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Okay, s o  they 've fought t h e i r  way through t o  t h e  treasure, which is held 
i n  a  n ice  b ig  chest .  Now t h e i r  problems r e a l l y  s t a r t !  

The ches t  is a c t u a l l y  t h e  l a i r  of some small ( b u t  nasty)  monster. 

I n s i d e  the  c h e s t  is a s l i g h t l g  smaller  one, which conta ins  an even 
smal le r  one, which.... F i n a l l y  a  matchbox-sized ches t  is reached 
which holds one copper piece. Needless t o  say i t  w i l l  take a  long 
time t o  ge t  t o  i t  and no ise  w i l l  i nev i tab ly  be made (W. reaches f o r  
h i s  W.M. d i e ) .  

The apparent c h e s t  is a c t u a l l y  a vampire's cof f in .  

The ches t  is a c t u a l l y  a monster (AC4, 4d8 h i t s )  and once opened a  
tongues a t t a c k s .  I f  it h i t s  it w i l l  drag i n  t h e  vict im and d i sso lve  
them f o r  I d 6  damage per  melee round. The only way t o  s t o p  t h i s  is  t o  
k i l l  t h e  monster. 

A ches t  which once opened r e l e a s e s  an explosive gas. Did t h e  opener 
have a  torch? Yes...BMG ( t r e a t  a6 weak f i r e b a l l ) .  

The cheet  con ta ins  an endless  supply of monsters, e.g. a l l  t h e  time 
i t  is open ske le tons  pour out a t  t h e  r a t e  of 3 per  melee round. 

The ches t  is a c t u a l l y  a  s o l i d  block of wood! (Watch them t r y  and g e t  
i n t o  t h i s  one:) 

When t h i s  ches t  is opened it a c t s  a s  a  giant-s ized Decanter of Endless 
'dater. I t  sends f o r t h  a 50' stream of water a t  150 ga l lons  per round, 
enough t o  sweep away c r e a t u r e s  of under 3 h i t  dice.  

Not being sxceaeive a r  anything but  t h i s  cheat  is aWe11 of Many Worlds! 

The t r e a s u r e  i n  the ches t  is  cursed (see var ious  s t u f f  on "8utankhamun" 
f o r  ideae on t h i s ) .  

Ba%I~XAPQ --- 
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of  our ~ ~ C - l a s t  i s s u e ,  t e l l s  us  
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R dungeon module, i n  the  same 
vb ia  ae those from TSR. Hie is 
e n t i t l e d  "For t ress  04 t h e  Ogre- 
Msge Lordw and is s powerful. 
If you a r e  oae of an experienced 
group of D&Ders who would be 
prepared t o  p l a y t e s t  and comment 
an i t ,  then w r i t e  t o  Graham a t  
99 HilLbrov, Letchvorth, B e r t s  
f o r  a copy. He i e  a l s o  looking 
f o r  good a r t i s t s  t o  i l l u s t r a t e  
it. More e a t a i l s  on reques t ,  
tram Braham not  TRM. 



T h i s  month a c o u p l e  f rom Alexander S e l f : -  

MONSTERS 
GELESCODA 

Frequency: Rare Gelescodi  ( p l u r a l )  a r e  wanderina b e a s t s  of 
No. appear ing :  1-8 caves ,  dungeons and o t h e r  dark  dank p l a c e s ,  
Armour c l a s s :  4 (body) 7 ( t e n d r i l s )  and have l a r g e  bulbous heads and e ) e s ,  t h e  
Elovement: 15" l a t t e r  of which a r e  m u l t i - f a c e t e d .  This  i s  
H i t  d i c e :  5 p l u s  3 a t o p  a s p i d e r - l i k e  body n i t h  a long t a i l  
% i n  l a i r :  15% ending i n  a number of s p i k e s .  They have s i x  
Treasure  type:  Q,  X s p i d e r - l i k e  l e g s ,  a r d  around t h e  smal l  moutb 
No. of a t t a c k s :  See below (benea th  t h e  e y e s )  t h e r e  a r e  f o u r  w a l l  t e n -  
Damage per  a t t a c k :  See below d r i l s ,  about  3' i n  l e n g t h ,  each e n d i r a  with 
S p e c i a l  a t t a c k s :  See below two s h a r p  claws. 
S p e c i a l  defences :  Nil They can s e e  very wel l  i n  t h e  d a r k ,  wi th  a ?  
Magic r e s i s t a n c e :  Standard i n f r a v i s i o n  of 80' and a r e  f a r  more i n t e l l i g e n t  
I n t e l l i g e n c e :  Very than  c a r r i o n  c r a w l e r s  ( t o  whom t h e )  a r e  d i s -  
Alignment: Neut ra l  ( E v i l )  t a n t l y  r e l a t e d ) ,  but  they  cannot  speak.  They 
S ize :  L ( 9 '  l o n g ) .  communicate wi th  each o t h e r  by a form of 
P s i o n i c  a b i l i t y :  See below t e l e p a t h y  , and a r e  t h e r e f o r e  a b l e  t o  

At tack tdefence  modes: B/F, G c o - o r d i n a t e  p l a n s  of  a t t a c k  t h o u g h t f u l l y .  
Upon s i g h t i n g  a p o t e n t i a l  v i c t i m  f o r  lunch ,  

t h e  Gelescoda w i l l  f i r e  1-6 of  i t s  t a i l  s p i k e s  a t  t h e  intended t a r g e t ;  t h e s e  habe a 
range of  2 0 ' ,  f i r i n g  a s  a  l i g h t  crossbow f o r  1-3 p o i n t s  of damage. They a l s o  
c o n t a i n  a powerful  charm drug  ( s a v e  vs.  poison a t  -2) which can make t h e  v i c t i m  
b e l i e v e  t h a t  t h e  Gelescoda is  h i s  f r i e n d ,  and go up t o  g r e e t  him. Then t h e  Gelescoda 
w i l l  advance and grab  t h e  v i c t i m  wi th  i ts  c laws ,  t h e s e  have t h e  e f f e c t  of  p a r a l i s i n q  
t h e  v i c t i m  u n l e s s  he makes h i s  sav ing  r o l l .  Then t h e  h e l p l e s s  i ~ d i v i d u a l  is  p u l l e d  
t o  i t s  jaws t o  be e a t e n  a l i v e .  
The t e n d r i l s  a r e  AC7, and can be c u t  o f f ;  they  each have trio h i t  p o i n t s .  This  does 
no t ,  however, e f f e c t  t h e  Gelescoda a s  a whole i n  any way. 
Gelescodi  sometimes hunt i n  packs of up t o  e i g h t  of  t h e s e  c r e a t u r e s ,  but  f i g h t  a t  
-2 t o  h i t  i n  t h e  d a y l i g h t .  Some Gelescodi  (15%) may even possess  p s i o , > i c  a b i l i t i e s .  

GARGENT 

Frequency: Very r a r e  A s  t h e  name i m p l i e s ,  Gargents  a r e  mix ture  
No. appear ing :  1 between gargoyles  and e n t s ,  being 12-15' high 
Armour c l a s s :  5 humanoids, w i t h  wings and a t a i l  t h a t  t a p e r s  
Movement: 9"/18" ( f l y i n g )  t o  hard bony p o i n t .  The i r  s k i n  is  grey-green 
H i t  d i c e :  7 p l u s  5 i n  c o l o u r ,  and they  have long grey  b e a r d s  
% i n  l a i r :  75% f a l l i n g  below t h e i r  w a i s t s .  
Treasure  type:  P, X ,  Y. They a r e  na ture- lov ing  c r e a t u r e s  who p r o t e c t  
No. o f  a t t a c k s :  3 woods and f o r e s t s  from t h e  i n e v i t a b l e  advance 
Damage p e r  a t t a c k :  1-611-611-6 of  man. They t h e r e f o r e  obvious ly  g e t  on w e l l  
S p e c i a l  a t t a c k s :  None w i t h  e n t s ,  and s i m i l a r l y  have a p a r t i c u l a r  
S p e c i a l  defences :  See below d i s l i k e  of people c a r r y i n g  b a t t l e - a x e s  and 
Magic r e s i s t a n c e :  See below m i s t r u s t  anyone wi th  a c u t t i n g  weapon u n l e s s  
I n t e l l i g e n c e :  Average accompanied by a d r u i d ,  whom t h e y  have g r e a t  
Alignment: N e u t r a l  r e s p e c t  f o r .  They t o l e r a t e  c l e r i c s  , f o r  t h e y  
S ize :  L(12-15' t a l l )  c a r r y  b l u n t  weapons, and w i l l  n o t  a t t a c k  
P s i o n i c  a b i l i t y :  N i l  p a r t i e s  accompanied by d r u i d s  u n l e s s  t h e y  a r e  

At tack ldefence  modes: none. c a u s i n g  harm t o  t h e  woodland. 
Gargents  f i g h t  w i t h  t h e i r  c laws  and t h e i r  t a i l ,  

t h e  l a t t e r  of which s t r i k e s  a s  a  foo tman ' s  p i c k  f o r  purposes of  h i t t i n g .  A l l  weapons 
$ 1  w i t h  a wooden s h a f t  t h a t  h i t  a  g a r g e n t  have a 50% chance of  warping a s  p e r  t h e  d r u i d  

s p e l l  'warp wood1. Magic weapons a r e  al lowed a sav ing  r o l l ,  and t h e  e f f e c t  is 



permanent. This  means t h a t  opponents w i l l  probably have t o  r e s o r t  t o  s h o r t e r  
weapons. a l lowing  t h e  gargent  t o  p r e s s  home h i s  a t t a c k .  Gargents  speak t h e i r  
own language and d r u i d s  may persuade them ( i f  t h e i r  lanquaoe i s  known t o  t h e  d r u i d )  
t o  go away f o r  a  whi le  (perhaps  they could  r o l l  a s  i f  a t tempt ing  t o  t u r n  a w r a i t h  
a s  i f  the! n e r e  a c l e r i c  of t h e  same l e v e l . )  Garoents  possess  507 r a g i c  r e s i s t a n c e  
t o  d r u i d i c  s p e l l s .  

