd that no 
pi ece or dus t of it retai ns th e slightest 
magical aura o r powers). 

At the time of Arlia's healing, a priest 
of Il mater (come to aid anyof these latest 
adven tu re rs who m ig hl 've escaped the 
death trap of Manywaters) declared the 
sile holy to the Broken God. The weary 
(but by now, healed ) adventurers didn't 
argul". Instead, they struck a deal: a tern · 
pic of IImater would he b~ilt on the spot, 
thl"y'd see to its defl" nses against br ig­
an ds, beasts, and the wou ld-be tyrants 
who'd surely arr ive once word spread of 
th e real powe rs of th e Rock, and th e 
priests wo uld feed, clothe, house, and 
nurse them to their dying days. 

The deal was fai thfu lly followed and 
the Ri ven Healing House founded {a nd 
vigorously defended, man y times down 



the years}. Old Wynt erlorn of the Ser­
pen ts and then Arlia, hardiest of the Fal­
cons, finally died in grea t old age, a 
tenday apart, a dozen years ago. Of all the 
adventu rers, onl y one couple had off­
spring: a boy, Ilgirt Rhaulma llow, \vho 
co uld heal himself-slowly-a t will, 
wi thout the waters of Riven Rock Pool. 
IIgirt left Manywaters to make his own 
life in th e Realms (a nd has seen ove r 
twenty winters by now). 

As the temple's size and reputat ion 
grew, the ruined houses of the old lown 
(ils o rigi ns and nature fo rgo tlen) we re 
rebuilt by devout IImata ri and a few 
far mers-whose long, narrow st r ip ­
farms still fan out wes t and south from 
Manywaters. 

Today, the Riven Heali ng House is a 
high-pillared hall whose clergy heal any­
one in re tu rn fo r fees . T hey use Ihe 
money for the betterment of the sick and 
maimed who dwell in severa l intercon ­
nec ted buildings behind th e lem ple. 
These souls will fie rcely defend the priests 
withou t thought for their own lives. Ani­
mals with va rious hurlS lope or stagger 
around as pets, and the whole religious 
compound is enclosed in a tree-girt wall 
that takes in (from front to rear) the tem­
ple, the "h urt houses," th e Riven Rock 
wi th its pool, a small orchard and over­
grown garden, and the abandoned adven­
turers ' mansion. The pr iests someti mes 
rent the mansion by the month or len day 
10 adventurers or oth ers desiring seclu­
sion. Only guests deemed acceptable are 
allowed; briga nds ilre unwelcome. 

Any creature is allowed access to the 
pool- bu t those of known evil nature, 
such as beholders or d row, do so under 
the leveled menilce of six staves of swarm­
ing insec ts, wield ed by the most able 
members of ' ' the Hurt." 

The staves were taken by Arlia's band 
on the ir last advent uring expediti o n, 
from the tower of a mad Calishite mage. 
At least two of th eir Hurt wield ers are 
wiza rds of middling le vel who came to 
enjoy life in the temple, and d idn' t wa nt 
to be healed enough to have to leave. 

Both mages always carry other, per­
so nal offe ns ive mag ic it ems ( types 
unknown). For pa rticularly dangerous 
users of the wilters, the old, shuffli ng 
House groundsman will unobtrusively 
attend, wearing one of the last treasures 

of the Serpents: a ring that sto res four 
blade barrier spells he can caU forth by 
silent act of will. 

Riven Rock itself is a scalloped dome 
of smooth black rock, like an upturned 
bowl, about the size of a small cottage. 
Many fi ssures in its surface radiate out­
wards like th e spokes of a wheel; out of 
these spr ing the rivulets of enchan ted 
water. The re arc twenty-one stream s, 
some about as large around as a burly 
man's arm, that recede to as few as seven­
teen in the hottest days of dry summers. 

The Rock juts out into a pool tha t 

many a trader from having to buy a train 
of pack animals and abandon a broken 
wagon so mewhere in Ihe Border King­
doms. Prezgulder's pri ces are high, but 
most clients are happy to pay. Those who 
aren't seldom argue loud ly, because six­
teen b rn.tn y wago nb uilders work at 
Manywheels. About half are on duty at a 
time , and all keep cocked and loaded 
crossbows within reach. 

Ma nywaters has a fa rmers' market, a 
scr ibe, ca rpenter, butcher. blacksmi th , 
and corv isor (shoemaker). A mile down 
an up -hil l-and- down lane is a ta nne r. 

.. Ab yes, gooi'> ali'> ManyrvateRs. I mUR ­

-Ghuldribrand Mroster 
i'>eRei'> my j:iRSt SORceRess tbeRe." 

surrou nds half of it, is about IWO hun­
dred paces long on its Rockward shore, 
and describes a fa irl y regular semici rcle 
from one co rner o f that shore to the 
oth er (at both co rners flight s of stone 
steps descend into the pool, which is four 
to five feet deep, but eight feet in the cen­
ter). At its widest, the pool is 40' across. 

The wa ters of Riven Rock Pool resist 
all nat ural and magical attempts to part 
it , boil, drain, or pump it o ut. Small 
amount s can be removed in con tainers, 
on objects immersed in it, and in cupped 
hands. Many milges have carried off pool 
waters in enchan ted containers. But these 
waters never retai n thei r healing powers, 
no matter wh;1I enchantments arc cast on 
the contai ner. 

Ac ross the road from th e tem pl e 
ga tes st ands Ma nywheels, th e shop of 
Prezgulder Eeiri n, where six or more new 
wago ns are always standi ng ready for 
purchase, alo ng with about forty spare 
axles, longuebars, and wheels of various 
sizes. Sets of harness are also available; 
Prezgulder ca ters not just to wagon buy­
ers, but 10 pass ing t ravele rs who need 
wago n repili rs; he'll modify parts with 
speed and expertise, no matter what the 
hour. His stock and ski ll s have saved 

Mage Royal of Zindalankh 

In conversation with Volo 

Year of the Arch 

Folk desiri ng to stop over in Manywaters 
can stay at the local inn and tavern, The 
Rock In The Water (Good/Cheap). its fat , 
much-perspiring owner, Tulbut Gustable 
(NG hm ):2), is a trove of local lore. 

J 



by James P. Buchanan 

0" tile olltside grows tile II/rside, 

on the imide grows tile skitJSj(le. 

So tlrefun;ide is the ollf5irie, 

and ti,e skinside is /Ir e imide. 

Herbert George Fonling - 1871 -1935 

Vivia " Poacher's Foe" Stuyvesant 
Furrier's Guildmaster 

Ha lf- Elf Female 9th-Level 
Fighler 
Alignment: Lawful Good 

Age: 175 (appears 20) 
Height: 5' II" 

Weight: 175 lbs. 
\-Iai r: Auburn 
Eyes: Hazel 

Mounl: Dapple­
gray heavy war 
horse named 
Incitatus: II1 ( i­
lat us wea rs 
horseshoes of a 
upllyr and 
has been 
trained to 
fld anc e fl 

when he 
hears flute 

I 
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music. 

• • 

Appea rance: Vivia has a slender, muscu ­
lar physi que. Whe n staying in Rave ns 
Bluff, Vivia weafS a beehive-shaped bon ­
net, silk sh irt. short coal, long skir t, fur­
lopped bOOIS, a nd keeps her hair in a 
ponytail. 

When hunting monsters, she wears 
form fitting clothing and armor. Viv ia 
protects her he,ld with a great glass helm 
enchanted with glassteel and keeps her 
hair in a chignon. 

Background: Vivia Stuyvesant was born 
into a family long established in the fur 
trade. Vivia's mothe r and fa ther made 
su re their older sons and younger daugh­
ter learned all about the fur trade. Thus, 
through a number of two- to four-yea r 
abbreviated apprenticeships, she learned 
the fundamentals of working as a trapper, 
a raw fur appra ise r, a boat guard, a fur 
clothing tailor, and fur salesclerk. Vivia's 
most acknowledged accom plishment 
happened when two half-orc poachers 
tried to sell he r a unicorn's hide and 
horn. She knocked the half-orcs uncon­
scious and turned them over to a party of 
high - level druids and ra ngers, gaining 
her the nickn<lme, Poacher's Foe. 

Right now, Vivia's lo ng r<lnge goa l is 
to m<lke Ravens Blufflhe most profitable 
fu r trading center in the Vast. To this end, 
she spends hil if the year working as the 
fu rri er's guil dmas ter, and the other six 
months in wilderness areas eliminating 
dange rous mons ters thai kill tr <l ppe rs 
working for her family's fur com pa ny. 
She spends her leisure time enjoying the-

ater melodramas. 

Adventure Ideas for the 
Furrier's Guild 

• Mos t experienced 
adven tur ing brot her­

hoods buy their cold­
weather clothing 

exclusively from 

-
t h , 

Stuyvesant 
F II r 

Company. (Vivia's o lder brothers admin­
ister Ihe family fur business.) While the 
PCs shop for fur ga rments, th ey ma y 
encounter Vivia, who in t urn may hire 
th" party for missions out lined below. 

• Fur companies could hire the PCs as 
Voyageurs. Their first three month tour 
begi ns with transporting crafted items to 
fronlier forts or fur depots for trade . 
Dur ing these trips, the pes help Vivia 
and other NPC buyers ba rter for raw fur 
skins from trappers. Attentive PCs cou ld 
get information about uncharted areas of 
the I{ealms fro m trappers who searc h 
these places fo r furs. 

For example, wea lthy NPCs could 
hire the party to assist these trappers in 
hunting dangerous fur-be<lring monsters. 
Also, trappers have found many ruins 
from past civilizations th<lt they leave for 
adven tu rers to explore. Bandits attempt­
ing to hijack the fur s ca n make players' 
lives interes t ing. Afte r wo r king as 
Voyageurs fo r two or three yea rs, the 
party may get eno ugh experience in the 
fur industry to set up their own business. 

• Eithe r the Lord Mayor o r Viv ia 
St u yvesa nt hires the pes to unmask 
poachers and furriers who b uy Ih" skins 
of protected animals and m onsters. These 
poachers could be anything frOIll zero­
level humans hunting eagles in the cliffs 
above Ra vens Bluff to Drow nobles 
attempting to sell an intact ki- rin pelt. 

• Player characters may be hired to track 
down people who break a city's ani mal 
cruelty laws. For example, evil furriers 
could use a "Collar of Regeneration," a 
magic collar that functions as a rillg of 
regelltrn tioll. With th is magic item, any 
fur bearing animals o r monsters can be 
skinned once a day for m o nths or even 
years. The PCs mu st slOp thi s illegal, 
although profitable, business practice. 

.J 



Stench Cow recipes! 
by William James Cuffe 

CLIMATE/TE RRA IN: Baator, Lo wer 
Planes 
FREQUENC Y: Common ( Baa to r ) to 
Uncommon 
ORGANIZAT ION: Herd 
ACTIVIn' CYCLE: Day 
DIET: Herbivorous 
INTELLIGENCE: Animal (1) 
TREASURE: Nil 
ALI GNMENT: Neutral 

No. APPEARING: 15-60 
ARM O R CLASS: 2 
MOVE: 15" 
H IT DICE: 3+ 3 
THACO: [7 
No. o f AITACKS; I 

DAMAGEfATTAC K: 2d4 
SPECIAL ATTAC KS: Sec bdow 
SPECIAL DEFENSES: See below 
MAG IC RESISTANCE: Nil 
SIZE: L ( 10' to 12') 
MORALE: Unsteady (5-7) 

XI> VALUE: 450 

Stench kine resemble huge . misshapen 

SHEPARD'S PIE 
3 1>001lHIs potatoes, mashed 
2 cups cut lip larvae or stench kine 
I tablesp. nour 
2 tahlesp. fat or salad o il 
Leftover gravy 
6 small onions, cooked, drained 
I cu p cooked quartered ca rrots, dT3ined 
I cup cooked peas, drained 
I abrian egg, bea ten 

b ison. Bulls have la rge humps over the 
shoulders, and cows have smaller ones . 
Horn s arc long and do wnward cu rving. 
Heads are huge with pugged feal ures, 
la rge round eyes, and lolling tongues . 
Coloration is dull orange with greenish, 
matted manes. 

Cllmbat: Stenc h b ull s ha ve at least 6 
poin ts per hit d ie a nd ne ve r do fewer 
than 5 points of damage. They are treated 
as monsters of 6 hit d ice with a THACO 
of 13. If any stench cow charges to attack 
and h its, damage is doubled (at least 10 
points for a bul]) , and ano ther to-hit roll 
is made for tra mpl ing, wh ich causes 2d6 
points of additional damage if successful. 
Cha rgi ng requires at least a 12 ' move. In 
general, only bulls charge unless the herd 
is cornered. Stench calves do not attack. 

Stench kin e are immune to all 
forms of (i ncluding magical) cold, fi re, 
poison, and poisonous gas. In close quar­
ters, the odor of their b reath and bodies 
is so foul that a saving throw vs. poison 
must be made, or individuals are affected 
as if struck by a sti"king clQud spell. T his 
check must be made eve ry 3 rou nds of 

STENCH BURGERS 

exposure for those unaffec ted by the 
smell. 

Hab it:lt/Socie t }': Much like co mm on 
he rd ani ma ls, the odorous beasts fo r m 
great herds. A herd contains 5-30 young. 
f or every 5 mature beasts encountered, I 
will be a bull. 

Ecology: Ste nch kine are th e cattle of 
Haator. T hey roam the reeking p la ins, 
fi ery fields, and even the wintry wastes of 
the lower pla nes. Some arc found as far as 
Acheron, Gehen na, and even the Grey 
Waste, grazing on the noxious and poiso­
nous grow th o f the vi le terrain such as 
blood tho rn and stinkweed. 

I Ih. chuck stench kine, ground once 
1/2 cu p aged Limburger cheese, lTumbled 
I tcasp. salt 
1/2 leasp. pepper 
2 tablesp. minced onion 
I dove garlic 

Grease 1 qt. casserole. Prepare mashed potatoes. Sta rt 
hea ting oven. 

Press clove of ga rlic; col lect o il in howl. j\'!ince on ion and place 
in bowl; soak for I hr. Grind pressed garlic with mortar and 
pes tle. Toss meat lightl}' with salt, pepper, onion, ga rl ic 
(attempt to keep handli ng of mixture to a minimum). 

With kitchen fork , using ,IS litt le pressure as possible, 
divide meat: gently flatt en loosely into 4 thick patties, 3 1/2" x 
112". Cook in one of three ways, drizzling garlic oi l periodi · 
cally over patties: 

[n bowl, lightly ro ll llleat in flour umil mated. [n hot 
[:It and sk illet, brown meat lightl y. Add 2 cups leftover gravy 
(or as much gravy as on hand, adding enough hot Styx water 
to make 2 cups in all: season to ta ste; thicken if necessa ry). 
Add o nions, car rots, peas. Heat ; then pou r inlO casserole. 

Fold abrian egg into potatoes; arrange in ring on lOp 
of meat. Bake until gra vy bubbles and potato ring is light 
golden brown - about JO to 15 min. Makes 4 servings. 
(DI\'1'5 DJrk: I serving bestows a temporary + I bonus to Constitution 
fo r 24 homs upon the brave diner.) 

Ski ll et -coo ked: Hea t 2 tnsp. fat or salad oil or on gri ddle. 
Cook patties until done to you r tas te. Do not fl atten or pa tties 
with spatula unless still moving-i t presses out the juices. 

If patties are thi(: k, allow 4 to 8 min. over m~'dium 

heat, turning oncc. Sl'rws 4 to 8. 
( DM's Dark: I ste-nchburger grants a + I bOllus to saws vs. poisonous 
gils a ttack~ for a pC"riod of24 hours.) 



