


EDITORIAL 

Hello and welcome to •The Beholder•,a new 'zine devoted to •Dungeons and 
Dragone• (D&D) which is published by T.S.R. Hobbies Inc,P.O. Box 156, 
Lake Geneva,Wieconein 53147. We will keep this 'zine almost 1001 D&D, 
although a little C&S or Traveller might creep in sometimes. 

Before we go any further let us say who •we• is refering to. •we• are 
Michael.G.Stoner (otherwise known as Mike or MGS) of 29 Parkway,Dorking,Surrey 
and 
Guy.R.J.Duke of 7 Highwoode,Leatherhead,Surrey. Together we write most of 
the articles and do the organieation,Guy does the artwork and Mike takes 
the mail. If for some reason you want to write to us then write to Mike. 
If you want speedier communication then you can phone. You can contact 
Mike on Dorking 87253 on Tuesdays and Wednesdays (after 4pm) and Guy on 
Leatherhead 72722 other days (after 5pm). 

Now that's over it's on to important matters. 

Piretly,we intend to bring this 'zine out monthly. We are the only British 
'zine to do this ( apart from APAe ) and we can assure you that we will be 
able to keep to this because we have a stock of articles ready to slot in 
to an issue if we are running out of time. You should be able to get •The 
Beholder• from most D&D shops or you can get it direct from Mike. The latter 
way is probably quicker but to be certain of getting issues it would be 
beet for you (and us) if you subscribed. 

Next,contributione. We would be very pleased to receive material of any 
sort from you,but please get it typed if at all possible. Anything that 
we print will get you something (a free issue or one added to your sub) 
but we will only print what we consider to be good quality etuff,take note: 
we are not an APA. We reserve the right to alter material as we see fit. 
If you want a contribution returned you must enclose a SSAE with it. 

We intend to have a small contacts section in this 'zine,if you would like 
to be in it write to Mike. Aleo any postal D&D DMe are welcome to send us 
details of their campaign and we'll print them freel 

Thie issue we include a large competition dungeon. We intent to print one 
in every issue so if you are against this write now. A competition dungeon 
is often more use than a mini-dungeon because they usually don't fit in 
with your world and you have to make severe changes if you want to use 
them. Thie doesn't apply to competition dungeone,and it can be used as a 
normal mini-dungeon if you want anyway! We also have included a new 
character class and lots of new monsters and magical items. What do you 
think of these articles? What would you like to see more of? What don't 
you like? Please write to us and let us know. 

EDITORS: Guy Duke and Michael Stoner 
HEAD WRITERS: Guy and Mike 
ARTWORK: Guy 

Mike and Guy. 

THANKS TO: Everyone in our D&D group and our D&D-loving brothers. 
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Now we proudly present a new character class. A "oulti;ole subclass" it is 
neitter too weak or (thank the gods) too powerful. 

The trickster is a nasty character who has the abilities of many other 
classes that aid him in his work:that of fooling,deceiving and stealing. 
A trickster's prime requisite is dexterity and if a character has over 15 
in this he will gain +10% experience. 

For a ci1aracter to be a trickster he must have 12+ ciexteri ty and 9+ 
intelligence,the latter being essential for successful spell use. He cay 
be of any alignment �Lawful Good or Neutral Good,oost tend to be 
neutral. 

Tricksters are not adept at combat. They roll hits on six-sided dice and 
advance/save as a thief. They may wear upto leather armour (of any type) and 
.7.ay carry a shield (although this will hinder them). They may use any weapon. 

Hul!lans,elves,half elves,hobbits and gnomes may be trickGters. Humans r..ay 
reach any level but elves can only attain 8th,half elves 9th,hobbits 10th 
and Gnomes 12th. Tricksters start proficient in 3 weapons,using others at 
-3. They can "learn" one new weapon every four :j.evels advanced. They can use 
burni1:g oil and poison if your DH allows it. They start with 30-120gp (3d4). 
Tr.ey r..ay never be part of a "split class". 

As welIB:Shaving several thievish abilities and li::-ited SI>ell use all 
tricksters have the unique ability to trick/dupe/fool soneone. This has 
=any uses,for exarnrle distracting someone's attention to aid rick ?Ocketing 
or to convince sor.1eone that you are a friend and shouldn't be attacked, etc. 

Tricksters can do the following at the sar.e level of atility as thieves 
c: tteir level and .2.2 gain any possitle ratial bonuses:pick pockets,hear 
noise,open locks and climb walls. Clir.bing walls is impossible with a sl".ield 
and pick pocketing is at -20% because it gets in the way. 

Knowledge of languages is essential for a trickster. At first level he 
is assur::ed to know Common,his alignment,thieves cant,druidic and all 
h�canoid languages (e.g.goblin,ogre,troglydyte,kobold,etc). As he advances 
he learns many new languages and these are detailed ir. the t.?.ble \;elow. 

Trickster's leyel 
First 
Second 
Third 
Fourth 
Fifth 
Sixth 
Seventh 
Eighth 

JSpayn la,nguages 

All humanoid 
All animal and inse·ct (including giant types) 
All plant (including shambling mound,etc) 
All water creatures (fish,whales,lizard �en,etc) 
All close humanoids (owlbears,lycanthropes,etc) 
All close animals (bellhounds,blink do�s,etc) 
Dragon,Wyvern and "Arcane" (i.e. l-!indflayer,Han beast) 
All others (Uaber Hulk,Beholder,Rust Honster,etc) 

A trickster mu.st be able to speak vith a creature to be able to trick it. 
The chance of a successful "trick" is 30% at first level,rising by 5% for 
each level above first of the trickster,Aijustment� ean c�ge �Ilia (see 
table).Jle may attempt to trick any or all creatures within earshot but may 
only attempt one trick at a time. There are several uses for a trick and if 
you corae up with a new one you can put it in. Basically a trick can do the 
following: 
1) Distract. Enables trickster (and any other nearby) to pick pocket at +20% 
2) Stall. Keeps creature talking for 1 melee round per level of the trickster, 

enabling others to run awa7,get round behind it,steal t•easure,etc. 
3) Befriend. Creature will not attack the trickster unless be shove obvioua 

aggression. Trickster 11USt roll. aeparate� f� eac� �oa tbat 
.be· u �iq to ll-.,fr��'>�O the creature. 
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4) Confuse. Enables tricketer to bamboozle creatures and allow him (and 
others) to get a free attack on them. 

5) Convince. The trickster talks the creature into believing something. 
If it involves the creature turning on its friends the 
creature haa a save (as against wands) and if it involves 
the creature risking its life or giving away its possessions 
it can have·a eave vs poison to see whether it breaks the 
trickster's hol• over it. 

���¥g���g��=�g=�rig�=�g���� 
Chance is 30% at first level. +5% per level above first of trickster 

+1% per point of charisma of trickster 
+5% if creature is same alignment as trickster 
-4% per hit dice of creature being tricked 

Example: a 4th level trickster attempts to confuse a 3rd level druid. 
At fourth level the baaic chance of success is 30+3 times 5=45% 
As the trickster haa a charisma of 12 this is raised to 57% (45+12) 
The trickster is C/G so he doesn't gain a bonus for align"-ent. 
The druid is third level and so he has 3 hit dice.57-3 times 4= 45% 
So the trickster haa a 45% chanee of confusing the druid. 

�g�H;;�g� 
All tricksters have limited spell use. See table below. 

T.:�!<!s§�U: 11! J.S!I!!J. Spell 

First Ventriliquism 
Second Charm Person 

These spells are cumulative. 
Third Friends 
Fourth Audible Glamer In other words a third level 

Fifth ESP trickster can use one Friends, 

Sixth Clairaudience one Charm Person and one 

Seventh Clairvoyance 
Ventriliquism each day. 

Eighth PhaJltaa .. 1 Force 
Ninth Chara Monster NB:even though a trickster 
Tenth Confusion may progress beyond 20th 
El.,�cath Any 5th level MU spell level he gains no extra 
Twelfth AJq 5th lnel MU spell spells. 
Thirteenth Any 5th leV'el MU spell 

These spells have the same Fourteenth ADJ 6th lenl MU spell 
Fifteenth Any 6th leYel KU spell area of effect,etc as ones cast 

Sixteenth Any 6th level KU spell by an HU of level equal to the 

Seventeeiat.h Any 7th level KU spell 
level of the trickster. 

Eighteenth Any 7th level MU spell 
Nineteenth Any 7th level MU spell 
Twentieth AJq 8th leYel MU spell 

�§�g��=H:� 
A trickster may uae th• following magical items: 
All weapone,shielda,potione (except those for fighters only),rings,vands 
and miscellaeneous magical ite11B usable by thieves,magic users or all classes. 
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=!�i:t1:gg:=ig�a��=!g�=t��g�1:t!. 
Experience Points Experience 6-sided dice Level Title Level for hit points 

0-2250 1 1 Apprentice 
2251-4500 2 2 Cheat 
4501-9000 3 3 Faker 
9001-20,000 ,. 4 Con-man 

20,001-37,500 5 5 Double crosser 
37,501-55,000 6 6 Swindler 
55,001-80,000 7 7 Deceiver 
80,001-130,000 8 8 Pretender 

130,001-2'+0,ooo 9 9 Great Pretender 
2'+0,001-370,000 10 10 Trickster 
370,001-725,000 11 10+1 Master Trickster 
725,001-1,125,000 12 10+2 Master Trickster 

1,125,001-1,500,000 13 10+3 Master Trickster 
1,500,001-1,875,000 14 10+4 Master Trickster 
1,875,001-2,250,000 15 10+5 Master Trickster 
2,250,001-2,625,000 16 10+6 Master Trickster 
2,625,001-3,000,000 17 10+7 Master Trickster 
3,000,001-3,375,000 18 10+8 Master Trickster 
3,375,001-3,750,000 19 10+9 Master Trickster 
3,750,001-4,250,000 20 10.10 Supreme Trickster 

350,000 experience points per level for each additional level be1ond 20th. 

Tricksters gain 1 hit point per level after the 10th• 

Notes on the Trickster character class 
========z=======•==========c:m======== 

Well there we are,yet another new character claas. It was devised for me bJ 
me because I found that,even though I liked to be a thief,they were far too 
weak at high levels when compared to magic using types. The trickster is a 
magic using thief with a few extras thrown in for good measure,and is not too 
different from a bard really. 