Frequency: Rare 1:olgs a r e  smal l  purp le  hunanoids with po in ted  e a r s ,  
110. appear ing :  20-200 l a r g e  round p u p i l l e s s  e l e s ,  and s h o r t  s tubby t a i l s .  
Armour c l a s s :  5 They l i v e  i n  l a r g e  t r i b a l  groups i n h a b i r i n g  dark  
I lovement : 9" f o r e s t s  o r  caves.  The i r  language is a kind of hiyh- 
H i t  d i c e :  3 o r  1-4 h i t  p o i n t s  p i tched  hoot ing  and they have a very e f f e c t i v e  method 
Om i n  l a i r :  60% of a t t a c k .  A l l  l lolgs have the  a b i l i t y  t o  menta l ly  
Treasure type: I n d i v i d u a l s  3 ,  s e a r c h  h i s  opponent ' s  b r a i n  and a s s e s s  h i s  bodi ly  

o therwise  1, H, C. s t r e n q t h s  t o  s e e  what advantages o r  d i sadvantages  t h e i r  
[lo. of a t t a c k s :  1 opponents possess .  This  scanning can pick up t h e  
Danage per  a t t a c k :  1-6 knowledge of  a d v e r s a r i e s  and s o  f i n d  o u t  about  any p lan  
S p e c i a l  a t t a c k s :  See below of a t t a c k ,  o r  whether t h e  p a r t y  has  a powerful 
S p e c i a l  defences :  llone magical i t em o r  no t ,  and any persona l  weaknesses t h e  
l layic r e s i s t a n c e :  309 enemy ma) possess .  4nything important  d i scerned  i n  t h i s  
I n t e l l i g e n c e :  Average-vary manner is r e p o r t e d  t o  t h e  l e a d e r ,  ~ h o  niay then  p lan  
Alignment: Lawful e v i l  accord ingly .  
S ize :  S ( 3 '  t a l l )  They a l s o  possess  a  mental a t t a c k i n g  a b i l i t y ,  which w i l l  
P s i o n i c  a b i l i t y :  l l i l  p ick  upon t h e  h i g h e s t  r e q u i s i t e s  of a d v e n t u r e r s  ( i . e .  

At tack tdefence  modes: H i 1  s t r e n g t h  f o r  a  f i g h t e r )  and w i l l  a t t empt  t o  lower i t  
by f o r c e  of  w i l l .  Th is  a t t a c k  is c a r r i e d  o u t  by 

r o l l i n g  a D2O and r e q u i r i n g  a r o l l  of t h e  v i c t i m s  r e q u i s i t e  s c o r e  o r  h igher  i n  o r d e r  
t o  l o w r  it by one po in t .  The duraz ion  of p o i n t s  s o  dra ined  is one day. For every  
o t h e r  molg above one a t tempt ing  t o  lower t h e  s c o r e  of t h e  same p e r s o i  and t h e  same 
r e q u i s i t e ,  I p o i n t  i s  added t o  t h e  a t t a c k i n g  d i c e  r o l l .  The range of t h i s  a t t a c k  is 
15", but  t h e  d i sadvantage  is  t h a t  t h e  molqs p a r t a k i n g  i n  t h i s  qiental p rocess  cannot  
do anyth ing  z l s e  b a t  c o n c e n t r a t e .  Therefore,  when f d c i n g  t h e  enemy t h e  molgs 
u s u a l l y  t a k e  u? a d e f e n s i b e  p o s i t i o n  wi th  ha l f  t h e  f o r c e  forming a l i n e  i n  f r o n t  
of t h e  t h i n k e r s  t o  p r o t e c t  them. Then t h e  "mind a t t a c k "  weakens t h e i r  enemy, 
@ e s t r o p i n g  t h e i r  s t r o i n e s t  a t t r i b l ~ t ~ s  u n t i l  ?hey coma i n t o  c o r t a c t  f o r  melee. Then 
a11 t h e  molys s t o p  concer l t ra t ing  and a o  i n t o  conibat w i t r ~  J a v a l i n s  and s h o r t  swords. 
llote t h a t  no r e q u i s j t e  can be brought under 8 p o i n t s .  The molqs e f f e c t  upon monsters  
i s  t o  d r a i n  1 h ~ t  po inr  per rrolg concent ra t i r lq  upon t h e  c r e a t ~ ~ r e ,  and a maximum of 
ha l f  i t ' s  h i t  p o i n t s  can be dra ined  i n  t h l s  manner f o r  one dav. One mind a t t a c k  1s 
allowed per  molq per  melee t u r n .  
To c l a r i f y  t h e  usage of  t h i s  s p e c i a l  a b i l i t y ,  here  a r e  some examples of  i t  a t  work: 

Example 1 A f i g h t e r  wi th  16 s t r e n g t h  and 1s de;: ter i ty is  "rind-at tacked" by t e n  
moiqs. cour  choose t o  lower h i s  s t r e n g t h  and s i x  choose t o  lower h i s  d e x t e r i t y  by 
f o r c e  of  w i l l .  The f o u r  w i l l  r c q u i r e  a  1 6  o r  more t o  lower h i s  s t r e n q t h ,  bu t  t h e r e  
a r e  f o u r  of them, whicn g i v e s  p l u s  t h r e e  t o  t h e  d i c e  r o l l ,  s o  e f f e c t i t e l y  they  
r e q u i r e  a  1 3  o r  more upon DZO t o  lower t h e  f i g h t e r ' s  s t r e n g t h  t o  15. The o t h e r  s i x  
g a i n  p l u s  5; and s o  e f f e c t i v e l y  r e q b i r e  a  1 3  a l s o  upon D2O t o  l o s e r  t h e  f i g h t e r ' s  
d e x t e r i t y  t o  17. 

Example 2 A p a r t y  a t t a c k  a l a r g e  f o r c e  of  molgs, knotring t h a t  a second group of  
qdventurers  is speaking  round W e i r  backs t o  s d r p r i s e  them and back t h e n  t o  p ieces .  
Tae molgs, us ing  t h e i r  "mind-scan-inq" a b i l i t y  p ick  t h i s  krowledge up and s o  l a y  o u t  
n e t s  aqd s e t  a  t r a p  f o r  t h e  second grgup,  p lanping  t o  anbcsh them, (Note t h a t  
t h e  molgs r a n  p ick  IJD a l l  t h e  prsclrr c i r t a l l s  OF rhe r a l ~ c ,  and kiow t h e  e x a r t  r o u t e  
t b a t  tnc second group w i l l  t a k e  :: a F F ~ ~ C :  3% t h e  dlPs"mup know5 it a l s o  and 
is q'soanrd"). So i n  fact,  I t 3  the pgrvv sPo r e t  the s h w b u  not  tbe molgs: 



JEFF 
CRANE 

THE 
pree*nta:- ULTIMATE 

MONSTER ( ,n ip : )  

l'O.K.n I hear you say, " l e t ' s  have i t, what i s  t h i s  so t e r r i b l e  bogey-man?" 
Ten w i l l  get  you f i v e  my 23rd l e v e l  f i g h t i n g  man/wizard /c le r ic  w i l l  send i t  
packing i n  1-6 melee rounds:' But i t  i s  unbeatable. "l lagic proof?" 110. 
"Damage proof?" I n  no way. "Then i t  can be k i l l e d ? "  Yes, up t o  a po in t .  
"Ah, regenerat ion".  Only sometimes, w i t h  help.  "You have me confused, what 's 
i t s  HPts, A.C. move, i n t e l l i q e n c e ,  s ize ,  P s i  a b i l i t y 3 "  I t  has none, but  i t  
does a t t ack  i n  many open and c o \ e r t  ways, i t  has defenses and i t  has many 
treasures. I t  i s  the  most conron nonster i n  D&D and you have met i t  many 
times. "But you sa id  i t  was unbeatable and i f  I met i t ,  I beat it'.' Ilo my 
f r i end ,  those t imes i t  merely l e t  you l i v e ,  bu t  one o f  these days i t  w i l l  
k i l l  you. "O.K., O.K., chum, what 's t h i s  so wonderful  beast ca l led?"  

When I s t a r t e d  p lay ing  D&D 3 years ago I had on ly  the  th ree bas ic  books. So I 
drew up a dungeon, pu t  i t  i n  a smal l  wi lderness w i t h  a v i l l a g e  near a t  hand f o r  
a base camp and we played i t  l i k e  t h a t  f o r  a whi le.  But what i s  t h a t  
Wilderness? I bel ieve  t h a t  t o  most players,  even these days, i t  i s  a p iece o f  
paper, colour-coded f o r  d i f f e r e n t  t e r r a i n ,  t h a t  enables you t o  go from 
Poin t  A ( t he  Base Camp) t o  Po in t  B ( t he  Dungeon) and then back t o  Base Camp. 
This i s ,  o f  course, a s i m p l i f i c a t i o n ,  bu t  t h i s  I f e e l  i s  how most o f  us see i t. 
I have y e t  t o  p lay  i n  a game where the day i s  not  a pe r fec t  one f o r  r i d i n g  o r  
walk ing ( t r y  walk ing 5 mi les  through t h e  count rys ide i n  a t o r r e n t i a l  downpour, 
a f t e r  i t ' s  been r a i n i n g  f o r  3 days). The on l y  people ~ h o  take any n o t i c e  o f  t he  
weather are  Druids and they a re  usua l l y  p layers  r a t h e r  than Gtls. Although t h e  
sub jec t  o f  t h i s  a r t i c l e  i s  not t h e  weather, I s h a l l  be p u t t i n g  together  m) own 
tab les  f o r  t h i s  element as soon as possible,  as up t o  now a l l  my days have been 
p e r f e c t  too. Also I have a 4 t h  Lv. p layer  Druid,  h i d i n g  i n  gorse bushes on top  o f  
a h i l l  i n  a f o r e s t ,  a t  dusk, w i t h  164 Orcs about t o  use the same h i l l  f o r  a 
Bar-b-que par ty .  As I ushered him out  he was s t i l l  p l a i n t i v e l y  asking what 
the  weather was l i k e .  But I digress.  I f  the  Hon. Ed. l i k e s  t h i s  a r t i c l e  enough 
t o  use i t ,  perhaps I can pu t  my o tber  t ab les  on paper, bu t  u n t i l  then I ' l l  s t a r t  
w i t h  t he  one I have p lay- tes ted ( f i e n d i s h  chuck l ing) .  

