


-E.Ief 'PJl&s is g&&# t o  be ttbe f i r e t  late ism 92 ""PZIe BakoEd(i@, 
8 -  ~ t * u p  B w I ~ B ~ ~  fltrr&Lieh> D W  %%a*. ~ S U  pPQb8blr &= bg otm tb*t 
DUI) e t w  $ 0 ~  B?sqpasr i n4  &illgasa, produead % 1Y1B Iokbfa Xn6, PeaI 
~ r r u  7-56, kircr i~llarrrr, w S e t e ~ . i n  43143, Mmma. ~ b ~ h * i r  Br%t$eh sutrrid%az~ 
1s %SIk IwX) a t  %'ha Hill, Ihrrtborr Bead, Cubridge CBl kAD, T%E $6 C3,o 
a r m t f a a  oZ %b.r iolLoulw illosWi-oaa < ? I  prim 

0. B t c m m ~  o i  P u W f ,  Beerkfq, Burcot BE4 tBT f 'PIIi R ' U q  87233) 
uad 
@* St+ J. POL* of 7 Bi&hVooilblr Lu&bwhead, S i u r * ~  (Sef t LsH.cd 737223. 
m o  r i W  Wb-Q tb% etawted khLe ' u&to~ia l  is caqQd, u feh 

- g\01um&, bj ktPe fa#% 1tut tk ie  iua~e  ~f W U  im p i n s  &a ba la%*, w b *  
b~ ar wwh a8 we-. B e  $ 0 4  %m oawod hy o w  ltol%&$a Otrl.rlappfn8, 
s U * i l b ~  W t  PB* t-b* W t w m e l !  UEetl b6*h b 7 e  fgd*bCa, ~bi4Yk 
Sa trbs Asgo&, %'li'~da it h a  t o  b* pr-lri€e$, ealla*edr akpLeLrd, rtt wfia]l 
pmhw brtriagr ur t o  uouad 10bb %rpte.B*r BaSorr, ospJ,m u a  f$a~lIJ  

tlr b* past.04 oat, f f a v o ~ l i t  t o  urke 99 200 tairr ZBBi19 w m  64 a 
bat .uQ CP#* %a ti- ?or Q.N. D.j '803. 
Eea'ttm~w c ~ ~ * P - t i * &  thrtr, 3 W k @ & m @ O  X I X  Y I I ~  am WqaLBf* 12hir*  
& 4wiW g w . o ~ i t a ~ a  f o r  a*, gaio3rrg s a e h . l  n#l rlibmriber6 i M  r o w 1  
aut3r26+ 19;rts t o  m e t  a Z w  %fi*nda Iuld ri*21) Ulerar F P I ~  rr-t 
tMJt i.W.0 

8- Og fan M7*  ice& ' E f u f  Warr W a r t  8& o&%@B~*@ iar '%'&@ dk3tthMd,8fn 
&r*$ X.&ue. Wmr3# t M  cap wunrtt labo&lra. We d&asw~e+il  twdi i n  tame 
&a -*at u32 of tit+* gl X Z l  cogdu  but i f  yaa aidatf g r t  rror 9g them 
4 emit ii(6ur* ww.& M u h  r@ol skaald be n]lea?c eft. Mke a r&sg re,d 
dt*Z& r5P be rrIe&-r.d sy. 
S ~ r q ,  but W+~V@I ~b BWU of t_h* rapr%s$a 01 9!3B& t* t l  Rabl*m~ 

*$.a ifasus W e  hrb top pzdoJftr, bat  ve aft%& hapa 09 hato at 
&taut utrrr dBlLt $8 t h e  J?8r a"- P y r  P l w *  sat* t ime v* m e  mold out 
.oT back Imsuua a w l  *%her thm 1 ECY TSS18 and 17% 
!&%h i#s+ l w b ~  %he Imw-rwrifed r u s 2 t J  ~ i l  kke QCCI &h&w OW* t o  
81% @a 3- YBO cllrt*s*h, it*. b*ot moat 'tc get such r h r g e  +emnao. 

Rika .nd Dgf 

a; c o R T s s r 8  

p e e  2. ". .I;di$ortriLl L @anteats P y a  1'+....17 YBMf-Eat Rocld (map) 
3..,.cofl Pbytaaa  . Pago 16..,*17 Uhemf-Bat ~ a a d  (drtafz) 

P y a  6,. . .P~vial# Pap@ 22.. . .FBea@Oa on., .TXe B o w  
Pwa ?* . a .F*ti-lt Page Z(r.,..Kkckilrg the Bwkat 
Page 8. .,*bCC * Fall-llf Byla 26. r ,+Everlaistin& Araotur? 
P a p  9...wF38 Drl~pkng Cham Page Z? , r . .H~n~t~r  Suuoaing 

B,B, Dmlt Zocgrt OIM. B*J '80I Bald 00 Sa tu rdq  27th geptr8beF at 
t b r  Iley6f. B ~ % f c u & f u r a l  Hall  f n  Loodon It p rw~isea  t o  br jo6t 
about tk* b-t md best son t h i s  a0011trg h.8 ever 8eea. BI 



STARRING : 

'Joe Gormless', Level 3, C / G .  Renowned for his outstanding wit and 
intelligence? Fighter. 

'Dunc the Monk' Level 3, N. Eric the Cleric's brother perhaps? 
'Flin Brisyowe' Level 3, N/E. An expert dart-thrower. Assassin. 
'The Illusionist1 Level 2, N Originally named? 

A day in the life of the Keynsham Gnoll Bashers, (KGB?) and not a typical 
example, I mlght add. 

'!Aha! a hatch." gesticulates Brietowe, "open it up, Joe." 
"Uh uh," replies Joe, (not as gormless as he looks). 
"OK" continues the assassin, "Illusionist, prepare something. Dunc, 

stand next to the hatch, mace in hand. Joe, open zt up carefully, keep a 
knife In your other hand. I'll bring up the rear if there's any aggro." 

'*No way," argues the monk, "you go in first." 
"After Joe." adds the illusionist, (Dl( smores). 
"God, just open it will you Joe." 
"OK!" 
"NOT YET!" Too late. 
"Oh sorry," apologises the fighter, closing the hatch. (The KGB are real 

role-players!) Verbally chastisxng the opener, tney descend the short stalrs. 
Xntering room one and faillng to open the two doors they consider: 

"Look for secret panels," suggests the monk. None of them want to be 
channeled down the West corridor. 

"GOOD GOD! WHAT'S THAT?!!" Large mean-looking gethrix advances along 
the west corridok, more than a moment of panic follows. 

"Prepare something Ill~sionist!'~ yells Bristowe, throwing a dart at it, 
(m effective, chortles the DH!) The cleric hurls his mace at the thing, 
gaining precious time while the gethrix hesitates to consider its wounded 
leg. Angrily it turns back to the party, they have not been idle. The 
illusionist casts 'Blindness1, good work, the gethrix stumbles, dropping its 
scythe. Fast thinking Duncan hurls his leather cap behind the creature. 
Startled, zt turns, thus allowing Joe the opportunity to mash its skull, Joe 
takes the opportunzty. Cautiously the party proceed, entering the gethrixls 
room they gather up some weapons and look around. Moving the slab they 
decide to descend, not liking the 'obvious1 exit. 

Half an hour is wasted in room twenty-eight, ("they're piercers, I tell 
you!") until the party move on to twenty-nine. Bristowe enters, seeing the 
geurans hiding shyly in a corner he decides on a new approach: 

"Hullo?" 
"Greetings," hazards a 'ulerd leggy thing1, )'you come in peace?" 
"t'h.....yeah." 
"Very well, er.ter and be seated." After the party have done so the 

thing continues, "What 1s your bualne~s here?" 
"We're geographers," saqs Srastowe, "we've come to...uh,...mzp the dungeon, 

(Dl! solggere, ccouxnc~ng!) :!ow e n t e r  Ah2 personality, Joe Gormless. 
Fenoves pipe, stacks barrel ic mouth and attempts to light mouthpiece, 
'wzerd leegy tkznqsl snigger. Remembering tobecco, Joe giv~s up lighting 
the mouthpiece and 1@0Pa for scme, ignorine; Joe's attempts to stcrff tob- 
acco down the wrong end, Srlstowe continues: 

"Teahsp~ ~ o u  could p I ~ e  u~ sonc. ... uh....lnfor~ation?" 
"k'r can  do more thati -.rat,'. he wseka, know, S U ~ ~ C ? ,  nxdge?" Bristcve 

doer nut ..r cw, z g r o r - r g  +.-e creh~rtx-e . e s ~ n t  rr5zes: 



"Perhaps we can....umm....complete a  t a s k  f o r  you?" 
"Indeed." s a y s  t h e  t h i n g ,  v S k u l l u e t s ,  we h a t e  them, you k i l l  them a l l  

and we g i v e  you i n f o r m a t i n  and..." 
"OK." s a y s  Rr is towe,  wondering what t n e y ' r e  going t o  g i v e  him, "Uh... 

where a r e  they?"  
i n s t r u c t s  t h e  th ing .  I t  l e a d s  them a l o n g  a  s h o r t  passage t h a t  

e v e n t u a l l y  oaens  ou t  a t  t h e  base  of  a  l a r g e  c r a t e r .  "Up there ."  g e s t u r e s  
t h e  t h i n g ,  i n d i c a t i n g  tt-e c l i f f s  above. Undercover of t h e  aaseage ,  t h e  
p a r t y  can s e e  b l a c k  shapes  moving on t h e  c l i f f s .  " K i l l  them all." s a y s  t k e  
th lng .  The c r e a t u r e  t e l l s  them t h a t  t h e  only  way up t o  t h e i r  l e v e l  was 
through t h e  'upper  comnlex'. He e s c o r t s  t h e n  t o  t h e  g e t h r i x ' s  room and 
b i d s  them good luck. Narrowly avo ld ing  a  f a l l i n g  s f a l l i n g  axe  (which 
se rved  its purpose admirably)  they  wander through t h e  h a l l  of  s t a t u e s ,  
h a l t i n g  momentarily a t  t h e  f o u n t a i n  t h e r  con t inue  c a r e f u l l y  down t h e  lower 
west passage. Reaching t h e  c l i f f - o p e n i n g  they  dec ide  t o  r e t u r n  t o  t h e  foun- 
t a i n ,  on t h e  way they  meet a  dwarf. 

"Halt!" c r i e s  t h e  dwarf ,  "what do you here?" 
"We seek  t h e  sku l l e t a . "  s a y s  Br i s towe  t r u t h f u l l y ,  wishing t o  nake f r i e n d s  

w i t h  t h e  dwarf. 
"Ah," g r i n s  t h e  dwarf ,  "come, I w i l l  summon Grimbari." 
"What?" s a y s  Br is towe,  mishear ing him. 
"I s a i d ,  I w i l l  summon Grimbar i ,  come." 
"Are you s u r e  you d i d n ' t  s a y  gob l in?"  
"1 s a i d  Grimbar i ,  come." 
"1 swear he s a i d  gob l in , "  wh i spe r s  Br is towe t o  t h e  monk a s  t h e y  fo l low,  

I1watch ou t  f o r  goblins." They fo l low t h e  dwarf around a  c o r n e r ,  he knocks 
on a  l a r g e  door. 