You might think that the ezperience point requirements above are a little 
low,but remember that at low levels a trickster cannot choose his spells and 
his trick ability is severely limited. 

(12th) 
(13th) 
(14th) 
(15th) 
(16th) 
(17th) 
(18th� 
(19th) 

The trick ability and its exact povers have not been defined. Thia is 
purposeful,it's up to you (or your DK) to decide the exact effects of confuse, 
tor example. Thia will enable you to toughen up or tone down the trick ability 
to what you think is a sensible level. 

The trickster is really the character class for the sly and cunning player. 
If someone running a trickster comes up vith some good idea or clever use for 
a spell you can give experience points for it�aasuming that you don't already). 
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As a DH I find that watching players come up with clever or unusual 
uses for spells is very enjoyable,although I often dislike the results 
and occasionally have to rule against something if the Players Handbook 
is unclear. In old D&D there were many spells that could be made far 
too powerful by us:iJac a little thought,e.g. Polymorph Others. Luckil.7 
the PB clears up most things but there are a fev loopholes remaining 
and some nev ones to go with the many new spells. Here then are a rev 
unusual uses for spells (for players) and a rev "crocks" and clarifications 
(for DHs ) .  

One of the worst mis i,akee in the PH is the reversed Enlarge spell: 
Reduce. In my experience players never take this spell but during a 
recent g�me I thought that it might be useful to take one and on reading 
its powers I found that as a 5tb level MU I could totally destroy 
anything upto 50 cubic feet in volume for 50 minutesl Naturally a took 
one along and when I used it everyone was suprised (especially the DM) 
at how powerful this 1st level spell was. In my opinion Reduce (and 
Enlarge) and just too strong for first level and I now say that they can 
only be used on inanimate objects. Some uses that I have discovered are: 
Reduce the size of a wizard locJed door but not the door frame, then you 
'�an get through. Reduce the size of a hole so that some nasty monster 
cannot get out. Enlarge a pile of gold or a gold statue,sell them/it 
and hide when the spell wears offl 

A Darkness spell can be very useful. Apart from the obvious possibilities 
of hiding ypur party (of dungeoneers) or of making opponents lost it can 
be used effectively as cover. If an MU is in an area of darkness he can 
cast spells and people outside won't know. In this way he could go into 
the darkness ,turn hi1111elf invisible and then walk away. If he made 
himself invisible where everyone could see they would immediately form 
a line of people at the exi*• to prevent his escape. 

Another good uee for darknes• ie to cast it somewhere and then create 
some•hing inside it. In this way you can secretly call up an elemental, 
a phantasmal force or do a monster summoning and no one will know that 
it/they are there until they are told to come out of the darkness and 
attack. 

The u•e of spell• that last until triggered can be rather a pain for a 
DH. You wi ll find that MUe will put explosive runes on all of their books, 
place magic mouths oa their possessions which are set to shout "Stop thiefl" 
if touched by so•eoae other than the MU and will put firetraps on the doors 
of houses,any box and even their pocketsl Nasty MUs (and Druids) take note: 
if you are with a party that finds a treasure chest ca8t a firetrap on it, 
then tell the othera and if they try to open it they will get rather 
burnt,while you will be unharmed. To prevent the overuse of these spells 
I rule that if they are placed on an object that is then carried about 
the moYe•ent gradually reduce• the strength Of the spell SO that after one 
day it will have co•pletely dissipated. This means that an KU will have 
to take magic moutha,etc fro• his day's spells. 

In the PH the 1et level MU spell " Magic Missile" has been changed from 
the "old D&D" definition. In fact it has now been made far too powerful 
because a 5th level MU can take four magic missiles as his four first level 
spells aJld then do 24-6o point• of damage with the•l There ie no save 
again.st thea and they hit a•toaaticallyl To reduce the effectivenesa of 
HM I rule that JIUs get extra missiles every three levels advanced (i.e. two 
at 4th leYel,three at 7th level , etc .) If you like instead of thi• 7ou can 
say tut for a -.gic aiseile to hit the firing Jf1J must roll 1ll1der hu mu 
OD 3d6. 
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VIEW POINT 

In D&D the unusual becomes the norm. If you were walking along and met 
a giant beetle in real life you would be rather suprised (to say the least) 
but in D&D you'd just get out your sword or whatever and hack it to pieces. 
The first few adventurers made by a group new to D&D are real adventures. 
This is when they discover that you don't attack Ochre Jeiri'es with swords 
and that clerics cannot turn such an'd"'SiiCh a monster. The level of interest 
at this point is immense,a whole new world lies before the players and they 
are just beginning to explore it. However all too soon the players learn 
things and the game loses some of its "mystique". The "Clean up crew" 
(jellies,slimes,puddings,etc) suffer mostly from this because once the way 
to destroy them is discovered it will be used from then on and unless the 
DM devises some fiendish trap which incorperates desposing of this means of 
attack the poor slimies haven't a hope. 

Usually some of the mystery of D&D can be maintained if players don't 
know anything about magical items or monsters,but this is very hard to 
do,players want to read the Monster Manual and D&D 'zines just as much as 
DMs and once they do they will know how to work a wand or staff or what 
weak spots a monster has,when these should have to be found out by trial and 
error. 

The solution is rather hard on the DM (isn't it always) and relies on 
him thinking up new monsters,items,tricks,traps,etc and using them on his 
players in the certain knowledge that they will not know anything of them 
already. However care must be taken here. Some DMs (the nastier ones) will 
take a magical item which he knows players have read about and makes a 
"cursed" version of it that will,say,explode if used, When the players find 
it they will assume that it is the one they have read about,.se it and get 
blown apart. This is a case of the DM knowing more than he should and taking 
advantage of this knowledge. If I may digress for a while here,I have found 
that one of the best ways to ensure that you DM a game fairly is to get your 
magic-using players to choose their spells secretly. If you don't do this 
you (and thus all of the monsters and NPCs that you are controlling) will 
know what spells are coming and in "real life" they wouldn't. If players 
choose secretly and only tell you when something no�icable happens it will 
be much fairer. For example an MU has been chained up in a room,an ore comes 
in,puts down some food and walks out. The HU plans to hold portal the door 
to keep others away and then hold person the ore (both spells with only a 
V (verbal) component) and get it to unlock the chains. The game would go 
like this: 
DM: The door opens and an ore walks in. 
MU: I mutter a few words.(!he hold portal). 
DM: The ore puts down some food and leaves. 
MU: Ah no. The door won't open. I say a few words.(Th� Hold Person). 

Make a saving throw please. 
DM: A 5, Failed. 
MU: O,K. I've Hold Portaled the door (Uld Hold'.Personed the ore. I tell hi• 

to unchain me and ••••• 
(NB: the Hold Person was an "old style D&D" one,not Players Handbook). 

Back to suprises. The easiest way to suprise a party of hardened dungeoneers 
is to present them with an entirely new situation, the like of which they 
have never seen. This is where a DM must use his brain really hard. Most of 
these "suprises" come in the form of a new and unuaual room where the laws 
of gravity don't app}J,for instance. They can also occur when some usually 
inanimate object comes alive. A talking door? An arguamentative paving stone? 
A half-crazed t•easure chest? You can have a feast of tun with magical itell81 
especially usually taae ones that suddenly develop: high egos and take over 
their maaters. How about warped •oll.8tera? A djinni with bayfever,a covard}J 
dragon,a short giant,a loet miaotaur. i'h•r• are also the reversed •onaten 
(Withra,Dahdi,Nilbog,etc). ill DMls ldnd}J take ut.el 
An unusual encounter is an interesting and enjoyable encounter. 
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Roll apl Roil. upl See the latest thing in monsters in: 

MONSTER SUMMONING 
A selection of 1at le�el monsters. 

Frequenc7:Yer"7 Bare 
No Appearing:1 (2) 
Armour Claiss:? 
Movement:6" 
Hit Dicu1d4 
% in lair:� 
Treasure Type:None 
No of Attacks:1 
Damage/Attaek:1d4 
Special Attacks:None 
Special Defenses:11Mimic" 
Magic Resistance:Standard 
Intelligence:Average 
Alignment:Covardly 
Size:S (6" high) 
Psionic Ability:None 

IU8aoned b7 John Stoner 

Crois (singular and plural) are very small 
cowardly creatures. They appear to be 611 dia­
meter balls of red fluff,with little arms and 
legs and tvo tiny green eyes. They also have 
small,but power!ul,jaws and can inflict a nasty 
bite if necessary. 

To help them survive Crois have developed 
very large yocal corda th*t they use to 
make the sound of any large,ferocicus monster 
in the hope that this will put dungeoneers off. 
They will usually reside in a room that has a 
peephole in its <loor,when they spot anyo�e 

coming toward their room they will start to roar 
like a dragon,or whatever,in the hope that this 
will scare the enemy away. Crois can also pick 
up ESPings and send out thoughts that go with the 
monster that they are mimicing. If discovered a 

Crois will flee if possible or,if not,30% attack and 7C/X> surrender. If it 
chooses the latter then it will aid its captors as long as it is well-treated 

anci fed by making noises to frighten monsters in t!.e ciun[eon. 

Frequency:Unc09lloa 
No Appearing:20-200 
Armour Clasa:6 
Movement:12" 
Hit Dice:1d8 
% in lair:'+-0% 
•rreasure Type:ll 
No of Attackas1 
Jamage/Attack:1d6 
Special Attacks:Bolaa 
Special Defenses:None 
1-:agic Resistance :Standard 
Intelligence:Average 
Alignment:Meutral 

Summoned by John Stoner 

Pigvid�eona are related to Orcs,being five 
foot tall,pig-faced humanoids. They wear armour 
made from leather scales (AC6) but the higher 
levelers usually have AC3 (or worse if character 
class forces it). 

Pigwidgeons fight with short spears but also 
carry one bolas each. These can be thrown upto 30' (311) and if they hit they tangle around the 
targets legs and make him fall. To get �ntangled 
takes 3d4 segments and then you've eot to stand 
up (difficult in AC2). The "to hit" roll with a 
bolas is as against AC10 (plus any DEX bonuses) 
because it doesn't have to penetrate ar.;,.thing,ju' 
hit it. 