I persona l ly  have not  read the new DIE. bu t  i n  t h e  3 bas ic  books i t  i s  -3 movement 
p o i n t s  t o  cross mountain hexes. This has never seemed c o r r e c t  bu t  ahen I s t a r t e d  
D&Ding we were more i n te res ted  i n  dungeoning than i n  wi ldernessing and so d i d  
not labour  t he  po in t .  However, now t h a t  I have a f u l l - b l o w n  campaign, 
i n v o l v i n g  a much wider world, I have begun t o  t h i nk .  To use an example, which 
I be l ieve  many readers o f  LoTRs as GMs, may have been t h i n k i n g  o f  when t h e i r  
p layers  g a i l y  s a i l e d  across huge mountain ranges as though they were not t he re  
( a t  -3/hex), why then, when Gandalf and p a r t y  cou ldn ' t  ge t  across the pass, 
why d i d n ' t  they t r y  t he  next hex South, i ns tead  o f  going a l l  t h a t  dangerous way 
through Moria? There's noth ing more i n f u r i a t i n g  than s e t t i n g  up heavy scenar io 
i n  a pass and having p laye rs  c ross  t he  mountains m i l e s  t o  t he  East o r  West as 
though they were f l a t  deser t  ( a t  -3/hex o f  course). I n  my campaign now, however, 
p l aye rs  r a r e l y  c ross  mountains, except through es tab l ished passes. I t  i s  much 
too  r i s k y :  



\ \hen a t t e m p t i n c  t o  c r o s s  a  mountain  r a n g e ,  t h e  f i r s t  t h i n g  t o  do  is s e l e c t ,  
bu) o r  make some s u i t a b l e  c l o t h e s .  Be ing  5 , 0 0 0 '  up a  moun ta in  p a s s  i n  a  r o a r i n q  
b l i z z a r d .  w e a r i n g  i i t t l e  b u t  a  l i g h t  t u n i c  and  c h a i n m a i l  i s  a  good way t o  l o s e  
) o u r  l e q s ,  a r m s ,  ? o s e ,  e t c .  Assuming t h e  p a r t y  is now p a c k i n g  t h e  c o r r e c t  c l o t h e s ,  
b u n d l e s  o f  d rb  f i r e a o o d ,  s p i r i t s  ( f o r  e m e r g e n c i e s )  and o t h e r  ~ ~ s e f u l  i t e m s ,  t h e ,  
ma) no* e n t e r  t h e  f i r s t  moun ta in  hex.  P r o v i d e d  t h a t  i s ,  t h e y  c a n  f i n d  a  p a t h  
t h r o u g h  t h e  hex .  

FOOT lIID/OR LED HORSE PlSS 

B a s i c  c h a n c e  lm 
P e r  Guide 458 
P e r  Ranger  -5% -1% p e r  \\ isdom p o i n t  16-15.  
-18 p e r  D e x t e r i t \  p o i n t  16-18 a c c u m u l a t i v e  f o r  t h e  who le  p a r t y .  
-15 p e r  D e x t e r i t \  p o i n t  5-3 ,  h o r s e s  a s s u r ~ d  a v e r a g e  d e x t e r i t y .  
+ o r - l l o u n t a i n ~ i s e  ( A c c u m u l a t i v e ) .  
Each t h r o *  o f  t h e  d i c e  ( o r  s e a r c h )  t a K e s  .ay.  

\\EATHER 

SPRIflG 
SU1 I1 IER 
AUTUllll \\IIITER LASTS RE1 IARI<S 
01-05  D r o i ~ g h t / g r e a t  h e a t  ( o n l y  i n  h o t  d e s e r t  m o u n t a i d  1 - 6  wks Double  w a t e r  
06-55 01-50 ' lormal  1 day  
56-65 51-60 S h o w e r s / r a i n / s l e e t  1 day  -10% n e x t  t h rc
66-55 61-70 S t o r m s  1 day  -10% n e x t  t h rc
96-95 71-50 S n o ~  s t o r m s  1 - 3  days-15% n e x t  t h r c
96-00 51-00 B l i z z a r d s .  S i t  i t  o u t  and hope it g o e s  away 1 -6  d a y s .  

The w e a t h e r  is of g r e a t  i m p o r t a n c e  when c r o s s i n q  m o ~ ~ n t a i n s  and s h o u l d  be  checked  
a t  t h e  b e g i n r i i r ~ g  o f  e a c h  day .  The w e a t h e r  ma! o 1) change  by one  \slue, i . e .  f rom 
normal  t o  s h o w e r s  o r  d r o u g h t .  
Example: Day 1 w i n t e r ,  ( 3 3 ) n o r m a l ;  day  2 ,  ( + ) s " t ~ : g e r s ;  day  3 ,  ' - -  s t o r m s  e t c .  

( \ \hew).  Neil t h a t  i s n ' t  bad i f  your  p l a y e r s  a r e n ' t  i n  any  h u r r y ,  h a v e  p l e n t y  o f  
food  and w a t e r  a n d c b n ' t  have  t o  f i q h t  o f f  t o o  many wande r ing  T o n s t e r s .  However, 
I h a v e  i n  my own campaign o n e  o r  two h i g h  l e v e l  c h a r a c t e r s  who want  t o  set up 
t h e i r  own k i n g d o n s  away f rom t h e  e s t a b l i s h e d  r e a l m s .  T h i s  o f t e n  means g o i n g  
t h r o u g h  e x t e n s i \ e  moun ta in  r a n g e s .  A l s o  a s  t h e y  have  t o  t a k e  a l o n g  g a p y s  o f  
l a b o u r e r s  and  w g o n s  o f  m a t e r i a l s  and  equ ipmen t ,  etc. a  s i m p l e  f o o t  p a t h  w i l l  n o t  do  
A p o s s i b l e  wagon r o u t e  must  f i r s t  b e  s c o u t e d  and t h e n  a  t r a i l  must b e  l a i d .  One 
p l a y e r  s o  f a r ,  a  h i g h  l e v e l  t u m b l e r / t h i e f  w i t h  d e l u s i o n s  o f  g r a n d e u r ,  c a l l e d  S o l a n  
I lo r s ,  h a s  l a i d  200 miles o f  well k e p t  wagon t r a i l  t o  h i s  home f rom home and e v e n  
found  a n  e m e r a l d  mine o r  two a l o n g  t h e  way, which k e e p s  him i n  t h e  s t y l e  t o  which 
he  h a s  become accus tomed .  (Angu i shed  m u t t e r i n g s  f rom t h e  Dl l ) .  

AIID SO:- 

\VAGOII AllD RIDDEI! HORSE PASS 

B a s i c  c h a n c e  10% p l u s  o r  minus  Houn ta inwise .  
+5% p e r  Gu ide  
+5% p e r  Ranger  +18 p e r  Wisdom p o i n t  16-18 
+5% p e r  E n g i n e e r  +1% p e r  I n t e l l i g e n c e  p o i n t  16-18 

However, e a c h  t h r o w  o f  t h e  d i c e  t a k e s  o n e  d a y  and i f  a f t e r  3  d a y s  no way is found  
t h a t  hex i s  i m p a s s a b l e  f o r  wagons,  u n l e s s  a  r a v i n e  b l o c k s  t h e  way, 25% c h a n c e ,  
t h rown  a f t e r  3  f a i l u r e s  ( S e e  RAVINE BRIDGE). I f  a  r i v e r  is i n  t h e  nex  it may b e  
n e c e s s a r y  t o  c r o s s  it ( S e e  RIVER BRIDGE). 

ROAD MAKING 

Once a p o s s i b l e  wagon r o u t e  h a s  been  f o u n d ,  your  b a s i c  r e q u i r e m e n t  is  l a b o u r e r s ,  
s o  you a r e  g o i n g  t o  h a v e  t o  s t a r t  n e a r  a l a r g e  town o r  c i t y .  



100  l a b o u r e r s  t a k e  4 d a y s  t o  l a ?  r o a d  t h r o u g h  a  5  n i l e  moun ta in  hex ,  w i t h  t h e  
a s s i s t a n c e  o f  o n e  e r g i n e e r  and o n e  wagon o f  r o a d  b u i l d i n g  t o o l s  and o n e  chuck  
waqoi .  You r e q u i r e  o n e  1st l e v e l  g u a r d / 5  l a b o u r e r s .  4 2nd l e \ ? l  g u a r d s  p e r  
e n g i n e e r  and 4 1st l e v e l  guards/!c.agon. 

:50 l a b o u r e r s  1 e n g i n e e r  2 wagons o f  t o o l s  2  chuck  wagons 3 d a y s l h e x .  
200 l a b o u r e r s  2 e n g i n e e r s  2 wagons o f  t o o l s  2  chuck  wagons 2  d a l s l h e x .  
250 l a b o u r e r s  3 e n g i n e e r s  3 wagons o f  t o o l s  3 chuck waqons 1 d a y l h e x  
300 l a b o u r e r s  3 e n g i n e e r s  3 wagons o f  t o o l s  3 chuck wagons $ d a ) / h e x  

REST DAY 

1 daylweek is a R e s t  Day w i t h  no work ( e x c e p t  o v e r t i m e ) .  T h i s  i s  i n c l u d e d  i n  
e v e r y o n e s  c o n h a c t  ( o n  f u l l  p a y ) ,  however ,  2006 o f  t h e  l a b o u r e r s  may work,  p l u s  
a  p e r c e n t a g e  o f  t h e  r e m a i n i n q  work f o r c e  and  a r e  p a i d  t w i c e  t h e  r ronthly  wage 
e a c h  f o r  t h e  day .  An e n g i n e e r  is r e q u i r e d  t o  work w i t h  them, 25% c h a n c e  +5% p e r  
50gp bonus.  Rest Day work i s  c o n t r a c t e d  3 d a y s  b e f c r e  t h e  Rest Day, b u t  s h o u l d  
t h e r e  be  a  b l i z z a r d  on t h a t  d a y ,  t h e  p l a y e r  must sti l l  pay t b e  a g r e e d  wage, 
t h e r e f o r e  t h e y  g e t  p a i d  f o r  d o i n g  n o t h i n g ,  (Bloody Gu i lds9  o r  n o t  workinq t h e  
f u l l  day  ( s e e  Weather  E f f e c t s ) .  

WEATHER EFFECTS 

Drought  o r  g r e a t  h e a t  t day  workinq 
llormal F u l l  day  work ing  
Showers  r a i n l s l e e t  t d a y  work ing  
S t o r m s  day  work ing  
Snow s t o r m s  t day  work ing  
B l i z z a r d  Ilo work p o s s i b l e .  

I found  it n e c e s s a r y  i n  my own campaign t o  h a v e  a  f o r m a l  C o n t r a c t  drawn up (much 
t o  t h e  annoyance  o f  S o l a n  I lo r s )  and  below is a copy  o f  C o n t r a c t .  I t  h e l p s  t o  
make r o a d  b u i l d i n g  a n  e x p e n s i v e  hobby. (Damn t h o s e  Emerald  I l i n e s ) .  