"I warn you," s a y s  Br is towe,  " i f  t h e r e ' s  a  g o b l i n  i n  there:.." The dwarf 
g r i n s ,  e n t e r  Grimbar l ,  t h e  dvarf, s l g h s  from t h e  pa r ty .  

"Ah," g r u n t s  Grimbar i ,  "come in." They e n t e r ,  s e a t i n g  themselves  on t h e  
unkempt f l o o r  they  e x p l a i n  t h a t  t hey  a r e  ' p e s t  c o n t r o l l e r s ' ,  t h a t  t h e  s k u l l -  
e t s  ha re  t o  be d e a l t  w i t h ,  and t h a t  t h e y  a r e  t h e r e  t o  make s u r e  n o t  one 
escapes  a l i v e .  Grimbar i  nods,  "You a r e  payed f o r  t h i s ? "  

"Indeed." s a y s  Bristowe. 
"How much?" 
I1Uh....200 go1 pieces." s a y s  Br is towe,  i n v e n t i n g  a f i g u r e .  
"Rmm" c o n s i d e r s  t h e  dwarf,  "1 have a  p e s t  you might d i s p o s e  of." he  

sugges t s ,  "1 can only  pay 1500ap, b u t  it l a  o ~ l y  one b e a s t ,  f a r  e a s i e r  t h a n  
t h e  s k u l l e t s ,  ( l i e ) . "  

Always open t o  s u g g e s t i o n s  t h e  p a r t y  agrees .  Grimbar i  e x p l a i n s  t h a t  t h e  
t h i n g  h i d e s  somewhere i n  t h e  fountain-complex; t h a t  no one has  e v e r  l i v e d  t o  
d e s c r i b e  it and t h a t  it only  a t t a c k s  l o n e  adven tu re r s .  The p a r t y  c o n s i d e r s :  

"We need something t h a t  l ooks  human t o  lurs i t  out ,"  s u g g e s t s  t h e  
i l l u s i o n i s t ,  "a dummy perhaps ,  once i t  exposes  I t s e l f  by a t t a c k i n g  t h e  dummy, 
we move o u t  from behind a  c o r n e r  and nab it." 

"Dumay wouldn't  work,11 s a y s  t h e  monk, "it wouldn ' t  s m e l l  l i k e  meat, we 
need a  corpse..." 

"The gethrix!" explodes  Bristowe. Nervously t h e  p a r t y  s t a l k  back t o  t h e  
g e t h r i x ' s  room, and r e t u r n ,  w i t h  t h e  corpse .  Now fo l lows  g e t h r i x  humanisa t ion 
a t t empts :  

"Use some l i p s t i c k  and eyeshadow from your  a s s a s s i n ' s  d i s g u i s e  kit.I1 
sugges t s  t h e  monk, he remembers it h a s n ' t  g o t  a head.., 

I l l u s i o n i s t  a s k s  t h e  dwarves i f  t hey  have a  wide-brim h a t  ( r aucous  laugh- 
t e r  i n  t h e  pa r ty ) .  Br is towe makes s e r i o u s  sugges t ion :  

"Shove a po le  i n  its back and walk it a l o n ~ ;  i n  f r o n t , "  (more raucous  
l augh te r ) .  

' ' I t ' d  l o o k  l i k e  t h e  damn Hunchback of !Jotre Dame." jokes  t h e  monk. 
"&uasimodo ha& a hunch, n o t  a  pole," snaps  Br i s towe ,  "damn s i l l y  c a l l i n g  

him t h e  pole-back of Notre  Dame." 
"Not q u i t e  t h e  same," a g r e e s  t h e  nonk, " n o v e r t h e l r ~ s ,  w e ' l l  t r y  it, 

i t  might j c s t  work:" 



squ ipped  wi th  a  s u i t a b l e  pole  t h e  p a r t y  s e t  o f f  towards t h e  foun ta in .  , 
Brisyowe s i l e n c e s  t h e  comical  monk who s u g g e s t s  t h e y ' l l  k i l l  t h e  b e a s t  e a s i l l y  
tiirougkA Laughter  a t  t h e  mess on t n e  end of  t h e  pole  t h a t  masquerades as  a  
I L " rap '  . 

Having wandered abou t  f o r  a  b i t ,  g e t h r i x  pole-back i d e s  becoming more and 
more unpopular ,  t h e y  s t o p  a t  t h e  foun ta in .  

" I ' v e  g o t  a  b e t t e r  i d e a , "  s a y s  t h e  monk, ':Bristowe, gou sit  he re  and t a l k  
t o  t h e  g e t h r i x ,  soone r  o r  l a t e r  t h e  t h i n g ' l l  a t t a c k  and we, hidden round t h e  
c o r n e r ,  w i l l  g e t  it." 

"OK." s u r r e n d e r s  Br is towe,  having decided t h e  non-existonce of t h e  t h i n g  
some t ime ago. He sits down by t h e  f o u n t a i n  and n z i t s .  lie doesn ' t  have 
t o  w a i t  l ong ,  a f t e r  t e n  minutes t h e  z y l l y k  r e v e a l s  i t s e l f .  Exploding th rough  
a  n a l l  t h e  c r e a t u r e  t e a r s  Br is towe l imb from limb. B o r r i f i e d ,  t h e  p a r t y  a c t .  
S e n s i b l y ,  t h e  monk h u r l s  a  hammer a t  t h e  c r e a t u r e s  mucus pouch. J o e  f i n i s h e s  
i t  o f f  w i t h  h i s  longsword, hacking it t o  p i e c e s ,  F l i n  Br is towe has  n o t  s u r -  
v ived t h e  o rdea l .  He g e t s  a n  honourable  b u r i a l  ("dutrp him i n  t h e  f o u n t a i n ,  
J o e ,  he was an awkward bugger anyway") and t h e  p a r t y  move on. 

C o l l e c t i n g  t h e i r  reward from t h e  dwai-vsfi t hey  dec ide  t o  f o r g e t  t h e  s k u l l -  
e t s  f o r  a w h i l e  and t r y  t o  o u s t  one of t h e i r  f s v o u r i t e  c r e s t u r e s ,  t h e  g i a n t  
s p i d e r .  Ga the r ing  some t o r c h e s  and d r y  s t r a w  they approach t h e  s p i d e r ' s  
passage,  l i g h t  it and run. F i f t e e n  minutes  l a t e r .  t h e  s p i d e r ,  webs end a l l  
have gone, on ly  a  f i n e  b l a c k  due t  remains.  

"Must have r u n  up t h e  passage," s u g g e s t s  t h e  mollk, no t  r c a l i s i n p  t h a t  it 
had been b u r n t  t o  a  c r i ~ p ,  " l e t ' s  go s e t  it." C ~ u t i o u s l y .  they advance,  
b u r s t i n g  i n t o  a  room they  f i n d  no s p i d e r ;  

"Kothing here.T" s t a t e s  t h e  i l l u s i o n i s t ,  " c a r e f u l ,  i t ' s  probably  behind 
t h e  d m p e s ,  n o t  much p o i n t  t a k i n g  t h e s e  weapons, co rpses  look harmless.'l 

C e r e f u l l y ,  t h e  monk p u l l s  back t h e  d rapes ,  no spic isr ,  a  s a s s a g e ,  t hey  
advance, ( check ing  t h e  c e i l i n g ) .  They e n t e r ,  a  b e a u t i f u l  sword l i e s  upon 
a f f i rb l e  s l a b ,  J o e  w a n t s  it. The i l l u s i o n i s t  a l s o  wznts i t .  A ~ l i o r t  coa- 
v e r s a t i o n  t a k e s  p l a c e ,  fo l lowed  by a  s h o r t  p e r i o d  of chaoe i n  which a n  i l l u s -  
i o n i s t  Secomes a  omsar on t h e  s o u t h  w a l l  and t h e  nonk b e c n a e ~  very  uo r r i ed .  
J o e  g e t s  t h e  sword. J o e  and t h e  wor r i ed  monk r e t u r a  t o  t h e  dwames. Gr imbar i ,  
d i s t r e s s e d  by ;ceVs gosess ion ,  g r e e t s  them. Ta lk ing  t o  C r i a 3 a r i  i n  p r i v a t e  
r e v e a l s  t h e  5onks f e a r s  t o  be t r u e .  The svord  manipula tes  its ownrr. 

"Bad I Yaown, I would have sC,oppa3 you," s a y s  Grirebari ,  "It wzs a foolj.sf. 
Geed, we mufit s ecove r  t h e  b l ade  and r e t u r n  i t ,  f i n d  a  new guardian." 

"The o l d  one wasn ' t  auch cop." r e ? l i e s  tke ~ o n k .  "Never theless ,  i t ' s  declth 
ead s h a ~ o  i n  J o e ' s  hands ,  haw do we r e c o v e r  i t ? "  A!: t h a t  moment a young dwa.rf 
enir o r s .  

"Be is as leep."  s a y s  t h e  youfn. 
"Goo.i." S r r i ~ b a r i  and t h e  monk l e a v e  tte r a m .  T l c q  cpen t h e  door  t o  t h e  

a d j a c e n t  room s i l e n t l y ,  and e n t e r .  Joa is a ~ l e e p  upon h i s  sword. 
"OK." whiepere  t h e  monk, "1'11 i i i t  him q u i t e  -hat: i n  tht .  temple wi th  cy 

sp.  i e d  mace t o  :knock him out .  !"'?ou'll k i l l  me s tone  deadi i '  r a g e s  t h e  p l a y e r ,  
" I ' m  a tact judge." r e p l i e s  t h e  monk. "Aaaagh you h@!*?id. 'I demand $0 wake 
up!" 1 

"Blast ." CL!FS~R t h e  monk, (convincingly?!  " I % e  k i l l e d  him.'! 
"A giiy.'! s a y e  Grimbar i ,  ( e q u a l l y  conv inc ing ly? ) .  The monk d e c i d e s  t o  

e x i t  t h e  complex whi l e  he still has  tl:e c sancc?  (lesvin& t h e  s w o r d b e h i n d )  
.....y e s  f o l k s ,  t h i s  is real ro le-playing!  

BZOF-PWE:-  We've j u s t  b e ~ r d  that M-Scoit 111 h a s  been CABCEUFT). 



Valkenburg C a s t l e  is a n o t h e r  i n  t h e  s e r i e s  of  e x c e l i e n t  s i m u l a t i o n s  pro- 
duced by t h e  American company, Task Force  Games. 

For your S2.75 you g e t  a  16x20 i n c h  mapsheet,  a s e t  of 54 c o u n t e r s  and 
a  twenty-six page book of  r u l e s .  

The board is i n  f a c t  a p lan  of  t h e  dungeons (haven ' t  I hea rd  t h a t  term 
somewhere b e f o r e  7 )  beneath  Valkenburg C a s t l e .  I t  is p r i n t e d  i n  b l a c k  and 
r e d  on t h i n  c a r d  v h i c h  does  t e n d  t o  wear away a l o n g  t h e  f o l d s .  