I 1\1 liE , 
"Okay (hulllmers, I pulled this littk ankle (rom Iht.' JUlle 2058 isslIt.' ofSl.'attil' (;astronomic Chl'ck it 

out. Tassinger's has hl't'll in Bdlc\'ul' for a /t:w months !lOW, hut already iI's till' tOilst of the town for uppl'r­
lIass types. In fad, Ihey'rl' talking about opcning anothl'r plil(l' in Ewrctt. Then:\; a lot to hI,' said for it, and a 
lot to be hinted ,lgainst it. As always, tl·d fn:1." to l-himl' in with ~'ollr own opinions. Sinn' the art iclt.' ihl,:lf is 
(rom Seattle (;astronomic, thcr'rl' the olles who'llli.lkl' exception if you .. lip in false information. '( :oursl', it 
might lake tht'lll timt' to find Ollt 'Ihollt ii, sinct.' J didn't Icll them I downloaded this artidl' for Shado\\'lalltl. 
~. Sysop Servant 

Tassinger's (#12J) 
Large Restaurant Archetype/Main Street 
& 107th Avenue 
NE/Thom as M. Tass inger, Ow ner/No 
Racial Bias/LTG# 9206 (78·8361 ) 

TA§§11\I6ER'§: A RESTAURAI\IT 
FOR THII: i!ii!nd CENTURY 
No other restaurant in Seattle, or in the 
world, so far as we know, so skillfully 
merges the demands of elegance with 
adaptation to modern technology, 
blending the two into one perfect syn ­
thesis of beauty and electronics. 
Tassinger's is a beautiful two-story mar­
ble building along Main Street i.n Belle­
vue: a fitting location for such an elegant 
st ructure. Twin columns ofrich, deep 
blue pure marble frame the main 
entrance, while the outside lights have 
bulbs formed in the shape of flames. 
The flickering orange light they give off 
at night casts awe- in spi ring shadows 
from both those columns and the famed 
Circuitry Fountain as well. 

The Circ uitry Fountain s its on the 
lawn in front of the building, to one's 
left. Many places set up large public 
fountains in this general spot, but 
Tassinger's has chosen a different 
replacement: a great mass of wires with 
insulation in a score of brilliant colors. 
set up in such a manner as to suggest a 
multicolored waterfall. The amount of 
work required to produce such a work 
of art is s taggering. particularly since 
eac h individual wire is comp letely 
encased in glass or acrylics, catching the 
light of the sun or outdoor lights to pro-
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duce a glittering display unparalleled in 
the history of the world. 

> Gee. yo u'd think whoever wro te thi s 
article could think of something nice to 
say about the p!;\ce. 
> Shaggy 

> All right, let's get down to the dirt. This 
guy says that the doorway is framed by 
co lumns of pure, blue marble. I'm no 
geologist, but I've got mage and shaman 
fr ie nds who 've learned all there is to 
know on the subject while hunting down 
raw mate rials fo r fet ishes and stuff, and 
according to both them and geological 
science, there ain' t no such thing as pure 
blue marble! Pure marble's white. It on ly 
comes in other colors when impu rities 
are mixed in. What the frag arc those 
columns really made of? 
> Shaman's Sidekick 

This outdoor visual beauty makes 
Tassinger's a major asset to the commu­
nity of Bellevue even for those who 
never enter the building. Just looking at 
this restaurant from the outside is a 
treat, particularly at night, when the 
au ra of the softly-flickering outdoor 
lights and the crystalline gleam of their 
reflection off the Circui try Foun tain 
creates an ambian ce that lends itself 
readily to strolling, sightseeing, or other 
nocturnal activities. 

> Yeah, th ere's nothing like mu gging 
so meone in the gleam of the Circuitry 
Fountain to make your evening. Or so 

I've heard. 
> Bellevue Brawler 

Once inside, the guest-"c ustomer" 
seems too mundane a word- ha s 
stepped into a fairy talc. Magnificent oil 
paintings and fine tapestries cover the 
walls, while the oaken doorways are 
carved to resemble scrollwork. The 
tables and chairs bear similar scroll­
work carvings, while the cushioned 
seats of each chair provide the ultimate 
in co mfort. The entire dining room , 
including a half·dozen private alcoves 
one in each corner, is lit bya vast array 
of electric lights in the form of gold and 
silver chandeliers. On short notice, the 
staff ca n install bulbs of brilliant colors, 
to provide a flickering array of ever­
changing hues to light up those truly 
special occasions. Semi- transparent 
plastic walls allow the light to shine 
directly through to the private alcoves, 
cast ing an array of rainbow colors over 
the diners. 

> That must mean that the C\lstomers­
such mundane words ser ve lowlifes like 
me- have lo wait one fraggin' long time 
to be served. " 
> Shaggy 

> You wish. Read on. 
> Sysop Servant 

The dining room tables a.re as luxurious 
as those of any royal court in the world. 
But only after the guests sit down do 
they discover Tassinger's is also on the 
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cutting-edge of computer technology. 
At each seating point on the table. the 
scrollwork along the rim s lides up to 
reveal a keyboard and monitor. Guests 
log on to di scover an electronic menu 
with a complete listi ng of food and 
drink, which eve n des ignates out of 
s tock items. on those rare occasions. 
Each guest ca n enter his or h er order 
simultaneously, with no more than a ten 
minute wait before a waiter emerges 
from the kitchen with everyone's order. 

>No more than ten minutes to fill orders? 
How do they do it? 
>Eatery Entrepreneur 

> So you log on to the ir computer to 
o rder, huh. HOlm. I wonder if a "guest" 
could hack their files, wh.ile waiting for 
dinner. 
> Decker in a Blue Dress 

> I heard of one poor slag who tried it 
and go t caugh!. Th e "guest" database 
supposedly only has food and drink files. 
Records are on a diffe rent system, and 
accord in g to so m e ind ications, they 
might even be on a stand -alone. Oh yeah, 
the chum m er who got ca ught was 
escorted into a back room by some thugs 
wearing the same uniform as the waiters. 
That was two weeks ago, and he hasn' t 
shown up since. 
> Sysop Servant 

> The security goons are dressed like the 
waiters? How can you tcll them apart? 
> Moll Fisher 

> You can't. 
> Sysop Servant 

A ten*minute wait is n o t much by the 
standards of most fine restaurants, but 
even this seems excessive compared to 
Tassinger's "Orichalchum customers." 
Members of this private dub receive a 

password allowing them access to 
Tassinger's computer and e lectronic 
menu from their homes, offices, or any 
other place. They can make reservations 
via computer or even orde r dinner in 
advance, so it will be ready at the table 
upon arrival. Orichalchum customers 
guard their privileges carefully. In the 
month s that Tassi nger's has been in 
business an orichakhum customer has 
never leaked the code. 

> It helps that t he restaurant leIS all 
o richakhum customers know the penalty 
for blabbing th e co de. Someone who 
reveals the code is permanently banned 
from Tass inger 's, with his or her name 
and picture on fil e with security and the 
computer trained to sound the alarm if 
he so much as steps through the door. 

To top that, Tass inger's has a un iq ue 
reprisal policy. Tassinger's shows its com ­
munity spirit by sending a n electro ni c 
memo to every bank, insurance com* 
pany, store, and restaurant in the city 
revealing the fa nner customer's untrust* 
wo rth iness. Not everybody ca res, bu t 
yo u'll be under a cloud of suspicion in 
many repu table places. And if your pay­
ments are the leas t bit irregu la r. you'll 
find yourself beh in d bars in short order. 
Oh, did [ fo rget to mention that one of 
those "communit y serv ice announce­
ments" is a lso sen t to Lone Sta r? O ne 
should always help the police by target ing 
potent ial troublemakers in advance, after 
all. 
> Sysop Servan t 

> Reprisal? Massive reta li ation is more 
like it. 
> Infiltrator 

Having read of the charming ambiance 
ofTassinger's a nd the virtual esprit de 
corps of its favored customers, the 
reader is no doubt aching to learn about 
the food. Three words describe it: nectar 

and ambrosia. The cooking at 
Tass inger's is that of the finest restau * 
rants, and Tassinger's keeps its secrets. 
Aside from inspections from the Board 
of Hea lth , no one is allowed into their 
kitchens. It would spoil the mystery! 

> roast, fine cooking. Curiouser and curi* 
ouser. 
> Eatery En trepreneur 

It must be all right if the Board of Health 
said it was okay. 
> Decker in a Blue Dress 

> Yes, AND Governor Schu ltz is an ideal 
servant of the people! 
> Shaggy 

As (or cuisine, Tassinger's se rves the 
finest foods from all over the world. 
French, Italian, Chinese, Japanese, Con* 
federate Cajun, Azdan. and a wide vari* 
ety of other dishes are on the menu, 
while their wi ne cellar is almost inhu* 
manly wel1 stocked. Elegant meals begin 
and end at Tassinger's. 

> If th ese (raggers serve food from all 
ove r the world, they must have some 
interesting suppliers. 
> Decker in a Blue Dress 

> As a mailer of fact , some of their sup­
pli e rs are runners like me. Paran irnal 
flesh like the gila demon and the peryton 
aren't served on a regular basis, but occa­
sionally their orichalchum types get it on 
special. And by occasionally, I mean 
when I or one of my co*wo rkers gets the 
critter in a gunsight. 
> Eatery Entrepreneur 

> Parani mal seafood's a big thing as well. 
If you ever order megalodo n sharkfin 
soup at Tassinger's, I'm probably the one 
who supplied the raw mater ials. 
> Moll Fisher 



> You supplied it ? Who was hold ing th e 
assault cannon? 
> Noah's Ork 

> Stall the perso nali ty co nflicts. You're 
saying Tassinge r's is hirin g ru nners to 
hunt down edible paranimals? Where do 
you sign up? 

> Nope. They don't even send a waiter to 
your table with the check. At the sound of 
a beep, your bill's flashed on you r table 
mon itor, and the keyboard has a slot for 
yo ur credstick. And li ke Sea Ule Gastro· 
nomic says, nobody's ever seen the cooks. 
> Sysop Servant 

like a luxur y ho tel su ite_ !-I e lives there 
with his wife and two children. Security 
guards hustle them in and out of the limo 
so fast that no one can ge t a good look at 
them, but I think the wife might have red 
hai r. Once they didn't dose the drapes in 
time to keep me from seeing something 
that looked a lot like a hel'metic cirde. 

> Challenger 
> Sysop Servant 

> So Tommy Tassi nger's a mage, too? 
> Infil trator > The tried·and-true method of goi ng in 

through the serva nts' ent ra nce wil l put 
you face· to-fa ce wit h Mr. La mbert. And 
you'd better call him Mister. He's a three· 
meteHall troll with a pair of Ruger Super 
Warhawk s in twin should er ho ls te rs 
under his tux. He does all th e hiri ng for 
the shadows. I suspect he's spen t t ime 
there himself. 

> A minibus enters th e loadi ng dock 
right be fore the working shi ft ch anges, 
deliver ing new workers an d taking the 
old ones home. The doors close befo re 
th is hap pens, so yo u ca n' t eVe n ge t a 
glimpse o f who 's do ing the cook in g. I 
tried to get a look- Mr. Lambert nearly 
blew my head off. T he minibus doesn't 
go straight home either, it zigzags all over 
Bellev ue, and so met imes ent ers other 
neighborhoods, just to lose tails. 

> How do yo u kno\.,. hi s wife's not the 
mage? 
> Decker in a Blue Dress 

> Eatery Entrepreneur > Infil tra tor 

> Okay, we kn ow the sec guards double as 
waiters, and they hire runners to supply 
their most exot ic dishes. What about the 
rest of the staft? Cooks, janilOrs, stu ff like 
that? Has anybody seen them? 

> So non e of the workers actuall y live on 
the second Ooor? 

> If you want to fi nd out what's going on 
ove r th ere, forget about spyi ng on th e 
place and just eat there often enough to 
qualify for that o richalch um drek. That 
shou ld get you mo re speci al pri vileges 
th an o rderi ng via remole.WllD knows 
what you'll really learn ... 

> Decker in a Blue Dress > Noah's Ork 

> Shaggy 
> T he entire upp er fl oo r is To mmy 
Tassinger's private home, all decked out 

First and foremost, Tassinger's is a place of mystery. Who's the 
real forct' behind its founding? Where does it 81:1 pure, blue 
marble? Where does it get its fine foods? And for thilt matter, 
where does it get cooks? These rny$t~'ries can only be solyed by 
some heavy -duty shado\>lrunning. 

Tass inger's inhumanly swift an d efficient se rvice and 
unknown cooking methods also bear investigation. One way 
to find Qut LS, of course, to sneak or brt'ak into the place after 
hours with all the risks of geuiug caught. Those runners who 
.ue more subtle might prefer instead to have a quiet chat wi th 
the Seattle B03.rd of Heahh inspectors. This, however, Gill al~(J 

mean inveslIgating the jnsprclors .... hccking on thei r back· 
grou nds to sec if they have (I tendency to take some Iluyen 
under the table or iftbey .... ere under ,.;ontrol by spell or black· 
mail. 

Runner.:; who can afford to eat at Tassinger's might do well 
to scope it out first. Even relat ively poor runners might receive 
a loan or stipend from Scdttle's other restaurants to check out 
the compe t it ion. Who would be paying fo r runs against 
Tassinger's in the first place? Spying on the Tassin{!.er family, 
Mr. Lambert. or the nl}'sterious cooks could also be fina nced 
by jealous restaurateurs who want dirt on the enemy. Just 
remember that people caught pulling anything in Tassinger's 
ha\'e a disturbing tendency to disappear. 
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Ir anyone plans on eating at Tassinger's often enough 10 
gain membership in tho! orichalchulll club to leak the menu 
computer's dCCc.sS code to ~omebody ciS<! is in worlds of dan· 
ger. Anyone caught doing th.lt-and they will be caught­
b('comes an immediate p.lriah, nol just mldssingcr's, but in 
all of Setl ltle, Roleplay ins sessions as you struggle in vain to 
go!l a b,\tlk loan could bt, in teresting, but being II marked man 
or woman by all the powers that be in Seattle (incl uding Lone 
Star) call cramp o ne's style. If you leak the dCCCSS code for 
money, it had better be enough money to enable you to leave 
St'attle immediately and settle down far away. 

Besides all the nast), thi ngs tha t can happen 10 runners 
who go up agol inst Tassinger's, Il3sty things can also happen to 
runners who wurk for the place. Ambitious hunt ing or fishing 
expeditions for the ultimate delicacies can be carried out fo r 
Tassinger's, and perhaps even financed by them. Dragon meat 
is so scarce that some runners have taken pe rmanent 
orichalchum membership as payment. A caJlturo.:d great 
dragon could bring benefit to an entire group of people. 

True, dragons are sentien t creatures ... but what happens 
to those sorry ru nners \vho get caught snooping around the 
place? Various accounts of cannibals seem to indicate that 
human nesh tastes like veal or beef. With metahumans, drag· 
ons, and more, who knO\'>'s? .Marbe elves. orks, and the others 
taste like chicken and ham. ~l aybe Tassinger's is a cover for 
something much worse than elitists. Enjoy your meal. 

J 



Few concepts in western 

culture evoke more revul-

sion and utter horror than 

anthropophagy (better 

known as "cannibalism"). 

Recipes in Anthropophagy for Call of Cthulhu by Michael L. Howard 

The act of consuming human flesh is co nsidered olle of the 
ultimate acts of human depravity, rclcgtlling the practitioner to 
the level of the animals. Of all social taboos, cannibalism is one 
of the most pervasive throughout the various cultures in the 
world. 