Size:H 
Psionic Ability:None 

For ev�ry 25 Pigwidgeons tr,ere will be one 
chieftain who ; 1.ghts as an Ogre and for e·,cry 

100 there will le one tribe J..eader (fichts as a 
and 1d6 specialised Pigwidt:eons (clerics,l1Us,Druids,Ti1ieves,etc· 
of first to fourth level. 

Hill Giant) 
who will be 
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8U1111oned b7 John Stoner 

Frequency:Rare 
No Appearing:3-60 
Arr.iour Class:4 
Movement:611 
Hit Dice:1 hit point 
% in lair:1� 
Treasure Type:None 
No of Attacks:1 
Damage/Attack:llone 
Special Attack:"Eat" 
Special Defenses:None 
Hagie Resistance:Standard 
Intelligence:Animal 
Alignment:Neutral 
Size:S (5" long) 
Psionic Ability:None 

Frequency:Very Rare 
No Appearing:1 
Arr.iour Class:5 
J.:ovcment:12" 
Hit Dice:3+3 
5, in lair: 30% 
Treasure Type:Q 
No of Attacks:2 
Damage/Attack:1d4 
Special Attack:"Snakes" 
Special Defenses:None 
Magic Resistance:Standard 
Intelligence:Average 
Alir:;nment:L/E 
Size:M 
Psionic Ability:None 

Gops are large,wasp-like insects that have 
adapted exceedingly well to dungeon life. They 
are able to fly through small r,aps and are hard 
to hit (i.e. have a good AC) because of their 
size and unoeuvrabil.it7.• Go:ps are parasites 
and live on many monsters,especially were 
creatures (when in their animal shape). Although 
they cannot do actual har� to dungeoneers Gops 
can be very annoying because of their hube 
appetites. They will eat almost anythinrr? Their 
favourite food is wolvesbane followed closely by 
garlic,belladonna (which doesn't harri them) ,etc. 
To get at food Gops sir.iply fly into backpacks,etc 
and if it is dark they nay be able to do this 
unnoticed. 

Understandably were creatures like Gops a�d 
Vampires often keep t�em as Fets. 

Summoned by Mike 

Snarmers are humanoids with snakes for arr.is. 
These bite for 1d4 da�age each and there is a 
10% chance that tl:ey will !1ave poison. 

A Snarme�•s most powerful mode of attack is 
a wierd forr.i of "snake charm". Each nelee round 
a Snarmer can chant;e any one object of rougi1ly 
snake size into a snake for 1d6 celee rounds. 
After this time it changes back. The range of 
tilis effect is 301 (311) and it can be used to 
turn staves,swords,10' poles,ropes,etc inso 11&8t7 
opponents for their carriers. These snakes have 
1 hit point per foot of length,AC?,move 30' and 
a 1d4 bite (05% of it being poisonous) and if 
they are attacked and killed t�en when they 
change back into their original forr.i they will 
be brolcen/smashed. Magical items have a save 
against being chaneed into a snake. 
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___ _. 
Frequency:Rare 
Xo Appearing:4-16 
Armour Class :4 
Movement:9" 
Hit Dicea2d8 
% in lair: 3°" 
Treasure TypeaC 
No of Attacksa2 
Darnage/Attack:1d4 
Special Attacks :"Slow" 
Special Defenses:11Haste" 
Magic Resistance1Standard 
Intelligence:Low 
Alignment:Neutral 
Size:S (4• tall) 
Psionic Ability1None 

81111aoned by llike 

Deeps are remotely related to Kobolds and 
Troglydytes,being small,rather lizard-like 
humanoids. They roam in large groups and can be 
very dangerous in melee. Strong monsters often 
use them as "forward guards" because they can 
easily weaken an attacking party quite consider­
ably. 

The main strength of a Deep is that if it 
scores a hit with one of its claws not only does 
it do 1di damage but it also slows as the 3rd 
level MU spell. The effect la6't'6"1'or 1 turn per 
point of damage inflicted by the attack and is 
cumulative i.e. one hit halves speed,two hits 
quarter it and three "eighth" it. Aa y9u caJa see 
this can prove to be very nasty because anyone 
attacking a Deep will find that he is able to 
hit it less and less often as the r.elee pro�resses. 

Once every ten melee rounds a Deep can haste itself as the spell for just one 
round. It will usually use this ability to get away from a figi1t tLat is not 
i:;oing too well. 

·· . .  

llA&A 
Frequency:Rare 
No Appearinga1-20 
Armour Claes :3 
MoveILent:12" 
Hit Dice:1d8 
?<- in lair:1°"' 
Treasure Type :Q 
No of Attacks:1 
Damage/Attack:1d4 
Special Attacks1None 
Special Defensea1None 
�:a.Ric Resistance:Standard 
lntelligence:Se•i 
Alignment:Neutral 
Size:S (1' long) 
Psionic Ability:None 
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Summoned by Mike 

D!Ql&S are si•ply "living daggers". The7 can 
be found swimming about underwater as well as 
flying around dungeons. At first sight they 
seem to be gem-encrusted daggers but two of 
those gems are the Dai.ala eyes,the rest are 
real gems and can be prised out and sold for 
about 50gp each (this is the Dala's "treasure"). 

To attack vaias "charge" and try to penetrate 
their opponents armour and do standard dasser 
damage (1d4). 15% of Dala• have poison but this 
is used up in the first successful attack and it 
takes 2 hours (12 turns) to create eore. 



Frequenc7: Unco .. on 
No Appearing: 5-40 
Armour Claas: 10 
Movement : 611 

Hit Dice: 1d4 
% in lair: 4°" 
Treasure T7pe: J 
No of Attacks: 2 
Damage/Attack:1/1 
Special Attacks: see below 
Special Defenses: see below 
Magic Resistance: 55% 
Intelligence: Lov 
Alignment: Chaotic Neutral 
Size: S (41 tall) 
Psionic Ability: None 

Summoned b7 Gu7 

These are long-baired,pot-bellied,dirt7 
humanoida,often found in large groups. They 
seek food and on smelling or seeing some they 
will ask for it. If the requeat in not granted 
the7 will attack with the:l.r long-nailed fingers. 
An7one vho kills a malnutrite brings a curse 
upon himself and possibly his part7. To find 
the effects of the curse roll 1d20 and consult 
the following table: 

1 Gain one allergy 
2 -1 on strength for 1d6 days 
3 -1 on intelligence for 1d6 days 
4 -1 on wisdom for 1d6 days 
5 -1 on constitution for 1d6 days 
6 -1 on dexterity for 1d6 days 
1 -4 on charisma for 1d6 days 
8 -1 hit probability for 3d4 hours 
9 -1 damage on all attacks for 5d4 hours 
10 All carried liquid evaporates and food rots 
11 Next spell,open lock,open door,etc fails 
12 Hair drops out. Permanently bald. -3 charisma 
13 See 3 visual and auditory illusions,dispelled 

by touch,within next day. 
14 Boots weigh 50lb each for 3d4 turns 
15 For next 20 turns 2 in 6 chance of all light 

going out 
16 For next three encounters fall to ground 

helpless for 3 melee rounds 
17 Become fat and gloated,unable to move for 

1d6 turns. All clothing bursts. Killed if 
wearing plate armour. 

18 Become blind for 3d8 turns 
19 Become dumb for 3d8 turns 
20 Heart attack-take 1d4 damage per level. Then 

. -25- constitution % chance of death 

(11) 



THOUGHTS ON 
Several. of the ba.eic D&D preaises 

are strange,to s� the least1All4 
e ither 7ou have to accept the• or 
make drastic chaagff to the D&D game 
system. One of th .. • that realq 
annoys me is treasure. Whf is it 
there? Bow does a (limbless) giant 
snake keep ita gold in a locke4 
chest? Where did it get the gold in 
the first place? There are � 
similar questiona and I'm goiJ18 to 
give my thoughts and ideas on the 
subject. 

Monatera l ive iJ1 dungeons becaWle 
it is much safer there than wandering 
about on the surface. Stronger 
monsters live deeper iJ1 the dungeon 
because they want the weaker monsters 
to act u a meana of weakening � 
attacking parties. If the vea.k 
mousters come deep into the dungeon 
the stronger ones eat them,so they 
don't often do thisl 

As monst ers treat their room (s) 
in the dungeon aa "ho••" they will 
want all of their poasesaiona to be 
there,but what possesaions vill the7 
have? Dragone reall7 love treasure so 
they get it b7 going ollt &Dd taking it 
b7 force. The7 O&D aleo afford to Piil' 
(or threaten) crafts••• into ma.king 
treasure chests,etc to prote ct their 
stuff. 

Humaaoiu c&D go out t•'·vorlt to 
earn a f ev gps but anything more tluua 
this vill have to come from attacks 
against other monsters or people on 
the surface. Being hUJ11U1oid the7 can 
easily make traps and holders for aJIY 
valuable trea�ure they capture. Also, 
and very i mportant it is to o , they will 
be able to use 11JQ' 11agical itel!Ul which 
they gain. If a 80nster is able to ue 
a magical item which is a part of its 
treasure then it is only sensible for 
that monster to use it. Re•ember, 
though,that if an ore bad a poti!).D he 
wouldn't know what it did and neither 
should the person rv.nning the ore 
i . e. you (if 7ou are a DI(). fo show 
thi• 7ou ehould roll oa the potion 
table to ••• which potion it is the 
moment the ore clrillka it and no soop•�· 
In tbia v� the ore might poison itse f, 
which ia quite �ible. 

You might voader vhf a C/B •o.n.ster 
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TREASURE 
can have a L/G sword as part of 
its treasure when it can't even 
touch it without being attacked 
by it. There are two posaibilities 
here: 
1) A C/E �onster wouldn't have a n  
L/ G  svord,it would throw i t  away. 

OR 

2) It has it because it can be used 
to trade for other things. 

If you go by the first possibility 
your L/G players will find it very 
bard to get a magical sword which 
they can use. If monsters will not 
have swords which they cannot use 
in the ir treasure then the only place 
you will find a L/G sword is giarded 
by a L/G monater,and as L/Gs mustn't 
attack each other how is anyone 
going to get it? 