P i e c e s  come i n  s e v e r a l  t ypes :  good/evi l  squads  (cannon f o d d e r ) ,  magic- 
u s e r s ,  l e a d e r s  (who improve a squads  f i g h t i n g  a b i l i t y ) ,  a  hardy dwarf (vho 
always a i d s  t h e  good a i d e ) ,  b u r g l a r s  ( u s e f u l  only  f o r  opening l o c k s  and 
d e t e c t i n g  t r a p s ) ,  s e v e r a l  t y p e s  o f  monsters  (which you randomly meet and 
g e t  k i l l e d  by ) ,  s p e c i a a  equipment c o u n t e r s  ( e x p l o s i v e s ,  used on ly  by t h e  
dwarf,  and c l imbing g e a r ,  t o  descend i n t o  t h e  dreaded p i t ) ,  magical  
weapons and a  couple  of  modern t r o o p  squad6 (wie ld ing  t h e  myst ic  sub-mach- 
i n e  gun) who a r e  supposed t o  have f a I l e n  through a  t ime warp. 

The game's r a t i o n a l e  e x p l a i n s  t h a t  a descendant  of  t h e  c a s t l e ' s  o r i g -  
i n a l  owner has  ga the red  t o g e t h e r  h i s  t r u s t y  ( b u t  expendable)  t r o o p s  f o r  
a  f o r a y  i n t o  t h e  c a s t l e ' s  dungeons f o r  t h e  purpose of  (depending on t h e  
s c e n a r i o )  orc/dragon s l a y i n g ,  maiden r e s c u i n g  o r  t r e a s u r e  seeking.  

Se fo re  t h e  game can start each p l a y e r  must n o t e  hov many men/oacs t h e r e  
a r e  i n  each of  h i s  squads  ( u p  t o  a  maximum of 12 people) .  The e v i l  p l a y e r  
(no th ing  p e r s o n a l )  t h e n  p l a c e s  h i s  o r c  squads  i n  gnard  rooms ( f a c e  dovn t o  
confuse  t h e  f o r c e s  of  good) where they  s i t  w a i t i n g  t o  a t t a c k e d  and d i s t -  
r i b u t e s  t h e  monsters  ( b e r s e r k e r ,  s p i d e r ,  shaslan e t c ) ,  e i t h e r  randomly o r  
a s  p a r t  of t h e  de fend ing ,  e v i l  fo rce .  

Now t h e  game commences, t h e  good p l a y e r ' s  f o r c e s  b u r s t  i n t o  t h e  dungeon 
marching s t e a d f a s t l y ,  s i n g i n g  b r a v e l y  and g e n e r a l l y  a l e r t i n g  any th ing  riad 
e v e r y t h i n g  w i t h i n  t h e  dungeon. The h e r o i c  avenger s  roam t h e  winding 
passages  s e a r c h i n g  f o r  o r c s ,  and a s  t h e  o r c s  a r e ,  by now, roaming t h e  
passages  s e a r c h i n g  f o r  h e r o i c  avenger s  t h e y  t end  t o  encounter  each o t h e r  
a lmost  immediately,  which i n t r o d u c e s  what I f e e l  is t h e  most d i s a r p o i n t i n g  
a s p e c t  of t h i s  game, combat. 

Combat is fough t  on t v o  ' s c a l e s ' , . i n d i v i d u a i  (man vs  man o r  w.n v s  
squad)  and squad (squad vs  squad o r  squad v s  one man). I n d i v i d u a l  combat 
uses  a  s i n g l e  d6 r o l l  a d j u s t e d  by c e r t a i n  f a c t o r s  ( t y p e  of armour wozn, 
c l a s s  of a t t a c k e r  e t c )  t o  determine t h e  number of  wounds i n f l i c t e d  on t h e  
defender .  

Squad combat is a l s o  based on t h e  humble d6, bu t  t h e  amount of damage 
done is heav i ly  dependent upon t h e  ' a s p e c t '  of t h e  b a t t l e .  Aspect is e i t h e r  
narrow, wide o r  open, depending on t h e  wid th  of t h e  a r e a  t h e  combat is 
t a k i n g  p lace  in .  A narrow a s p e c t  i s  used vheo t h e  f i g h t i n g  is i n  a t h i n  
c o r r i d o r  o r  through a doorway where t h e  a c t u a l  number of  men t h a t  can 
conf ron t  each o t h e r  is s m a l l  and t h u s  a  low number of  wounds a r e  i n f l i c t e d .  
Conversly,  w i t h  an  open a s p e c t ,  and a l a r g e  n-mber of  men a b l e  t o  i n v o l v e  
thense lves  i n  t h e  c o n f l i c t  a l a r e e  number of wounds a r e  caused. One wound 
w i l l  e i t h e r  k i l l  a  sqac? member o r  r educe  t h e  number of wounds fin i n d i v i d u a l  
o r  monster has  l e f t .  

The, a s  f a r  a s  I know, unique and somewhat odd t h i n g  about t h e  combat 
r e s u l t s  t a b l e  is t h a t  it is non- l inea r ,  i e .  damage does  n o t  i n c r e a s e  i n  
r e l a t i o n  t o  t h e  number r o l l e d  on t h e  d i ce .  For  examgle, i n  i n d i v i d u a l  
combat it is n o t  n c c e s s a r i l g  t h e  h i g h e s t  r e f u l t  t h a t  is t h e  b e s t ,  a r e s u l t  
of 4 i n f l i c t s  more asmahe t h a n  a 6. T h i s  l e c d e  t o  some s i t u a t i o r s  where 
a  man i n  heavy armour l e e t t i n g  a d i e  ffiodifier of  -?,  seemingly a n  a2van tage )  
w i l l  t a k e  more d e m ~ g e  t h a o  h i s  unarsnoured sq*uad-nrate. 

My main complaint  abou t  combat i a  t h t  it t e n d s  t o  s t s g a a t e .  Cnlzse  t h e  
good f o r c e  s p l i t s  up a t  an e a r l y  p o i n t  i n  t h e  game as soon a6 it nce t6  i ts 

( 6 )  



first group of orcs they tend just to stand where ever they met and slog it 
out. The designer says in the rulebook that he vanted to create a system 
of combat that involved the terrain of the dungeon and combat in three 
dimensions, and yet whenever I have played this game it seems to contain a 
minimum of movement except for rapid advancement of orc reinforcements 
from the guardrooms on the lower levels. 

It is a pity that the combat system is disappointing, for apart from this 
the game is well balanced with player skill the deciding factor. 

The use of magic is fairly limited due to the low number of magic-users, 
but even so a single spell man change the course of the game if cast at 
the right moment, with a spell point system being used to determine the 
number of spells a magic-user may cast (the choice must be made between one 
strong offensive spell, such as Fireball or several less powerful ones 
whlch use far fever spell pointts). 

Finally, there are a large rumber of optional/general rules which cover 
a variety of topics: the placement of random treasure and searching for the 
same, the use of explosives or sleep gas, special rules concerning the 
dragon end hie lair, the uee of modern veapons and the picking of locks 
are but a few examplee. 

Overall the game is well thought out and tha rules are lucid, if a bit 
long-winded. The playing system is good and I ' m  sure the game woule be 
a great success if combat was improved, not necessarily by Task Force Games 
for most wargamers should be able to adapt (or completely replace) the 
system to give an enjoyable gaae, although I feel it would be without the 
lasting quality of the earlier Task Force games such es Star Fleet Battles. 



At last we ate able to announce the name of the winners of the GCC, 
our biggest competition to date. Our congratulations go to the following 
three people (they're NOT in reverse order):- 

1st: Graham Staplehurst (Life after Death, Wordsearch, 17 Wharf Rat Road) 

2nd: Dare Daviee (Tunnels of Tungan, Tofl! Playtest) 

3rd: nark Allen (The Alchemist) 

Graham wins JZ5, a pack of dungeon floorplanr and 10 issues of TBH. 
Dave gets S3 and 6 issues 8f TBH while Uark has six issues added to 
his sub. 

Eack luck tb the rest of you, but don't despair your articles may still 
see the light of day in a future issue of TaB and get you standard 
contributors rate (roughly 1 free issue per page of material). 

IlIMI1IlWO:- D&D of all varieties is played o r e m  Saturday from 2 to 
9 o'clock at the Merseyside Games Association, 46 boh e a t e r  
Street, Liverpool. (next door but one to "Gamesw). Other 
FBP and boardgames too (5'44, Yrareller, C.E.) Board - 
wargames club meets Sunday 3 to 9. Pigtues and board 
warganes tlub on Thuredaye from 6 to 10. hpuire at 
HGamesn or ask for Paul Oakes at the club. 



H E  I, @ f ~ ~J C ~ ~ ~ Y  by G. p ~ ? e  

-3ackaround f o r  t h e  DM 
This s c e n a r i o  i.: d e s i ~ ~ n e d  f o r  about  s i x  2nd 

l e v e l  cha rac te r s .  The Dripping Chasm liFs a t  t h e  head of t h e  ? i v e r  
Cnderpine ( o r  any r i v e r  i n  your campaign;, dee:! i n  p ine  f o r e s t .  The 
adven tu re r s  w i l l  only  f i n d  i t  by fo l lowing  t h e  r i v e r  ups t rean.  

-3ackground f o r  t h e  P laye r s  
Local f o r e s t e r s  and t r a v e l l e r s  have been 

c o ~ ? i a l n i r , g  of r a i d s  from bandi ts .  They a r e  thought t o  be l a i r i n g  
somewhere up t h e  River  Underpine, though e x a c t l y  where none have de te r -  
mined f o r  t h e  band i t s  have l e f t  no t r a c k a b l e  trails. Due t o  t h e  nanp 
r a i d s ,  t h e  weal th  of  t h e s e  b a n d i t s  must now be considerable .  



-The Recent E i s t o r y  o f  t h e  Dripping Chasa ( for  t h e  3hd on ly )  

30 y e a r s  aco;  t h e  'Chasm was unknown t o  c i v i l i s e d  -.an, when t h e  good 
c l e r i c  Sa9hel  cage a c r o s s  I t  and found the  n o r t h  en t r ance  
l e a d i n g  t o  caverns  21  and 32. S ince  then he has remained 
a h e r n i t ,  e n l a r g i n g  t h e s e  'wo chambers. 

8 y e a r s  ago;  Saphel  a c c i d e n t a l l y  d i cove red  C3, a? a n c i e n t  c raveyard  where 
bodles  l a y  around a c e n t r a l  s g r i n g  ( t h e  wa te r s  of  which l e f t  
t h e  cavern v i a  two t u n n e i s  ( t o  G 2  and 2 5 ) ) .  30 voned t o  
p r o t e c t  them but h u r r i e d l y  r e t r e a t e d  t o  h i s  s h r i n e  (C2),  
hoping t h e  running wa te r  h e r e  would o f f e r  h i 2  s s a c t u a r y  
a g a i n s t  t n e  s o u l s  o f  t h e  dead. 

6 :rears ago; t h e  s a r i n g  i n  C3 v i r t u a l l y  t r i e d  ilp and now sends on ly  a 
t r i c k l e  o f  water  t o  G 2 ,  none t o  25. 

5 y e a r s  azo;  a g r i z z l y  (brown bea r ,  23HTK) discovered  t h e  s o u t h  en t r ance  
t o  t h e  caverns  and h a s  s i n c e  occupied G 1 ,  G 2  and G 3 .  