- WORK CONTRACT - 
Camelot  L a b o u r e r s  G u i l d  

I ,  J e r a n  Zerok Head B r o t h e r  o f  t h e  L a b o u r e r s  G u i l d  o f  Camelo t ,  d o  w i t n e s s ,  
t h a t  on  t h i s  d a y ,  o n e  S o l a n  l l o r s  h a s  engaqed  1 6 0  l a b o u r e r s  f o r  t h e  sum o f  480  GP 
p a y a b l e  mon th ly .  
T h i s  C o n t r a c t  e n s u r e s  t h e  f o l l o w i n g : -  
1. 1 day  o f  rest i n  7. 
2. Payment a s  s t a t e d  i n  t h e  Workers  Manual r e g a r d i n g  R e s t  Day working.  
3.  O b s e r v a n c e ,  ( w i t h  f u l l  p a y )  o f  any  and  a l l  R e l i g i o u s  F e s t i v a l s .  
4 .  R e s t i t u t i o n  o f  f u l l  pay ,  p l u s  1 y e a r s  I n j u r y  Pay t o  any  worke r  i n j u r e d  

w h i l s t  i n  h i s  employ.  
5. R e s t i t u t i o n  of f u l l  pay ,  p l u s  2 y e a r s  pay t o  t h e  f a m i l y  o f  any  worke r  

k i l l e d  o r  p e r m a n e n t l y  maimed w h i l s t  i n  h i s  employ. 

S i g n e d  a n d  w i t n e s s e d  t h i s  25 d a y  o f  Owl month 

SOLAN IlORS ..................... 
3ERAN ZEROK .................... 

RAVINE BRIDGE OR RIVER BRIDGE 

I f  it is f o u n d ,  t h a t  a f t e r  3 a t t e m p t s  t o  f i n d  a  s u i t a b l e  r o u t e  t h r o u g h  a  
moun ta in  hex ,  t h e  way is b l o c k e d  by  a  r a v i n e  o r  g o r g e , t h e n  t h e  p l a y e r  may b r i d g e  
it o r  g o  some o t h e r  way. Wooden b r i d g e s  w i l l  r e m a i n  100% s a f e  f o r  1 -5  y e a r s ,  t h e n  
b e g i n  t o  d e c a y  a t  a r a t e  of 5% p e r  y e a r .  S t o n e  a n d  wood b r i d g e s  w i l l  r e m a i n  s a f e  
100% f o r  3-10 y e a r s ,  t h e n  b e g i n  t o  d e c a y  a t  a  r a t e  o f  5% p e r  y e a r .  S t o n e  
b r i d g e s  w i l l  r e m a i n  safe 1009: f o r  20-50 y e a r s ,  t h e n  d e c a y  a t  5% p e r  y e a r .  
(The d e c a y  rate is f o r  u n m a i n t a i n e d  b r i d g e s ) .  

(8) 



\VOODEII RAVItIE/RIVER BRIDGE 

100 lab'rs, 1 engin'r, 1 wagon of tools, 1 wagon timber/201 width takes 2 days 
150 lab'rs, 2 engin'rs, 2 wagons tools, 1 wagon timber/20f width takes 1; days 
200 lab'rs, 2 engin'rs, 2 wagons tools, 1 wagon timber/20' width takes 1 day 
250 lab'rs, 3 engin'rs, 3 wagons tools, 1 wagon timber 20' width takes j day. 

WOOD AtID STOIJE BRIDGE 

Requires 1 stone mason/engineer and 1 wagon of stone/wagon of timber. 
Time to erect doubled. 

STOllE BRIDGE 

Requires 2 stone masons/l engineer and 3 wagons of stone per 20 feet width, 
time to erect tripled. 

RAVIllES OR RIVERS (10% chance width and/or depth x 5) 

Width Depth - 
01-10 20ft 20f t 
11-20 40f t 30f t 
21-30 60f t 40f t 
31-40 50ft 50f t 
41-50 lOOf t 60ft 
51-60 l2Oft 70f t 
61-70 140f t 80f t 
71-80 160f t ?Oft 
81-90 180f t lOOft 
91-00 2OOf t 200f t 

RIVERS 

3 hexs inclusive from source no Bridge is needed (natural fords) assuming a 
route has been found through the hex. If a ravine blocks the way, the river 
runs through it and must ue bridyed. No river in mourtains will be wider than 
60 feet. llow we arrive at the part I enjoyed most (being a Chantic Fvil DM 
at times) when young Mors went Road Building. 

ilatural Hazards 

After each days work there is a 10% chance of somethi~g having happened during 
the day, something happening at the present moment or sonet9ing happeninq the 
following day. (Double chance if working in rain, triple if working in snow.) 
01-20 Axle breaks, j day to repair if sparf: carried. 
21-40 Axle breaks, 1 day to repair if no spares 
41-50 Labourer injured :vorking wocd. (Must be sent home to recover). 
51-60 5 labourers injured working stone. (flust be sent home to recover.) 
61-70 Landslide blocks road. Takes 100 labourers t day to clear. 
71-76 Religious Festival, 1-6 days. Ilo work. (See Contract) 
77-80 Draught horse breaks leg. 

81 Rock fall kills 1-10 labourers, or 10% 1 encineer and his griards. 
82 Flash flood brings confusion. 110 work for 2 days. 108 of work force killed. 
83 Waqon and team fall over precipice in landslip. 

84-87 Find natural road through hex. 
88 Volcanic activity, find different hex. work wasted. 
89 food stores contaminated. 
90 Anthrax breaks out, %age of stock must be killed. 
91 70 labourers killed in accident 

92-96 Earthquake destroys 1 hex of road (check route as may be ravines.) 
97 water contaminated 
98 All food contaminated. 
SY Epidemic breaks out 
00 A 1 1  water contaminated. 

If after 7 days there have been no accideots, on thc 82% day 2 d ~ y s  work will 
be carried out. 

E9) 



So, if you are the kind of Dtl (like me)  who thinks things should not be made 
too easy for your players, then use these tables. It is very satisfying 
watching players veering around mountains, looking for natural passes. 
In my campaign The tlountain Barrier has become the obstacle it should be. 
If you don't like the tables just go on using the -3/mountain hex rule and 
your players will go on crossing mountains as though they were flat 
deserts: Deserts? Hmm. How there's a thought. .. 

Out Now! :- BEHOLDER SUPPLEHENT 1 "GLOSSARY OF MAGIC" 

As a supplement to "The Beholder" this 32page booklet includes all of 

the magical items from issues I to 10 of "The Beholder", plus over 60 
completely new ones. All are sorted alphabetically into sections, with 

random rolling tables given. Printing quality is extremely high and 

this is definitely something worth getting your hands on. If you 

would like a copy send a cheque/P.O. for 50p (that includea P&P) to 

J.P.Stoner at 29 Parkway, Dorking, Surrey RH4 ?EX. Do F1(YT make them 
payable to M.G.Stoner please. 



Well me 'earties, we was just havin' a flagon o' mead in the ole "Beholder's 
Arms" when who should walk in but me old enemy Pierre, and his mates. I 
thought I'd catch his attention by throwin' me flagon at 'is, but I made 
sure to finish the mead first. It van a bad shot, but vas enough to get 
'im annoyed, and, as usual with these musketeer types, he went for his 
rapier straight off, so did his mates. I'd got me cutlass on hand and 
started toward 'em, and Kidd, Blackbeard and Long John joined me. It 
promised to be quite a fight! Pierre, ever a show-off, leapt onto a table 
and reached for the chandelier, but before he could swing at us Blackboard 
threw his dagger, and knocked him flat! I was the nearest to the table 
and managed to grab one end and flip it over, with Pierre on it: That 
put him out of action for a while I can tell you: By the time he was 
coming round his mates had fled, but we could hear the pounding footsteps 
of the Cardinal's Guards fast approaching and, though we didn't hate 
enough time to kill him a chair over the head was a pretty satisfyine: 
substitute. Then we were out the window and running back to our ship..... 

The above is oaly a sample of vhat you can do with Yaquintots new 
game "Swashbucklern. It is one of several "album games", which basically 
means rather than getting a box full of game components you get aoaething 
which looks like a double albru. When opened out the centre is the ma$ 
board, and where you would expect to find the record itself there are 
rules books, charts and playing pteces- In Swashbuckler there are tvo 
sections to the board, each one used in a Gifferent varient of the game. 
You can either have a pub brawl (similar to a "Bar-room Brawl") or 
ship-to-ship combat, with two small vessels close together and treasure 
chests in the holds to be fought for. 

The most intore8tlng thing about this game is the cosbat systems, and 
the multituOe of methods you can use to injure your opponents. Belee 
even differentiate between the effects of being hit by a full or empty 
mug of mead! Tables and chairs can he pushed over, shoved at people or 
climbed onto. Carpets can be pulled out from under feet, shelves ean 
be toppled and hats cam be waved about as a diatraction to your attackers. 
And this is all, there are still mope way8 of attacking all vith mles 
covering their use and effects. 

At the start of each turn actions must me plotted, which can raeu3.t in 
some silly situations, e-g. B e v i  atepa forward cuzd lunges with his 
rapier, even though there is no-one there. This means that anticipstton 
of other playerst actiolas is essential. As jou may have guessed plotting 
means you must photocopy an "orders sheet7', once for each player i n  the 
grsle. 

Optional rules corer much thSnga aa endurance, weapon probicienciy 
and variable characterietics (in the barrio gem4 everyone  ha^ "aaarageH 
strength, dexterity, stc), Bndurance isn't ca very good mle, becnrrs 
if someone has a low score in that area they are doomed $0 spend ao5t 
of the grme resting, to avoid dyisra o f  exharnstion: Seems a bit hamh 
to me. 

I'm not sure how much this game a o ~ t s  (betweaa 8.4 and &SbpreBa+1y) but 
it i8 definbt*lg vnrth getti=. T3 5-  sns oT thnss games that irr beet 
glw8d with a grasp o f  sastcs, o m  of Zag*;. zsd ..-,snsned-np asera* ob 
humow. Buy 5% e v i  enjoy 9t! 



I have always thought that character generation in D&D is too boring, 
and that there are not enough variablee brought into it. Therefore I 
propoae the following:- 

Charactere are rolled on 366 and values can never go lower than 3 or 
higher than 18 (unless racial bonuses allow a score of 19). Howwver 
every time a roll for a characteristic is made the number given is 
changed by the following variables:- 

Regular readers of TBH gain +I 
Subscribers to TBH gain +2 
Subscribers who have been such for over a fear gain +3 
Subscribers who have let their sub run out without renewing it eaffer -1 
For each other D&D fanzine read -1 (cumulative) 
For each other D&D fancine subscribed to -3 (cumulative) 
Editors of other fansines suffer -17 
For each copy of "Beholder Supplement 1" bought +I (cumulative) 
Regular contributors to TBH gain +4 
Writers of etupfd articles about character generation +I7  

(Copyright by nToungue in Cheek Enterprises Inc.") 