As a cul ture which cons iders itself civilized, fee lings of 
unease arc immediately inspired by the mere concept of canni­
balism. This act, which is inspired either by the insti nctive drive 
to survive at any cost or by what we might consider a Jack of 
conscious or even brazen depravity, makes it a perfect subject 
for usc in the horror genre of games, especialty for Call of 
Crhlllhri. 

The Whispered Past 
The word ca nnibal is derived from the Spanish explorers, as the 
name assigned to a particular tfibe of Carib natives, who lived 
in the West Indies in th e time of the first Spanish explorations 
in the New World . It was rumored that this tribe engage{\ in 
gruesome pract i(cs; among these practices wa~ the consump­
tion of human fl esh. The Spanish explorers knew this tribe as 
the Canihales. 

Anthropologists, arr • .:heologists and social historians con­
tinue to debate the issue of how widespread or even whether 
the practice of cannibalism ever truly existed at all, other than 
in scatlCred incidences. The issue that all sides in the cannibal­
ism dispute seem to agree on is that there must be two primary 

c:Juses that induce individuals or entire cultures to partake in 
such acts of depravity. 

Nutritional Cannibalism 
The firs t causa lity is nu tr itiona l ca nnibalism. As hu ma ns 
increased in numbers, primitive people migrated, spreading 
themselves across vast co ntinents with widely varied climates. 
Humanitr was challenged by the local environmen t to find 
food fo r the populace. The wrath of nature could be extreme, 
especi;l! ly when nomadic peop les traveled into unfami liar 
lands, where they did not know what to expec t of their sur­
roundings. Also, once settled , the loca l climate cou ld chan ge 
drastica lly across seasons or even just a few year~, throwing 
local food and water supplies into question. 

In tribes or cullU res which depcnded upon a steady supply 
of meat, such as in arctic and sub· arctic climates, low stocks of 
prey or poor hunt s could result in a red uction of the protein 
intake. In cold climates where ilgriculture was nearly impossi­
ble, even a small reduction could have drastic consequences 
and quickly lead to starvation and death. In cultures thaI were 
advanced enough and where the local climate and terrain led to 
the luxury of the establishment of farming and food·gatheri ll lo; 
tradit ions, even one year of poor yields could spel l doom for 
the populace. 

With low food reserves, human beings, who haw a strong 
sel f-preservati on inst inc t, would begin to search for oth er 



sources of nourishment, and when those 
were used up, there were few alternatives 
left to primitive peoples. Even tually they 
wou ld turn to the dead and the dying, 
seeking nourishm ent. And if times were 
bad enou gh , they mig h t turn to eve n 
more drast ic ways of obtaining food. 
There is ample evidence that the Anazazi 
natives of the American Southwest, when 
droughts strangled their tenuous agricul­
tural practices, turned on one another for 
su rvival. Could the revulsion of these acts 
be the reason that later tribes who estab­
lished their culture in the sa me vicinity, 
fea red to even look on their dead? Were 
th ey fearfu l of their hunger overtaki ng 
them in desperate times? Some tribal cul­
tu res of the desert southwest are so fea r­
ful of death that it is considered taboo to 
even speak the name of someone who has 
passed on. 

Nutritional cannibalism is not a phe­
nomenon rest ricted to ou r ancien t past 
or to what \ve might call primit ive cul ­
tures. The despera te drive of hunger has 
led to instances of cannibalism eve n 
within rece nt human his tory. T he 
in stances of the Do nner party in th e 
Sierra Nevada mountains of California 
and the Uruguayan soccer tea m in the 
Chi lean Andes are two well known exam· 
pies of the driving pain of hunger over­
coming moral qualms about the sanctity 
of human life and reverence fo r the dead. 

Ritualistic Cannibalism 
The second causal it y is known as ritual 
ca nnibalism, which, to a certa in exten t, 
still exists in remote regions of the world. 
Ritual can n ibalis m refers to the con­
sumption of human flesh in o rder to 
obtain knowledge, to commune with the 
dead, 10 exhibit our superiority over an 
enemy or fo r perhaps more obscure and 
devious reasons. Experts hypothesize that 
ritua listic canniba lism has always been 
far more common than nutrit ional can­
nibalism. 

An th ropologists who have studied 
can nibalism have gathered a broad vari ­
ety of data on what purposes d rove this 
ritualistic practice. In early cultures, the 
concept of ancestor worship was widely 
spread , and it was th ought that ifyolL 
consumed the fl es h of another person, 
you co uld co mmune with their spiri t. 
Some early humans believed that if you 
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ate the mu scles of a great warrio r, you 
might take some of their physical strength 
or their b ravery into yourse lf. Others 
believed tha t if you consumed certain 
o rgans, where th e m ind or so ul was 
thought to reside (and these varied widely 
among differen t cu ltures), you coul d 
obtain the kn owledge of the deceased , 
perhaps controlling their very spirit. This 
concept has inspired cults and ritualistic 
practices across human history. 

This belief was thought to have dri­
ven the ca nnibali stic practices of ea rly 
Egyptians. In fact, anth ropologists sur­
mise that the introduction of embalming 
and mummificat ion, practiced durin g 
the various dynasties of the Nile Valley, 
were an attempt to prevent cannibalism. 
Dy na stic Egy ptians beli eve d that the 
body must be prese rved for use in the 
next life. Therefore all of the major organs 
were removed and stored so that they 
would not decay. The heart was thought 
to contain the soul and therefore was pre­
se rved sepa rately in its own contai ner. 
However, the brain was though t to have 
been unimportant waste. It was usua lly 
drawn out through the nose with a hook 
and disposed of. The empty cavi ty of the 
head was then filled with straw. At firs t, 
the embalming practices of the Egyptians 
were reserved for th e pharaoh and the 
remainder of the court, but the secrets of 
the practice slowly leaked o ut to th e 
masses . Within generations only those 

who could not afford the herbs and other 
ma terials necessary for the embalm ing 
process were co ndemned to oblivio n. A 
byprodu ct of emba lmin g was that the 
materials used in the preservation left the 
fl esh less appealing to insects, scavengers 
and hungry relatives alike. 

Another type of ritualistic cann ibal­
ism invo lved co nsu min g the body in 
order to show superiority over enemies. 
Pri m itive peoples believed tha t if the 
body was consumed, the spi r it had no 
place to rest and would be dispersed or 
perhaps co nsumed with the body. The 
consumption of your soul was a repenant 
thought to pri mitive peo ples, th e ulti · 
mate act of condem nation and destruc­
tion . Thi s particular practice was very 
co mmon among the Aztecs, who mad e 
offer ings of blood to th eir pantheon of 
gods. Th e victims were usually either 
proffered by the devout po pulace, but 
wc re m o re com mo nl y prisoners and 
defeated warriors of rival clans. The meat 
left over from these blood sacri fi ces was 
thought 10 have been distributed to the 
populace for consumptio n. The goa l was 
to utterly dest roy the body and sou l of 
the enemy. 

Setting the Table 
Now that the histor ical matter has been 
digested, get ready to sink your teeth into 
crafting your own horrific scenarios to 
bend your players' minds. Lovecraft's slo-



Ties often hint at the act of cannibalism. 
One story in part icula r, The Rats in the 
Walls, is a perfect start ing place for a 
Keepe r interested in building a sett ing 
where the dread builds slowly unt il the 
players fina lly uncover the awful truth. 
Merely referencing historical reports and 
the assumptions of anthropologists can 
lead to a multitude of scenes and encoun­
ters in co rporating ca nnibalism. The 
amount of terror that can be instilled in 
the players is limited only by the imagi­
nation of the Keeper. 

One obvious cho ice would be to 
expose players to the personal horror and 
temptation by thrusting them into dire 
ci rcumstances, stranding th em in an 
inhospitable environment with liule food 
or water. Th is ca n wrench their emo­
tions, and force them into mental anguish 
about th e moral imp li cations of their 
human instincts to survive. However, this 
route may become frustrating for less 
mature players in who the important skill 
of empathy is not highly developed. Or 
perhaps they are stranded on an island 
inhabited by cannibals who raid neigh­
boring island villages for sustenance. The 
p layers must spe nd th eir time hid ing 
from the te rrors who hunt them while 
.iltempting to eke out a meager existence 
until rescued. 

The more interesting path is the dis­
covery of ritualistic practices. In this case, 
build the plot slowly, with vague hints as 
the invest igation gets u nderway. Slowly 
the implications of separate pieces of evi­
dence should begin to arouse dread sus­
picions within the players. Don't make 

the clues very obv ious ei ther. String the 
players along and place some red her­
rings to temporarily lull them into a false 
sense of securit y. Let them sim mer and 
stew abo ut what is really going on . As 
their host, you must create an entertain ­
ing scenario; however, you should not 
give away a single scrap of information 
that will serve the answer to the mystery 
on a platter. No t a shred of substan tial 
proof shou ld be located un ti l the cult 's 
sanctum is entered. Bu ild their fears 
slowly to a cresce ndo of terror. In the 
horrifying moments after the lid is pulled 
off the pot, the boiling steam should waft 
int o their nostrils an d true terror will 
well up within th em as some recogniz­
able gobbet rises into view at the surface. 

Exotic and remote locals are perfect 
settings for the gruesome discovery of 
cannibal tribes or cults. Native tribes and 
primitive peoples have quite differen t 
motivations from us and are therefore a 
source of intrigue. . 

Another sce nario could br idge the 
gap between the ancient past and the pre­
sent. Egypt co nta in s many mysteries 
which have lain hidden in the sands. An 
archeologist has recovere d a se ries of 
occult scrolls on papyrus which instruct 
the user in rituals to obtain knowledge 
from the minds of others. This leads the 
power- hungry archeologist on a quest to 
ga in hidden secrets from rivals by per* 
forming the r itual and consuming their 
hearts. The players could be drawn into 
the action by an antiquarian with whom 
they are familiar. The antiquarian is con­
cerned over the unsolved disappearance 

of an archeologist who supplies him with 
goods from the Nile Valley and hires the 
investigators to discover his whereabouts. 

Pe rhaps an even more interest in g 
setting is one where the players would 
ne ve r suspect th at ca nnibalism is 
involved, for instance, a modern, urban 
setting. A group of demented homeless 
persons in a major city are sick of living 
on the scraps of humanity. They have 
ceased to beg for food and have instead 
begun to take it by force. The story cou ld 
involve the exploration of soci al stra ta 
and the "eat the rich" mentality. When a 
wealthy benefactor of the charact ers 
turns up missing, the playe rs discover 
from the authorities that th ey assume 
that he is dead since only the hands were 
found in a dumpster in a dark and graffiti 
covered alley. The police have identi fied 
the benefactor by a ring left on one hand. 
The investigation will even tually lead 
into the network of tunnels that adjoin 
the subway, where the players learn the 
chilling truth . 

Remember that the b est horror is 
based in reality. Create a well-researched 
setting for your game and base the char­
acters in real li fe sit uations. Give them 
jobs and families. When they uncover the 
depravity that potentially lies within each 
of us, the horror will be much more hor­
rifying. Se nd the invitatio ns. Set the 
table. Pour the drinks. Make your guests 
comfortable, and prepare yourself fo r a 
feast of terror. 

Bon Appetite! 
..I 



by Matt Brebner 

Poison is described in th e AD&DIt rule­
books as "the bane of all characters," It is 
a great leveler, since no matter how pow­
er ful you r charac ter is, a fai led savi ng 
throw against poison can doom him or 
her within minutes. But the use of poison 
tends to be the DM's prerogative , since 
no PC class call employ it freely. Its use is 
regarded as in herently evil and must be 
sh unned by good cha ra cters; eve n ev il 
c haracte rs who use it run th e ri sk of 
exposure and summar y punishment 
when doing so. 

If we look closer, however, there is 
room to argue that poison can and should 
be used by player characters. Why should 
neutral characters who encounter it not 
be able to usc it in return ? Is this nol 
within their concept of keeping things in 
balance? What about a character who 
employs the spell sticks to 511akes? At least 
half of the snakes created by a high level 
priest are likely to be venomous. Is this 
not using poison? 

Thi s a r ticle surveys the sou rces of 
poison typica lly encountered within the 
AD&D game, and then offers guidelines 
for possible usc by non-evil PCs. 

Encountering Poison 
Poison tends to appear in one of three 
ways. rirst, it can be encountered as part 
of a mechanical trap, whether using pro­
jectiles such as arrows, or immobi le "con­
tact point s" such as caltrops o r co ntact 
poiso n on tr~asure. Seco nd , it can be 
found within specific articl~s of treasure, 
s uch as potio ns o r da ggers of ven om. 
Third, it may be used as a weapon by an 
extensive li st of mon sters. Thi s list 
includ es huma n NPCs and humanoids 
(assassi ns of all races, plus sprit es and 
drow); monsters such as man sco rpions, 
neogi, thri-k reen and medusae; plants, 
including fungi (tri-flowers, retch plants, 
ascomoids); a nd all sizes of insects, 
alTIl'hibian s, arachnids, arthrol'o ds, 
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, 
mamma ls and rep tiles. [For this article 
we've omitted magical noxious vapors 
such as gorgon breath.] 

Poison not only appears from a huge 
variety o f sources; it also comes in a large 
num ber of forms , cla ssed accord ing to 
potency. The DMG uses 16 classes, with 
th ree m e th ods of de li ve r y: injected, 
ingested , a nd co n tact ( th e latter being 
"by far lhe most deadly"). 

Onset times for eac h class va r y 
greatly, as can damage for non-lethal poi ­
sons. It is noteworthy that only four these 
sixteen classes cause death. Several oth­
ers, however, can kill through the amount 
of damage they inniet if the save is failed. 
Only on e cla ss, F, is an all -or-nothing 
poison, i.e .. if you save, you take no dam­
age; if you fail, you die. 

That 's ser ious s tuff. But a read 
through the Mo nstrous Manual shows 
many alterna tive poison effects to dea th. 

• 
Class F poison is common, but by no 
means in the majority. Alternative effects 
and ex amples of th e c reatures wh ich 
inflictlhem are listed on the table below. 

The table is just a sample of organic 
po isons that m ay be e n cou ntered . 
Toge ther with treasure and traps, these 
make an array of poisons available to the 
DM. 

What then would be acceptable uses 
of poison by a non-evil PC? 

Obtaining Useful Poisons 
Imagine a chaotic neutral thief who takes 
her portion of t rea sure as a dagger of 
venom+ 1. Sh e finds an apothecary and 
commissions him to convert the poison 
with in the dagger's handle to a non-lethal 
drug, one that operates li ke a slow spell 
o n any affected creature. T he DM, using 
hi s bes t judgment, rolls the chemist's 
skill, assigning him a 65% chance of suc-

POISON EFFECT SOURCE CREATURE METHOD DURATION 

slows victim mustard jelly inhalation Id8+ rounds 
neogi injection 2+ rounds 

sleep sprite injection I d6 hrs 

unconscious/eoma drow injection 2d4 hrs 
gargantuan spider injection 2d4 t urns 
giant poisonous toad injection Hhrs 
pseudodragon injection I d6 days 
tri-flower injection I d4 hrs 

blindness spitting snake contact 2-1 2hrs 
dexterity loss hairy spider in jection I d4+ I rounds 

skunk inhalation I d4 munds 
paralysis centipede (huge/giant) injection I d6>'2d6 hrs 

heway (large snake) ingested Id6 hrs 
hornet. wasp (giant) injection 2d6 hrs 
land urchins injection 6 turns 
storoper injection I round + charm 
w;]tch spider injection 2d4 turns 

weakness (str loss) gloomwing inhalation 1 point/round 
retch plant inhalation -50% for I hr 
roper contact -50% 2d4 tns 



cess, at an estimated cost of 1,800 gp up 
front. The process will take three weeks. 