3 months ago; t h e  g r i z z l y  l e f t  t o  roam abroad f o r  a while.  
2 qonths ago; a band i t  group d i scove red  caverns  B1-6 and took ove r  G3 i n  

t h e  g r i z z l y ' s  absence.  They b u i l t  shacks  (B7-13) and t h e  
'Chasm became t h e i r  r a i d i n g  base. They b u i l t  a door  t o  
s e a l  o f f  G 1  and G2, b e l i e v i n g  them t o  be  haunted. 

4 days ago; t h e  b a n d i t s  t unne l l ed  i n t o  C 4  and from t h e r e  found C5. Craw- 
l i n g  up t h e  narrow o l d  r i v e r  cour se  t o  C 3 ,  they  d iscovered  
t h e  a n c i e n t  graveyard and l o o t e d  it. ?eing superstitious, 
they then r e t r e a t e d  and blocked t h e  passage  t o  C4 from G 3  
f e a r i n g ,  t h a t  t h e  dead x i g h t  r i s e  i n  revenge. 

3 days ago; Raphel, d i s c o v e r i n g  t h e  s a c r i l e g e  i n  t h e  tomb and knowing o f  
t h e  r e c e n t  a r r i v a l  o f  a b a n d i t  group,  remembered h i s  o l d  vow. 
Be r a i s e d  t e n  of t h e  dead t o  f o r %  zombies and c o ~ m m d e d  t h e 3  
t o  t a k e  revenge t h u s ;  'C lea r  a l l  o t h e r  men from t h e s e  caverns  
e r e  t h e  f u l l  moon r i s e s  ( A  days  h e r e a f t e r )  when you s h a l l  
r e t u r n  t o  your  s l e e p . '  

-A Desc r ip t ion  o f  t h e  Caverns o f  t h e  Dripping Chasm 

A l l  male b a n d i t s  a r e  l d 6  ETK and c a r r y  2d4gp u n l e s s  o the rwise  s t a t e d .  
Women a r e  l d 4  HTK, c h i l d r e n  ld2 .  Ne i the r  c a r r y  gold.  A l l  ( s a v e  c h i l d -  
r e n )  c a r r y  daggers.  Add i t iona l  weapons w i l l  be  s t a t e d .  

G 1  A small cavern use6 by t h e  b e a r  f o r  r e f u s e  - o l d  bedding ( f e r n s ) ,  
O b o n e s  and r o t t i n g  vege tab le  m a t t e r ,  broken b l a d e s  and r ipped  armour. 

The o l d  r i v e r  bed i s  1' deen,  mois t  and mossy. 
G2 A l a r g e  cavern;  t h e  b e a r  used  t o  s l e e p  i n  t h e  west  a l cove  and t h i s  

O i s  f u l l  of  dry  bracken. The o l d  s t ream bed i s  j u s t  6. deep and h a s  
a t r i c k l e  of water.  I t  i s  too  dark  ne re  f o r  mosses. An o ld  r o c k f a l l  
b locks  t h e  channel  t o  C3 (nh ich  i s  on ly  2 '  i n  d iameter ) .  The cavern 
i s  'haunted'  by b a t s ,  a  l a r g e  colony of which l i v e  here .  

The g r i z z l y  w i l l  r e t u r n  l d 6 h r s  a f t e r  t h e  adven tu re r s  a r r i v e .  
G 3  Th i s  cavern was used by t h e  g r i z z l y  f o r  summer s l e e o i n g ,  having a 

O n i c e  cool dra-ught . It has  s i n c e  been c l e a r e d  Sy t h e  b a n d i t s  ( t h e  
c r i z z l y  w i l l  be angry t o  d i scove r ) .  2ecentl.y a r o c k p i l e  has  been 
b u i i t  t o  block t n e  passage  t o  C4.  ?our b a n d i t s  ( A C T ,  s h o r t  swords) 
a r e  on guard. They t a l k  q u i e t l y ,  a wardog (11HTK) c u r l e d  a t  t h e i r  
f e e t .  The cavern i s  lit by a l a n t e r n  h a n ~ i n , ?  on a c e n t r a l  peg. 

C 1  S a p h e l l s  h e r l i t a g e .  I n  h e r e  a r e  a hard  bed, jug  of water ,  p l a t e  o f  
O b e r r i e s ,  box of s m i e s  and a guxted r a b b i t .  qaphel  rill be  h e r e  (25g)  

o r  i n  25 ( 6 3 % )  o r  23 (15%). Re i s  a 5 t h  l e v e l  c l e r i c  as fo l lows:  
S 12 1 1: tv 1 3  C 10 D 9 2h 6 LG 29HTK A C 3  hmmer & f l a i l  
Spe l l s :  Det. mil, Pur. F & 3, Pro.  vs -Wi, 2acse  Fea r ;  Au_mlrg, 

S. w &imals ,  3p i r .  Hmmer; .Qimate Dead. 
He has  f o r e o t t e n  human speech a d  c s c  u t t e r  on ly  magical  wofde. 

A t  ';he ?olnt g a r ~ e d  ' X '  i n  t z e  e n t r a n c e  passage  is  a p a r d v s i s  
(10) ~ l ~ ~ h  of warding ( p a r a l y s i s  l e s k s  7-10 t u r n s ,  password is ) 



aehlnd t h e  door j u s t  beyond t n i s  glyph i s  F- s r a l l  b e l l .  Yhen 
t h e  door i s  opened, t h e  r i n g i n 5  can be heard as f a r  as 22. 02 hear- 
i n q  ~ t ,  Raphel m i l l  c a s t  a Detect  d v i l .  He v i l l  atternpt t o  be 
f r i e n a i y  t o ~ a r d s  good cnarac te r s .  

C2 Raphe l ' s  s h r i n e .  A s t r e a x ,  5" deep ana 10 '  w i t e  ems  Con? t n e  west 
O s i C e  of t b l s  chanber. Any of the  an i i l a t e l  dead t ake  dE damage per  

s e c e n t  i n  t h i s  o r  m y  o t n e r  running water.  I n  t ' le n o r t h  a lcove i s  
an z i t a r  covere? i n  a gold-laced c l o t h  (68gp) on which a r e  two sil- 
ve r  s a n d l e s t i c k s  (24gp each).  Laid belor; t h e  c a n d l e s t i c k s  i s  an 
3115 swora which iiaphel nay bequeath t o  any l awfu l  good charac te r .  
I t  i s  +1, 1 2  i n t e l l i g e n c e ,  n e u t r a l  good; d e t e c t  e v i l  1" rad ius .  

'ken i n  here ,  Raphel kneels  praying on a -a t  be fo re  t h e  a l t a r ,  
a aowl of n u t s  and b e r r i e s  i n  one hand, a stic!: of incense  i n  t h e  
o the r .  Torches l i n e  t h e  w a l l s  and a r e  l i t  when paphei i s  here. zis  
only  f r i e n d ,  a canary,  f l i e s  f r e e l y  around i n  here.  I t  w i l l  not  
l eave  t h i s  ehailber. 

3 The m c i e n t  graveyard. I t  i s  a I a r -e  cavern,  rloned t o  50' high i n  
O t h e  cen t re ,  wi th  15 f l a t  s t o n e  s l a b s  8 '  by 4'  on t h e  f l o o r .  On 5 

of  t h e s e  l i e  bodies ,  a l l  j i s tu rbed  (by the  b a z d i t s ) ;  t h e  o t h e r  1 0  
have been an ina ted  by Saphel who may, i f  necessary ,  do t h e  same f o r  
t h e  5 remaining. The c e n t r a l  pool i s  s t i l l ,  t h e  sprint haviqg v i r -  
t u a l l y  d r i ed  u?. I t  c o ~ t a i n s  10 angular  roc4s ,  p ieces  o f  ~ i t h r i l  
o r e  con ta in ing  500gp worth of ~ i t h r i l .  The rocks s p a r k l e  under Fa- 
t e r .  

There a r e  2 zombies i n  here  ( 5  and IlETK). The old  r i v e r  
channel t o  t h e  west is  j u s t  2 '  i n  d i a a e t e r  and i s  blocked a t  t h e  Ear 
end by t h e  r o c k f a l l  i n  G2.  The southern channel passes  through a 
s t e e p  tvr is t ing tunne l  t o  C5. @--:II; sou th  e x i t  of t h i s  cavern is  S l ~ c k e d  by t h e  b a l l i t s  k C 3 .  ~ h u s  

zombies a r e  excavat ing a passage towardc B 4  which w i l l  go t h r o ~ g h  
2-4 hours a f t e r  t h e  adventurers  a r r i v e  a t  t h e  'Chasm. There a r e  8 
zombies i n  here,  6 excavat ing (3,4,7,9,10,15BTK) a?d 2 guarding t h e  
sou th  e x i t  (12 and 1dATKj. They work r e l e n t l e s s l y .  

(@$$?his chanber has s t a l a g o i t e s  and s t a l a c t i t e s  f a r r i n g  r i e r d  shadows 
i n  t o r c h l i g h t .  It is otherwise  empty. 

B 1  The south  en t rance  t o  t h i s  cavern is f r o a  t h e  ].edge Al ( d e t a i l e d  
O h i r e a f t e r )  and i s  h id len  by t r e e s  f r o r  ou t s idc .  The b a ~ l l t s  s t a b l e  

t h e i r  horses  Qere.  The 5 horses  i n  he re  beion5 t o  2 l i g h t  horsemen 
( A C 7 ,  s g e a r ) ,  E:re,"or t h e  Vagabond ( s e e  BlCj and Krarc and Zorft  ( s e e  
B12). , horses  a r e  out  on a r a i d  (10% accuwulabive chgmce of re turn-  
i n g  each hour ) ,  r idden by 2 l i g h t  harse-ien (ACS, l i g h t  crossbow) and 
liombean! (2116 l e v e l  Druid, AC8, s c i x t t a r ,  SI!"'K, s p e l l s  a l l  used (Pass 
1:ithout p a c e  on t h e  7 horses ,  Tr i ?  i n  anbushing a ~ r i c t i m ) ) .  

There a r e  2 guards (2nd l e v e l  n s ,  AC7, longsword, 11 and 12TK)  
i r i  he re  p l u s  t h e  2 l i g h t  horseaen f i r s t  ~ e n t i o q e d  above. Fuckets of 
~ a t e r ,   bale^ o f  hay, tack and harness  eye. are  ~ t r e w n  arcund t b e  
cavern. 

92 empty cavern with t h e  no1 empty stream cGurse runnjng through it. 
O T h e  nor th  door is of  ads and i s  l o c ~ e d .  
R7 A l a i t e r n  burns  :ow oc a ledge c a s t i n g  

O n e l g r e  l i g h t  on t h e  4 band i t s  i n  r h i s  . , 
cavor3 (ASS, spetun) .  3 of tkcm l i e  
;??ring on f h e  f l o ~ r ,  t h e  f o u r t h  sit6 'I!?- 
, -. l h  - . -.:a 5ac4 a g e i n s t  t 3 e  south  r-i: 
snaking z i l e n t i ~ .  There i s  an exin?;' *~ - " - ,  
In- rl,,e n jug on t b e  f i o o r ;  a l i  f o u r  a r e  J - I( 

, >?% --=%ken (-1 a i l  pro5. ). The : GF+ door  ' . k  s-; ,. .- i 

- eri<, a io:g iiirt2'n 7 fLi$b's of ~ t e - ~  - * -2' S :  x+ : 

-?',-!I onen ou t  i q  a con-eaied r scx  d s c ; ~  --_ 
- $7 - 

is the f o r e s t  above. Za;2hei does 1.0% 
9 2 - z  nf t h i s  door, n?r 3f tkr? f;rai,+'.or)~ + 

: 39: ~.:~:iou& hs l m o ~ i s  o r  8x1 of"ier cr.- , . 
trai ices t q  ",he ceverns.  