I l i k e ' s  a r t i c l e  i n  TBH17 i; a very f a i r  summary o f  the  d e l i g h t s  (and 
d i f f i c u l t i e s )  we f i n d  i n  ro le -p lay ing  games. But a comment, i f  I may, 
which I hope may c l a r i f y  some o f  t he  o r i g i n a l  t h i n k i n g  behind the melee 
r u l e s  i n  D&D/AD&D - an aspect which I found very d i f f i c u l t  t o  grasp a t  
f i r s t  and was, before  I gave i t  proper thought, i n c l i n e d  t o  c r i t i c i s e .  

This i s  the  'one minute melee round' .  I t h i n k  i t  was a t  Dragonmeet 1979 
when I watched ( w i t h  some i n c r e d u l i t y ,  I must admit)  members o f  the  Society 
o f  Medieval Anachronisms ( I  t r u s t  I have the name r i g h t )  dressing up i n  
cushions and cardboard armour then c l o u t i n g  each o ther  f e roc ious l y  w i t h  what 
looked l i k e  swords made from p l a s t i c  hosepipes. As they ra ined  blows on each 
o ther  a t  an i n c r e d i b l e  ra te ,  a f r i e n d  nudged me - "What's a l l  t h i s  rubb ish  
about on ly  being able t o  land one blow i n  a minute, then?". 

\ t e l l  o f  course he (and those who p r e f e r  the  melee r u l e s  i n ,  say Runequest) i s  
abso lu te ly  r i g h t .  Thc melee system i n  D&D/AD&D i s  ne i t he r  r e a l i s t i c  nor 
intended t o  be so. For - and f r a n k l y  t h i s  i s  the  main s i ng le  reason why I get 
a great  deal  o f  enjoyment from D&D/AD&D - melee i s  not the  c e n t r a l  aspect o f  
the qame which some might wish i t  t o  be, i t  i s  bu t  one aspect o f  the  adventure, 
and not a p a r t i c u l a r l y  impor tant  one a t  t h a t .  

Without any doubt, D&D/AD&D melee i s  an approximation, and some would say 
q u i t e  a w i l d  approximation a t  t ha t .  For my money, i t  i s  g l o r i o u s  approximation - 
one which prevents the  game from bogging down i n t o  a ro le -p lay ing  melee g?me, 
r a t h e r  than a ro le -p lay inq  fantasy adventure game. 

The way I see i t  i s  t h i s .  I f  p layers  want t o  p lay  a game which represents 
melee i n  d e t a i l ,  D&D/AD&D was not  intended f o r  them - they should look  t o  t he  
more complex, and no doubt more r e a l i s t i c ,  systems embedded i n  o ther  games 
(systems which, i n  my opinion, dominate those games). But i f  they want t o  p l a y  
an adventure game - as Gary says ' t he  s t u f f  o f  he ro i c  fantasy'  - then d e t a i l e d  
concent ra t ion  on melee w i l l  preoccupy them t o  the  p o i n t  when the  adventure 
recedes i n t o  the  background. Th is  i s  not  t o  imply c r i t i c i s m  o f  anyone's 
personal  game preferences - t h i s  i s  q u l t e  s imply t he  product o f  the  s t ruc tu res  o f  
the  var ious  games. 

I don ' t  want even t o  imply,  l e t  a lone preach, One True Way - I ' m  no t  a be l i eve r  
o f  t h a t  i n  t he  RPG genre, any more than I am i n  the  warqames genre. Rut may I 
simply pu t  these p o i n t s  out  - f o r  discussion, maybe: 

1. The l o s s  o f  h i t  p o i n t s  does not  represent a wound - i t  represents a s e r i e s  
o f  ser ious  wounds which s i g n i f i c a n t l y  reduces the charac ter 's  chances o f  
l i v r  

2. As a consequence, the  b ind ing  o f  wounds w i l l  not, i n  shor t  t e r r ,  r es to re  
any l o s t  h i t  p o i n t s  (though i f  t h a t ' s  the  way you want t o  r u l e ,  i t ' s  your 
game, not  mine o r  Gary 's) ;  

3.  A character invo lved i n  melee s t r i k e s  h i s  opponent many more t imes than 
once du r i ng  the  one minute o f  a melee round, y e t  on l y  r o l l s  t he  d i e  once 
(except iona l ly ,  more) ; 

4. I f  a charac ter  i n  melee f a i l s  t o  make h i s  ' t o  h i t '  d i e  r o l l ,  t h a t  does no t  
mean h i s  blow has missed the opponent, necessar i ly .  

I ' m  not t r y i n g  t o  be coy, b u t  i i  i s  3 thouaht-provoking game and concept. I 
w i l l  g l a d l y  debate t h i s  i s s ~ l e  w i t h  anyone - w i t h  Mike'; and Guy's permission, 
i n  the  paoes o f  t b e l r  euce l lenc  maaaziie. 







% ~ggish and the grimbnak 
A,\ 

- BACKGROUND - 
U n ~ i s h  and The Grimbnak a r e  two o f  t h e  o l d e s t  and most 

malevolent beings  on ea r th .  The l a t t e r ,  a l e s s e r  d e v i l ,  i s  served by 
t h e  former, an anc ien t  c r e a t u r e  known as a mireslug. Grinbnakts  power 
and a l e o  t h a t  o f  Uggish has now waned;for he pu t  f o r t h  t h e  g r e a t e r  p a r t  
of t h e i r  priwer i n t o  an amulet c a l l e d  t h e  Doom.stone and somehow t h i s  
s tone  was l o s t .  

The Doomstone came i n t o  t h e  possess ion of  t h e  Orcs of t h e  Black 
Hand, a t r u l y  c r u e l  race .  With it, they have forced The Grimbnak a?d 
Uggish i n t o  t h e i r  se rv ice .  This now infaaous t r i b e ,  f ea tu red  i n  Chro- 
n i c l e ,  i n h a b i t  a stockaded c l i f f - s i d e  se t t l ement  deep i n  untamed f o r e s t  
( a t  l e a s t  f o u r  days journey from t h e  n e a r e s t  h a b i t a t i o n )  from which 
they i s s u e  i n  hoards t o  hunt and dest roy.  

- HISTORT ( f o r  t h e  information o f  t h e  p l a y e r s )  
Hundreds of yea rs  ago when man f i r s t  s e t t l e d  i n  t h e  f o r e s t ,  

they  d i s tu rbed  two anc ien t  legendary c rea tu res .  I t  i s  s a i d  t h a t  t h e  
c r e a t u r e s  f l e d  t o  t h e  rav ine  of t h e  Oozewater and t h e  caverns beyond, 
but  t h e  f o r e s t e r s  never had reason t o  d i s t u r b  them i f  indeed they l a i r e d  
the re .  

About t e n  y e a r s  ago, a lone hun te r  repor ted see ing  a l a r g e  compmy 
of  black o r c s  t r a v e l l i n g  towards t h e  rav ine  of t h e  Oozewater but  none 
l i s t e n e d  t o  h i s  s to ry .  Over t h e  l a s t  few months however, t h e  f o r e s t e r s  
have been f l e e i n g  from t h e  f o r e s t  r e p o r t i n g  widespread r a i d s  by c r u e l ,  
black o rcs .  They have been named t h e  Orcs of t h e  a lack Hand and a r e  
descr ibed a s ;  

'Clothed a l l  i n  black, t h e i r  s k i n  dark as eboo; glowing red were 
t h e i r  eyes,  d u l l  red t h e i r  sha rp  claws and wicked s c i m i t a r s  .' 

Those who have seen them shudder and weaken merely on hear ing t h e i r  name. 
The f o r e s t e r s  be l i eve  t h a t  t h e  o r c s  have l a i r e d  and joined f o r c e s  wi th  
the  two legendary c r e a t u r e s  and t h e i r  names have been r e c a l l e d  - Uggish 
and The Grimhnak. 

The rav ine  of t h e  Oozewater l i e s  some twenty leagues  e a s t  of  t h e  
v i l l a g e  (where t h e  f o r e s t e r s  now seek re fuge)  a long a f o r e s t  t r ack .  
Any who wish t o  f i n d  t h e  o r c s  it is s a i d  w i l l  have no d i f f i c u l t y ;  they 
l e a v e  c l e a r  t r a i l s b e i n g  a f r a i d  of  no enemy. Indeed, t h e  adventurers  
a r e  warned t h a t  they nay meet t h e  a r c s  long before  they g e t  t o  the  ravine.  

- D.Y.'s NOTES 
Uggish and The Grimbnak is a scenar io  t h a t  can be f i t t e d  

i n t o  any f o r e s t  i n  your campaign, but can equa l ly  wel l  be p l  
s e p a r a t e  adventure. Characters  should be o f  4 th  
t o  6 t h  l e v e l ,  t h e  sum o f  l e v e l s  i n  t h e  p a r t y  no t  
exceeding 25. Wanderers w i l l  be given under t h e  
appropr ia te  sec t ions .  The centre-pages con ta in  
maps o f  t h e  t e r r a i n  around t h e  lair of  t h e  o rcs ,  
an6 o f  t h e  s tockade and cavern6 of  t h e  orce. 

Note t h a t  f o r  t h e  two mapa, n o r t h  is on t h e  
l e f t ,  t h u s  e a s t  f a c e s  upwards. 

- - d e s c r i p t i o n  

rme~derln.:: rnonr-.,x- t a b l e  ( r o l l  each hour 
.,I'.+m* c ,.... . aa~.~.ly i a  5  league^ from the nil- - - w.m. cr, a 6 (dfi;;; 

R o l l  R d&; 1 = 1-4 f i e e i n g  f o r e a t a r e ,  
p u n n e d  By orca (KO%3; 
all oros ia t M 8  ssm- 
ario a r e  Orcs of tho 
Black Ramd). 



1 cont, 2 = 1-6 d e e r  6 = 3-6 band i t s  (AC6, swords) 
3 = badger mugging a f o r e s t e r  
4 = 1-4 wild boar 7 = webs ac ross  path,  1-3 
5 = g i a n t  owl 75% g i a n t  s p i d e r s  

f l y i n g  8 = 2-4 o r c s  a i t h  s t o l e n  pony 
(encounters  1, 6 ,  7 and 8 xay only occur once) 

This 10' wide t r a c k  runs unbranching from t h e  v i l l a g e  20 leagues 
eastwards,  pass ing burned and ruined woodland s e t t l e s e n t s ,  t o  t h e  
c r e v i c e  pa th  (2).  A s  i t  nears  t h i s  path  it becomes wel l  trampled 
by o r c  f e e t .  Large dog-like f o o t p r i n t s  can a l s o  be made out.  Be- 
yond t h e  c r e v i c e  path,  t h e  t r a c k  f o r d s  a r i v e r  ( 3 )  and c a r r t e s  on 
t o  t h e  woodland se t t l ements  beyond (which a r e  a l s o  ruined) .  