Mea nwhil e the thie f searches for a 
craftsman to adjust the injection mecha ­
nism of the empty dagger to voluntary 
control, rather than its original random 
form. The OM determines that after two 
nigh ts of paying for drinks at the local 
tavern, the PC discovers an obliging lock­
smith who can complete the job in a si n­
gle d ay, for the modest fee of 30 gpo 
Finally, the OM checks that the dagger's 
mecha nism survives a 20% chance of 
being ruined during the process. 

So after three weeks our thief comes 
away with a new weapon , a dagger of slOTh 
+ 1. It can inject th ree doses of a toxin 
which will slow an opponent who fai ls a 
save vs. poison (not vs. magic). The DM 
also determ ines that a + 1 bonus applies 
to the save, since the original poison was 
diluted, and that the slow effect lasts for a 
maximum of 2d4 rounds. 

A similar approach could apply to 
many poisons a PC party encounte rs. 
With a bit of ingenuity, en terprisi ng PCS 
can tu rn hazards they encounter into a 
var iety of new wea po ns and defen ses. 
Why not allow players to design their 
own simpl e "p lunge r" heads for arrows, 
bolts, or javeli ns that convert them to 
hypodermic projectiles? An archer who 
has su rvived giant spide rs , hornets or 
even storoper attacks could use extracted 
venom to create a non-magical arrow of 
paralyzation. Why not have ceramic sling 
bullets or crystalline vials capable of stor­
in g th e variou s con lact venoms that 
monsters use? 

Another Example 
I n another hypOIhetical case, a druid pays 
to have a vial o f letha l poison d il uted 
with oil of timelessness to keep the poison 
viru lent, then mixes it with an abraded 
coin that has had cOllfirmal light cast on 
it. Thus, she has lumi nescent fi lings. If 
this mixtu re were vacu um-sealed in a 
clay casing (possible even with medieval 
technology), she could produce a stink 
grenade that co uld prod uce a radi ant 
cloud with similar effects to a glitterdllst 
and 5rillkiPlg doud. The OM might rule 
that it has only a lOx I 0" I 0' area of effect, 
a 2d4 round duration, and a 60' range, 
but a victim caugh t by it would not only 
be nausea ted , but perha ps su ffering 

under spell· like effects of a faerie fire and 
blindness for its du ration, subject to 
appropriate saves. 

Such ideas rely on good com munica­
tion between players and OM , and ade­
q uate preparation by PCs prior to 
adve n turing. What gear would they 
require? Any PC ready to collect toxi ns 
would need the appropriate equipment 
for handl ing and storing them, such as 
lea ther gloves, surgical tools, ce ramic 
screwtop jars and crystal vials. These lat­
te r items would need shat terproof pro­
tection and would not be cheap. 

Nor would ob taining poison from a 
dead snake be a simple case of cutting off 
its head and storing it in a jar for later 
extraction-the organic venom would 
requi re preserva tion to reta in its viru­
lence longer than a few hours. This would 
be another good use for oil of timelessness, 
or even a preserve cantrip. Also, anatomi­
cal knowledge of the creature from which 
the po iso n glands are to be extracted 
would be requ ired. A cha racter cou ldn't 
just load up his plunger arrow with the 
venom from the phase sp ider he jus t 
killed and fire away at his next target. The 
process would be time-consuming and 
messy, if not downright risky. 

But in novation oft en is risky, and 
this en co urages playe rs to find ways 
around difficulties. A speak witll all;ma15 
spell combined with a rillg of reptile co"­
trol cou ld enable a PC to ask a cobra to 
allow itself to be milked o f its venom. 
Why not? 

Rules of Thumb 
Having suggested freer use of poison by 
player characters. a word of caution is in 
order. Poison will get out of cont ro l if 
every dangerous opponent is dropped or 
paral yzed before it could play its part. A 
few rules of thumb include: 

I ) Poison employed by PCs is auto­
matically one grade less virulent than its 
original source, reflect ing degra dation 
duri ng the extraction process: 
• lethal poisons (includi ng Classes E, F, J 
and N) now put victi ms into a coma; 
• co ma·in duci ng poisons now result in 
normal sleep; 
• sleep/paralyzing poisons now result in 
slow effects; 
• olher debili tat ions (blind ness, strength 
or dexterity loss) have their effects and 

duration reduced, e.g. blindness fo r ld6 
hrs becomes blurred vision (·2 to hit and 
AC) for 2d6 turns; 
• major damage (16+ hit points) now 
results in minor damage « 16hp); and 
• mi nor damage «16hp) results in lesser 
damage, e.g. 2d6 becomes 2d4. 

2) Any creatu re is automaticall y 
immune to its own poison (wi th excep­
tions de termined by the DM or noted 
specifically in the monster's description. 
such as giant scorpions). 

3) On- the-s pot transfer of venom 
from a freshly-killed crea ture to a co n­
tainer is poss ible, but mig ht require 
either a proficiency check assigned by the 
OM or ana tomi cal know ledge such as 
that possessed by a druid o r ranger. Oth­
erwise the PC runs the r isk of co ming 
inlO direct contact wit h the poison. (One 
so lution is to treat the situation as a 
thief's attempt to deactivate a trap, treat­
ing the ex tracting PC as a thief of the 
same level.) 

4) Equipment such a s arrows with 
plunger heads require sketches/designs 
beforehand and should be lim ited in 
n u mber- a maxim u m of three per 
archer. Only Ihose tha t h it their target 
should be reusable and there should be a 
10% chance per AC value lower than AC 
8 for the plunger head bei ng ruined, i.e. 
AC 3 means a 50% chance of destruction. 

S) Cost, processing ti me and chance 
of success for doctoring poisons and hav­
ing spec ial eq uipment made shou ld 
approximate spell research expenses. 

$0 talk 10 your OM, then go give 'em 
a taste of thei r own medicine! 0 



The gentle art of 

FOlodomancy' 
by Kurt Samson 

Shadows from tire fireplace danced Ilpon 

the walls of Lord Raventree's private cham­
bers. Sclune shed its light ill this room as 
well, [tltering in through the west window. 
He looked Ollt "POII the docks of Water ­
deep. The moon was round and/ult, paint­
ing everytl,inK with a tinge of blue. The 
Endless Sea sparkled as brig/Iffy all the 
stars ill the sky. 

The SOImd of his chamber door operr­
ing disturbed the tranquility, but told him 
that his package had arrived. A servant in 
his hOllse's attire placed all unattractive 
leather tome on Lord Ravelltree's night­
stand and left withQut a word. If his heart 
raced, he kept 'I is dignity and poise, even ill 
the privacy of his own room. He slowly 
walked to the lIighlsland, careful not to 

wake his wife, and took the book into his 
hands. Then, back at his seat, had a sip of 
his silvery-green UndernlOuntain Alurly­
ath, and began reading the handwritten 
text: 

Hail [0 ye who read my works! One 
is wise if he seek my knowledge, for I am 
fonathan Green leaf, a disciple of the Art 
as well as an extraordi nary chef (which, 
as you wi ll find , works surprisingly well 
together!). This is the first of my written 
tomes which discloses my fi ndings on the 
school of "Foodomancy." Not a terribly 
sharp title I suppose , but it wi ll have to 
suffice un til I think up something wittier. 

Foodomancy is based on the princi­
ple tha t the Ar t can be found in eve ry­
thing. Although a common thought 
shared by many common people , 

t:lgredient5 , blood (or a similar measurement) 
d' Four wineskins of red dragon s 
d" Two WIneskins of water 

Foodomancy takes this idea to another 
tier: the more fantastic a creature or 
object, the more li kely it is to have an 
aura of magic. But how are we to harness 
such magical power? I'd hate to oversim­
plify, but the process can be described in 
three words: we eat it! By d igesting cer­
lain pa rts of obviously magical and fan­
tastic creatures, we release some of their 
innat e power, bestowing thei r m agic 
upon ourselves. 

Although the foodoma ntic process 
can take up a book all it s own, J will 
merely describe some recipes of the pow­
erful sc hoo l here. The recipes in this 
book arc magical, but you need not be a 
wiza rd to create them. Simply take the 
li sted in gre dient s, se rve them up as 
described, and you have an enchantment 
waiting to be savored! 

Be forewarned: ma ny of these ingre­
dients ca n't be found just by stroll ing 
down some marketplace (excep' perhaps 
in Skull port). I myself had many adven­
turing companions die while protecting 
me from my ingredients! 

Keep in mind that the enchantments 

... Five handfuls of dragonflesh d 
H' Unsalted butter (t be from the same dragon as the bloo ) 
"' Shredded dragon's heart mus 
« Carrots. celery, and thyme d h d thy thyme until ye have a 

. h celery and carrots, an s re " Forget not to 
pyepa,ation , blood inlo a goodly sized cauldro~ ~IC~ ~t fnto pieces about the size of one s bIg too. 
pour thy red dragon ~ t tak.e thy fresh dragon meat an ac 
handful of that stuff. .ex, butter and such. 
grease the cauldron WIth the . th pot Kindle a tire under the 

. k' d empty them Inlo e· I carrots, 
Invocation d correctly, take thy Willes Ins an au boils, toss in the meat, ce ery, . e of 

After all ingredli,entSt~:"~I~:~~O~;~:r~il for about 15-20 ;ii~~~~;oW:::r: :~n~te:' Ve should be su~ea~da~~~~!~I~ot;~ctIY' 
cauldron and a ow b left of the butter. l et the cont~nts .0 . the blood and flesh fade. If pr~padr~ .. us e"lree will have 
thyme, and whatever e h th es hours lest the inhent magic In Whosoever shan eat thIS e ICIO 
cooking takes no more t an r their enchantments into thy soup. 