('1) 



B 4  A huge cevesn wi th  a rougrt a rched c e i l i n a  be tneen 20' aqd 50'  high.  
OIt ha8 been en la rged  i n t o  pn a p r o r i o a t e  rec txr ig le  by rough excava- 

t i on .  Towards t h e  s o u t h  end a r e  3 b a s i c  wooden t a b l e s  wi th  benches. 
On each t a b l e  a r e  cheeses ,  j ucs  o f  milk anc? wine, and noo?en p l a t " , e r s  
of n u t s  and b e r r i e s .  Cver t h e  e a s t e r n  f i r e ,  a  d e e r  i s  be ing  r o a s t e d  
(smoke e x j t s  v i a  a f l u  t o  B5 &?d thence  o u t s i d e ) .  

A t  t h e  t a b l e s  s i t  1 0  wonen ( p o m g  wenches, u n a m e d )  and 9 b a n d i t s  
(5x AC7, s h o r t  sword; 4x A%, l i g n t  c rosebna)  e a t i n g  and -?-&ins z e r r y .  
A t e n t h  b a n d i t ,  3 ran6 i sh  (4t:? Level 3 2 ,  1 6  s-crength, AC6, l o n g  sword, 
17d'i'K, po t ion  o f  s t r e n g t h  on b e l t )  r e c l i n e s  m t h  2 s e r v i n g  wenches on 
t h e   oft f u r s  ( b e a r  and f o x  p e l t s  i n  bad cond i t ion  - n o r t h  12gp i n  
a l l )  at t h e  n o r t h  end o f  t h e  cavern.  Ee i s  t h o  b a n d i t  l i e u t e n a n t .  

t t l a t  has  been g r e a t l y  excavated and no r  has  n e a r l y  smooth . The e a s t  en? i e  open, loo!cine o u t  on t h e  Dripping Zhasm; 
t h e r e  is  a s h e e r  drop t o  r a p i d s  50 '  below. An overhang b locks  t h e  
view above. 4 l ean - to  shacks  have been b u i l t  h e r e  3f  s tone .  

I t  is smoky due t o  t h e  f j r e  i n  EL$. 
B6 A s p r i n g  where t h e  b a n d i t s  ge-c  heir water.  The a a t e r  floy:is o u t  

O n o r t h r a r d s  rhrough a J' t g n n e l ;  i t  i s  p o s s i b l e  t o  crawl  a l o n g  h e r e  
t o  C 2  (by  t u r n i n z  l e f t )  o r  t o  a 40' w a t e r f a l l  i n t o  t h e  'Chasm (by - t u r n i n g  r i g h t ) .  

B7 A l ean - to  shack of s t o n e  b u i l t  under t h e  over-  
o-hang above k l .  It has  a s i n g l e  door a n d  no .. ~ f @ ' ~

~ i n d o w s .  An e v i l  s t e n c h  is  e 2 i t t e d  f r o n  t h e  W - - 7 . ~  
hovel. It c o n t a i n s  4 o l d  women a l l  l y i  
bracken beds covered i n  f i l t h .  They a r e  
S i r t y  and one has  an a c u t e  s k i n  ? i s p a s  
chance o f  c o n t r a c t i o n  f o r  a l l  vho e n t e  
hovel). :hey w i l l  ? - a i l  loud1 y aryone e n t e r s .  

B8 A s i z i l a r  shack t o  B7, thou&: has  a sindow. 
OIt is ~ u c h  c l e a n e r  an3 t h e r e  a r e  7 younger wo- 

nen wi th  two c h i l d r e n  i n  here .  There i s a  Jug  ' 
o f  wa te r  and  a churn o f  g o a t s '  a i l 7 <  i n  
northeast c o m e r .  Over t h e  T e s t  f i r e ,  
a r e  cooking 2 hedgehogs (: ). One vonen 
a s i l v e r  b r a c e l e t  (12:~).  

B9 Another s t o n e  hovel  a i t h  a s i n g l e  door (o  OA s i l g l ~  WODYI i s  c h u r i n g  sour  q o a ~ s '  m 
t o  nhee .~ ,  on R c e n t r a l  t a b l e .  S 
f i g h t  i n t r u d e r s  w i t h  a n e a t  c l e a v e r  (a  
axe).  Also i n  h e r e  a r e  3 churns  o f  a i  
,nicks, m a l l e t s  and c h i s e l s  a?d a 10:  l adde r .  

The c e i l i n g  o f  t h i s  hove l  i s  fo rye3  hy t ' le overharg .  There is 
ebn i n l a i d  ha t ch  door  where t h e  wa te r s  of  t h e  018 s t ream used t o  pour  
o ~ t .  This  l e a d s  t o  an 8 '  high, passage t o  B2. A guar.3 (2nd l e v e l  FNI 
-457, longsword, 16HTE, o p a l  r i n g  ( 3 5 9 )  on l e f t  hand) s t a n d s  j u s t  
above t h i s  ha t ch  sha rpen ing  h i s  daygar (a no i sy  ope ra t ion ) .  

A s t o n e  lean- to  shack i n  t h e  cavern 35, 15 :  i n  h e i j h t  w i th  a woolen 
roof.  I t  i s  lit by a l a n t e r n  hung c e n t r a l l y .  There a r e  2 wooclen 
beds covered i n  f u r s  (150 vrorth), a r m n d  t a b l e  on which a r e  a keg 
of a l e  (6gp) arrd a jewel led  dagger (L5gp), 3 spe tuns  %gainsA the 
3 o r t h  wa l l ,  a l i g h t  crossbnir and s box o f  20 b o l t s  (3  are 42) on one 
bed, and a locked c h e s t  beneath  t k e  saxe  bed (ke:~ on cha in  rstlnd 
S r e y o r t s  neck).  T h i s  cori tains 530g?, 4100sp a ~ ~ d  7 1 6 9 ~ 7 ,  15 s i l v e r  
Errn and anklebands ( l o o t e d  f r o n  t h e  b d i e s  i n  C 3 ;  worti: 15~7;C)gp a?d 
i 5 x l 0 - 9  - if t h e  z o ~ 3 l e s  s e n s e  an.yoge wi th  t h e s e  (1"  r a g e )  t hey  w i l l  
a t t a c k  a t  +2 t o  h i t  and +1 :ana.=%)-a.nd a p o t i o s  of l e ~ 5 t ~ t i c n .  3~ 
the  3t.7~1' he5 is E r r g o r ' s  age:' noy-n r  1 1 T 5 ,  i r a c a ~ ~ a c i t r , ~ ~ ? ) .  ;regor 
h i n s e l f  is a= f n l l o s s ,  be inq  a 5 t h  l e ~ e l  Ef: 
S 1 6  I 1 2  -F 1 5  C 15  D I1 Ch 15 lJE 271TK GC5 h a s k r 2  ~ ~ 3 r d

( t h e  sword is +1, 12 in t e l l i ge r . ce ,  c h s o t i c  e v i l ;  d e t e c t  inv-isiSle 
o b ' e c t s  1- ~ a ; i u s ) .  s l e e p s  on '~13 ye; <crossFov 834 3 ~ ~ d r 3  s t  h i s  
s i i e )  s i t h  h i -  p o t ,  a  neuk-a' ev5; blirilk doq (I~HT!:) cu-lec! at :lie 

(,z) f e e t ;  t?ough i t s  eyes  a r e  cloned,  L t  is  very  ~ u c : ~  make .  



Th;s i s  a  shack s i n i l a r  t o  B19. The l l n i e r n  i n  out and on t h e  3 a r e  
f l o o r  s l e e ?  5  b a n d i t s  (A27, s h o r t  snor". Each has  a  pq t ion  f l a s k ;  
a l l  conta ined wine, f o u r  a r e  now enpty ,  t h e  f i f t h  i s  f u l l  9f u r i n e :  

3 Lying around t h e  f l o o r  a r e  soae  ~ a ~ r e 3  and a -?-?rLe? s t i c k .  
(R12 The t o o r  t o  t h i s  shack i s  locked.  I n s i d e ,  Krarc and Zc r f+  (3rd  l e v e l  

FMs, hC6, 1 8  and 23HTK armed wi th  longswords and hand a x e s )  po re  ove r  
a  map,by t h e  l i g h t  o f  a candle ,on  a  c e n t r a l  t a b l e .  The s a p  shows 
a l l  t h e  s e c r e t  trails t o  t h e  nearby v i l l a g e s  and t r a d e r o u ~ e s  f r o a  
t h e  Dripping 3hasm. S leep ing  beneath  t h e  t a b l e  a r ?  2 wardogs ( 7  and 
13HTK). On t h e  f l o o r  a r e  3 l a r g e  f u r s  (6 ,4 and 3gp) on which !!ram, 
Zorf t  and Hornbeam ( s e e  B1) s l e e p  by n igh t .  B u i l t  on t o  t h e  n o r t h  
w a l l  i s  a  r e i n f o r c e d  oak ches t .  I t  is locked ( Z a r f t  has  t h e  key)  
and c o n t a i n s ,  beneath  a load  of s ack ing ,  24Osp. I t  has  a  f a l s e  baek 
which covers  a  n i c h e  i n  t h e  w a l l  con ta in ing  105gp, a amal l  fox  fir 
j acke t  (203gp) and a weak poison p o t i o n  (d8 daqage, +2 save) .  

Krarc h a s  a j a r  o f  Keoghtomfs Ointment i n  h i s  b e l t  pouch, o f  
which he has  used 1 a p p l i c a t i o n .  'Keoghto3's  c u r e '  is  i n s c r i b e d  on 
t h e  jar. 

El3 Another shack s i m i l a r  t o  B10. The door t o  t h i s  one i s  open and 0 o c c a s i o n a l  raucous  l a u g h t e r  may b e  heard from wi th in .  Here s i t  6 
b a n d i t s  (2x  AC7, s h o r t  sword; 2x AC8, spetum; 2x XC9, s h o r t  bow), 
one o f  whom i s  t e l l i n g  a t a l e .  He s i t s  beneath  t h e  c e n t r a l  l a q t e r n  
wi th  t h e  o t h e r s  grouped around him. One i s  dying o f  a  bad wound 
(1HTK) and i s  non-combatant. 

Rough r a g s  and c loaks  a r e  s t rewn on t h e  f l o o r  among which are 
s c a t t e r e d :  a  t i n d e r  box, a broken wine jug, a  small wooden s t a t u e t t e  
(carved by a  b a n d i t )  and bone c a s e  con ta in ing  a  blank p i e c e  o f  parch- 
ment. 