If you go by the second possibility 
(as I do) you vill have to start 
letting monsters surrender,bribe 
and barter with dungeoneers rather 
than just fight them. This brings 
in the chance of lying,selling poison 
potions,etc. All very enjoyable. 
Thia ie a start to making players 
get 11ore "into" the game,they have 
to talk,argue,etc vith moDSters 
rather than just roll a fev dice to 
Ir.ill them. But why don't the 
dungeoneere j ust kill the monsters 
and take all of their p09llessions? 
Simple. The monsters know what the 
magical iteme in their tteasure are 
and how to work them so either they 
will have to be paid to tell this 
or be tortured (hope there are no 
paladins about) .into giving up 
their information. 

Nov to a more thorny problem. 
How does a hydra,say,get treasure? 
Well,to start with it vouldn't have 
an;r at alll Tr11as ure for a mon8ter 
like this is really only the money 
and items carried by people who have 
been killed by it. When designing a 
dungeon trr to remember thi s  and 
make it make sense. If a party kill 
the hfdra and find that the body of 
one of its earlier victi•s is wearing 
a Bing of 3 Wish•• the7 will vonder 
vb)' he diu't viah th• hfclra avq 



if it WUI killing hi•. Aa DM J'OU llWlt 
provide a reason. 

Monsters without ar .. (or the like) 
will find it hard to hide their 
treasure. Stupid monsters e.g. Stirgea 
would just leave any poasesaion& in a 
heap somet'here in their roo•. The7 
might value gold coins,etc though 
because they look so prett7 (which ia 
usuall7 what stupid aoll8ter11 like). 
For the same reason a group of atirg� 
would really love (and ma7be even 
fight over) a nice,glittering crystal 
ball,but they'd throw out boring old 
bits of wood (atavea,vands,etc). 

Intelligent monsters with no arms 
will usually find some va7 around 
this. A Beholder would disintegrate 
a hole in the floor,telekeniae all of 
its treasure into it and then 
telekenise something to cover it. 
A beholder would also go out and 
Charm Person/Monster a f ev people/ 
monsters to act as helpers and 
body guards. 

Other intelligent monsters would 
only be able to hide their treasure 
by pushing it behind a rock,etc. How 
do these monster get their treasure 
into a huge chest? How do they make 
the poison needle trap on the lock? 
� explanation (which isn't perfect 
but does make some sense) is that 
rather than put mone7 into banks,etc 
which are robbed every day of the 
week people on the surface will give 
their money to monsters who then 
guard it. In return the people paJ' 
for food,vater,etc for the monsters 
(another major arguing point in D&D) 
and,if they can afford it,will � 
for magical protection,varning 
devices,poisoned locks,etc to make 
their money even more secure. However 
this doesn't explain how these monsters 
are guarding magical itelll8,surel7 
magical items are so valuable that you 
wouldn't entrust them to�· 

Nov onto what is probaDI,---tlie moat 
argued-over element of D&D: 

llPlllEJICE POift& 
If you plaJ' "standard" Diel) (i.e. not 
a varient) there are two W&J'll to get 
experience points (or epe): 
1) Kill things 
2) Get 11one7. 
The first doesn't re� come iato this 
article but the second •oat certain17 
does. B7 giving epe for gold (or the 
value in gold) of treu11re f-d 7n 
will be verJ unlikel.J' to ••• people 

ever bothering about copper pieces. 
Under the "Advanced" D&D s7stem one 
gold piece is worth 200 (!) copper 
pieces and the average mule can only 
carry enough coppers to equal a mere 
100gp. 

As experience requirements are 
110 high DHs are forced to place large 
ammounts of 11one7 in dungeoll8 eo 
that plaJ'era·have ..... chaaoe d 
going up levels. This results in a 
total loss of value for mone7. Once 
a character in D&D has over 1000gp 
he has no vorriea,he can easily 
buy anything he wants and have lots 
left over. To get people to start 
spending their money DHlt allow· the 
buying of magical items,and this is 
fatal for any campaign. I don't do 
this,instead I allow ressurections to 
be "bought" for incredibly high 
prices,usually resulting in a newly 
ressurected player being flat broke. 

As a DH I find that one of the 
most enjoyable parts of D&D is 
watching a party spend their starting 
money just before their first ever 
dungeon expedition. As they start 
with (comparativel7) small ammounts 
of money they have to make decisions 
on whether to buy a mirror or some 
rope,etc .and I like to see them 
choosing. However after one (or 
maybe two) expeditions into a 
dungeon they will each have quite a 
lot of money (several 100 gps) and 
be able to easily afford anything. 
117 the time a character reaches 5th 
level he will have 1000s of gps and 
at this stage things get really silly 
with huge collections of wagons and 
carts,hundreds of mules to carry 
treasure and at least 10 of everything 
on the equipment lists. I feel that 
D&D could be improved immeasurably 
by DMs reducing money treasure by 
a factor of ten,or a hundred and 
increasing experience gained for 
gold by the same factor. In this way 
players will get enough experience 
points but won't become absurdl7 
rich. 

(13) 
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"t,;ampeti tion Dungeomt" are a relaU vel:r new concept in D&D, but 
al though iJnariablj' desf.sned for use as one-off games, they can, with 
li tUe. difficulty and wfni•I al tera tioM" be converted for inclusion 
in j'our.�·01111 ca11pa1gn. we (GR.JD .£ llGSJ propose to include in each of our 
magazine productions. a cosplete competition dungeon, with ideas for 
co nTerting each to :ri t :roar own campaign. Bach scenario will include 
a map of the area. a bacicground history, a complete list of carefully 
pre-deatel"lliDed cJaaranen. a detail.eel description of the area coT­
ered by the map. a �t1�oa points sche .. Nld possibl:r & short ae• 
count (entiU.ed •ao.pefl:tion Chronie:les " ) of a •guinea-pig" partj''s 
exploits. 

If :rou ha•e not yet heard of the general notion of competition 
dungeoD8• here follows a i.rte! explanation. 

A· .ooapeti tion dungeon is normal.17 plqed w1 th pre-rolled charac­
ters. These are issued 'to the pl1L7ers and constitute the party. These 
character• are then plaeed in the area of the scenario and go through 
the area within a set time limit. cooperating amongst themselves to 
gain as many points as possible . '?he total number of •Competition 
points" scored are recorded and the same characters are re-distributed 
among a new set of players. This second team then attempts the same 
scenario trying :ror as .an;r- points within the time limits as possible. 
The points achieyed 'bT eaeh te&11 are compared, and the winning team . 
is determiDied. At the G/K's discretion there may be some reward for 
the Tictors (or boob7 prise for the lo.aers). "Competition points" 
are generally awarded for captured treasure, monsters killed, completed 
tasks and (once more at G/lrs discretion) for good character play ••• 

"I� NOW PrtOUDLY PR&SBNT THE FIRST COMPETITION SCENARIO • • •  

This is a eoapetiUaa clmageon for a an1111a of 5 pre-determined 
characters selected It TRI Gii :Crom the following:-

TIIJG: Jrd :r.Tel Piglrter Dlrarf 25HTK A.C.2 I8(79) I3 I2 IO II IO 
Plate-mail+ahield. +I battle-axe. short bow. quiver containing 20 
arrows. leather backpack, 5 torches, IO iron spikes and rations. 50g.p • 

.88AGOL: 4th Level Pigtlter 30.liTK A.C.2 I6 I2 I4 9 9 13 
Plate-lllllil+stlield. sword +I +2 YB. 11/U's &·eachanted monsters, short 
composite oow. qu1Ter containing !5 arrows + 5 silver arrows, leather 
backpack, 5 flasks of oil. 100• ot rope, large sack and rations. 50g.p. 

GILGLAS: 4th .1.eYel 11/U .Kl! I9HTK A.C.IO 9 17 12 18 10 8 
Cloa.K,robe and poilrty .bat, � oone cases containing Scroll of E.s.�. & 
Scroll of Shield, booded lantern, 2 flasks of oil, tinder t>ox with 
fl.in� and steel. lodestone l�tic, not magical), dagger, 10' pole 
and rations. 50g.p. 

ZAG.All: 4th Lenl Inasiollist I.8HTK A. C. IO II IS 13 I7 Io 9 
Gown and poiJlt7 hat, +I dagger. leataer backpack, 5 torches, pet Gold­
finch, IO• pole a*1 rations. 50g.p. 

ARLAMi-MENEL: 3rd Level Cleric �OHTIC A.C.3 7 12 15 9 17 IO 
Bandcd-mail+shield, Potion of "Remove retrification", footman's mace, 
small sil..-er llirror. sil•er holy cross, 2 vi�ls of holy water, sprig 
of wolves bane and belladona, small sack and rations. 50g.p. 
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llBLLORK: 4th Level Druid 20HTK A. C.7 9 I2 I4 8 II I5 
Leather armour + shield. scimitar. Potion of Levitation. sling. 40 
sling bullets . greater mistletoe. vial of holy water and rations . 50gp 

LAZ.&RU� STOAT : 4th Level Thief I7HTK A.C. 4 II IO I2 IO I6 I4 
Bl"ac.ers of Defence A. C.4. long sword . 50' of rope. thieves picks and 
tools. large sack. grappling hook. rations. 50gp 

OLOG-HAI G: 4th Level. Barbarian 23HTK A. C . 6 I4 9 !5 I5 !6 8 
Cloak of Protectian +2 . two-handed sword. sling. 30 sling bullets and 
IO silver bullets . large sack and rations . 50gp. 

(You are welcome to alter any of the abo.e characters , but remember ; 
each team that is sent down l!ll1ll consist of the same characters . 

TH8 HI STORY OF "TH& PYRUS COMPLEX": 

These dungeons began merely as caverns under a mountain, tunnelled 
b� the waters of the River Underhill. the caverns would have remained 
unknown. had not a lone adventurer. name o f  Pyrus . one day chanced upon 
the hidden entrance . Pyrus had amassed a great wealth as an expedi t ion­
ist and decided to have the caverns extended for his own purpos es .  He 
sent for his brother.Kalmar. a renowned and expert miner anrl construc­
tioni s t .  ·rogether tney supervis ed the extentions of the caverns but 
J1.elmar was tragi cal.ly ripped apart by a disi;urbed"horror of the d e eps" 
The " horror" was swiftly disposed of by Pyrus but the life o f  Kelmar 
was irretri evably lost. His beri eved brother had him incarcera ted in 
a great tomb and then hid hims elf away in a labyrinth having ordered 
all of hi s followers away. 

Pyrus was never s een �gain. the whereabouts o f  the entrance to the 
caverns was quickly forgot ten· and only recently has it been redis cov­
ered. Latest expeditionary parti es have b een repelled from the area 
by a strong band of Hobgoblins and no successful j ournies into the 
interior have yet been made. 