. hould release . th eapon) 
the ingredients ~ the following abilities: d pon the dragon type and Its brea W 

~~~;:~ti:~~otm ef~e (I assu~e ~ha:i~~:~~o~:~~~:s~e~et~e s d~agon d~~oured al to a very young dragon, usually a hatchling). 
a- The diner's skin tak.es on t e d~n on eaten. The power of the breat IS equ 
~ A breath weapon (as of the g. 

d ce per servlOg. 
This ability can be use on 
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wear off once the food leaves the digestive 
system and goes into the, er, wild. In any 
case, I wish you Tymora's blessing in ere· 
aling these recipes (e ven more so in 
acqu iring the actual ingredients!). 

Dragonblood Soup 
It is a well· known fact (among sages) 

th at dragon's blood is magical and can 
bestow various encha ntments upo n its 
drinker. So, in the hours following a bTu, 
tal battle against several furious red drag· 
OilS, I concoc ted this del icious soup. 

Unfortunately, I am not sure if this 
recipe var ies between dragon co lo rs. 
Untill can experi ment with them all, I 
assume they are all prepa red in the same 
manner. I truly doubt , ~w ver, that my 
compan ions will allow me to\experiment 
wi th the different metal~ i c \'0'rms (espe· 
dally that irr itating palaairf!):t 

Note again thaI I ha e only tried this 

recipe once (and fmled 1\~1Ce1'It is SitU a 
highly unexplored dish 'lihe e ects may 
differ dependmg on a dragon's age, size, 

,nd 'YP'_ \ 

\ \ \ 
Basilisk 8. Bread 

Basilisk and Bread 
De rive the ingredients for this recipe 
fro m the lesser sort of basilisk, lest ye die 
of food poisoning. The dish must be pre· 
pared exactly as wrinen. Failure to do so 
may result in ill events. Even though this 
culinary treal is known as basili sk and 
bread, a va rie ty of other ingred ients 
invoke various effects. It makes fo r a for · 
midable "sand witch" as well. Enjoy! 

Lord Raventree closed the book, careful not 
to rip the worn pages. He stared long and 
thoughtfidly at the book's [eat/ler bilu/i')K' 
thell placed it 011 his /light s/a lid. This ....... 

- , 
!o/lathall Greellieaf, he thougllt to ]1In/self, 
call be of great-value. f do suppose 1 ha~ 

_ room Oil tile staff for OtiC mor/! cook. With 
slight smirk, he'blelV out the J1i(k~ring can 
die .. bel'Sweet 'dreams of a 
feosl 

! 
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How to Be a Foodomancer: 
Foodomancy is a skill for those who 
study cooking extensively and have a 
knack for magic. To prepare magical 
recipes, you must gain proficiencies. 

Foodomancy One 
1 slot, Intelligence, -I modifier. 
C lasses: Mages, C lerics , Thieves, 
Paladins, Rangers, and Bards 
Cooking proficiency is a prerequisite. 
This allows any PC or N PC to be 
capa ble of basic foodomancy. 
Foodomancy gives the requirements 
for a successful recipe without the 
ability to create recipes. 
If ~ooking a rec ipe for the firs t time, 
the PC receives a -6 modifier. If suc­
cessful, the cook receives only a -2 

~
odifie r for that recipe in the future. 
aiJure indicates difficulty with that 
articular dish, and the foodomancer 
~u~t wait unlil next level before trying 
again. 

omancyTwo 
ols, Intelligence, -1 modifier 

Fo domancy One is a prerequisite. 
i proficiency deals with ingredient 

·de1ificalion. On a successful check, 
P,~ can property iden ti fy the gen­

rat\ilpecies of a meat (snakemeat, 

Ingradlents 
Q" Two basilisk eyes 

.>-dra-gonmeat, beef, elc.), fruit (apple, 
orange, etc,) or vegetable. If the food 

,.J!.-f0reign or exotic, adjust modifiers 
, '-~ppropriate ly. This proficiency gives 

Q'" Two slices of bread of any variety (I prefer elven myself) 
Q' Death cheese 
..,. A magical fire source 

PreparatIon 

~~S~~~a~\I:~e~~YT~:::s:hand ~'ic~ all finely so that il may fi t in thine bread. Slice 
gins. An enchant~d dagge arp h a e, predferably a scalpel or blade of eastern ori-

r or s ort swor can fare you just as well C I . I 
as it is directed in this diagram (I found it in the . t M . u pre~lse y 
Delights). anCien anual of Culinary 

The InvocatIon 

Put ye basilisk eyes and death cheese in be :::e ~ntirtgorden brown. If not petrified, you ~:ye:~i~~~:dio:~:~~:~i;i~i:~giCa J 
eigh~~tt:~k~ean~a~~~nt~;su;'f~OdY similar to the spell stoneskin, effective for ~ne to 

.... gaze abilities similar to those of the basilisk II doe I h . 
other planes of . t ""Ii k . . s no, owever, extend 1010 

about much dis~~I:d7~~~~ c:n
e ~I from me, surprise le~ls on thy friends can bring 

the deilies of nature call to you). e done once, al any time you wish (unlil, that is, 

W Have a magical flame at thy hand (wood kindled by magical flame is good). 

a + 1 modifier to Foodomancy One. 

Foodomancy Three 
2 slots, Intelligence, ·4 modifier 
Foodomancy Two is a prerequisite. 
This proficiency deals w ith the theo· 
ries and laws governing 
Foodomancy. One must study under 
a master foodomancer, which is quite 
rare . If a Foodomancy Three check 
succeeds, then the foodomancer has 
concocted a new dish. If it fai ts, the 
foodomancer finds that something is 
wrong with the formula and must be 
cooked again once he or she gains 
another level. OMs are encouraged 
to let a good recipe succeed from a 
player, but must have ingredients that 
fit the enchantment. In fact , the cre­
at ion of a new recipe could be an 
adventure in itself. 



It's Decathlon time again. Time to stretch neell not write any· 
thing on the tour · 
narn~nl pdckel. 
Tuurll.Iment re:.ull~ 
will he posted when 
s(Qring packeb arc 
received ,II II Q. 

your creativity. Time to do good works for 

others. Time to shove it in the face of those • To enler creative 
en'nts, suhmit the 
entry with a 
dec.lthlon form 
amI standard dis -

other namby-pamby club gamer wanna-bes. 
As part of the Network Club 

Program, the DCl·"thlon gives dubs 
the chun c!.' 10 compete ,Ig,linst 
other dubs which tends to pro 
mOIl.' all-around dub ,IClivity and 
growth. Sometimes thilt interac ­
tion involves taunting and good­
natured name-calling. That's okay 
with us. 

In 1999, our new Retail Coor­
dinator, Scott Magner, will oversee 
the Clubs program, the Decathlon, 
and ensure thut results arc posted 
in a timely manner. Club members 
will be able to view the Decathlon 
standi ngs online withou t waiting 
for a report in POI.nlEIWONe Mag­
azine. We wil! also include the 
results in Club mailings. 

The fame and Prizes Part 
The winning club receives the fab­
ulous big trophy and a huge selec­
tion of new g3111ing produc ts. In 
addition, we will profile the club in 
an issue of POtXIIWRON. The sec ­
ond place club takes home a really 
greil! trophy and new gaming prod ­
ucts. The third p lace dub wins ,I 
very nice trophy and a small selec­
tion of gaming products. All dubs 
who earn .It least 10 points rl'ceive 
a nice prize. All prizl's will be 
awarded al the AlvarJs Ceremony 
at the WtNTI'K FANTASY'" conven ­
tion in I'ebruary 2000. 

tlow to Play 
'10 make the Decathlon seem more 
like things arc happening, we 
redesigned the competition (again) 
to spread deadlines out. Clubs Lan 
enter short writing events and ser­
vict' e\'ents and see Ihe results 
sooner than year end . 

To piJrticipate, a club chooses 
up to ten events from the list on 
the next tl.,.O pages. A dub must 
enter one tournament e"ent. up tu 
a maximum of four tourn,lll1ent 
events. Further, a club must enter 
at least one service event. All other 
elllries corne from creative and ser­
vice events. Points arc totaled for 
all events ,Ind the club with the 
most points at the end of the year 
WillS. 

The downside of this great 
variety is that the entry process 
becomes more complex. We'll try 
to keep things simple, but forms 
arc required. You have been 
warnl.-d. 
• To enter tournament events, HQ 
must receive two weeks OIdvance 
notice. This notice cOIn cOllie by 
emOlil or by form, bu t the RPGA 
numbers of all participants must 
be includftl along with the conven­
tion name. Entrant(s) can be 
changed at the last minute in case 
of emergency, but notice must be 
received in IIQ on the Monday fol-
10lving the conven ti on. Players 

closure form. If rou 
~ubmit by email, ,lIIach the file and 
notc the event you are entering. 
Submissions llIust be rt'uil,t!d bv 
thc deadline noted, not post ­
markcd by the deadline. 
• Service events can be entered any 
tillle until the deadline lor the: 
event using the form o r by email. 
The club name and event cntered 
arc the only required pieces of 
information, but ag,lin, HQ must 
receive notice by the deadline. The 
database tracks points for these 
evcn ts iwtomatkally. so ),Oll won't 
lose out for entering lale. 

Note that club mcmbers must 
participate in all events on beh.llf 
of Ihe club. A dub member is 
defined as an RP(;A member who 
is listed in the dat'lbase as belong­
ing to that dub. RPGA members 
who belong to more than one club 
(<In only participate in the 
De..:uthlon on behalf of the club 10 

which they are registered in the 
database. Thi s is because the data ­
base automatically tracks n1<l1l) 

aspects of the competi tion , and 
we'd like not to confuse it. 

Tournament Play 
Clubs may enter up to four tourna­
ment events. One o f the four \lIust 
be tcalll play, but the other f(lUr 
can be individualcr team play 
events. A different club member 
must play in eilch individual event. 



Several dubs m,IY get points from 
the same tournament, but only olle 
club member from rOUT dub .:an 
entrr a given tournanH'nt. Pick 
from the: conn'ntion list at right; 
they 've: hee:1I cllOsl'n so thaI thl'r 
almost ever)'one h,1S ,I ch,mcl' 10 

get to SOllll' of them. Ifthl' plarcr 
doesn't show lip Mid 1111 replace­
ment is u6ign,llt:d, thl'n the duh 
can l'nter a diffl'Tcnt tournament 
c\,ent I.lter. 

Individual Plar 
First placc: 4 points 
SecolHl piace: 2 points 
Participation: I pnint 

Team Play 
~irst place: 5 points 
Second place: 3 points 
Participation: I points 

Results posted br: when we process 
scoring p(lcks for the convention, 

All specifk tournament informa ­
tion will be posted all the website 
<lnd in POI.YHEDll.n", as soon as 
events for the convention arc COI1 -

iirmed. Conven tions Illay be added 
to this list later 011, especially in 

CONVENTION 
Genghis Con 
OrcCon 
WINTER fA I'1TAS y TM Show 
JI1egacon/Sunquest 
Weekend in Ravens Bluff 
Ben Con 
Three Rivers Game fest 
Dragon"'Con 
Origins 
DEN CON@ Game fair 
San Diego Cornicon 
Dreamation 
AndCon 
ShaunCon 

cvent-Iess regions. Ifruu wi~h to 
have conventions added, please 
.:on1<lct HQ. 

Creative Events 
The events below allow for club 
members 10 show their crealivit~, 

on behalf of the group. Cluhs can 
enter e;l(h event more than on.:e, 
but each individual person mar 
only submit one entry to any singh:: 
<,\'ellt (ont' person can submit in 
multiple events, though ), 

~or example, Smedle~' ':,In 
~uhmit only one monster fOT the 
Nt'!I' A/oIJslt'r event, but he C<H1 ~til1 

submit one tournament and one 
churacter too. In cases where ~'o­
creating happens (two people: 
working on a tournament), both 
must he club members. Lastly, a 
single club member can't con­
tribute to more than three creative 
('wnts. Come on, the idea is for thc 
whole dub to participate. 

Choose the cvents which hcst 
fit your club members' talents. 
Thl'n." is an event due every month 
through September. Winning 
entries in some categories will be 
published in the POIYHFDRON Mag-

azine soon after the judging is com­
pleted. 

Bes t C ha rac ter in a sys tem 
besides the AD& DII game 
Deadline:: )anuilTY j 1 

rirst place: 4 points 
Second place: 2 points 
P(lrticipation: I point 

Results posted by: Febnlilrr 15 
Cn::att";l .:hMacter in any game 

~y~telll other than AD&D. It can be 
,\ NPC or ,\ Pc. The submissio n 
mU~l indude slats and a char • .Kler 
hackground and personality. Char­
.!Clers will he judged 011 originality 
and how interesting you make 
theil), not on how powerful they 
are. 

Best New Technological Item for a 
Sci-fi Game 
D~'ldl i ne: February 28 

First place: 4 points 
Second place: 1 points 
Participation: I point 

Results posted by: March 15 
With the A!TERKtTr~ science­

fiction roleplaying game out , inter­
est in Icc hie 10Ys has increased at 
HQ. Not that we aren't already into 

STATE MONTH TOURNAMENT TYPE 
CO feb Individual 
CA feb Individual 
IL feb Individual and Team 
fL March Individual 
All over April Individual 
CO JI1ay Individual and Team 
PA JI1ay Individual 
OA July Individual and Team 
011 July Individual and Team 
WI August Individual and Team 
CA August Individual 
NJ September Individual and Team 
011 October IndividuaL 
1'10 November Individual 



~ool gadgets. So make one for us . 
S(<lle nllHlcls a ren't Ill'eded , bUI 
stats and item clTe~ t s arc . Also , 
desuibe who might usc it, and 
whether it is common or extremely 
hard 10 get a hold of. (3-D models 
ilre accepted, by the war). 

Best Newsletter for the Fi rs t Quar­,,, 
Deadline: March 31 

First plilce: .. points 
Second plao:e: 2 point:. 
Particip'ltion: I poinl 

Results posted by: April 15 
Club newslellers are good for 

keeping club members in touch, 
alH.lthis event recognizes the best 
among them. Submit an issue of 
your club newsletter by the dead­
line. One issue. That's it. The issue 
must be one you 'I( tually sent to 
you r club members . The newslet ­
ters will be judged on content, pre­
sentation, and how much fun they 
are to read. Yeah, it's subjective. So 
entertain us. 

Best AD&D Game New Monster 
Dt;'adl ine: lvhln:h 31 

hrst place: 4 points 
Second place: 2 poin ts 
Part icipation: I point 

Results posted by: April 15 
Create a monster for the 

AD&D game. The sky's the limit on 
what you can Illilke, but usabil ity in 
the game and balance arc impor­
tilllt criteria in judging. 

O ne Round To urnament 
Deadline: April 30 

First place: 5 poi nts 
Second place: 3 points 
Participation: I point 

Results posted by: May 15 
Write a one - round tourna­

ment in any game system we use in 
the tournament program . The 
tournament must include six or 

more well-developed encounters 
and necess..lTY maps. Player cham( ­
ters are required when applicable. 
It may be designatcd for a sp .... cific 
cOIwcntion. 

Submit a disk cop~' of the sub · 
mission in a formal readable by MS 
Word (w .... Tl'cOllllllend .rtf). ,I 

printout of the sui>missiun, and the 
necessary forms. All entries must 
adhere to the RPGA Standards of 
Content as published in the Mem 
b('rship Handbook and on the web­
site. and for gosh sakes, rUll it 
through a spelling and gr;II11n1<IT 
checker. All s t<lt blocks must he 
correct. Entries should not exceed 
15,000 words, not including char­
acters. When writing, try to strike a 
balance betwt.'en including the n .... c­
essary information and being 
wordy. 

Best Club Website 
Deadline: May 31 

First phlCe: 4 points 
Second pl;lCe: 2 points 
Participation: I poilll 

Results posted by: lun .... 15 
Th is event recognizes cl ub cre­

ation on the world wide web. Sub­
mit your web address by the 
deadline ..... "e'll cruise the sill'S, and 
judge them on the same criteria as 
newsletters: information content, 