A t  t h e  time t h a t  t h e  adven tu re r s  a r r i v e  a t  t h e  'Chasm, 4  of t h e  
b a n d i t s  ( a p a r t  from t h o s e  3en t ioned  i n  91) a r e  o f f  on a  r a i d  on foo t .  
They are :  2x hC8, s p e t u a ;  2x AC8, s h o r t  bow. They w i l l  r e t n r n  i n  
5-10 boura and go t o  B4, wi th  t h e  fo l lowing  s p o i l s :  4 3 m ,  131sp and 
a  dagger +1, +2 vs  c r e a t u r e s  s 3 a l l e r  than  n&!-size?. 

A 1  A f l a t  l edge  half-way up t h e  c l i f f - f a c e  a t  t h e  sou th  end o f  t h e  > r ipp ing  
oChCsa. There a r e  f i v e  p o i n t s  of  a c c e s s ;  by a  c l i f f - p a t h  from t h e  sou th ,  

by a s t e e a  rock s c r e e  a: t h e  west  end o f  t h e  ledge ,  f r o 3  t h e  ha t ch  
door i n  E9, o r  f r o ?  G 1  o r  B1. There i s  an 80' drop f r o q  t h e  l edge  
an6 an 80 '  c l i f f  above i t ,  p a r t l y  overhangiag. 

6  d i r t y  c h i l d r e n  p l a y  on t h e  l edge ,  and 5 g o a t s  have e z t e n  t h e  
4 t r e e s  b a r e  of l e a v e s  a s  f a r  a s  t hey  can reach.  There a r e  two band- 
i t s  (,%C8, l i g h t  crossbow) a t  t h e  t o p  of t h e  c l i f f  pa th  and 2 (AC8, 
s h o r t  bow) a t  t h e  e a s t  end o f  t h e  ledge.  If under n t k r e a t  ( eg ;  a 
l a r g e  p a r t y  coning up t h e  c l i f f  p a t h )  t hey  may run 'io 31 and the re -  
a f t e r  t o  B4 f o r  help.  

A2 -!he n o r t h e r n  en t r ance  t o  t h e  cave rns  o f  t h e  
'Cham. This  i s  t h e  e n t r a n c e  t h a t  Raphel 
alwq?s u s e s ,  and it i s  w e l l  hidclen. 
approach pa th  runs  down t h e  c o u r s e  o f  +he 
atreax ( t h u s  h i l i q g  z y  t r a i l s ) ,  t hen  t u r n s  
r i g h t  Seneath  t h ?  cverhang n t  t h e  e x t r e a e  
e o r t h  end o f  t h e  Vhasn  where t h e  s t ream 
plunges t o  She r a v i n e  f l-oor.  I+ tiien +urns  
n o r t h  through a narrow c rack  i n t o  t h e  c l i f C  
face.  

3 o t e  t o  D z  This  i s  e s s e s + i r t l l ; ~  a l i v i o q  
i e ;  i t s  occupants a r e  st 
Also,  ensure  t h a t  t h e  b v l d f t  
w i th  i n t e l l i g e n c e  t o  any i n t  
-," 3>sn.JiiKL: ?-T m~ r$ad t h e  whole s c s n a r l o  / \  

tho;oug!ily b e f o r e  ruining $ t i  
it. 
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17 WHARF-RAT R O A D  

This is a fun D&D scenario along thelines of the Bar-room Brawl in h'hite 
Dwarf 11. It needs a DK and up to 13 players (DH's may add more charac- 
ters if they wish). Movement and combat arc simultaneous but otherwise 
normal AD&D rules are to be followed. Provided are a list of characters 
with aims and reasons enough to make Arthur Hailey look like Enid Elyton! 
There are also rules for any odd situations that nay occur, like pillow 
fights or hurling pots of bubbling stew. Finally, detailed plans of the 
warehouse at 17, Wharf-rat Road and Hafnor's house at 37 Qogue's Vharf 
are included, so that players may enjoy the game as fully as possible, 
and $he DM has as little to do as possible. 

CHARACTERS 
The characters are described in the following manner: strength/intelli- 

gence/wisdom/dexterity/constitution/charisma, race, level, class, hits to 
kill, hits to stun, armour clzss, alignment, movement, armour type. Then 
a paragraph description of the characters background end aims and finally 
any magical items he/she has. 

( 1 )  HAFNOR: 17/72/10/15/14/17, Human, 6th level Fighter, 45 Htk, 30 Hts, AC 4 
Lavful Neutral, 9 " ,  chainmail. 

You are a merchant navy captain, owner of 37 Rogue's Uharf, next door 
to the warehouse at 17, gharf-rat Road. You have a wife, Hisseel and a 
son, Pandecor. A merchant, known to have been invclved in shady deals, 
has entrusted you with what he described as "a very valuable object" that 
you must take to Daffjon City. It ia stored in the warehouse, but you 
do not know exactly where. You have heard rumours that some enterprising 
thieves are going to attempt to steal it, but you dare not go to the 
police, since they also vouid be suspicious of the merchant, thus you 
would lose the commision. Since you need this rather badly (being a com- 
~ulsfve gambler) you must not let the object be stolen. 

I,:agic Itens: +2 cutlass, Potions of Invulnerability, Xeutralise Poison, 
Di~inuption and Clairaudience. 

( 2 )  PAKDXOR: 13/11/8/36/11/6, Half-Elf, 2nd/3rd level Fighter/Thief, 12 Hek, 
24 Hts, AC 2, Chaotic Neutral, 12", chainmail. 

You are the son of a merchantman captain, Hafnor, who you despise and 
loatbe. Just recently, someone has stolen your girlfriend, Frithsli. On 
finding out :t was Aptamni, eon of the local baker, you have sent him an 
old note sent to SOU by Frithsli to meet outside the Eel & Anchor Inn one 
hour before sundown, where you intend to kill him. 

"gic Items: +I chainnail, magic main-gauche-fights &n left hand as 
normal dagger vith no penalties. 

(3) AFTAMKI: 11/17/13/13/11/:5, Elf, 5th level M-U, 8 Etk, 10 Uts, AC 10 
Neutral, 12", unarmoured. 

You are the son of the local baker. You have received a note from your 
new girlfriend to meet outside the ?el & Anchor Inn, but x t  looked some- 
whet faded and wasn't scented vith her usual perfume... 

Kagic Items: Ring of Amplification (TBH 9): slue Coral, jasper, Beryl. 
Scroll of Extension 111. 

(4) GILLIAY: 16/13/17/1~/10/17, Human, 6th level Monk, 22 Htk, 30 Hts: AC 3, 
iswful ;J~-~tral, 20", unarrroured. 

You are the Frl.-cess Gillian of Skematt, legal owr,er of of the Star of 
Shemstt, a huge ster sapphire. The Star was stolen some ~ontts ago and 
you are travelllne incognito trying to trace it. Staging at the Eel % 
Anchor Inn prior tc going h0u.e you were startled to hear ~t mentaoced. 



You t h e n  ove rhea rd  two men a t  a c o r n e r  t a b l e  ~ l anzz ing  t o  s t e a l  i t  from 
t h e  warehouse a t  17 ,  Uha r f - r a t  Road. You plan  t o  a t t a c k  them a f t e r  t hey  
have s t o l e n  i t  t o  r e t i e v e  it. 

..aglc I t e a s :  Xing of P r o t e c t i o n  + I ,  S r a c e r s  cf r e f e n s e :  AC 4 ,  Xecklace 
of  Adap ta t ion ,  P o t i o n s  of I n v i s i b i l i t y  & Water S rea th ing .  

(5)  MYSTIOR: 13/15/10/17/8/9, H a l f l i n g ,  4 t h  l e v e l  T h i e f ,  12  Htk, 15 E t s ,  AC 5,  
N e u t r a l  E v i l ,  12",  l e a t h e r  armour. 

S e a r i n g  of t h e  t h e f t  of t h e  marve;!oufi S t a r  of S h e n a t t ,  a s t a r  s a p p h i r e  
be long ing  t o  P r i n c e s s  G i l l i a n  o f  Shemat t ,  you have l e a r n t  t h a t  ~t i s  t o  be 
s o l d  t o  a merchant i n  Daf f jon  C i t y ,  b e i n g  t aken  aboa rd  a s h i p  tcmorrow. 
You p l a n  t o  r a i d  t h e  warehouse a t  1 7 ,  Wharf-rat  Xoad t o n i g h t .  You have 
2 lanned t h i s  job w i t h  your  comrade, E l k e n t i n ,  but  even s o  you do n o t  
t r u s t  him. 

Kagic I t ems :  +2 S l i n g  o f  Seek ing  

( 6 )  ELKENTIN: Sj15/10/16/12/10, Ha l f -E l f ,  3 rd /4 th  l e v e l  H-U/Thief, 12  Htk,  18Hts ,  
AC 6 ,  N e u t r a l  E v i l ,  ?O" , l ea the r  armow.  

You have p lanned t o  s t e a l  t h e  S t a r  o f  Shemat t ,  a s t a r  s a p p h i r e  of g r e a t  
va lue  from t h e  warehouse a t  1 7 ,  Wharf-rat  Road t o n i g h t .  w i t h  your comrade 
K y s t i o r ,  and have g o t  i n t o  p o s i t i o n  on t h e  roof  of 35,  Rogue's Kharf aa ready .  
You know t h a t  t h e r e  is a n i g h t  watchman, bu t  hope fu l ly  he  w i l l  n o t  be ex- 
p e c t i n g  anycne t h i s  e a r l y  i n  t h e  evening. 

b g i c  I t ems :  P o t i o n s  o f  F i r e  R e s i s t a n c e  & Cla i rvoyance ,  S c r o l l  of S h i e l d  
and F i r e  S h i e l d .  

( 7 )  BWANEFFT: 16/12/14/8/16/12, Female Half-Orc, 4 t h  l e v e l  C l e r i c ,  27 E t k ,  
35 f i t s ,  AC 2 ,  g", C h a o t i c  E v i l ,  chainmai l .  

You a r e  s e e k i n g  t h e  I d o l  of Bathsheeba,  a n  e v i l  goddess. Xaving found 
t h e  Tem?le o f  Gathsiieeba r e c e n t l y  p lunde red ,  you t r a c e d  t h e  i d o l  t o  a 3 e r -  
chan t  who bought it a s  a n  i n t e r e s t i n g  c u r i o  aad  t h e n  s o l d  it t o  a n  i s l a n d  
t r a d e r  due t o  l o a d  and s e t  s a i l  f rom Rogue's Wharf toinorrow. Despe ra t e  
t o    re vent i t  from f a l l i n g  i n t o  t h e  hands  o f  your  r e l i g i o n ' s  o p r e s s o r s ,  
you w i l l  do any th ing  t o  o b t a i n  i t ,  a n d  p l an  t o  r a i d  t h e  warehouse a t  1 7 ,  
Wharf-rat  Road t h i s  evening. Anyone may be your eoeny: 

:.!agic I t e n s :  +3 cha inma i1 ,Po t ions  o f  Gaseoue Form & Extra-Eeal ing .  

( 6 )  OtNACKETT: 1&(59)/8/13/l~/1:/10, b a r f ,  5 t h  l e v e l  F i p h t e r ,  34 Htk,  30 E t s ,  
AC 4 ,  Lawful Good, 8", banded armour. 