(E) : The entrance stairway. 30 � long. descending into a large. 20 ' tall 
cavernous passageway . The ceiling of this passage is hung wi th 
stalac tites dripping salty waters on those passing below. Dripping 
slippery ,  tree-like formations cover the walls . The passage passes 
�estward with the ceil.ing gettin; higher. AB the passage turns ' 
Southward it is blocked by a 20 ' rockfall. "R" .  

R :  A 20 ' rockfal.l , climable by a Thi ef (Monk ) ,  or 17ith rope and grap­
pling hook . 

Tr & T2 : Both of these are 2U ' towers . Spiral s taircases ascend each 
on the southern side. OD each tower are three Hobgoblins ; 

6 , 5 , 5  HTK ; 7 , 4, 4  HTK . Z&ch Hobgo blin has a short composite bow, 
a morning star and a belt pouch containing I d4gp. Hobgoblin no . 3  
on T2 also has a set o f  ivory dice in his belt pouch. 

G: The Hobgo blin ' s  guard room. The furniture consists o f ;  a large 
oaken table, ten wooden chairs ,  six feather matresses ,  a small 
desK on wni ch are rolls of parchment, quills and a bottl e of ink . 
In this room are 6 more Hobgoblins : 6 . 5 , 2 , 7, 8 HTK, the sixth is 
• Skullbrow" ,  9HTK. the Hobgoblin leader with a slcull and cross- · 
bones brand ed onto his forehead . Around hia neck are a bunch of 
keys to store-room "S" aad the boat. on beaoh •B•. 

( 1 7 )  



S: A sll&l.l s tore-room containing torturing equipment ( eg:  thuabscrews , 
branding irons, manacles, balls and chains , iron maiden etc . ) ,  and 
a large, black, iron box (also opened by Skullbrow • s  keys ) contain­
ing 500cp, 200gp , 5 sapphires worth IO, I O ,  50, 100, IOOgp. and a 
brass , orb-shaped rod with a no tch at one end ( for use at altar K3 ) .  

B: A sandy b each on which are three boats chained and padlocked to 
metal stakes driven IO ' into the ground ( padlocks unlocked by Skull­
brow•s keys ) .  Each boat is heaTily tarred on the underside and is 
large enough 'to oar17 2 people. Each boat has "4HTK" ; this i s  the 
amount of daaage that it can take before sinking. The rate of sin­
king i s  I '  per melee round , per point of damage sustained greater 
than three hit points. 

W ; A great cavern, 80 ' high, filled with murky, acidic waters . The I ceiling is hanging wi th stalactites ; I hit die Piercers hang above 
those squares marked "X" on the map. The acidic waters corrode -
�etal in 2m. r .  and does Id6 damage per melee round when in contact 
with flesn. Most other materials are penetrated in I m. r, tar is 
unnaffected by it. Waters flow into this cavern down over s teps 
from cavern •� to the sou th L_and in a waterfall from cavern W to 
the East ThEY steps to the ;,outh are covered in a dead Gelati&ouR 
cuoe which causes the waters flowing over . them to become acidic! A 
riight of steps are carved into the Ba.stern wall and lead up from 

beach •B" through the archway beside the waterfall to cavern w2• 
In the Sou-th of the cavern , a higfl, stepped bridpe ( 60 '  up) 

atches from the great cliff-like promontory in the F..as t  to the 
arched passageway to the West .  

w2 : A  slightly smaller cavern, 20 ' high , with clear waters l i t  b y  su b­
marine mosses which cover the bot tom of the 20 ' d eep pool.  Clearly 
Yisible on the bottom of the pool are three gems . The waters of 
this pool are harmless , diTing for the gems takes 3-6 m.r. However 
di'Ying in the ,POOl alerts the Guardian, a Giant Octopus who dwells 
in •oct . •  Trip : wires with poisoned darts are stretched across the 
two Southern exits ; these cause paralysis for 2d4+2 turns . 

Oct. ; The Giant Octopus•:s cavern, airless and weedy. The Octopus i s  
as per "Advanced n.tD i.1onster Manual. 'Jlhe Octopus i s  2YHTK . 

w3 : An immense cavern IOO ' high, with dri�ping wet unclimable walls . 
A waterfall enters from 60 ' up in the llast wall. Three barges lie 
on the surface of the water anchored by thick chains to the bottom 
40 ' below. J$8.Ch barge is 15 ' long with a coffin lying in the bot tom: 
J:large "a• contains within tne coffin a Wigtn { 22HTK ) and a j ad eo 
breastpla'te wor"tn 520gp. 
J:large "b" con'tains wi"ttlin i'ts coffin a s!Celeton of a nu:nan ( innan­
imate ) under which lies a golden key. liritten on the key is " Count 
the Steps • .  
Barge " C "  contains wi tnin tne co:rrin a powerful mirror • The mirror 
is placed race up and anyone looking in-.;o the cor!in ( even wi th a 
mirror )  instantly goes insane {no saving throw) and attempts to 
drown himself'. The insane character will suddenly dive into the 
wa"ter and tall:e dam'lge t i d 6 )  each melee round due to tne wi ll to 
drown . The ai rror is actually par-.; of tne barge • It shatters when 
someone has gased at it and the barge sinks in one melee round .  

• lone flight of  IOI steps lead up the East wall t o  a s lippery, 
stepped bridge across to W4 . Chance of falling from the bridge = 

30J - d exierity. �one falling does so into the acid waters of •r ! 

( 18)  



14 : A smaller cavern 30 ' hign in the centre of which is a sandy beach 
on whicn is a large red dome . Small I '  ste?ping stones .L ead across 
to tne central i sland . Living in the dark 20 ' deep waters are shoals 
of mini-sharKs , an aqua-version of "Mo bil Diss " .  They are col l ect­
ive.Ly 50HTK , ( I OdB ) ,  A. C . 7  ( invulnerable to fire ) ,  and have one hit 
on anyone in the water for 2-12 damag e ( minus one on damage for every 
5 h . p .  damage sustained ) .  

The red dome has a side panel on the Eastern s i d e  in whi ch i s  
set a .Loci<: anrt three figure dial . T h e  dial i s  s et at 000. I f  the 
loci<: is turned ( by thi ef or golden key from barge "b " in "•� · ) ,  so 
are the numoers turned . If tne num bers are turned to I O I ( the num­
ber o f  s t eps up from Yj ) ,  the panel opens : 

A Body Sculptor , 2�H'l'K rushes out . ( These headless humanoids 
are A. G . 5 ( t da"age from $ ilver weapons , normal damage from magical 

.weapond Touch causes flesh to become i�mo b i .L e  but living s tone. 
·rhe h i t  i s  located by rol ling a dIO : ! =Left Fist 2=Rieht Fis t  
3=Left Foot 4=Right F o o t  5=Left Arm 6=High t  Arm 7=Left Leg 
B=Right Leg 9=Upper Torso IO=Lower Torso ) .  

I n s i d e  t h e  dome i s  a .L arge .Lever, resting hori zontally. I f  i t  
is rai $ e d ,  a small compartment opens revealing a large ,  b lack sack 
( "Bag Of Holding " )  and a small pa-i; terned green s tone hung on a s i l­
ver chai!1 ( t::e " Charm of L ' Horgano l ) .  I f  tne l ever is .Lowered , t h e  
s t epping s t o !1 e s  to t h e  ;<;as -i; � i l l  sink an d  a s e t  of stepping s tones 
to the South are rai s ed . ( Alt hough the .L ever c an be free.Ly �oved 
up and do= , neither or me aoove processes are revers i b l e ) . 

Mr : This is a I O ' high , well paved room , lit by I O  wooden cand.Leabras 
on the c en -i;ra.L 20 ' x 5 '  tao.Le .  Around the table s i t  15 :.'. i t es ( 2 '  
humanoids ·:· i t h  large , evil faces ; A. l! . 8 ,  Id8 , I at -i;ack at I -3 ) .  
7 ,  6 ,  j ,  5 ,  8 ,  � .  4 ,  4 ,  6 ,  ? ,  8 ,  8 ,  I ,  6 ,  3HrK . 
'!'he f�ites are eating dri ed fi sh and c rys tallised ant s .  I f  t hre01.t­
ened · they r.i .L l  s end a runn er to bring the Mi tes from M3 • Thes e  res­
erves wi ll arrive in 4d4m . r .  

I n  the North - �st corner o f  the room i s  a small black bag 
'.llark:ed in Jli t i s n ; "Food to divert tne oc"topus " .  It contains s c raps 
of mea't and !'isn.  

?he Mi "t e ' s  tunnels are 4 ' hign and carved -i;nrougn so.Lid rock . There 
is a Ju% cnan c e  per tu rn o f  meeting a number of Mi t es ; rol l  a d I O :  
I =I Mi t e ,  2.t3=2 Mites , 4=3Mi tes, 5-6=4 !.lites , 7-8=5 Mi tes , 9=6 :-.'.ites 
I O=Gelatinous Cube . Each Jlit e  carri es a pouch containing 3d4sp . 

M2 : This is tne :.:i te • s  treasury .  It is a ci rcular , cav�rnous room , b '  
high, guard ed by 2 chained Carnivourous Apes , 29 & 33HTK . The 
c hains are I O '  lone and attatched to great s t e el s takes driven into 
the floor each side o f  the door.Less entran c e .  

The treasure o f  the Mites cons i s t s  o f  3000cp. 5 70sp . 30gp . a 
j ewelled ora c elet worth 80gp , a silver crown worth �OOgp , a golden 
go blet '!!'Orth bOgp an·4 tne "Moonstone of Ar-Kelmar"- a ligh t-blu e ,  
e�g-shaped gem on a golden chain. Thi s gem i s  worth 450gp. 

K3 : The s .L eeping quar•ers of t h e  Mi tes . Unless they have already .Left 
to the ai1 o! the M i t es in M1 , IO Mi tes .L i e  on mattresses against 
the Eas t wall .  6 of the Mi t es will be s l eeping unless disturbed . 
The other 4 are d i c ing in the South-Wes t  corner . The room is only 
5 '  tall and anyone of ' ' 3 "  or above fights at -� hi t proba bil i ty. 
Li ttered around the room are small, rusting daggers , empty wine� 
sKins , morsels of rotting food, scraps of burnt papyrus and pois­
oned rats . 