2. The Crevice Path (no wanderers). T h i ~  i s  a narrow path  
o f f  t h e  f o r e s t  t r a c k  

I t  slope6 downhill ,  sheer ,  damp wal l s  covered i n  sl imy 
up on e i t h e r  s i d e  a s  it winas a long (wal l  counts as ' s l i p p e r y 1  f o r  
climbing (DMG p19), he igh t  is given on t h e  map). I t  is roughly c u t  
i n  p laces  and mainta ins  a width of about 6'. Sca t t e red  a long t h e  
path  a r e  va r ious  o b j e c t s  and c rea tu res :  

@ a Oead and decaying e l f  c lothed i n  rags  l i e s  here ,  h i s  severed 
head s tuck  on a spear  planted i n  t h e  ground, g r inn ing  repuls ively .  
A l l  e lves  nus t  save vs  magic o r  f l e e  a s  i f  f ea red  f o r  1 turn.  I f  
saving, an e l f  w i l l  ga in  +1 t o  h i t  @ damage a g a i n s t  o r c s  f o r  t h e  
next  9-18 ( d l 0  + 8) turns .  

a dead man, wearing very holey chain mail, l i e s  sprawle? i n  
theQth  f a c i n g  south.  He was k i l l e d  3 hours ago by t h e  gray ooze 
at d. He c a r r i e s  h a l f  a sword (1) and, i n  h i s  b e l t  pouch, z sc rap  
of  parchment reading 'Capture t h e  !loomstone wsd t h e  o r c s  w i l l  f a l l ,  

But beware t h e  m a t h  of Grlinhn%k ttl;~ Swail.' 
The dead man, i f  saoken to ,  knows no more than t h e  adventurers ,  but 
w i l l  warn then  of  t h e  ooze. 9 a rockp i le ,  some 15'  h igh blocks t h e  pa th  but i s  e a s i l y  climbed. 
HOWO e r ,  t h e  rocks ( looking d a ~ p  l i x e  t h e  r e s t  o f  t h e  path)  a r e  ac- 
t u a l l y  covered by a gray ooze (L3HTM). 10' e i t h e r  a i d e  of  t h e  rock 
s i l e .  ioined 5v a s e c r e t  tunnel.  is a cance%lecI door i n  the  south 

a dropped, dull. red sc ic l i t a r  bear ing t h e  symbol of  t h e  Ores 
(a s c i m i t a r  and a black, four -d ig i t  hand). 

on t h e  w a l l  hero is a v a m e  ~tchiacr cf a 3raeon- 
like-reature. 

- - - 
a a nool.. 6' wide and 1 5 '  1.~1la f i l l s  a 5 '  h a l e  is t h e  laath here. 

~ t e ~ y h s v e  bekn c u t  i n t o  t h e  south-and n ~ r - t h  *a11 around th'e pool. 
- 

The s t e p s  t o  t h e  ngr th  a r e  sound, but  the south ones, though Iden t i -  
c a l  i n  appearance, w i l l  crumble when t h e  f i r s t  person i s  ~ 3 o v e  t h e  

opens out  i n t o  a lenge bes ide  a s l u g g i a  green 
t o  n o r t h  i n  a rav ine  (4) .  

3. The Ford and Oozewater below t h e  Bridge (5)  (no wanderers), The fo rd  
13 ovar 

~ W O  f e e t  d e e ~  and l i e s  st t h e  ?ownetream end of t h e  aarine (4). %:th 
a ho?.t it f s ' p o s s i b l e  t o  row upstream t o  t?e br idge  (5) b ~ t  ad the 
poin t  9 2 perytons  (18 and 23mK:I) la i r  i n  a 10 '  deep cave 10' up 
t h e  c l  I"-baee. They rill ~ , t t a e k  eay adventurers ,  beinq hu%gry for 
human hear t s .  I n  t h e i r  n e s t  of e t i c k s  and s t a a e s  st the rear of the 
o w e  are 2 eggs (worth 100gp asah), a broken flask, 5 axror)rasds &?a 
A":p, (Zrg-L~q $B t k e  T&L 2-5 rne%!Ipt C ~ Y P ~ G  ~ 0 ~ t h  lLirT-il. 

I5 is pc?.S?"Y+--8 t o  cli~% n- fc ?k care, the KB;~S of' tb+ PR~
herP P C ) U I ~ ~ ' F L ~ ;  SF * 8?.:*tl~ ~ i l  L P ? P ~ ~ Y ~  

(471 



4. The Ravine of t h e  Oozewater, i 
Bandering monster t a b l e  ( r o l l  each t u r n  - w.m. on a' 6 (d6)) :  

a011 a d8; 1 o r  2 = 1-4 g i a n t  leeches.  6, 7 o r  8 = o r c  p a t r o l ;  
3 = g i a n t  l i z a r d .  4 o rcs ,  one n i t h  l i g h t  
4 = g i a n t  owl 100% f ly ing .  crossbow, another with 
5 = 1-3 g i a n t  f rogs  (2HD). horn (3 mile range) .  

The rav ine  s t a r t s  about 4 mile upstream of t h e  point  h on t h e  man. 
By t h i s  point ,  i t  is 70' deep and 50' wide with  sheer  walls.  The 
west wal l  is ' s l i g h t l y  s l i p p e r y ' ,  t h e  e a s t  wal l  ' s l i p p e r y ' .  -4 5' 
wide ledge runs,  2 '  above t n e  s lugg ish  green r i v e r  t h a t  f i l l s  t h e  
ravine,  from t h e  c rev ice  path a t  point  h t o  t h e  b r i d  e (5) .  When 
t h e  adventurers  t u r n  t h e  corner  a t  t h e  po in t  marked j on t h e  map, 
a beas t  w i l l  r i s e  out  of t h e  water. This is  Uggish e n i r e s l u g  

Armour Class: 5 ( 3 )  

Q 
who has been s e t  by t h e  o r c s  t o  guard t h e i r  ' f r o n t  door*.  

Special  Defense: s i l v e r  (magic) I+ Movement: 12"/3" weapons t o  h i t  
H i t  Dice: 33 (66) h i t  po in t s  Magic Iiesistance: 5% (25$) 

-2 No of Attacks: 3 In te l l igence :  Low (Very) 
W Damage/~ttack: 1-4/1-4/2-8 Alignment: Lawful Evi l  
a0 - 6 1 - 6 2 - 1 6 )  Size: 25' long 
3 Special  Attacks: Breath, Fear  

Uggish ( p i c t u r e  TBM7) feeds  on s e n t i e n t  l i f e  and can sense i t  within  
12". A s  he cannot a t t a c k  orcs ,  he is very hun+ry! The s i g h t  of t h e  
mireslug i s  enough t o  cause a l l  of 5 (8) h i t  d l c e  o r  l e s s  t o  save vs. 
magic o r  cower i n  submission. Uggish drowns h i s  v i c t i n s .  He cannot 
himself be k i l l e d  save by t h e  wielder  of t h e  Doomstone; when reduced 
t o  0 o r  fewer h i t ' p o i n t s ,  he w i l l  s l i p  back i n t o  the  water and re-  
generate  3 h i t  po in t s  per  turn.  However, before  r e t r e a t i n g  he ail1 
use h i s  breath.  This is a black cloud 3" long, 3" wide and 2" deep; 
i t s  e f f e c t  (known only t o  i t s  vict ims)  is t o  curse  i ts v i c t i a s  t o  
r e t u r n  i n  s e l f - s a c r i f i c e  t o  t h e  laireslug within  3 days. I f  t h e  vic- 
t i m  saves  vs. dragon breath,  a t  +2 , t h e r e  is no e f fec t .  A Remove 
Curse w i l l  a l s o  remove t h e  e f f e c t .  (The f i g u r e s  bracketed ( )  a r e  
those t h a t  apply should Uggish o r  t h e  Grimbnak r e t r i e v e  t h e  Doomstone). 

5. The Bkidge (no wa9derers), Here t h e  ledge ends where t h e  rav ine  
t u r n s  west towards t 

f l i g h t  o f  s tone,  carved s teps .1ead 70' up t o  a 
narrow arched bridge. The br idge passes over t o  
t h e  e a s t  s i d e ,  belaeen two s tanding s tones  k t o  
t h e  winding path (6) beyond. 

6. The Windina Path (wanderers a s  f o r  t h e  rav ine  ( 4 )  ' m h n  a "1-8 (d8). 

The s tanding s tones  a t a e m i t  an aura  of e v i l  but  a r e  t h e  only way 
onta  t h e  path from t h e  eas t .  There is an i n s c r i p t i o n  on each s tone ;  

nor th  s tone,  west fac ing  south stone, e a a t  f a c i n g  
' A l l  t h ings  pass i n  p e r i l ,  'Those who pass seek death,  
Of old  Grimbnak t h e  devi l . '  O r  t h e  mireslug 's  black breath.' 

thus  warning adventurers  of what l i e a  i n  each d i rec t ion .  
East of these  s tones  lies a peat  bog which d r a i n s  i n t o  t h e  ravine 

(hence t h e  ' s l i p p e r y '  e a s t  wa l l )  through which a path rri-nds, and 
over which t h e r e  ie a permanent fog  (10' v i s i b i l i t y ) .  I f  s t r a y i n g  
from t h e  path, adventurers  w i l l  become l o s t  ( lodestones  maifunction) 
and w i l l  s ink  i n  mires a f z e r  1-10 roclads /,lH 4885smiaes e f f e c t s ) .  
The patha marked by dot ted l i n e s  an +'?e mar art? &end erlds, but: look 
I d e n t i c a l  t o  the  true passage rPric5 winds i n  ?.on@ s l g - ~ ~ l s  till it 
reaches r s i a e e  grotme on whi-ah is :.rvl~-l the stocka6z ( 7 :  of 'eke arcB. 
At t h e  poinCs  marked.^ on t h e  map i i e  t h e  lair of R 5rapcloor s p i d e r  
(as hrxge sp ider ,  eee  PI). 