You a r e  t h e  harbour  guardsman, y o u r  job  be ing  t o  p a t r o l  Rogue's Wharf 
and  p r e v e n t  crime. You must answer c r i e s  f o r  h e l p ,  e s p e c i a l l y  from women. 

Fag ic  I t ems :  P o t i o n s  o f  L e v i t a t i o n  & ianmal C o ~ t r o l .  

( 9 )  CRITHOR THE CNE EYED: 1 6 / 1 ~ / 9 / 1 1 / 1 ~ / ~ 2 .  Eiumshr, 3rd  l e v e l  F i g h t e r ,  25 Xtk, 
20 H t s ,  AC 3, N e n t r a l  Good, a", s - l l n t  ma i l  & s h l e l d  

You a r e  nlghtwatchman i n s i d e  t i e  warehouse a t  1 7 ,  k k a r f - r a t  Eload. You 
a l s o  own a gua rd  dog whc gua rds  t h e  t a c k  door. He 16 a bardo: (2-2 HD, 
1 4  Htk,  AC 6 ,  12", b i t e  l / m r  f o r  2-81 who obeys b a s l c  corr,naads. You d o n ' t  
l i k e  f i g h t i n g  much s i n c e  you were b l i n d e 6  5n one eye ,  and w i l l  p r e f e r  So 
d e a l  w i t h  o r  s c a r e  o f f  anyone th rea t e? in :  : -..I. 

Magic I t e m s :  +I  b a s t a r d   word, P o t i o n s  of Plymorph ( s e l f )  & growth. 

(10) Z L C T Y  3: 19/0/6/12/18/3, E i l l  G i a n t ,  43 Htk, 50 9 t s ,  AC 4, Chao t i c  E v i l , l 2 "  
Y O L  ? r e  a young h z l l  g i a n t  l o c k i n g  f o r  a br l -v l ,  bvt  because  you 

a r e  drunk ycu  f l e h t  a t  -2. 



11) CRUISIS: 13/16/10/17/~+/3, Human, 5 t h  l e v e l  I l i u s i o ? i s t ,  1 3  Htk, 15 E t s ,  hC 7,  
Lawful E v i l ,  12", urarnoured.  

You a r e  a  merc5ant.  Your a s t r o l o g e r  has  I u s t  informed you t h a t  some- 
t h ~ n g  you ve lue  i c  abou t  t c  be s t o l e n .  S i n c e  you a r e  n e a r l y  broke and you 
a r e  banking on s e l l i c g  pour consignment of a n t i q u e  r e l i g i o u e  c u r i o s  t o  t h e  
s u p e r s t i t i o u s  i s l a n d e r s  of Vendwon f o r  a  huge p r o f i t ,  you a r e  r u s h i n g  t o  
t h e  warehouse a t  17 ,  k h a r f - r a t  Foad t o  make s u r e  t hey  a r e  a l - r i g h t .  I f  necess-  
a r y  you shou ld  t a k e  them home. 

!.iagic I t ems :  S c r o l l :  !-'inor C r e a t i o n .  Z e t e c t  I n v i s i b i l i t y ,  Emotion, Pa ra -  
l y s a t i o n ,  Shadow Door. 

12 )  JI!I'TZAM: 14/12/13/18/12/15. Human, 5 t h  l e v e l  A s s a s s i n ,  20 Htk, 20  E t s ,  AC 2 ,  
Lawful E v i l ,  l o " ,  s t udded  l e a t h e r  armour and buck le r .  F ine  s t r a n d  
n e t ,  8 'xE1. 2 o i l  f l a s k s ,  2  v i a l s  of a c i d ,  t i n d e r b o x ,  t o rch .  

You a r e  a  r a c k e t e e r ,  an6 you a r e  coming t o  b r i n g  Hafnor ,  t h e  merchant 
navy c a p t a i n  who l i v e s  a t  3 7  Bogue's Wharf, t o  acc -un t .  You have been 
t o l d  t o  maim Hafnor and cause  damage t o  p r o p e r t y  (w i thou t  t c t a l  d e s t r u c -  
t i o n )  s i n c e  he h a s  f a i l e d  t o  yay h i s  p r o t e c t i o n  money. 

Magic I tems:  Rope of Climbing, +4 longsword. Dagger c o a t e d  w i t h  poison. 

1 3 )  FINNSNATCH TRE RAZOR: 18(21)/-/-/13/15/8. Euman, l u n a t i c ,  1 2  Htk, 40 H t s ,  
AC 5 ,  nona l igned ,  12", cha inma i l .  

You a r e  a  2nd l e v e l  C l e r i c  who h a s  gone i n s a n e  when your  d e i t y  d i ed .  
T o t a l l y  g iven  over  t o  homicidal  mania, you have  j u s t  escaped from p r i s o n  
and have a  l ong  sword. You l o v e  k i l l i n g  women e s p e c i a l l y !  You a r e  r eck -  
l e e s  and have no more r ega rd  f o r  your own l i f e  t h a n  you have  f o r  o t h e r s .  

ECLES CF PLAY-use s t a n d e r d  .%D&D r u l e s ,  plus. .  . 
7- - r a y e r ?  each have a  c h a r s c t e r  w i th  a  b r i e f  r e a s o n  f o r  be ing  i n  t h e  v i c i n -  

i t y .  I f  wished, t h e  DM can award p o i n t s  f o r  o b j e c t i v e s  ga ined ,  people  
k i l l e d  o r  overcome e t c ,  and i n t r o d u c e  a  c o m p e t i t i v e  a i r  t o  t h e  game. It 
can j u s t  a s  e a s i l l y  be played j u s t  f o r  fun.  

s t a r t i n g  u o s i t i o n s  f o r  everyone a r e  g iven ,  S imul t aneons  rcovement is 
ache ived  by everyone w r i t i n g  d ~ w n  moves on paper.  Each s q u a r e  is t h e  equiu-  
a i e n t  o f  1". P l a y e r s  i f  movinp a t  over  h a i f  speed  a r e  runn ing ,  and t h i s  
r e s u l t s  i n  t h e  l o s s  of 1  H t s  p e r  round i t  i s  cont inued.  P i c k i n g  up a l i g h t  
o b j e c t  i s  t h e  e q u i v a l e n t  of 1'' o f  movement. E e a v i e r  o b j e c t s  t a k e  2" o r  3" 
and no running i s  p o s s i b l e .  Combat lasts t h e  e q u i v a l e n t  of h a l f  t h e  cha rac -  
t e r s  p o s s i b l e  move, and i f  l e s s  t h a n  h a l f  is  l e f t  t h e n  no s t r i k e  is  a l lowed  
t h a t  round. Note t h a t  c h a r a c t e r s  do c o t  have t o  w r i t e  down g r i d  r e f e r e n c e s  
when moving; a  move such  a s  " fo l l cw  Hafnor" is p e r f e c t l y  l e g a l .  Opening 
n door is 3". 

Combat tpay be conducted i n  two ways; s t r i k i n g  t o  k i l l  o r  t o  subdue. 
Thus Htk ceans  h i t s  t o  k i l l  and H t s  means h i t s  t o  subdue. food  c h a r a c t e r s  
w i l l  usuazzy s t r i k e  t o  subdue, whereas e v i l  c h a r a c t e r s  have no co=puncl ion  
e i t h e r  way. C h a r a c t e r s  may use  weapons t o  f i g h t  i n  e i t h e r  way, doing t h e  
s ane  daoage i n  e i t h e r  t ype  of combat. They may w e l l  a l s o  choose t o  u s e  non- 
l e t h a l  combat a s  o u t l i n e d  i n  t h e  DMG, and t h e  D?l shou ld  f a n i l i a r i d e  him- 
s e l f  w i t h  t h e s e  r u l e s  and work s u t  a n t  bonuses  e t c  f o r  p l a y e r s  b e f o r e  t h e  
game i f  t hey  w i l l  be u s i n g  t h e s e  r u l e s .  L a s t l y ,  C:f's nay w e l l  c a r e  t o  
t a k e  n o t e  of t t e s e  r u l e s  fo l lowing  abou t  iuiusual combat s i t u a t i o n s ,  such  as 
c h a i r s ,  b l a n k e t s  and b a r r e l s  b s i n g  tllrowr~ a rouna  e t c .  

a )  C h a i r s , b a r r e i s , s m a l l  t a b l e s :  E o l i  d8 i f  l i g h t ,  d l 3  i f  -e?ium, d l 2  i f  henv;~ 
f o r  e f f e c t s .  
Eange: below 9=2", 9-15 =3", 16-?c  =5", I ?  =?C" 
i i l t  pobab i - i i t y -no rma l .  I f  n i s a ,  r o l l  a d6: 
T -2= le f t ,  2 -&=f ron t ,  5 -6=r i ab t .  



*.: F "  '.r .T .p 
U.. r. f . " I U  

B a l l :  3 r o n t  door  locked and bo l t ed .  5 pegs f o r  c o a t s  w i t h  2  capes  hucg u? ;  - 
c h e s t  c o n t a i n i n g  3 p a i r s  of  sandalf i ,  1 p a i r  of b o o t s ,  6 walking s t i c k s .  

iorkroom: T'wo benches wi th  c e r p e n t e r ' s  t o o l s  ( sau ,  hammer, f i l e s ,  c h i s e l s  e t c  j 
and s m a l l  b locks  of  wood. There  i s  sawdust a l l  over ttle f l o o r ,  
3 f i n i s h e d  carved s h i p s  i n  a  l o c k e r  under t h e  bench; a  l i n e  f o r  
washing and peg bag; a  keg o f  v a r n i s h  (I* q u a r t s ) ;  p i ece  of l e a t h -  
e r  2 ' x3 '  and a  woven baske t  (3 ' x2 'x2 ' )  f i l l e d  wi th  washing. 

Lounge: The f i r e  Lhared wi th  t h e  k i t c h e n  is lit. A b a s k e t  c r n t a i o i n g  9 l o g s  
is j u s t  by it. Also around t h e  room a r e  3 l a r g e  (81x6 ' )  r u g s ,  3 low 
s o f a s ,  12 l a r g e  cush ions  ( k q x 4 ' ) ,  a  rock ing  c h a i r ,  5 sma l l  low t a b l e s ,  
and a  chef i t  w i t h  1 3  t a b l e c l o t h s ,  6 v a s e s ,  and 3 wine f l agons .  S t a i r s  
l e a d  up t o  t h e  f i r s t  f l o o r .  

Ki tchen:  A c a s t  i r o n  range,  which i s . l i t  and 13 l o g s  p i l e d  b e s i d e  it. Other  
c o n t e n t s :  l a r g e  oak t a b l e  w i t h  6 c h a i r s ;  washtub (4 '  d i a ,  23'  deep) ;  
cupboards  wi th  i )  8 cups ,  6 wine g o b l e t s ,  6 pewter  t anka rds ,  3 wine 
jugs ,  keg of  brandy, 6 kegs o f  b e e r  and 10 amphorae of mediocre wine 

, i i )  1 0  wooden bowls, 10 wooden p l a t e s ,  6 pewter  bowls, 6 pewter 
p l a t e s ,  3 f i r e d  c l a y  c a s s e r o l e s ,  12 long  skewers ,  4  copaer  sauoepang, 
a s s o r t e d  b l u n t  u t e n s i l s ,  mortar  & p e s t l e ,  2  chopping boards ,  6  mix- 
i n g  bowls and a r o l l i n g  pin.  i i i )  1 2  each pewter  k n i f e ,  f o r k ,  
spoon and s m a l l  f o r k ,  6  l a d l e s ,  2  l a r g e  k n i v e s ,  4  sma l l  k n i v e s ,  
chopper ,  hacksaw and a  s a c k  o f  po ta toes .  A p o t  of s tew is bubbl ing 
on t h e  range.  