The Kites are :  5 ,  o, 4, 3, 5 ,  8, 7, 2, 5 a 7�. The six sleepers 
have 5d4sp each, the !our gaablers have 5d4gp each. 
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A aarble paved rooa with an ornate ceiling at a height of I 2 ' . 
Torches around the •all• at 5 ' intervals illuainate the rooa. The 
great •Pious The illlighty, Lord of the Hites " sits on his oaken 
throne in the South of the room. Beside the throne and on each 
side are spread four bodyguards of particularly evil visage. They 
are each 9� , A. C. 4 and have 2 a�tacks at I-4 each . There are a 
further b Mite• in the rooa ( 6 , 4, 5 , a , � , 4HTK) dressed in bright 
robe• , chattering aaong themselves at the Western door . Each of 
these Iii.tea laaa 646gp . 

Pious biaselt is dressed in a silvery gown and wears on his 
wrist a leather strap embossed in si lver ( Bracers o f  Defence · A. C. 2 ) .  
Pious h as  a scroll o n  which are written the following: " Darkness " .  
"Haste• ,  9111rror Iaace•. "Protection From Normal Miss iles " and 
•Wi zard Lock•. Re is anxious to •ave his own life end will attempt 
to leave . if in danger, b;r the secret door to the South. Once in 
the :5outh-bound corridor he will disappear through one of the Mite ' s  
"hyper-secret •doors ( not detectable by any other creatures ) .  I f  
his crown i s  •tolen however, Pious will attempt t o  retrieve it by 
send ing his pet Doppleganger 20HTK after the captors. 

Pious is 15HTK, A. C. 2 ,  I attack at Id8 with a Morning Star. 
He is 3 ' 6 " tall . His crown is worth 750gp. 

Those parts of the llite ' s  tunnels shown on the map are not the 
entirity of the doaain of Pious ; throughout the Eastern boundary 
of what is shown on the map are placed a series of "Hyper-Secret " 
doors through which the Mites only may pass . The region beyond the 
doors is that of 2 �6 •  tunnels inhabited by females and young Mi t e s .  
iioweve r ,  o f  the Jl.itea in the mapped region, only Pious may pass 
into the secret region. To the others it is " Sacred Ground " and 
"Out of Bounds•, except for at certain times of the year when un­
known rituals are perfol'lled ! 

This is a strange ceilingless area lit in a permanent twi ' light . 
The sheer, aaooth walls deelll all non-magical climbing impo s s i b l e  
an d  are : .iernaJ. in height (sorry folks - n o  way out here ! ) .  The 
Northern area of this strange cutting is overgrown woodland ; oaks 
gnarled with age rooted among brambles . add moss es . A Faerie s i t s  
invi s i ble among the trees an d  plays reed pipes t o  charm pass ers by . 
AnJ not savtng a&at.nst b9'JIC1 "�haraed " irresitably follows the 
Faerie throqh bog ancl briar .ustaining Id4 damage. The short trip 
takes just t;-ot a turn and the chanaees are returned to the Northern 
woods and released. fhe music of the Faerie is "thrown " ,  thus her 
position •87 not be determined . She is 25HTK. 

The river between the two areas of woodland is muddy , fast­
flowing but only 4' deep . In one or two areas its sandy bed 1s 
actual ly qu1ck�and. The chance of a character stepping into this 
as he crosses the river is 5� ; he Will sink at the rate of I-3 ' 
per a . r .  depelld1DC, on his weight . 

�'urrounding tbe river is an area of wet, hummocky reed b ed s .  
this area i s  inhabited by a sole surviving Kil ler Frog, 26HTK ( 4d8 J .  
There i s  a 25� chance per turn o f  meeting tnis swamp dweller. 

·.rhe �utnern area ot' woodJ.and is also gnarled oaks among bram­
bles and moss . �he woodland is very damp ana a1mos� Tropi cal.. 

Passing the . �uthern boundary of woodland , tne area opens out 
into grassland up to a line or infinitel;r hign, wnite ,  mar ble pillars. 

'this is tne great •Temple of Kelmar " .  From t!'le ou t s i d e  i t  app ears 
as a huge 60 ' tall building w1�n smoo tn, green and whi t e  , marble 
walls. In the !$&s tern side i s  a 20 ' wide gap in wnicn is the s t �tue 
of an immense tiger . The ti ger pr even ts all pas a age . l ts head faces 
forwards and one eye can be seen to be missing .  Behind tne tiger 
is the only entrance to tne temple. 'i'he enterior of the temple is 
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12 ( cont. ) : lit by •Torches of Continual Light "  which line the we.J.ls .  
None of the se can be removed from their socket s .  A great flight 
of s t eps l eads up to the "Tomb of Kelmar" ,  a large grani t e  c o ffin 
on a pedestal , sealed b7 a two-ton marble slab . Before the tomb 
is a I O '  x I O ' p i t of depth of 25 ' ,  filled wit h  orange vapour s .  
T h e  tou ch o r  these vapours d rains 2d6 competition points ! 

I f  the Moonstone of Ar-Kelmar is placed on the tomb of Kelmar, 
it ( the Moonstone ) will vapourize and s imultan eously the marble 
seal to the tomb will vapourize. Hevealed wi thin the tomb is the 
mummi fi ed ( thtt.t ' ll get ' em scared ) co rp s e  of Kelmar , Don • t worry­
tne rett.son why he ·couldn ' t  be re-incarnated was that the "Horror" 
he1.d eaten his heart ! ) .  In each or" his uptu rn ed , bandaged hands i s 
a large, green emerald • .Rach gem i s  worth I Oougp . I f ,  however ,  both 
gems are removed , an "Orange Vapou ro i d "  appears from the p i t  of 
vapour b e tore tne tom b ( -don • t  worry , i t  IS a n ew mon s t er ( summoned 
by uuy Duke J J 4d8+4 , A. � . 5 ,  only vulneraol e  t o  magi cal weapons , 
invulnerable to s l eep , charm , hold and fire- based attack s ,  3 att­
acKs ti I-4/I-4/I-b + dr<:Lin 2-8 comp et i tion p o in t s ,  move I 2 " )  1 27HTK, 
It will fight to the death and pursue anyone should they attempt 
t o  fJ.ee ( bu t  it wi ll no i; l eave the t om o ) .  

There i s  an exi t to the South o f  the tomb . 

Thi s is e1.n enormous mar o1 e  altar, whi t e  marbled with green in col­
our . On the ton the altar, at a heigh t  o f  4 ' ,  are two sockets , one 
o f  whi ch contains a brass s p h ere o f  3 "  d i ameter. The sphere cannot 
b e  removed fro� its s o cket . lri t t en by the o t h e r ( cylindri cal , not­
ched ) s o c k e t  i s ;  "Replace the sceptre and the tiger ' s  eye and the 
statu e wi ll turn t o  reveal your way " .  This is wri t t en in comr>Jon . 
I f  t h e  rod from " S "  i s  plac ed in the empty s o cket on t:-i e  altar and 
the � i per ' s  Eye gem from "Y2 " is placed in t h e  empty eye s o ck et of 
t r1 e  t i ger ' s  fac e ,  8 '  high, 'the statu e  wi l l  s lowly turn reveal ing 
doorway b ehind i t .  l1e i th er s ceptor nor t i ger ' s  eye may b e  removed 
once they have b e en s e t  in their res p ec t ive sock e t s .  

I n  t h e  "Labyrinth o f  Bskavr il "  there i s  a wa.11derer on a I i n  4 
chan c e  each turn. There i s  a 40, chan c e  that the encountered mon­
st er w i l ..L  b e  the "Walk er" of the lab trinth - a Troll! 35HTK . 

A s quare room of h e i gh t  I 5 ' with a mossy , boulder s trewn , ro ck 
flo o r .  A sof'l ewhat meagre Giant Mant i s  ( i t  do esn • t  get fed that 
often -GD) blends wi t h  tne green o :r  th� room , wai ting between the 
two doors fo r its n ext meal . It gains surpr i s e  on I -4 ( d6 ) . ( Gi ant 
rr:ant i s ' are 4 d8.:-i'l'K , A . G .  7 ,  move 6 "  and have 2 attacks at ! -8 ( I f  
b o t h  s p i k ed fo rearf'ls h i t ,  the Man t i s  bi tes fo r au to·<ati c 2d4 dam­
age each m . r . unt i l  the character escap es o r  one or the other i s  
'.l ead . Chan c e  o f  e s c apine = 2 x s trengti1 ,. p e r  m . r . J ) ,  30HTK. 

The roon is s trewn wi t h  ind i e e s t a b l e  i t ems ; 3 long sword s ,  2 
su i t s  of rusty c hain-mai l ,  6 wineskins ( al l  burs t ) ,  3 pouches con­
taining ( I )  I 2gp . ( 2 )  3 5 s p .  + small nugget of mithril worth 65gp .  
& ( 3 )  I gp .  Also , lying underneath t h e  Man ti s ,  there i s  a gem - emb­
o s s ed nagi c al longsword , +I , +2 vs . T ro l l s .  

An o t h er square room , I5 ' h i gh .  T h i s  i s  the s o l i t ary c ell of Pyrus 
h i n s e l f .  The floor is co vered in r i c h  rugs o �  dark colou r s .  There 
i s  a " fou r- ::io s t er " b ed in the Ilo rth-'Jest corner, en clo s ed by heavy 

tapestry-like �urtatne-. Und er th 
.

s h eets in t h e  b e� are t h; bones 

o f  Pyru"' . ·rhe rug around t h e  b e<1 i s  rot ten and cove rs a � 5 deep 

p i t . Anyone s t epping on the rug i :1 ·  t antly falls thi;ough i t .  The p i t  

contains a gelat inous cube ,  I 5 HTK wn i c h  covers a 5 square exit to 

the Sou th . 'fhe pit is si tuat cd in tl1 c  s qi;c. rc i:iark 2d ,"X" l il the map 
and su rrounds the bed whi ch iio on F C  J. id errJu;·,0 . 'fhe Southern exit 
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(cont . )  :t'ro• the pit leads through a 5 •  x 5 •  passage, 10 ' long, 
to a rooa, 10' wide, 20 ' long and 10 ' high. The room is unlit. 
Imbedded along each wall are great •fish-tanks" in each of which 
is a huge electric eel. If a character enters the room, a large 
current jumps through him. Bach succesive melee r6und the charac­
ter aust save against Staves & Spells or sustain ld8 damage. I f  
daaage i s  sustained the character has a chance of a fatal heart 
attack as follows : 25J - cons titution. Whilst being electricu t ed 
a pla,yer may not move. Once he has saved, the charge bui l t  up by 
the eels has all been 118ed up and no further electri cution will 
take place. At the far end of this roo• is a small desk on which 
lies the Pipe o f  Pyrus, a highly ornate ,  golden flute inset wi th 
rubies . The pipe i s  worth 4000gp . 