present<ltion, and enjoym .... n t. 

Best New Decathlo n Event 
De<ldline: June 30 

First place: 4 points 
Second place: 2 points 
P-.lTticipation: 1 point 

Resu lts posted by: July 15 
Every year \"e make up these 

events, and it's not easy, believe us. 
Now it 's your turn. Propose a 
Decathlon event of any kind, in the 
format shown in this article. It can 
be as wild as you Willlt, but it must 
be som .... thing a club can do, pr .... fer-

~Lbly ~omething th,lt takes morl' 
than one person to nco:omplish. 
We'll make the b .... st events part of 
next year's competition. 

Mu lt i-Round Tournamen t 
Deadline: July J I 

First place: fi ruin ts 
Sel"Olld place: " points 
P<lrticipation: 2 point s 

Results posted b~·: August j 1 
SCI.' the Ont' - round Tourna­

ment Ewnl description. Appl)· the 
requirements \C) each tournament 
round in a multi -round event. 

Best Report o n the GHN Cos Game 
Fa ir 
Deadline: August 25 

First place: 4 points 
Second place: l points 
Participiltion: 1 point 

Results posted by: Sep tember 15 
Write a report on the Cf.S Co .... 

G:lme F:lir for us. Include major 
events, anything interesting to you, 
and anything soml'one else would 
be interested in (funny stories, high 
weirdness). Fit all this into ],000 
words or less. Entries will be judged 
on how well they captured the 
.~pirit of the Game Fair, and how 
well you mix f:lets with interesting 
\\'riting to create :l review thai 
might attract others to go next 
year. Don't wrill' il promo piece; 
th ink news story. Ikmembcr, an 
entry where the author goes on for 
1,000 words about how GEN CO~ 
sucks probilbly won't win. 

Best Proposal fo r Clu b-contro lled 
LI VING"''' campaign 
Deadline: September 30 

I;irst place: 5 points 
Second place: 3 points 
Participation: I points 

Results posted by: October J 1 
"If we did a 1.1\·II"t; Campaign, 

it'd b(' like this ...... So do one 



alrcady! Gencmlly we cr"ate 1.J\']t>:{; ca m­
paigns, but we'd likc to see how you do. 
Create a Ll\l"':(; campaign in any game 
syste m excep t Paranoi a ( tru st me , the 
campaign wou ldn ' t last, and you'd lose 
the Gltegory). Describe the setting )'ou'll 
usc, how to create charaClers, how you'll 
administer the campaign (tournaments, 
metagame activ ilu~s, o nline, PBM , magic 
or other special item procedures, what­
ever) . You don't need to be really detailed; 
just give us the basic idea for what you'd 
do. Try not to copy what I'o'e\'c: already 
do ne. You won't get any poi nts for that. If 
you have questions abou t l'o'ha l'S al ready 
"done," (On tact IIQ. If your club already 
It;\ s one up and running, s ubmit it! It 
counts! 

At least five club members must be 
involved in the ..:ampaign creation and 
management, and you ca n't ask for help 
from HQ in your design process. Look at 

the ex isting LI\' INt; Cam paigns as exam ­
ples. YOli don't have 10 run the campaign , 
jus t write it up. The whole document 
can't be longer Ihan 20,000 words. 

Submit Ihe campaign eleClronicall y 
( it's easier to count the words Ihat way). 

The big prize for this o ne, aside from 
the points, is that I'o'e might sanClion your 
campa ign and let you run it for ranking 
points if it's good. 

Service Events 
Serv ice eve nt s give club members a 
chance to give some t hin g back 10 the 
Network and 10 the commun ity. Clubs 
m ust e nter one of th ese to win t he 
Decathlon, and may enter as man y as 
they like in the overall category require­
ments. 

Event Calendar 
Th is chart s how s 410tal pts 

what eve nt s are Non -AD& D Cha r-

du, when, and aeter: 4 

how man y poin ts 
are at stake. 

Tune J .. lv 
4 total pts 28 total pts 
N, w Dec athl on Dragon' Con Play: 
Event: 4 4/5 

O rigins Play: 4/5 

Multi-round: 6 
Most Service II: 4 

Most Tournament Rounds Judged 
Even t P('riods: January I to ~Iay 31, Junc: 
I to Non'm ber 30 

First place: 4 points 
Second place: 2 points 
Part icipation: I point 

Results posted by: Jul\' 15 for the first 
period. Points for the seco n d p('riod 
won't be posled until announcement of 
Decathlon winner~. 

All rounds of scored and posled Net ­
wo rk events judged by dub members 
during th e event period qual ify. Don't 
worry about writing on the scori ng pack; 
we' ll find judgi ng o..:currenees by RP<'iA 
number. As w ith "ht year. this event is 
normalized by d ub si7e, so the results 
wi ll be in terms of average numb er of 
rounds judged per dub mc:mber. Poin ts 
will be awarded for eiICh of tIle two peri 
ods listed above. T he d elay in post ing for 
the first season is to allow us tim e to 
process scoring packs from conven tions 
late in May. 

Most Service to the Network 
Event Periods: January I to April 30, May 
I to luly 3 1, August I to November 30 

First place: 4 points 
Second place: 2 points 
Participation: I point 

Results posted by: Ma y 15, first period; 
August 30, second period. Third period 
points won' t be posted until Decathlon 
winners are announccd. 

Service points earned by a ll club 
members wi ll be totaled at the end of the 
event period, and averag('d by duh size. 
Reporting will be in terms of average ser­
vice points earned per dub member. All 

u, rh 

21 total pts I210tal pts 
Genghis Play: 4 Megacon/Sunquest 
OrcCon Play: 4 Play: 4 
WI NTER FANTASY Club Newsletter: 4 
Play: 4/5 AD&D Monster: 4 
Techno Item: 4 

17 total pts 14 total pts 
G EN CoN Play: 4/5 Dream at io n Play: 
San Diego Comi c- 4/5 
con Play:" C lub L! VING cam -

GEN CON Report: " paign: 5 

instances of service have to be reportl'd, 
but there is no form necessary. Service at 
conventions must be reported by the 
conwntion RPGA coordinator. Service to 
programs (such as I'Oluntecring) or to the 
LI\·JM, campaigns must be reported by 
the appropriate person in charge (Cam 
paign Coordinator, program coordinator, 
or Regional Director depending on th e 
situation). We won't chase these down; it 
is your responsibility to make sure ser"i(!;!' 
instance~ get reported by Ihe deadline. 
You (an earn service points for a lmost 
anything rou do for the Network; lct us 
know how you served a nd we' ll put up 
points. D('cathlon points will be awarded 
for l'ach of the three pNiods listed above. 

Min-Max Section 
So, the most points a club can eMn Me; 
To urna ment Play: " team e"ents for 20 
points 
Creative Events: win the three big-point 
events for a total of 16 [",ints 
All o ther : win three even ts from service 
orcreat iVl'Calcgorics, each worth" points 
each, fo r a total of 12 points 

Grand total: 48 points 

The fewest poinu available for a club 
ent ering 10 events is JO points, and you 
get a nice consolalion prize at 10 points. 
So enter len eve n ts to get some thin g. 
That 's prelly good. 

o 

Anril Mav 
13 total pts 17 total pts 
WIRB Play:" Ben Con Play: 4/5 

O ne- round Tour- Three Rivers Play: 4 
nament: 5 Club Website: 4 
Most Service I: " Rounds Judged I: 4 

4 total pts 12 total pts 
Andcon Play: 4 Shaun Con Play: 4 

Rounds Judged JJ: 4 
Most Service Il l:" 



Sir AlextHlder had been a reglilar guest at the eSlates of 8(1rOll 
Treldown for 1IIIIIOSt four mOIIIi1s. He was of tell iI/ vi led to 
share d inner with the Baro//, lIis wife, and his IIe ice Lil dy 
Alexis. Sir Alexander was still learning, but the social belwv­
iors of the J'rddowtlS lIIade it simple. He h"d jllSt a few more 
lessotlS to learn "1Il1 he knew jllst tile book that presented them. 

LIVING DEATH l'M 

Rules of Etiquette 
The world of the (8905 is a ile of proper manners. In o rder fo r 
PCs to mix in soc ially el ite circles, they must be fam il ia r wi th 
how they are expected to act. Fail ure to dress or act properly will 
result in expulsion or exclu sio n. To help train PCs, we have 
assembled many of the rules tha t Si r Alexander learned when he 
was "blessed" with nobili ty based on his deeds. "Nobility" was 
only pO\\lerful when recognized in behavior and manner. 

Calling Upon Others: 
Calling upon anot her is a fo r mal gat her ing and shoul d be 
treated as such: 
• Formal calls should be made strictly in the morning, a friendly 
one later in the evening. 
• Always be prom pt on your fi rst call . 
• In the morn ing, call after 10 o'clock; in the even ing. call no 
later than eight. 
• Do nol remove you r gloves when making a formal calL 

Dinner: 
A for mal meal separates the refined from the vulgar: 
• Gentlemen stand behind thei r chairs unt il all ladies are seated. 
• Ah\lays say "thanks" or "thank you" to the waiter or serv'lI11. 
• NEVER PUI your kn ife into your mouth . 
• Beware the noises of ea ti ng. lips smacking, no isy brea ths or 
ot her mOUlh and throat noises. 
• Sservings should garner neither praise nor displeasure. 
• All table co nversatio n sho uld be appro priately conta ined. 
Wh ispering o r speaking too loudly is equally vulgar. 
o Chairs must remain fi rmly pla nted on all fo ur legs when seated. 
• Your posit ion at the table should all ow ample room for th ose 
on either side as well as the feet o f the person across the table. 

by Dan Donnelly 
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Traveling in the 1890s: 
Even the way a person traveled cou ld dictate how society treated 
them: 
• I.adies traveling al one while at a hotel should allow a waiter 10 
escort them from the door to their table. 
o When en tertaining a lady at a theatre or amusement. a gentle­
man never leaves the lady alone. 
• Ladies traveling alone by rail o r by sea should con sul t wit h the 
conducto r or captain. 

Other Events and Occasions: 
Two othe r occasions I\l here et iquett e is paramount include 
funerals a nd courtships. Si nce Masqlle of lire Red Death charac­
ters might very likely find themselves attending a funeral, some 
guidel ines are listed here: 
• Wear black clothing or as nea r to that color as possible. 
• Send only white fl owers. only on the mortl ing of the funeral. 
• Leave cards for the fam ily of the deceased on the week follow­
ing the funeral. 
o Do not arrive at the home of the deceased unti l invited. and 
only at the time of the invitation. 
• During the fu neral do no t acknowledge the rela tives or other 
mourners at the funera l. 
Courtshi p patterns include: 
• A lady cannot socially accept a present from a gen tleman unt il 
afler receiving the proposal o f marriage. 
• Any present accepted by a lady must be approved by the lady's 
parents or guardian. 
• The declaration or proposal should always be made in person, 
never by wri ti ng unless unavo idable. 
• Once properly engaged, a co uple should exhibit no perceivable 
difference in how they act towards one anot her or o thers. Atten­
tion and demeanor to those of the opposi te gender arc not to be 
avoided. but should show the proper cou rtesy and friendship. 

Sir Alexlmder took a deep breath. sileJIIly. Having received the 
blessing of BarO Il Tre/dowll to speak with his niece, Sir Alexander 
kllew ',e could harbor 110 doubts. Politely alld delicately he asked 

Lady Alexis if she 1V0uiti consent to be his lVife. "Sir Alexander, I 
am most honored," claimed Lady Alexis as slle gazed illto Ilis 
eyes. "I respect YOIl for your deeds (lIId the manlier in which 
you have become a tflle member of tile nobiJity. However, I 
mll5t COl/sider your dec/ar(l/iOIl careflllly. Iwollid IIOt W(l/I/ to 
burden YO Il witl! the cOll5iderabIe mealls my ull r:/e allocated 
for Illy education and servants. I would, however, be pleased if 
yOIl wOllld contimle to call1lpoll me." 
Sir Alexmlder did 1I0t flil/cll, accepting the refusa/witll grace 
mId chiv"lry. It was IIOt ( I rejection. but lie obviously llceded to 
prove himself mom:tarily as well as socially before Lady Alexis 

would IlCcept Ilis dec/amtim!. It would jllst rake more time. 



Boa vinda 
hU:erB1et 1 01 
by Ed Gibson 

Boa vinda Internet a 101 is "Welcome to 
Internet 10\" in Portuguese. This month 
we 're co ver in g internet language 
resources. Now I don't speak Portuguese, 
and I'm willing to bel that very few peo­
ple who are reading th is arti cle speak 
Portuguese either. But that doesn't have 
to stop you with the tools which are cur­
rently available on the Internet. 

it goes in your ear 
The key too l is babelfish , fo u nd at 
< http://babelfish .a1 tavista .digi tal.com> . 
Babelfish translates text or web page 
addresses (URLs) from English to French, 
German, Italian, Portuguese, or Spanish. 
It can also translate back in to En glis h 
from any of those languages. 

Every t hing I' ve read says that 
habelfish does an adequate job of transla­
tion, although the grammar can be somc­
what sti lted. For this reason, translating a 
passage into a foreign language and sub­
seque ntl y returning it to English fre­
quently results in slightly different text 
from the original. 

For instance, the sen te nce, "Upon 
cast ing t his spe ll, the wizard ca uses a 
vivd, fan -shaped spray of clashing colors 
to spring forth from his hand." translates 
to: "Sobre echar este encanto, cI mago 
causa un aerosol vivo, en abanico de col­
o res dashing al resorte ade la ntc de su 
mano." It re- t ra nslates: "On throwing 
this enchantment, the magical one causes 
an alive aerosol, in fan of colors dashing 

to the means in front of its hand." 
In o ther wo rds, you probabl y don't 

wall! to rely on babel fi sh to do your 
Spanish homework for you. 

"h .. e says ... umm .... 
This opens up a whole world of opportu­
ni ty for new and interesting handouts for 
your players. Instead of tell ing them that 
they fo und a letter, a d iary, or a reference 
book in an unknown language, you can 
act uall y hand th em one. You can keep 
names and dates unchanged, givin g the 
players a tantalizing glimpse at the mes­
s<lge. The search fo ra translation becomes 
an imponant part of the mission. The 
emphasis on language skills may encour­
age your players to develop more 
rounded PCs, forsa king weapon skills for 
languages. Like anyth ing else, this tech ­
nique is best when used in moderation. 

it goes in your ear, p"rt 2 
You can find another handy fore ign la n­
guage resource at <http://w,,,,w.travlang. 
com/languages>. This site can help you 
to learn standa rd tou ri st phrases for 
travel in a fore ign country. They have 
informatio n on over 60 languages from 
Afrikaans to Zulu, includ ing Farsi, Hindi, 
Japanese, and Mandarin. Now you may 
not care about the native language when 
your heroes travel to a foreign country, 
but it seems much more realis tic when 
you replace "Good Morning" and "Good 
Evening" with the proper local equiva­
len t. The site even offers sou nd files so 
you can hear the words pronounced cor­
rectly. 

As an exam pl e here, we'll cover the 
ty pe of information avai lable from th e 
site in more detail for th e Afr ikaa ns lan-

guage. The web site provides a pronunci­
ation guide for English speakers. 

Seve n cat egories of words and 
phrases are available on the site: 
• basic words such as "Yes", " No", "Please", 
"Thank You", "Good Morning", "Good 
Even ing': and the ever-popular "Where is 
thc bathroom?" (Waar is die badkamer?); 
• numbers, from zero to one million; 
• shop ping/d inin g, which in cludes 