La rde r :  C r a t e  o f  a s s o r t e d  v e g e t a b l e s ;  3 s a c k s  of  a p p l e s ;  2 amphorae b e s t  
wine; h a l f  f u l l  keg of  l i q u o r ;  keg of  mead; 2 s a c k s  o f  f l o u r ;  s t o n e  
j a r s  o f :  d r i e d  f r u i t  (31, prese rved  f r u i t  (13)' salt  (21,  y e a s t  ( I ) ,  
s p i c e  r a c k  (16 b o t t l e s ) ;  3 r a b b i t s ;  s i d e  o f  pork;  s i d e  of bee f ;  6 
p a r t r i d g e s ;  l ~ ~ r o u n d s  of  cheese ;  3 j a r s  of  honey; a  b i n  w i t h  s i x  
l o a v e s  and a t i n  of cakes.  

S t a i r s :  A t  t h e  end o f  t h e  b a n i s t e r  is a  low t a b l e  on which is a  b r a s s  bowl 
which c o n t a i n s  an  a s p i d i s t r a .  

L e s t e r  Bedroom: The room c o n t a i n s :  a  canopied double bed, a  f o l d i n g  l a q u e r  
s c r e e n ,  a  d r e s s i n g  t a b l e  w i t h  m i r r o r s ,  a  s m a l l  s h a i r  and a  
wardrobe wi th  Mrs. Hafnor ' s  d re s ses .  A g l a s s  window over- 
l o o k s  t h e  yard.  Agains t  t h e  w a l l  a r e  3 c h e s t s  i )  C a p t a i n ' s  
c l o t h e s ,  i n c l u d i n g  s p a r e  c h a i n c a i l  j e r k i n ,  l e a t h e r  armour, 
fancy h a t  e t c . ( i i )Mrs .  Hafnor ' s  underwear,  capes ,  shoes ,  
e t c .  ( i i i )  washbasin,  jug f o r  h o t  w a t e r ,  3 towe l s ,  6  f l a n -  
n e l s ,  soap. The re ' s  a chamber pot  under  t h e  bed and-per-  
furnee, jewelry.worth 2UOgp i n  t o t ~ l  a r e  i n  t h e  d resc ing  
t a b l e .  

S t u d g :  Pine  t a b l e ,  5 c h a i r s .  Chest  c o n t a i n i n g  1200 gp,  370 s p ,  950 cp. 
Cupboard c o n t a i n i n g  a  keg o f  b e e r ,  5 t a n k a ~ d s ,  10 s h e e t s  of pa?er ,  
i n k ,  q u i l l ,  s e a l i n g  wax, 3 t o r c h e s ,  24 c a n d l e s ,  3 cand le  s t i c k s ,  
t i n d e r b o x ,  k n i f e  and a  s c r o l l  c a s e  c o n t a i n i n g  5? maps. 

P ' s  Bedroom: S i n g l e  bed, wardrobe w i t h  c l o a k s ,  b o o t s ,  a s u i t  of  l e ~ t h e r  
armour and a  s e c r e t  door i n  t h e  back t o  t h e  warehouse t h a t  
only  Hafnor kr'ows about .  Ci-cular  t a b l e  and 3 c h a i r s ,  copper 
ba th tub  (k 'x2 '6"x3 '  d e e p ) ,  a c h e s t  of drawers  w i t h  s h i r t s ,  
b reeches  and socks ,  a  cupboard wlti i   doublet.^, -:abards,  caps e t c ,  
a n o t h e r  cupboard wi th  c a k e s ,  f r u i t ,  wine, mad and an  a l e  keg. 

S t o r e ;  f;e3 l i n e n  ( 2  double bed, 2 s i n g l e : ,  m t r c s c ,  2  tools, 2 r u g s ,  4 -- 
? l a o k e t s .  



I f  h i t ,  and bo th  hands  a r e  enpfg ,  a  de fende r  can  c a t c h  a n  o b j e c t  on a  h i t  
v s  AC 2.  I f  t h e  de fende r  is t r y i n g  t o  ward o f f  a n  o b j e c t  w i t h  a n  e q u a l l y  
bulky o b j e c t ,  t h e  o b j e c t  be ing thrown is a t  -4 t o  h i t .  

EFFSCTS: 'I= l e i :  arm s z r u c k ,  dro; whatever  ho ld ing .  KOTE: If engaged i n  - 
2=  r i g h t  arm s t r u c k ,  dro; wl;w.tever ho ld ing .  some o t h e r  a c t i v i t y  
3= c h e s t  s t r u c k ,  s a v e  vs  DEX on 4d6 o r  f a l l .  a  c h a r a c t e r  cannot  
4= a s  3 p l u s  1-3 damage. f en2  o f f  o r  t r y  t o  
5= l e g s  s t r u c k ,  s ave  v s  D5X o r  f a l l ,  no c a t c h  m i s s i l e s .  

movement f o r  one round. I f  he ld  o r  wie ld-  
6= a s  5 ,  but  no move f o r  2-5 rounds.  ed ,  c h a i r s  and t a b l e s  
7= abdocen s t r u c k ,  t r e a t  a s  4  and 6. shou ld  be t r e a t e d  a s  
8= head h i t ,  s a v e  v s  wands o r  s tunned  f o r  a  pummeling a t t a c k .  

one round. 
9= a s  8, f a l l  over  ( au toma t i c )  p l u s  1-3 

damage. 
10= a s  8,  s tunned  f o r  2-12 rounds ,  10% chance  o f  b l i n d i n g  f o r  2-12 

rounds  i f  s tunned.  
11=  arm o r  l e g  h i t ,  a s  2 o r  6 p l u s  20% chance  o f  bone breakage.  
12= c h e s t  h i t ,  as 4 p l u s  25% chance  o f  c r a c k e d  r i b s ,  f u r t h e r  damage 

is x2, movement is  ha lved ,  no p i c k i n g  up heavy o b j e c t s .  

b )  va rn i sh :  thrown a s  b a r r e l .  I f  h i t ,  75% chance t h a t  i t  w i l l  s p l i t .  People  
coa t ed  i n  v a r n i s h  a r e  i n c a p a c i t a t e d  f o r  2-12 rounds  (dependant  on a r e a  h i t ) ,  
cannot  c a s t  s p e l l s ,  f i g h t  a t  -4 and l o s e  5 H t s .  NB: v a r n i s h  i s  h i g h l y  
inflammable.  

c )  burn in^ b rands ,  t o r c h e s :  go ou t  i f  thrown. I f  w ie lded ,  s t r i k e  a s  c l u b s  a t  
-2. b - ~ t  have 25% of i a n i t i n e  c l o t h e s .  - ., 

d )  rugs .  b l a n k e t s .  ma t r e s se s :  r ange  2" f o r  everyone. I f  h i t  v s  AC 0  i n d i c a t e d ,  
t h e  defender  w i l ,  f a l l  benea th  t h e  r u g  ( e t c :  and w i l l  be prone  f o r  1-3 r d s .  

e )  vases ,  f l a g o n s ,  amphorae, t a n k c r d s ,  p i a t e s ,  j u g s ,  saucepans  e t c :  a l l  may be 
hu r l ed  as hammers f o r  1-2 t o  1-6 d a m a ~ e .  Wooden o b j e c t s .  u n l e s s  l a r a e  do no 
harm. A l l  may be used f o r  pummeling a t t a c k s .  

- 
f) gtev: thrown as b a r r e l ,  bu t  w i l l  a lways  s p i l l  c o n t e n t s .  The heavy pot  s t r t k e s  

w t th  a  d l 0  f o r  e f f e c t s  (above t a b l e ) .  I f  c o n t e n t s  tP iown/ t ipped ove r  sone- 
one,  t hey  a r e  s e v e r e l y  s c a l d e d ,  and w i l l  l imp  ( h a l f  speed )  i f  l e g  h i t ;  f i g h t  
a t  -3 i f  arm h i t ;  b l i n d e d  & cannot  nove o r  f i g h t  f o r  2-8 rounds  i f  head h i t .  
1-3 damaae is a l s o  done. - 

g )  u: thrown a s  t a b l e ,  r o l l  d8 f o r  e f f e c t s  but  no damage done. 
h )  ~ l a c t  pot :  a s  b a r r e l .  
i) s t a i r s :  f a l l i n g  down s t a i r s  is  1-3 damage and 1-4 rounds  t o  recover .  
j) p i l l o w s .  o t h e r  f a i r l y  l i ~ h t  bu t  bulky o b j e c t s :  15% chance  of d i sa rming ,  15% 

ccance  of knockinn over  (hand h e l d  and wie lded on ly ) .  
k) l a r  e  t a b l e s :  STR-19 t o  pick up ( r ange  4")-thrown f o r  2-16 damage and s a v e  

o r  plnned beneath  f o r  1-8 rounds. STR 1C t o  move e a s i l l y / t i p  
over-defender must s a v e  vs  wands o r  be t r apped  f o r  1-3 rounds  and 1-3 damage. 

1 )  b r a z l e r :  can  only  be h e l d  f o r  2  rounds  u n l e s s  i n s u l a t e d .  Throw2 a s  b a r r e l  
p l u s  1-3 burn  damage whenever h i t .  Mlelded a s  f l a i l ,  p l u s  1-3 f i r e  damage 
per  t i t .  

m) a: STR 1 9  r e q u i r e d  t o  throw ( r ange  8") f o r  3-12 damage. 
n )  vlndovs: I f  thrown through a  ground f l o o r ,  g l a s s  windov t a k e  1-4 d a ~ a g e  

u n l e s s  s a v e  v s  wands made p l u s  1@0 chance  o f  b l i n d i n g .  
i f  thrown tnrough upper  f l o o r  p l a s s  windobv, a s  ground f l o o r  p i u s  f a l l i n g  

damage, 2-8 and 3077 chance o f  s n r a r n e d  ankle .  1-6 rounds  r ecove ry  t ime,  i f  
wlndow is  b a r r e d  a s  above bu t  a l s o  3e chance ~ p r a l n e d  w r i s t .  

I f  u n s u r p r i s e d ,  c h a r a c t e r  may a t t e m p t  t o  s a v e  v s  DEX on 4d6 t o  grad  ~111. 
- - 0 0 0 0 0 - -  

Note Cn Subduinf :  When a l l  P t s  a r e  gone,  t h e  c h a r a c t e r  must s a v e  v s  CLii on 
3d6 o r  c o l l a ? s e ,  ot!:erwise he  w i l l  t r y  t o  f l e e  and keep o u t  of conbet .  They 
f i g h t  a t  -4. 


