Before entering the characters will not i c e  written on e i ther doo r :  
"Rooa of the Field M .  This 20 1 high room is very dus ty, an d  a thi ck 
layer of dust covers the floor. A large sacking cloth covers the 
Scuth wall. A:rly player entering the romm will eventually hit a 
triP-wire which causes the follo�ing seri es of even t s .  A secret 
trapdoor in the ceiling opens and a 1000 lb . weisht crashes to the 
floor in the c entre o f  the room . 'fhis causes a laree cloud o f  du s t  
to b e  flung up an d  o bscure all vi sion for lm . r .  The weight i s  met­
al and falls onto a metal plate inlaid in the floor . A huge current 
passes through the cable to whi ch the rop e  is attatched and act� 
ivates an electromagnet behind the sacking on the South wal l ,  All 
metal obj ects or players in metal armour are pinned to the maen e t .  

Charact ers pinned t o  the magnet cannot move, an d  whi l s t  help­
less they are attacked by the " Sacking " whi c h  i s  15HTK ( 3d8 ) , A. C. 9 ,  
1 automatic smother for ld4 damage p er melee mound . 

·rh e  current automatically swi tches off after 3d4 m. r. and the 
weight rewinds into the trap-door in the ceiling. 

( I f  you do not understand my exp lanation o f  this room I include 
below a diagram t o  help to c lari 1·y this " 'fricK " room : ) 

. .  
I •  
. ' 

-tr4'•- � i it" 
·. • I . ' · ' 

-M pl.!ti. __.,� 
in floo_'-----------� 

�ri tten on the d�or to this roo T:  i s  "Mar:c : !.:ind the floor! Charm 
the ri eai:n wi tn L • Horganol ' s  aid " •  Again "" •  tn<> &ast wall i s  the 
si:a i;ue 01" an armoured man ,  s t and in� on a plintn, The name L ' Hor­
ganol is engraved in the plinth• Just inside the door, inlaid in 
the floor are the barely visi ble Symbols of Death ( as 8th. Level 
11/U spell) 

I f  the Charm o f  L ' Horganol is placed around the statues neck , 
a Yacio Mouth imforms the party that it may either ( l J  Be telep­

orted to the surtaoe or (2)  receiYe 5uuogp. and that
.

they have 

1 atnute to decide. If the party run out of time, neither wish 

1• granted. The wish chosen, if within the time li�i t ,  is immed­

�,tei, grantecl. The Chara aay no� De removed fro• the s�atue. 

The e79bol is negated by passing the Chara of L ' Horgano! over it. 
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I n  the South-�t corner of this dark, 15 ' high room is the stat­
ue of Oriental i s ,  a one-armed statue pointing at the only entrance. 

Wri tten on the floor o f  the corridor b efore the turning into 
the room i s :  "Do not provoke the dog " .  The aforement i oned dog i s  
s i t ting in a s tat e o f  magi cal paralysis beside t h e  statue, encas ed 
in an invi s i Dle, thin glass cas e .  An attack or approach wi thin 10 ' 
wi l l  cau s e  the dog to come out of paralysis and leap up, smashing 
the glass cas e .  The dog is ins tantaneously Killed by the glas s ,  
whilst s imultaneously a 3d8 Fireball is fired from t h e  pointing 
finger of the i do l .  

Set i n  t h e  idol ' s  forehead i s  a black diamond worth 500gp. 

NOTES AND AIDS TO CONVERSION; 

I f  you are �o ing to s et this dungeon in your own campaign ,  you 
can change Competi tion Points to Experi ence Points by a sugge s t ed 
ratio of 1 : 10 .  �xperi ence CWl be awarded jus"t as naturally as Comp­
eti tion points for completing tasKs. Your campaign players will have 
to be of roughiy the same average l evels as tho se given here. The 
t r ·:::asure a...'lr:! magical i t ems avai lable for the finding in thi s dungeon 
are geared towards the comp eti t ion and if they are over or und er 
een erous for your own campaign s tandards ,  tnen you are welcome to 
make alt erations . The "Orange Vapouro i d "  could drain 4dl00 exp eri ence 
points ! -perhaps you would l i k e  to give a save agains t thi s .  

IMPORTANT : T h e  gems i n  w2 are ; a bloods tone - lOgp , a pearl - 50gp 
and a T I GER ' S  EYE G�l worth J U S t  5gp .  

COMPETI TION 1'0INT T@LE 

For every lOOgp returned to the surface ( includes cp , s p ,  

For 
For 
For 

-2pt s .  
TASKS: 

gems etc. ) :  lpt . 
any magi cal i t em found : 8pt . 
every d ead character ( i f  any ) :  -25ots . 
not retu rning to the surface within the set time limi t :  

-

per turn too lat e .  T otal of ZERO �ts . if over 20 turns lat e .  

K i l l  Skullbrow, t h e  guard chi eftan : !Opts . 
Collect ink from the Guardian of the Pool ( i e ;  ink from 

t h e  Octopus in w2 ) : 15 p t s .  
Survive t h e  Death Barge ( barge " c •  i n  w3 ) :  15pts. 
Open the Red Dome ( room w4) :  1 5 pt s .  
R eplace the Sceptre i n  the Altar o f  Kelmar ( sceptre is rod 

from s. Altar is KJ ) : lOpts . 
Replace the Tiger ' s  Eye ( g em from Y2 replaced in s tatue at 

Negat e the Death Mark ( symbol of Death ,  room L4 ) :  
Place the Charm o f  L ' Horganol on his s tatue ( r�om L4) : 

K2 ) :  5 p t s .  
15pt s .  
15ots . 

5pts . 
25pts. 
50pts . 

Remove an emerald from the hand of Kelmar ( room K2 ) :  
Remove both emeralds from the hands of Kelmar: 
Return to the surface wi th the Crown of Pious ( room K4) :  
Plac e the l�oonstone of Ar-Kelmar on his tomb (moonstone i s  

from •2 , tomb i s  in K2) :  5pts . 
Kill the Walker o f  the labyrinth wi th the •antoblade ( The 

Walker i s  the Tro ll, the Mantoblade is guarded by the 
Manti s  in room L1 ) : 35pts . 

Gamble wi th an elephant in the mit e ' s  treasury ( i e ; with 
the ivory dice from T2 , in •2) ; 15pts. 

Return to the surface the Pipe of pyrus ( found in room un-der L2) : 25pts. 
Cross the Rooa of the :fi.eld (LJh 20pts. 
Remon the d1.aaond fl'oa Ort••alta, the -�araed 14ol(l�) tl5pts. 

1'fhe above are plabed in no special ord•r. t1•• ;all.61'aao• • 60 turna . GOOD 
LUCK! 
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GAYN'£j�J!. . .9F ALIGMKEN'l 
These highly prized items give off a very strong aura of evil,good, 
neutrality,etc and when worn they will fool magical weapons. They are made 
in varying colours for each of the alignments and allow their wearer to 
pick up and use items that only function for the alignment of the gauntlet . 
Magical items with an intelligence,e.g. eworde,are permitted a eave against 
being fooled i.e. they must roll under their intelligence on ldl2. If they 
do eave they may then atack their holder. In extreme caeee,e.g. a C/E 
thief with a Gauntlet of L/G trying to pick up and use a Holy Sword,a eave 
should be made every week rather than only once to see if the sword •twigs• . 

.0_0�LOV¥_ 
These leather gloves have a strip of metal along their edges that cause 
extra damage if used by a monk doing an •open hand• attack. They come in 
two typee:with a strip of Mithril and with a strip of Adamanite. The former 
gives a monk +l hit probability and does ld4 extra damage and the latter 
gives +2 and ld6 extra damage. These make monks able to hit Gargoylee,etc 
that are only harmed by magical attacks. 

ROPE OF TRICKS 

T h i s  ie a 20 ' long p iece of rope that can be used l i ke a " R ope Trick" s;ie l l .  
B y  throwing one end u p  into the air t h e  rope will hang vert ically and u p  t o  
6 people can climb it. On reaching the t op they enter an extra-dimensional 
space where they cannot be found and can stay for upto 1 hour ( 6  turns ) .  
A f t e r  this time (and earlier i f  they wish) t h ey reappear a t  t h e  top o f  the 
rope and climb down. However if someone has taken the rope away they w i l l  
fall to the ground taking 2d6 damage. 

ROPE OF TRICKER? 

This appears to be a Rope of Tricks but is , in some waye,more powerfu l .  It 
can be thrown into the air and will stand there but anyone who c l imbs to 
the top and vanishes doesn' t go to & n  extra-dimensional spa c e  but instead 
is turned invisible. He can then c l imb down and stay invisible , but he will 
l o s e  this when be attacks. Each person may only use this rope once a day. 
One of the best uses for this item is to fool people into b e l i evinf t�at 
you have gone when you are really s t i l l  the r e , and can hear what they are 
plott ing , etc. 

ROPE OP RESIDING 

This is a Rope of Tricks with no limit on how long you may stay in its 
extra-dimensional space. However this space moves about w i t h  the rope so 
i f  someone throws it into a pit then when you come out that is where you 
will be. Monsters often liTe in the space at the top of these ropes so it 
is advisable to be very careful the first time you use one as there might 
be a dragon at the top! 
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MAGICAL TINDERBOX 

Taken from a Hans Christian Anders•n story this apparently normal tinderbox 
is highly magical . I f  it is struck once a large dog will appear and serve 
the owner of the t inderbox faithfully . This dog can " d imension door" (36" 
rang e )  onc e a day and can be sent back to its own magical land on command. 
Its characteristics are : 4  hit dice , armour c lass 5 , move 9" , intelligenc e : high, 
attack: two 1 d6 front paws and a 1 d1 0  bit e , alignment : Lawful/Good. There is a 
10% chance that the dog will not obey a neutral master and a 2% chance that 
it will attack him. These rise to 25% and 5% for an evil master .  