"Breakfast", "Lun ch", "Dinner", " Meat '~ 

"Coffee", and man's best friend, "Bier"; 
• travel, in cluding such words as "Sub­
way", "Hotel", and "Airport"; 
• directions; "Up", "Down", "Right ", and 
"Left", (though there's no entry for 'Tm 
lost." ); 
• places- "Redmond, Washington" didn't 
make the list, but "Hospital", "School", 
"Mountai n", and "Lake" did; 
• time and dates, including the days of the 
week, seasons and the mon ths of the year. 

but wait, tl1lere's more 
These examples a re only starting points 
for you to fire up your web browser and 
check out the entries for a foreign coun­
tr y. Then send your pes on a trip th ey 
won't forget. 

As always, you don't want to overdo 
it, because runnin g a whole roleplayi ng 
session in Portugese gets slow and tedious 
for most people outside o f Portugal or 
Brazil. Bu t even if th e he ro es are just 
greeted wi th "Goeienaand " (Good 
Evening), you've gone a long way to cre­
ale a foreign feel to the campaign. 

If yo u have a ny qu es t ions o r sug­
gested sites, send them to the edito r at 
< polyhedron@wizards.com >. 

J 

URLs can Use Another useful too l 
whe n your pes a re 
on the road fs ·a t U i"-

Notice: Anyone mapet up a web site. 
Some si tes incl ude nudity, viol ence, and 
racist mate rial . We wi ll no t int ent ionally 
direct you to offensive sites, but we cannot 
be responsible if links lead to objectionable.' 
ma teriaL Parents, pl ease co n sider p ro­
grams 10 limit ch ildren's access to informa­
tion yOll find offens ive. Two prod ucts, 
Net nan ny, <htt p://wwv·:.net na nlly.com> 
a nd Cyberpat rol < http ://www. cyber 
pat rol.com > arc ava ilable fo r reaso llable 
p rices. 

(for y o ur game) 
rency co n ver t er. A 

good one can be found at <http://www.xe.net!currency>. Enter an 
amount and type of cu rrency, and then select the currency you 
want to obta in. Voila. 

A poss ible in-game twist for th is web site is to offer the pes 
what seems like a large amount o f money in a currency which is 
rela t ively weak (the Italian lira comes to mind). Once they learn 
how much their money is actually worth in their native currency, 
t hey may be .. 



voti ng standiards 
for the best player 

by Laura Moody Harvey 

As many of you may be aware from read­
ing "Vote R ight! ~ last issue, two of th e 
players in my gaming group are an ore 
and a halOing. In add ition, our gro up 
membe rship includes two dwarves, an 
elf. and one other human beside myself. 
A coupl e of weeks ago, I ran a tourna­
ment for this group in which we all played 
halOing characters, The real halfling was­
n't too pleased with this. "After all ," she 
contended, "gaming is supposed to be an 
escape from reali ty." 

After we convinced her to play, we 
had an interesting and enjoyable game. 
As you migh t imagine with such a d iverse 
group of players, we ended up with a 
wide variety o f halfling interpretations. 
Each was creative and well done, so we 
had a hard time choosing the best p layer. 
In add ition to this, we ra n into som e 
o ther problems. 

"' I ce rtainly hope you don't expect 
me to vote for one of them," the elfwhis­
pered 10 m e, gesturing toward s the 
dwarves. 

"Oh dear,n chirp ed the halning, 
"Competition just seems so mean -spir­
ited. I think I'll just pick someone at ran­
dom. Eenie, meen ie, min iI.', moe .... " 

Across the table, the dwarves grum­
bled back and fort h wi th eac h olhe r. 
"Who arc you putting for first? I think 
this one would be a belter choice." 

The human handed me his voting 
sheet wi th a wi nk and sa id, "It's just too 
bad wc can't vote for oursclves." 

It became abundantly obvious to me 
Ihal our little group needed help when it 
ca me to voting for the best player. So I 
wen t over to my file cabinet and pulled 
out this vellum scroll. (Actually, it took a 
little longer Ihan that; Ihe scroll was mis­
filed u nder auto insurance.) 
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grouJllo ;t<.:hl\·\"l" <l c"llllllOll g'hll. In ,I g,lming ,ilu,lIion, 1,",II11\\"ork i~ ,ll'plic,lbk 1II 
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The .. me two elements o(ROLEPLAYING <xi" (0' the pl.ye, " (0' 

th~ judg~: acting and interacting, Acting is th~ ability of the player to simulate the 
attitude and actionsofhis character. An important part of acting is " hamming it up': 
A good actor: 
• assumes the body langua~. voice, facial expressions. and personality of a character. 
• occasionally uses props and costumes, 
· is not necessarily the loudest one at the table. 
• consistently and convincingly portrays the character, 

An equally important aspect of acting is character preparation, For the classic 
character, this means studying the character's background. For the campaign charac-
ter, it mean creating it. By taking the time to develop a character's past, personality, 
and motivation, the player can port.raya character who seems more vibront and real-
istic. Such details might include: 
· a childhood history, 
• preferences, pet peeves, fears. goals. and habits. 
• what drew the characl~r to his current lifestyle. 

Interacting is the player's ability to apply a character's personality. A successful 
player does so consistently and appropriately. For example: 
· a berserker doesn't take a moment to solve a riddle in the middle ofhts rage, 
• a painfully shy mage wouldn't be in the middle of every conversation. 
• a halOing doesn't stop acting perky just because the player gels tired, 

A pl,y" who "h;b;ts STRATE G I C 5 ENS E v;, ,h","'" 
J, uses good sense in combat si tuations. 
2, uses good sense in planning action during the scenario. 
Most garners haw seen ex,lnlpies of bad combat strategy, like the mage who casts a 



fireball spell in a I o'x I 0' room. Good combat strategy i!, just a little rules knowledge 
and a Jot of common sense. Great combat strategy combines good strategy with cre­
ativity. A good player would jump into a lake in combat with a fire elemental, but a 
great player would do something creative, like casting insatiable tllirst on it. 

The planning aspect of strategic sense is the abilit y to think before acting. 
\. Given options, the good player can help determine which encounter to engage in 
first. ("Perhaps we should see the priest before we go to attack the vampires.") 
2. Given time, the good player can plan combat beforehand. ("Sammy, you stay here 
outside the cave. When we drive the bear out, you attack il!") 
3. Given resources, the good player uses them wisely. ("J know the map shows a ferry 
there on the river, but if we cross at this sandbar we could save ourselves the toiL") 

PRO B lE M ·SOlVI N G I, ,I,,' .,;,,;,,, ,,, dd ",,10 ."" 
UllpLUllll'd nOIl-(olllb,lt silu;ni"ll. ( Il',ltll it~· is ~,,'p'·lI.llh hdl'hd ill thl"."· ~itll;Hion~. 
LX,lIlll'''"' of '(!l'h prohlt:llh IIlcludr' 
o ,"kllll! nddk, ;I1lJ puZ/Ie..;. 
o d"\lI'hl"l"il\~ "l1cnVkd ktll.'IS. 
o (l\<'I"(I)l1lill),! phy,i«ll hindr,lIKI'~ ,;uclt .1' ,h.l'l1h. \\',dh .. ll\d \ ' in~·~. 

o 1l\~'\(()lllil1~ I.\d~ llf rr~(>llr'n. I. "1 don'l h,1\'': ,1111'1. hut \\ltl1 lhi, (·/loll,·.<.< /1011/0" 

'Irlll.~ I (ould knit om' j(lr HHI."I 

,,",01 ~'\"l'1'I (h.Hactl'1" h.l' till' pr'lpn .Ibilitl ,(<l['':, I,) ,01\-.: ,'I·eIT pilUle· or knil ,\ n,'I, 
hUI ~'\<'r\()nl' (all ~li!1I;lke !,;lrl in til(' I'['ohlt'tll ,,,h in~ .. \n f\(rlirnle'x.tlllple oi' thi~ 
11',1.' .\1eundcr the {,rrat, \\"h~' hl';ml .lIl OLld" prdtlli\,> t h,lI II'IHWI'lT (oukl undo Ihe 
inll'j(,ll1' 1;\IHliall kll('t \\')\lld Ill' Ihe llexl [,llll'!' (,I' .\,i,l. :\k~;mdl'r did nol h<l\"(' I Ill" 
~kill II' unlll' it, ") he ,ul it "P"11 with hl~.'\\<lnl. \\'hlTr one' skill Ltikd him, .. \In,\I1 · 

d~T thc' (,1','.11 u~l'd "11(l.ll~CI' ill ih ,;k.ld. 

1Wo area.< of RULES KNOWLEDGE are rel .... t to gam 
ing: preparation and tpOluanatyo In neither case cto. the player need to memorize 
the entire library pertaining to 8 roleplaying Sf!ltem ia Older to su~o Careful 
study of relevant informatiofl. along with hlU\dy ac:cM tDiIfeta& {apell c:ards.ltit 
Information, etc-} call be just aa effective. 

Prepa:ed ,.1 .. knowledge refm to infonnatiOJl thlt. piay<r nceda to _"'. 
char.- or know his or her claosic ,~ A piay<r _ ruIeo knowlcds= 
• ""demands the clutracIeI'a dus and race wdI ....... ., be able to play m y spe­
cial abilitie.i and limi_ ("Hey. I didn't know I oould dmctevil!") 
• h .. a dear tmderstandiaa of any.po&..-pons. and eqtllpment choMn ("Ob. 1 

tbousht .mancatcber=dId:-:6lni~""i' =~ • _~ IiuId up play fat 
Spa_ rula koowf0d80 Is JOt> _know IOpt tbavush 

die _ mClon oiaSClllilrloo 'I1llt .,.,......knowwbl¢wlII be 
thIb ... lt,.... ",dam , ,.,.._ iofJoIe ~ _of this 
__ il __ wIIidI_wbII ~ 

• don'l mix poIiODI. 
• doo\lhoot at:nilllle ,__ ~ 
• __ "'"- _ _~OI!II'tilIfd> ... bod. 

OcaotOMlly, ~ _. p/IIrII:lUioiooliilfi:h rula~. It 
ia inappropriate for • """'/0 ... ~,,,, tf'*t tho dlan_ ha not yet 
IQ}alr<d. ("DoD't uk bow I knowdlotitfIID tDn>,...., ...... j ... dDII't look at 
it. 'J AIoo, while SU8lleotiOD' may occuIo..u, be hdp&I. few appr<ciate the player 
who hoIds up. g,une to argue rula. A good pla!er ...oids both of these situatioD<. 

OVERAll 
PERfORMANCE 

A few standards apply to the voter 
him- or herself. They include: 
o don't vote as a clique . lust because 
you've known Bob since kindergarten 
doesn't make him the best player. 
o d o n't hold grudges. Ea r l ma y have 
wrecked your ne w 'vette, b u t ifhe 
played well he should 5core welL 
o vote only on th e cu rre n t scellar io . 
Julie did a great job playin g her mage, 
but you're tempted to g ive her a low 
vole because you kllOW thaI sh e can't 
p lay any othe r characte r cl ass . You 
aren't voting fo r "Best of Con," so give 
her the score she deserves. 
o ask your GM if you cou ld ta ke th e 
time to explain the characters when the 
game's over. This goes for campaign as 
well as classic games. Yo u m ig ht vote 
differently with more information. 
o remember, you're 1101 voting for the 
best character, but the hest player. The 
two are often the same, bu t not always. 
Don't forget player teamwo rk. 

• ........ ,if .. :u· .. lf iWf ' ·· .. 1ilJLIiWBIii=i1,· , • 

J can't say that peace has reigned supreme 
since / shared this treatise on voting witli 
my gaming group. I suspect that the elf is 
never really going to be able to resolve his 
prejudices concerning dwarves, and my 
human friend is at this very moment 
looking at himself longingly in the mir­
ror. What I can say is that when we 
began to apply these principles, we 
started to achieve enough conformity in 
our voting to give us a clue as to how 
we 're really do ing as players. I don't 
know about you, but / kind of like know­
ing where I stand, and frankly, the voting 
whims of a lialflingjust weren't doing it 
for me. 

editor's note: This is the seco nd of a 
three-part series on voting standards. 
Though these "standards" are phrased 
definitively. they are not intended to be 
a straitjacket for voting procedures. Use 
them as a guideline, or a jumping off 
point for you r own discussions on the 
topic o(voting. 



GECCAnr 99: JUST FOR. !HIE 
t'AUBUT 

WII,n: Jan 15·17 W lle,e: lanSing, MI­
Besl Westen Governor's tnn 
IN".I : RPGA Md oll'ler RPGs. II\Cluding 
ong,nat lIY.'Kl On"', lMNo DEAn,·, VI" 
l..al Scante and AD&D® e·,enl5, 
Cosl; contact for dOla·ls 
Contact: <hnp:II .... NW.goocitiol,ccml 
T,mesSqua,elRealmJ : 59 I/gooca,pI> 
<goocarp@lname.com> 

COSCON 99 
When: Mil< 12· 14 Where: Butler. FA­
Day. lnn Conle.ence Centc. 
W"'I: lMNG OlY and beool~ roleplaying 
gan'oeS. Free·form RPGs, CCG., board 
9I"N's, minis, dealef'. room, computl!< 
.oam, movies. goosls, morel 
Cost : $15 t~ Feb 25, $25 at cIoor. 
Contad: Circle 01 Swords, P.O. Bo. 
2t28. Bulla •• FA 16003_ 

fGYPlIAN CAM?AIGN '99 
When: Mar 26 28 Where: CwboncIaIe, 
IL-&>utoom iii nOJll UnlY(!fS;ty 
Whit: RPGA ItVfille, AD£O. &1ndowrvn, 
Warhamme. 40)(. MIC. othElr card. RPG, 
mimatures., and board ga.rroa. No 8\fef1t ,-, 
Cos1: $12 pre-rog. $15 BI door, 
Coobd: Jaa! Nadler at 518115211·4630 
Of elTlllil: <ECGarrCotlC!lactcom> web­
sito: <W'M'<.aiu,IIIduI'~QIIfIlMOC> 
WEEKEND IN RA VE5'\lS IILUFF 

5/CONUNE XXXIH 
Wh.n: Ap<~ 2·4. 1999 Where: Online 
Whit: .oIeplaying games ontinel 
COlt: free 
Contad: Jay Fisher. 2690 D.ew Street 
Apt 110B. Dearwate •• FL 33759: 
1271124·93t3; 
~: <jIOOenAeoncent.ic.net> 

BEN CON 1999 
Whe n: May 20·23 Where: Golden, CO­
Sheraton Denvl!< West Hotel 
What: First lun RPGA svents! Guests: 
Marg_ Weis. T raey Hicllman, Clairs 
Holfmlon. All proceeds go 10 charityl 
COSI: Contlct for delails 
Contact: 303/665·70tl2 : ema~ 
<infoGbengames.o<g>: web s~a: 
<Jl1lp :Jlbengames.org> 

MiLWAUKEE SUMMER R5VI!1. ., 
When: Jun 10 13 Where: Mllwaul«>e. 
WI-Baat Waslem Inn Town 
Wl\at: F'wet Rt.n Rf'GA onch.fd·ng I.e, LD. 
U. vs. pIua many CIat8ic: 1MInrs! Abo 
Seltte.", MA, wn..m 111 Than and mors' 
Cost: $30 I~ Jan III. $35 nfler. no s .. ",t 
fees 
Contact: <www.aoge.fIl.tl.oomJwiI 
!llJmmefTll'Ml> 

FOR THE LOVE OF MlKE, DO 
YOU NOT WANT PUBLICITY? 

SEND A CONVENTION 
ANNOUNCEMENT FORM IN! 

AIN'T ROCKET SCIENCE! 

POL YHEDRONlt> MAGAZINE 
P.O. BOlt 707 

REHTON, WA 98057 



WANTED: SPEUFIRE® Dungeons 
chase cards 21 & 22. Many chase 
and rares for trade. Also need 
BLOOD WARS Lady of Pain. Contact 
Howard Dawson, 938 Hampton Rd. 
GP Woods, MI48236 or call 
8101772·2020 during the day. 

JOIN THE UCC: The Universe Con­
struction Company is an online 
RPGA Network Club. In addition to 
sponsoring major conventionsl 
game-days online each month, the 
UCC has been charged to develop 
the FORGOTIEN REALMS® city of Pro· 
campur for TSR, Inc. and the Net­
work's LIVING CiTY Campaign. For 
more information, contact Jay Fisher 
at <]Iorien@concentric.net>. 

Players wanted for a FORGOTIEN 
REALMS campaign being run in 
Vienna, VA. Newbies to longtime 
players welcome. The campaign will 
run twice a month, more or less, 
depending on players and DM. If 
interested, please call 703/560· 
3393 or email me at 
<threshold 1 01@msn.com> 

WANTED: Two mature AD&D® 
game players, must be 18 years or 
older, male or female, to join ongo­
ing group of players in the Down· 

size SASE with $0.75 postage to: 
James C. Alpeter, PO Box 143. 
Syracuse, NY, 13206·0143. Thank 
you in advance for your interest. 

WANTED: From the Ashes bo~ed 
set, original cover PHBR books, 
Scourge of the S/avelords (A 1-4) 
and Queen of Spiders (GD01 ·71. 
Many items for trade. Also looking 
for Allan Grant and Ellie Sadler 
action figures from Jurassic Park. 
Let 's deal, let's trade! (Games 
should be clean, and figures should 
be MIP) Write Jim Alpeter, PO Box 
143, Syracuse, NY, 13206·0143. 
Thank you in advance lor writ ing. 

GAMERS WANTED: I'm new to the 
SI. Louis area and am looking for 
mature gamers in the area to start 
up an AD&D RPGA club. If you are 
interested please contact: Pierre 
LaFramboise, 3629 Long Drive, SI. 
Ann MO. 63074;phone: 314/298-
0498; or email: ~i ki l mx@aol.com>. 

SOUTH HAMPSHIRE, England! 
AD&D players wanted to help start a 
regular once·every·three·weeks all 
day Sunday game in fareham. We 