(18) 



- L A I R  OF TXE ORCS OF THE BLACK HAND - d e s c r i p t i o n  
These.orcs  have been wel l  

described elsewhere and t h e r e  i s  a p i c t u r e  on ~ 1 6 .  The i r  s t a t i s t i c s  a r e  a s  
follows:  armo our Class: 6 (10) Spec ia l  Defense: none 

2 ,  Movement: 12" + s Maeic Resistance: +1 on a l l  saves , a H i t  Dice: 1+2 ( l d 6 )  In te l l igence :  a v e r q e  
O "NO of  Attacks: 1 ( 2 )  Alignment: Lawful Z v i l  3 Damage/Attack: by weapon Size: 6f1+ t a l l  
0 5 S p e c i a l  Attack: Fear  ( )  = f igurea  f o r  f e z a l e s  and chi ldren.  
The o r c s  of t h e  Black Sand a r e  a half -orc ,  half-negroid race .  Though 

t a l l  they appear smal le r  due t o  t h e i r  h a b i t  of s tooping.  Some r i d e  t r a i n e d  
wolves. I f  outnumbering t h e i r  opponents i n  h i t  d i c e  ( inc lude  wolves), they 
can generate  Fear  ( a s  i f  c a s t  by a 7 t h  l v l  M/U).  Their  weaponry is: 

s c i m i t a r  70%; s c i m i t a r  P; It crossbow 20%; s c i m i t a r  & srJear lo$. 
'Guard1 types  a r e  AC5, ZED, 16 s t r e n g t h  and armed with  s c i a i t a r  and whip 
(d6 damage) being a b l e  t o  wield both a t  t h e  same time. A 1 1  can f i g h t  
equal ly  wel l  i n  l i g h t  o r  dark. Each o r c  c a r r i e s  d20sp ( o t h e r  t r e a s u r e  i s  
noted).  Other than t h e  above, they conforx w i t h  norqa l  o rcs .  

7. The Stockade ( s e e  occurence t a b l e  f o r  w a ~ d e r e r s ) .  B u i l t  on a ba re  
rock platform 6 '  

above t h e  peat  bog, t h i s  enclosure  is defended by a pa l i sade  of 6" 
s t a k e s  each irnbedded i n t o  a 12 '  rampart and p r o j e c t i n g  t o  a he igh t  
of  12 ' .  I n s i d e  t h l s  runs  a 3 '  catwalk, 5' above t h e  l e v e l  of  t h e  
rampart (20'  above ground l e v e l ) .  Within t h e  s tockade a r e  s e v e r a l  

t e r  mugs (13gp each) at a t a b l e  aga ins t  
t h e  e a s t  wall .  h cauldron of  o i l  b o i l s  
over  t h e  c e n t r a l  b r a z i e r ,  a t t ached  t o  a 
chain  t h a t  passes  up through t h e  c e i l i n g .  
There a r e  J b a r r e l s  of  o i l  bes ide  t h e  
s t a i r c a s e .  ( i i )  On t h e  t a b l e  b.eside t h e  
s t a i r c a s e  a r e  2 kegs of  wine, 3 pewter 
augs and 3 sc imi ta r s .  A wolf (11HTK) 
s l e e p s  under t h e  t ab le .  Against t h e  e a s t  
w a l l  s tand 9 spears  and t h e  s tandard of  
t h e  Orcs of t h e  Black Hand ( s e e  MM). ( i i  
ground l e v e l .  There Is a 7' battlement around i t .  There i s  a 
winch t o  draw t h e  cauldron up from ( i )  and another  t o  ra isef lower  
t h e  p o r t c u l l i s .  There a r e  murder holes  above t h e  entranceway. 7 
guards (armed only wi th  It crossbows) and 4 o t h e r  o rcs  ( s c i m i t a r s )  
s t and  watch here  though t h e  fog  l i m i t s  v i s i b i l i t y  t o  10 '  towards 
t h e  bog. One guard has a wolf (13HTK) on a Iftad. I n  t h e  c e n t r e  is 

b e l l  (75gp) t h a t  can be hear? i n  a 60" radius .  
guard. These two s tone  towers a r e  b u i l t  on t h e  

I n  each a r e  3 guards,  2 normal o r c s  and a wolf. I n  ml 
one of t h e  guards has  a pot ion of  i n v i s i b i l i t y  (3 l e f t ) .  They a r e  
poking at a Found hulnan c h i l d  and intoxicating it with f o u l  l i q u o r ,  
of  which they  have a keg. I n  m 2  one of  t h e  guards wears an amulet 
t h a t  g ives  Pro tec t ion  vs  good ( a s  1st l v l  c l e r i c  s p e l l ) .  9n t h e  
wa l l  ' s  a p i c t u r e  o f  a huge o r c  wi th  a f i e r y  glow on its cheet. ($ a l i v e s t o c k  enclosure  con ta in ing  goa t s  an6 bullocks.  I t  
smel s s t rong ly .  There is a b u l l  (20HTK) i n  t h e  cave i n  t h e  c l i f f  
f a c e  which w i l l  charge o u t  a t  any e n t e r i n g  t h e  enclosure.  

@ t h e  stock-keeper's shack, b u i l t  of wood a g a i n s t  the c l i f f .  
He is an o r e  but a l s o  a 1st l v l  drv.iC ( a p e l l s ;  apeek w ranimale, 
entangle).  He can c o n t r o l  t h e  bu l l .  I n  the shack is  a bed, a 
bwbaket con ta in ing  h i s  p e t  cobra (AC7, 'JHm, 1 9 1-3 + pofson for 
3-18 (save ha lves  e f f e c t ) )  s i t t i n g  On ?60sp -8 mhg 
( y ~ o ~ ) ,  s a l t e d  j o i n t s  hauging from the cei l ing a of ( 19 )  
water.  



7 cont, as:q t h e s e  a r e  wooden orc-huts,  each having a  door but 20 
win hey a r e  b u i l t  on t h e  rock pla t form within  t h e  pal isade.  
The rock i s  covered with f o u l  mud and waste ( i n  which o r c s  d e l i g h t ) .  
I n  each hut  a r e  wooden s l e e p i n g  p a l l e t s  ( 1  pe r  o r c ) ,  a rough wooden 
t a b l e  and a l a y e r  of muck and rubbish on t h e  f loor .  Additional i tems 
a r e  l i s t e d  below: 

-PI 8 o r c s  ( 6  x s c i m i t a r ,  2 x s c i m i t a r  & It crossbow), 4  s l eep ing ,  4 
t a lk ing .  Lantern on c e i l i n g .  Candles, s i l v e r  rcirror,  s i l v e r  pipe  
(smoking, 420sp) and a bowl o f  r a w  human f l e s h  on t h e  t ab le .  

-p2 6  o r c s  ( s c i n i t a r & s p e a r ) ,  one being t o r t u r e d  by t h e  o t h e r s  f o r  
fun. He wears a  Ring of Weakness. A wolf s l e e p s  i n  one corner  on 
a mat t ress  s t u f f e d  with 75gp and 880sp hidden &Tong t h e  padding. 

- p  5  normal o r c s  ( s c i m i t a r )  and 2  guards ( s c i m i t a r  k spear )  a r e  
q a a r r e l l i n g ;  one of t h e  normal o r c s  has  j u s t  been beheaded by a 
guard who uses  a +1 s c i s i t a r .  On the  t a b l e  i s  a  l a n t e r n  and a map 
of t h e  Caverns of  t h e  Orcs wi th  room v b l o t t e d  out  by s p i l t  wine. 

-p4 6 o r c s  ( s c i m i t a r )  s leeping.  I n  t h e  doorway i s  a  hidden t rapdoor  
( s p r i n g s  on a 1-4 (d6) )  over  a 20' p i t .  Sca t t e red  around t h e  f l o o r  
of t h e  hut  a r e  an o rna te  s i l v e r  helmet (1800sp), a black sack a?3. 
a s i l v e r  dagger (1lOsp). One o r c  wears a shoddy r i n g  ( l s p ) .  

- p 5 3  normal o r c s  ( s c i m i t a r s )  a d  2 guards ( s c i m i t a r  & spear )  a r e  en- 
t e r t a i n i n g  10  female o r c s  (daggers) and ce r ta i l l ly  ~ o n ' t  be ready f o r  
a f i g h t :  There i s  no l i g h t .  A 1 1  t h e i r  weapons a r e  l a i d  on t h e  t a b l e  
together  wi th  a purse  of 33gp and a s i l v e r  horn (560sp). 

-91 3 female o r c s  (daggers) and 8  chi ldren.  The l a t t e r  wander i n  and 
ou t  of  t h e  hut. On t h e  t a b l e  a r e  cheeses and l a r g e  p e s t l e s  i n  which 
t h e  o r c s  g r ind  s t r a n g e  herbs;  t h e  ' f l o u r *  i s  used a s  a hea l ing  p a s t e  
(each a p p l i c a t i o n  cures  1-4 h i t  po in t s ;  t h e r e  a r e  6  app l ica t ions ) .  

- q  t h e  female o r c s  from here  a r e  i n  p  . Laid on one p a l l e t  i s  a  
bgarskin rug  worth 700gp and a dram 03 perfume of l u s t  (causes  f i rs t  
person of  t h e  opposi te  s e x  t o  l u s t  f o r  t h e  wearer - worth 35gp). 

-q3 t h e  female o r c s  from here  a r e  i n  p5 . 10  ch i ld ren  a r e  l e f t  alone 
and a r e  playing with 2 c a t s  - they 've  t i e d  t h e i r  t a i l s  together .  
The f l o o r  is covered i n  d ry  straw and t h e r e  is a  l an te rnon  the  table. . ,  

-94 5 female o r c s  (daggers) a r e  making c loaks  from s t o l e n  s i l k  (130gp). 
They use  golden needles  (5gp each). One of them i s  a 1st l v l  ?lLl 
(.QHTK, s p e l l s ;  Hold P o r t a l ,  Reduce). Her imp f a m i l i a r  s i t s  i n v i s i -  
b l e  on t h e  t a b l e  but  may appear i n  t h e  form of a l a r g e  s p i d e r  (15 
HTK). The MU c a r r i e s  a s c r o l l  of  Detect Magic and Strength.  