I f  the tinderbox i s  s truck twi c e  i n  quick succession rather than the 
dog detailed above a larger one appears . This one is nearly 1 0 '  long and 
is the same as the above , exce?t for the following : may diriension door tw�ce 
a day (45" range ) , 6  hit dic e , armour class 3 , move 1 2" , intelligenc e : exceptional , 
attack: two 1 d8 front paws and a 1 d1 2  bite.  

S imilarly i f  the t inderbox is s truck three times in quick succession an 
even larger dog appears . This is the same as the above two except for : 
i t  can dimens ion door three tiC!es a day with 6011 range , 8  hit dic e , riove 1 811 , 
armour class 1 , intalligenc e : genius , attack: two 1 d 1 0  front paws ,and a 2d8 bit e .  

I f  killed a dog vanishes and can never be  sumooned again. I t  i s  poss ible 
to  bring all three dogs ( or j ust two) to s erve simultaneously . This is done 
by s triking the t inderbox enough t ines to sunmon one dog , then leaving it 
for one segoent and then striking it enough tines to sumrion another dog . 

CURSED TINDERBOX 

This appears to be a desirable �agical 
t inderbox but if it is s truck a Demon 
type I will appear and attack. There 
is a 05% chance that the demon will 
serve the owner of this t inderbox ( i f  
h e  is C/E , N/E or L/E aligned ) but the 
noment he st ops touching i t  the demon 
is fre ed and will take the t inderbox 
( and its unfortunat e  owner ) to  Hell 
or some other Out er Plan e .  

EYES OF VIEWING 

When these cusps are plac ed over the eyes 
they make their user able to  see out-of'­
phase and invisible creatures and obj ect� . 
Eowever ,whilst they are being 1'0rn their 
user cannot see anything but out-of-phase 
and invisible things so he-i's ver;· open 
to a suprise attack or pick pocket ing 
attempts . 

SANCTUARY SCARAB 

This scarab is made fror:. s olid gold and has s everal ;:;er;s er.crusted in i t , 
making it worth 5000gp for this alone . However its value is far hi[� er 
because it has been endowed with powerful �agic . If held aloft all cre• t�res 
t hat view the scarab must save vs spells or be unable to attack the sc[,.r•\: ' s  
rossessor . They r�ust act as i f  hit b y  a "S anc tuary" spell. 

The possessor of the scarab nay �ifht and cast spells but i f  he attacks 
a creature that failed to save ac;ainst t!·.e scarab that creature is i;iven 
another at tempt at saYing . Thie happens each time the creature i s  attac ked .  
All charac ter classes r•.ay use tl:is scarab and it has 5 0  charges . I t  M Y  ":: e 
fully recharged by a "Wish" spel l , a  Limited Wish will renew 1 5  charges . 
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SPELL SWORDS 

T h es e  magical weapons c ome in a greut var i e t y  o! power . Apart from a 
normal n'ag i c a l  bonus to h i t  ( from +1 to +4 ) t h e s e  swords also have a 
s p e l l  ins i d e  t � em and each t i n e  they hit an o; - onent t he a � propriate 
s p e l l is cas t upon him. Due t o  the extrei:;e power o: tr.ese i t erns the 
duration , e t c  of spells caus e d  by them is the same as it would be i i  a 
20th level HU had cast the s p e l l .  These swords have intelligence scores 
o f  6 + 1 d6 and ego s c ores of 8+1 d4 . They c ome i n  a l l  a l ignment s .  The vast 
maj ority o f  s pe l l  swords are l ong swords , but there are a few short spell 
swords . The i:ic;her the to hit bonus of a sword the r:,ore powerful the 
s p e l l  ins i d e  i t .  For details of exactly wha t s ; e l l s  are c arried s e e  tab l e .  
W eapon 

+1 sword 

+2 sword 

+3 sword 

+4 sword 

R e duce ( reversed Enlarge ) ,Shocking Grasp ,S leep 

Enfeeblement (as Ray spe l l ) , S care , S l ow , C onfus i on , Fear 

F e eblemind , Deat h , Disintegra t e ,Flesh t o  S t one 

Power W or d : S tun,Power Word : Blind , Power Word : Kill 

S LIME PO'l'IOllS 

CURSED WAR HAMMER 
This appears t o  be a s t andard magical 
war hallll:er but it is in fac t cur s e d .  
In m e l e e  i t  acts as a normal war hammer 
but if it is thrown it w i l l  fly throueh 
the air i n  a l oop and c om e  back and hit 
its thrower , d oing 3d6 damage . I t  bat e s  
dwarves and i f  thrown b y  one w i l l  l oo� 
back and hit h i m  for 4d8 damaee ( look 
out dwarves 1 ) • 

These appear to be normal pot i ons , full of green , oc hre or colourless l i qui d .  
Yes , you geeased it ( the ochre gave i t  away ) they ' r e full of green slime , 
ochre j e l ly or gelatinous cube under high pressure and if s om e one is s tupid 
enough to remove the stopper from one o f  them out will c cm e  the nas ties 
( c overing everything within 1 5 ' )  and people will start getting paralyze d ,  
d i ssolved and other horrible things . Great funl 

BOOTS 01' J'LO.l'fIBG 

Anyone wearing a pair of these boots will be able to walk qui t e  safely 
over aay l iquid or semi-liquid surfa c e .  They will enable him t o  cross 
lakes , rivers , bogs , marshes , etc and will stop him sinking into deep snow . 
They can do this because they are able to reduce weight plac e d  upon their 
to an incredible degree. For the same reason anyone wearing ttese boots 
w i l l  lea•e no tracks as he walks . 

T h is is a Tenser • s  Floating Disc with 
a Per�nc7 spell cast UJIOn i t .  When 
f ound it will have a Plat i num piece 
a t  its centre with the letter "T" ( for 
Tenser) .. itl . • Vlloe'Hr holu · this · coi11 
ia able to c ontrol the disc . It must 
at87 vithiD 100 1 (10" ) of its controller 
b ut otherwise can carey weight and 
moye about just aa a standard floatill8 
disc . 
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GEM OP BEAUTY 

Thie ie a large,glittering diamond 
(worth 5000gp) that ie eo lovely 
that every living creature that 
views it must eave ve epelle or be 
compelled to own it,taking it by 
force if necessary. Thie ie a good 
item to play on a normally peaceful 
L/G party of adventurers. 

ANTI SPELL SHIELD 

Thie ie an extremely powerful defensive aid for Pightere and eubclaeeee 
of Pightere. It ie a large,circular shield and ie able to block epelle. 
If a mieeile-type spell (magic mieeile,lightning bolt,dieintegrate,etc) 
if fired at the bearer of this shield he can try to block it. To do this 
he must roll under hie DEX on 3d6. If he ie eucceeeful he hae been able 
to move the shield into the path of the spell and the shield hae absorbed 
the spell. It can absorb up to 30 levels of epelle (10 3rd level, 5 sixth 
level,etc) and the moment it takes more than this it will break (NB: the 
epelle are not then released). Once broken the shield ie ueeleee. 

HELM OP COMMUNICATION 

These helms are very useful and 
exist in quite large numbers. 
They are used for long distance 
communication because a wearer 
of one can speak and everyone 
else within 100 miles also wearing 
one will be able to hear what he 
eaye. A few helms can translate 
the speech to aid understanding. 

DEMON POTION 

Thie ie a small bottle full of some vile-coloured liquid which ie the 
eeeence of a demon. The bottle hae a label on which ie the demon's name 
and each time this ie spoken aloud there ie a 05• chance that the demon 
will be enraged and come out of hie bottle, forming in 1 melee round. If 
the top of the bottle ie removed the demon will come out and form (and then 
attack). An easy way to kill the demon ie to pour a vial of Holy Water into 
the bottle before the demon can get out. If someone attempts this they must 
roll under their DEX on ld20 to be eucceeeful. If they fail the demon ie 
out of the bottle and will have to be slain in the normal way. 

GEM OP HEAT/COLD 

These very small (1/2• acroee) gems are ueeable 
by druids only. They are slightly magnetic 
and will stick to any metal surface. Once 
attached they will start to heat/cool the 
metal ae per Heat/Chill Metal spell. If 
spotted and removed the effect ends and the 
gem can be used again but otherwise the gem 
ie destroyed when it reaches the moat extreme 
heat/cold possible. 
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There are two types of ad in 

11The Beholder11:full page and 

half page. Full page ads are 

£ 5 , half page are f, "l. If 

you want an ad send Mike a 

cheque for the appropriate 

ammount together with the ad. 

The ad must be on A4 paper 

(on the bottom half if it is 

only a half page ad) and will 

be printed just as we recieve 

it. Please state which issue 

you would like your ad to 

appear in and also whether you 

want your money back if we can't 

fit it in and plan to put it 

into the next issue. 

COPY RIG ft 

"The Beholder" is Copyrighted 

by M. G.Stoner and G.R.J.Duke. 

NOW: 

IOSCRIP.rIOJIS 

If you want to subscribe to "The 

Beholder" send a cheque made out to 

M.G.Stoner for a multiple of 4op and 

that is hov .many issues you will get. 

f?r example £2.00 would get you the 

next five issues. Don't forget to 

send your address and also please 

state which issue you would like to 

start your sub with. If you live 

outside the UK and want a sub send us 

75p per issue , this will enable us to 

send airmail. All subscriptions 

should be sent to Mike. 

IF YOU WANT TO SUPPORT US PLEASE GET 

A SUB. IF YOU DO YOU WILL BE CERTA!N 

OF GETTING ISSUES AND YOU WILL AL.50 

GET THEM BEFORE YOU COULD IN THE SHOPS. 

TRADE ENQUIRIES 

The best way to find something out 

is to phone (see Editorial). 

This issue we haven't included a "Competition Chronicles" i.e. a recount 

of an adventure in the Pyrus Complex. We want � to do one. Send us a 

story of a game in the Pyrus Complex,typed if possible but this is not 

essential, and we will choose the best,type it out and print it in a 

future issue of "The Beholder". The writer of this story will "eei·H one 

(or maybe even two or more) free issues or have his subscrirtion extended. 

Come on,get writing! Send your entry to Mike as soon as possible. 
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