are a small group of experienced 
players and DMs in our early 30s, 
and we need more players to make 

DM SEEKS PLAYERS in Los Ange· 
les area. 2nd ed. AD&D FORGOTIEN 
REALMS campaign is starting up. This 
campaign will start at 1 st level and 
work its way up Irom there. For more 
info, contact: John Merhar, 1140 
Cedar Ave., Long Beach, CA 
90813. Email 
<]merhar@hotmail.com>. 

WANTED, gaming group in the 
Maryland area. Believe it or not, one 
medical student with time on his 
hands ' gasp' is looking for a gaming 
group in the metropolitan DC/Mary' 
land area. Included are the following 
cit ies he can travel. Gaithersburg, 
Bethedsa, Silver Springs, Rockville, 
Frederick, Washington DC proper, 
or Germantown. Email Mike Dymond 
at <S2mdymond@mxd.usuhs.mil>. 

Buying, selling and trading out of 
print and rare DUNGEONS & 
DRAGONS, most other RPGs, and 
WARGAMES, hundreds available 
lor trade aand sale. Top prices paid 
for collections, so dig those unused 
games out of your closet and make 
some cashl Cl and C21imited edi· 
tions, R and RPGA modules and 
miniatures, and Palace of the Vam­
pire Queen needed extra badly! W ill 
pay handsomely or trade anythingl 

FOR SALE: Run of DRAGON Maga­
zines, start ing at The S trategic 
Review # 1 through 150, kept in 
bags. Best oHer & possibly sell in 
lots. E-mail <Shikken@aol.com>or 
send snail·mai l bids to Lloyd Brown, 
1271 MacArthur St., Jacksonville, FL 
32205·8911. Serious bids only, 
please remember that shipping that 
many mags won't be cheap. 

MARYLAND: Looking for gamers in 
southern Prince George's County 
and Charles County, Maryland who 
would like to form a Network club. " 
interested, contact: B ill Brierton, 
12420 Old Colony Dr, Upper Marl· 
bora. MD 20772·5000. Email: 
<Kheled@juno.com>. 

WANTED; Amateur wrilers and 
art ist for up'and'coming amateur 
ro leplaying magazine titled, White 
Knight. For more information and 
artists and writers guidelines, con­
tact; Unicorn Pegasus Productions 
cIa Bill and Oaire Brierton, 12420 
Old Colony Dr, Upper Marlboro, MD 
20772-5000. Email: 
<Kheled@juno.com>. 

WANTED: Pre· #175 DRAGON Mag· 
azines, Pre· #25 DUNGEON Maga· 
zines, FR2 Moonshae, N5 Under 

Classifieds ... 
river area of Detroit. II interested, call 
Richard Hall at 734/285·6025 4 PM 

to 9 PM M·F, or write: 13698 Walnut 
SI., Southgate, MI 48195-1813. 

REWARD! Am looking lor DUNGEON 
Magazine issues #1,2,3,5, and 6. 
Also, module U I, Sinister Secret of 
Saltmarsh. Will pay handsomely lor 
copies of each in good or better 
condition. If trade is desired, exten­
sive list available: AD&D, GURPS, 
Top SeCRu®, old and newer stufl. 
Write Doug Ironside at 253 Centeno 
nil Dr., Midland, ON, Canada 
L4R5H9. Enclose phone number. 

FOR SALE: Magic, Illuminati, 
Netrunner, Star Trek cards. Many 
rares. Very reasonable. Write Doug 
Ironside at 253 Centennil Dr., Mid­
land, ON, Canada L4R5H9. Enclose 
phone number. 

FOR SALE: Products I bought new 
and still unopened for 60% of origi­
nal coverl Many used items as well! 
Your postage will be refunded w ith 
your first order. Send a business' 

a viable sized group. Age, sex, and 
experience are immaterial. If inter­
ested, please e·mail Gray at 
<Sharpg@msn.com>or phone alter 
6:30pm on: 01329-288450 lor 
more information. 

ISO 2 SSI computer products for 
IBM PC. Need Dungeon Masters 
Assistant Volume 1: Encounters and 
Volume 2: Characters and Trea­
sures. Must have computer mauals 
and all disks. Contact: Joe Fisher, 
PO Box 1318, Veneta, OR 97487. 
Call: 541/935·1542. 

JOIN NOWI Join the Young Adven· 
turer's Club. Every other month you 
receive: new monsters, new magic 
items, and other great th ings. All you 
have to do is join now! Free! Send 
your address and $2.00 s&h to The 
Young Adventurer's Club, 1233 
West Third Street, Red Wing, MN 
55066. Everyone is welcome! If you 
want to contribu te, just send all 
materials to the above address c/o 
Wayne Hansen. 

Visit my website at 
<members.aol.com/aleeder454> If 
you don't see it, ask. I can get just 
about anythingl Email me at 
<aleeder454@aol.com>orcall me 
at 6081758·3562 and please leave 
a message. 

IN SEARCH OF any AD&D monster 
15mm pewter figures. unpainted. 
will pay. Also in search of 9mm plas· 
tic army men. will pay 5 cents for 
each one. email <dougc@tiac.net> 
or write: Scott. 30 Pasho St.. 
Andover, MA, 01810. Also, does 
anyone in the Andover area want to 
start an AD&D group? I'm itching to 
play with new people. 

WANTED TSR's Dungeon Geo' 
morphs Set One: Basic Dungeon, 
Set Two: Caves & Caverns, Sct 
Three: Lower Dungeons & Outdoor 
Geomorphs Set One: Walled City. 
Will pay for any full or partial sets. 
Contact: Thomas E. Knaak II, P.O. 
Box 15, W ingate NC 28174 or 
email <tknaak@interl ink·cafe_com>. 

lIIefam, DA2 Temple of the Frog, 
FA 1 Hall of the High King, FA2 
Nightmare Keep, C6 RPGA Tourna­
ment Guide, OPI Tales of the Outer 
Planes. Send price list to T. Carpen· 
ter, PO Box 973, Easton, PA 
18044. 

PEN PALS WANTED : Federal 
inmate looking for people to corre­
spond with about RPGs. I play and 
DM AD&D and enjoy playing other 
systems. Also, I'm looking to buy 
used sourcebooks, boxed sets, and 
modules for the FORGOTIEN REALMS 
or GREY HAWK sell ings. Please send 
correspondence to; Gregory D. Van 
Breemen 04412-000, Box 9000, 
Salford, AZ 85548. 

WANTED: MYSTARA® , GREYHAWK@ 
products. I am looking for any and all 
that I can find. Will pay reasonable 
amount and shipping fees. Please e­
mail me at <lLBarberJr@AOL.com> 
with info. Or write me at: Larry Bar· 
ber, 1405 Markham Street, Front 
Royal, VA 2630 
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Reader Response Survey, Issue #133 
Please rank each article or section of the magazine from 1·5 with I being "So, Jefister, you mind if I 
"Don't kill trees for this." and 5 being "Do it again, boy! Do it again! " 

Please include any other comments you fee l are appropriate. All call you Jeffster? Hey, 

responses received on o r before February I, 1999 will be entered for a that's great, Big J. We love 
drawing to win a free copy of the Van Ri,hten's Monster Hunter 's Com-

pendium, Volume One for the RAVENLOfo-rt> campaign setting. Woo-hoot your "Poly-head-ron" but 

2 3 4 5 
we want to do some test 

Demo 'learn Informat ion 0 0 0 0 0 marketing. Understand , 

Notes From HQ 0 0 0 0 0 it 's not a thing, it's barely 

Your Initiative 0 0 0 0 0 anything, we just have to 

TableTalk: Editorial 0 0 0 0 0 
run it by a few people, 

Table Talk: News 0 0 0 0 0 

Player and Judge Rankings 
throw it up see how it 

0 0 0 0 0 

Elminster's Evcrwinking Eye 0 0 0 0 0 
quacks, you know? You 

City Stor ie~: The Furrier's Guild 0 0 0 0 0 got nothing to worry about 

Planar Recipes 0 0 0 0 0 because it's perfect the 

To Serve Man 0 0 0 0 0 way it is. We just need you 
Poison! Desirable Uses for 0 0 0 0 0 

to in c lude this Reader 
Undesirable Substances 

Foodomancy 0 0 0 
Response Survey so your 

0 0 

Tassinger's: A restuarant for the 0 0 0 0 0 
readers can fill it out and 

22nd century retu rn it to: 

1999 Decathlon Information 0 0 0 0 0 Polyhedro n Reader 

Living Death Etiquette 0 0 0 0 0 
Response #133 

P.O. Box 707 
Internet 101 0 0 0 0 0 

Player Voting Tips 
Renton, WA 98057-0707 

0 0 0 0 0 
USA 

Classifieds 0 0 0 0 0 

Conventions 0 0 0 
You'll love it. Trust me. 

0 0 
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Our new batch of RPGA® merchandise is here! We debuted 
these beauties at GEN CON® Game Fair, so check them out! 

All hipster irony aside, these black 
baseball caps are 

great. They 
have a 
suede bill, 
with an 

embroidered 
RPGA logo on 
the lront. 

Don't forget, back issues are still for sale ! 
They're going fast, so if you want some­

thing, don't wait. We're REAllY not kidding! 

Bock Issue Price List: 
Issues #" " 2, 5: $1 0.00 
Issues #3, 4 : SOLD OUT! 
Issues #6,7: $7.50 
Issues,* 8- ' 0, 12, 13: SOLD OUT! 
Issue #-11 : $6.00 
Issues #- 14-25: $ 6.00 
Issue /I 23: SOLD OUT! 
Issue 1126: $3.50 
Issue 1127: SOLD OUT! 
Issues # 26-30: $3.50 
Issue #31: SOLD OUT! 
Issues *32, 33: $ 3.50 
Issue #34; SOLD OUTI 
Issues # 35-4 I, 43-49: $3.00 
Issue ' 42: SOLD OUT! 
Issue '50: $ 7.50 
Issues #5 1-60, 63, 64, 66 ·79: $ 3.00 
Issues # 61 ,62,65,80: SOLD OUT! 
Issues #81-93: $3.00 
Issues # 94, 95: SOLD OUT! 
Issues 1f96-120: $3.00 
Issue * 12 1: SOLD OUT! 
Issues # 122 to current: $3.00 
Issue * 130: $5.00 

Don't know what back issues you w ant? 
Get an index from HQ for a buck (US$l ), 
or check i t out on our websi t e at 
< www.tsr.com/rpga>. 

Wear these exces­
sively cool ash 

sweatshirts 
with RPGA 
logo over 
the heart. 
Zipper 

neck or 
crew neck. 

Dice bags come in vibrant red, green, blue, and 
black which all look gray here! These dice bags 
sport the RPGA logo in white, on a mini-duffle 
with a velcro carrying loop. Functional enough 

for the office, but styl­
ish enough for 

evening 
play! 

These messenger-style shoul­
der bags elicited ooos and 
aaahs from everyone at the 
game fair. Inside is room 
for books, a laptop com-

puter, or one full cert note­
book. Comes with pockets for 

notes, dice, pencils, the works! 

r - - ------------------ - ----- -- - - -----~ Name: ________________________________________________ __ 

Membership Number: __________________________________________ _ 

Address: 
City: _________ _ State: Zip: 

Please list quanti ties and prices issue numbers for your order. 
(postage free in US and Canada) 
Dice Bags 
Shoulder Bags 
Waist Packs (not pictured here) 
Sweatshirt: crew neck 
Sweatshirt: zipper neck 
Baseball Caps 
LC5: Player's Guide to LIVING O TY OImpaign 
LIVING O TY map mousepads 
LIVING CITY Procampu r Packet 

RPGA t-shi rts: (circle appropriate size) 
L, XL, XXL Blue Members 
L, XL, XXL collecto r 's item! Black "Dragon-level" 
S, M, L, XL Ravens Bluff sweatshirt 

·W.,h ingt<Jn ,t. 1O r<,id~I'" .,dd 8.75% ",Ies t"'" 

$ 4.95 Q ty: __ _ 
$39.95 Qty: __ 
$ 5.95 Qty: _ _ 
$17.95 Qty: _ 
$24.95 Qly: __ _ 
$ \2.95 Qty: __ _ 
$ 6.00 Q ty: __ 
$ 9.95 Qty: __ 
$ 5.00 Qty: _ 

$15.95 Qty: _ _ 
$ 15.95 Qty: _ 
$14.95 Q ty: __ 

gr, bl, bk, rd 

g r, bl, bk 

Total for Order: $, _________ _ 

(i nternational members please enclose a postal reply coupon fo r re turn postage) 

Send this form to: RPGA Merchan dise, P.O. Box 707, Renton, WA 98057-0707 
Please include check or aedi t card information with order. Allow 6-8 weeks fo r delivery. L _ _ ____________ __ _ _ _________________ ~ 



ADVENTURER'S GUILD™ Retailers 
CANADA 

Alberta 
Edmonton The Goblin's Lair 

British Columbia 
Kamloops 

Ontario 
Chatham 
Toronto 

Quebec 
Sherbrooke 
Inc. 

Riverside Collectibles 

Game Masters Emporium 
Crunchy frog Comics 

Le Gentton, Jeux al Fantasies. 

Saskatchewan 
Prince Albert 
Saskatoon 

Tramp's 
Dragon's Den 

UNITED STATES 

Alabama 
Hoover 

Alaska 
Anchorage 

Arkansas 
Little Rock 

California 
Carlsbad 
Diamond Bar 
Eureka 
Freemont 

Manteca 
San Leandro 
San Mateo 
Santa Rosa 
Cards 

Colorado 

Lion & Unicorn 

Bosco's 

The Game Room 

Game Cove 
All Star Games 
North Coast Role Playing 
Scenario Game & Hobby 

Shop 
Comic Dreams 
East Bay Books 
Gator Games & Hobby 
C lark's Trading Comics & 

Loveland Game Castle 

Connecticut 
Hamden Dreamland Games 
West Hartford Dragon's Lair 

Delaware 
Newark 

Florida 
Bradenton 
Orlando 

Georgia 

Days of the Knights 

Cosmic Games 
Sci Fi City 

Athens T yche's Games 
Dallas Arena Games & Comics 
Savannah Flight of the Phoenix 
Stone Mounlain The Dragon's Horde 

Illinois 
Carbondale 
Champaign 
Collinsville 
Frankfort 

Mokena 
Moline 

Indiana 

Castle Peri lous 
Bear Productions 
Dizzy's Dugout 
Amazing Fantasy Books 

& Comics 
3D House of Games 
The Game Emporium 

Crown Point Galactic Games 

Munster 
Terre Haute 

Iowa 
Ames 
Clive 
Ottamwa 

Kansas 

Crazy Eddie's Comics 1 
Games Closet 

Mayhem Collectibles 
Com ics Plus 
Spud's Emporium 

Bonner Springs Fisher's Variety 
Wichita Realms of Fantasy 

Maine 
Bellast 

Maryland 
Al l About Games 

Ell iot City Dugout Cards & Comics 

Massachusetts 
Fitchburg 
Hadley 
Malden 
bies 
Milford 
Somerset 
W. Springfield 
Worcester 

Michigan 
Garden City 
Grand Rapids 
Kalamazoo 
Midland 
Mt. Pleasant 
Port Huron 
Southgate 
Troy 
Wyoming 
Comics 

Minnesota 
Owatonna 
Richfield 

Mississippi 
BiloKi 

Missouri 
Kansas City 
Knob Noster 
SI. Charles 

Montana 

The Magic Guild 
Atomic Comics 
Awffrey 's Games & Hob-

Gamer's Guild 
Stillpoint Cards & Comics 
The Dragon's Lair 
Dragon's Lair East 

Neutral Ground 
Guildmage Garners 
Fanfare 
Collector's Corner 
Norm's Hobby 
Kelly's Comics 
The Pack Shack 
The Gamer's Inn 
Outer Limits/Wh ite Cap 

The Wizards Guild 
Coffee, Comcis and Games 

Jak's 

Eddies the Next Generation 
Ms. June's 
Fantasy Shop 

Billings More Fun Stuff 
Helena Cosmic Comics 

New Hampshire 
Dover The Game Zone 

New Jersey 
Cedar Grove 
Games 
Cherry Hill 
Delran 

New Mexico 

Time Warp Comics and 

Comics & More 
Legends & Heroes 

Albuquerque Alpha Omega Games 

New York 
Albany 
Mastic Beach 
New York 
Tonawanda 

Flights of Fantasy 
The Guild 
Neutral Ground 
The Gathering 

North Carolina 
Asheville 

Ohio 
Columbus 
Oregon 
Sheffield l ake 

OJdahoma 
Tulsa 
Tulsa 

Oregon 
Aloha 
Forrest Grove 
Grants Pass 

Nexus Games 

The Soldiery 
Great Eastern Comics 
Matrix Games 

O riginal Game Shop 
Starbase 21 

Rainy Day Games 
Magica West 
Moore Games 

Pennsylvania 
Ambler Infinity Unlimited 
Duncansville Gatehouse Games 
Hanover Comix Universe 
Harrisburg Legends and Heroes 
Mayfield The Gaming Center 2 
Olyphant The Gaming Center 
State College Nittany Line Hobbie 
Wind Gap Griffon Games 

South Carolina 
Taylors Let the Games Begin 

South Dakota 
Sioux Falls 

Tennessee 
Dickson 
Jackson 
Memphis 
Oak Ridge 

Texas 
Amarillo 
Arlington 
Bryan 
Cedar Park 
Friendswood 
Midland 

Waco 

Utah 

Mind Games, Inc. 

Blackthorn 
Gamescape 
Game Master 
The Barony 

Big Apple Comics 
Games Galore 
BCS Books & Comics 
We Also Sell Games 
Games Unique 
Astral Castle Book & 

Games 
.The Game Closet 

Salt Lake City Table Top Games 

Virginia 
Falls Church Fantasy Forum 
Hampton Imagination Station 
Virginia Beach The Dagger Sheath 

Washington 
Seattle Gary's Games & Hobbies 
Spokane Wizards Realm 
Tacoma Nybbles And Bytes 

West Virgina 
Morgantown Gateway 

Wisconsin 
Hartford 
Waukesha 

Hobby Depot 
Wonderous Realms 



Don't just 
HANG 

AROUND 
waiting for 
adventure. 

Subscribe today 
and save 33% or 

more off the cover 
price! 

Each hi-monthly 
issue features AD&D® 
game scenarios perfect 
for your campaign. Whether you roam the 
FORGOTTEN REALMS®, RAVENLOFT®, BIRTHRIGHT'", or 
PLANESCAPE® settings-even if you design your own 
fantasy world-DuNGEON® Adventures has some­
thing for you. " 

For subscriptions, write to 
DUNGEON Adventures, P.O. Box 
459106, Escondido, CA 92046, 
9106, or call 1 (800) 395,7760. 

"F>anaeott... 
____ ~ ADVENTURES 

DU'ICEON. AD&D. B I ~TIIRIGHT. FO~COTTfN RtAlMS, PLANESCAf'(, and R"'~[NlOFr are regi stered tr~demarks of TSR, Int. CI 1997 TSR. Inc. All rights reserved. 
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