- q  8 female o r c s  (daggers)  l abour  i n  here  over  a new standard. 12  
m2schievous ch i ld ren  a r e  wrapping 360' of  rope around t h e  room. 2 
of t h e  females wear s i l v e r  brooches i n s e t  with t i n y  rub ies  (100 & 
130gp). Sca t t e red  o n  t h e  f l o o r  a r e  7 f l a s k s  (o f  water) ,  4 empty 

and a spear  head (+2 i f  a t t ached  t o  a  s h a f t ) .  
of i r o n  b a r s  36' high containing f i e r c e  hunting wolves. 

t a i n s  4 wolves, r con ta ins  5 and t h e  remains of a  f o r e s t e r .  
can smel l  i n t r u d e r s  wi thin  8" and w i l l  start howling. 

t h e  tower of  t h e  eye, s t and ing  above 
t o  t h e  caverns. There i s  a  

narrow passage ( s i n g l e  f i l e )  l e a d i n g  t o  ( i ) .  
A bodygnard (2+2HD, AC4, s c i m i t a r  & halberd,  
1 7  s t r e n g t h )  s t ands  e i t h e r  s i d e  of  t h e  e a s t  
e x i t .  A s p i r a l  s t a i r c a s e  l e a d s  up t o  ( i i ) .  
( i i )  is  t h e  chamber of  t h e  eye; it is  b a r e  
save f o r  3 windows. A t  each s t a n d s  a guard 
with  120' i n f r a v i s i o n  and armed v i t h  a +1 
Lawful Evi l  a l igned sc imi ta t .  One is a 2nd 
l v l  m/aao (14HTK, s p e l l s ;  Rersssge & Mwie 
Missile), another  s 2nd lvl. =sEQ/I:leric (13wi%, 
s p e l l s ;  Command, Detect Good), t h e  3rd i s  a 
2nd l v l  IW/I11. (lOBPgr epellhl; ~ u d i b l e  Gla- 
mer, ~hantasmd . ~ o r c e ) .  T ~ e s e  s p e l l s  can be 

( 2 ~ )  used t o  good effect fr!,ghteaing off ma 
m i  es. 



- JATJ3(NS OF THE GRIid3:;IK - d e s c r i p t i o n  
These caverns were o r i g i n a l l y  inhabi ted 

but  a r e  now ru led  by t h e  Orcs of t h e  Slack ~ & d .  
- 

The courTroo2 of Yrchold, Ghief of  t h e  Orcs. It i s  a wel l  h e m  
high ~ i t h  p i l l a r s  running d o m  each s i d e .  Yrchold s i t s  on 

a x a r b l e  throne a t   he e a s t  end lacghing st h i s  obcene j e s t ~ r  (unarae l ,  
3HT6). Yrchol:! i s  k23,  30HTK (6113 +3), 18 s t r e n g t h  and armed with a 
s c i m i t a r  of wounding and a spear.  iIe wears a r i n g  of ampl i f i ca t ion  
( s e e  T ~ 8 9 ) ;  i t  \as  one empty c l a s p  and one nolding a moonstone ( t h i s  has 
caused nim t o  Decome a werewolf). Yrchold a l s o  wears the  3oo?stone. 
The amulet r z d i a t e s  a f i e r y  slow f r o a  h i s  chest  r h e r e  i t  hancs. I t  be- 
stows t o  i t s  wearer t h e  following a b i l i t i e s  ( s o  long a s  he has the  re-  
quired h i t  d i c e ) :  Infravision.. . . . lHD I l l u s i o n  (nse  Phaq- 

>:nor Alignment. .2BD t a s n a l  Force). . lOH3 
Zhzra ?erson....43iJ Teleyor t  (no error)...l?HD 
Zuggestion. ..... 62D Animate Dead..........l4HD 
Cause ?ear......8H3 

(where app l icac le ,  s p e l l  e f f e c t s  a r e  a s  i f  c a s t  by a 10 th  l e v e l  M/U). 
Thus Yrchold c m  use  the  f i r s t  f o u r  a b i l i t i e s .  B o ~ e v e r ,  both Uggish 
and The Grinbnai can use  a l l  i t s  a b i l i t i e s  r e g a r d l e s s  of h i t  d ice .  

Curled a t  $he f e e t  of t h e  chief  i s  a worg (19IiTK) wearin5 a wrought 
s i l v e r  c o l l a r  (7003sp).  Cn e i t h e r  s l d e  of t h e  throne s t ands  a bodyguard 
( a s  i n  s (i) but z r ~ e 3  n i t n  2 j ave l ins  of p i e r c i n c  each ins tead  of a 
halberd)  with a wolf (both  11HTK) on a lead ($ The Zavern of Death, t h i s  i s  a purely  n a t u r a l  cavern varying 
i n  h l g h t  f ron  4 '  t o  10 '  wi th  innumerable arches  and p i l l a r s  formed by 
s t a l a c t i t e s  and s ta lagLl i t e s .  The entrance from t i s  locked, t h e  door 
being made of a 1' t n i c k  s l a b  of s tone  (one of t h e  bodyguards i n  t has 
t h e  lrey). I n e  entrance t o  v i s  concealed by a c u r t a i n  of s t a l a c t i t e  
formations.  

The o r c s  b r i n g  t h e i r  unwanted cap t ives  here  ( t h o s e  they don ' t  e a t )  
and chain the3  t o  t h e  p i l l a r s .  There a r e  scores  of dead, r o t t e d  and 
s k e l e t a l  bodies l i t t e r e d  around t h e  cavern. Not one is  a l i v e  and most 
nave Deen eaten by t h e  r e s i d e n t  of t h e  cavern, The Grimbnak. He roaas  
this a r e a  i n  c a p t i v i t y  subservient  t o  t h e  o rcs  but  always keeping t h e  
hope of r e t r i e v i n g  t n e  Doomstone. 

+Armour Class:  3 ( 1 )  Spec ia l  Defense: s e e  below 
% IuIovement: 12" Magic Resistance: 1 0 s  (30%) 
3 H i t  Dice: 44 (88) h i t  p o i n t s  I n t e l l i g e n c e :  Average (Xighly) 
E No of  Attacks: 1 ~ l i g n m e n t :  Lar~fu l  E v i l  

KIA zL Damage/Attack: 3-3 (1-6) Size: S (4' t a l l  but obese) 
~ U S p e c i a l  ~ t t a c k s :  s e e  below 
The Grimbnak i s  h o r r l f i c  t o  look a t  having t h e  l o v e r  t o r s o  of a l i o n  and 
t h e  upper t o r s o  of a human. His head bears  l a r g e  horns wi th  which he 
b u t t s  opponents. He is  a l e s s e r  d e v i l  but he has l o s t  t h e  genera l  cha- 
r e c t e r i s t l c s  of  such c r e a t u r e s  having put thea  i n t o  t h e  Doomstone. He 
r e t a i n s  however t h e  fol lowing powers: 

at w i l l ,  one a t  a time, once p e r  t u r n  o r  melee round as app l icab le  
Heat Metal, Magic Idiss i le ,  St inking Cloud, Hold Person, FeignDeath 

The Grimbnak cannot be k i l l e d  save by t h e  wielder  of t h e  Doomstone; i f  
reduced t o  0 o r  fewer h i t  po in t s ,  he w i l l  t u r n  gaseous, f l e e  and regen- 
e r a t e  a t  3 h i t  p o i n t s  per  turn .  He can i d e n t i f y  t h e  wielder  o f  t h e  
Doomstone wi th in  3n and w i l l  do a l l  i n  h i s  power t o  wrest  it from him - 
even by r e s o r t i n g  t o  pleading. (The f i g u r e s  bracketed ( )  a r e  those  t h a t  

should Uggish o r  t h e  Grimbnak r e t r i e v e  t h e  Doonstone). 
P i l e d  on t h e  f l o o r  of t h i s  excavated chamber is the  t r e a s u r e  o f  

Crimbnak is too obese t o  squeeze through t h e  narrow entrance.  
The t r e a e u r e  c o n s i s t s  of 7035gp7 3105Csp, a gold b r a c e l e t  set with 3 
diaaonds (1050gp), 10  multiooloured g l a s s  b o t t l e s  of vintage wine (30gp 
each),  J s i l v e r  s c r o l l  tubes  (25QOsp each) one con ta in ing  a c l e r i c a l  
a c r o l l  ( s p e l l s :  Detect Ml, Pro tec t ion  From m i l ) ,  a peridoz s tone  ( f i t s  
i n t o  t h e  r i n g  of ampl i f i ca t ion  i n  t ) ,  a +3 Chaotic ~ o o d  s h o r t  sreotd, 

(21) 



,scant. a l e a t h e r  tube con ta in ing  ano ther  c l e r i c a l  s c r o l l  ( s p e l l s :  Reaove 
Curse x 2, Dispel m i l ) ,  a cheap looking necklace ( a c t u a l l y  a neck- 
l a c e  of I i s s i l e s  ' t ype '  13-16 ( s e e  DMG p150)),  an m u l e t  of  Proof 
a g a i n s t  Detection and Location, Bracers of Defenselessness m d  3 
pot ion f l a s k s  (Sweet Water, Extra  Healing, empty) 

- Table of  Occurences 
Remember t h a t  t h e  o r e s  a r e  l awfu l ;  defense v ; i l l  be 

wel l  organised, r e a c t i o n s  l o g i c a l .  But they a r e  a l s o  insubord ina te  - 
if one of  s t r e n g t h  is n o t  p resen t  they may a c t  c a r e l e s s l y  o r  r ebe l l ious -  
l y .  The fol lowing t a b l e  sugges t s  occurences wi th in  t h e  s tockade whi l s t  
t h e  adventurers  a r e  the re .  2011 a d20 o r  s e l e c t  an occurence every t u r n  
(you can make up a d d i t i o n a l  ones. I t  i s  e s s e n t i a l  t o  play t h i s  scenar io  
as a l i v i n g  dungeon): 

1 = 3 o r c s  i n  1 ( i )  start a brawl; o i l  b a r r e l  smashes i n t o  b r a z i e r  ... 
2 = wolf i n  1 ( i i )  has contracted r a b i e s  and r o a m  t h e  s tockade 
3 = 3 l a r g e  s p i d e r s  climb i n t o  t h e  stockade 

4-6 = 2 guards from m i  make a check on t h e  catwalk 
7-9 = 2 o r c s  and wolf from m2 make a check on t h e  catwalk 

10  = t h e  b u l l  breaks out azong t h e  hu t s  
11 = 4 o r e s  from pl r e p o r t  t o  s 
12 = a messenger from 1 ( i i i )  d iscovers  t h e  brawl i n  p3 and r e b o r t s  

i t  t o  s 
1 3  = an orc  has emptied t h e  perfume of l u s t  over h e r s e l f  and i s  

c r e a t i n g  a s t i r  ou t s ide  p 
14  = pen rl is broken down by m e  wolves nho make f o r  n.. . 
15 = 6 o r c s  from p4 l eave  on a hunting t r i p  wi th  2 volves  from r 2  
16 = gatehouse a t t acked  by g i a n t  owl 
17  = Yrchold goes on a check around t h e  stockade on h i s  worg 
18 = 'j o r c s  r e t u r n  wi th  c a p t i v e  f o r e s t e s s  and t ake  h e r  t o  Yrcholcl 
19 = f o g  descends over  t h e  stockade f o r  d20 t u r n s  
20 = 3 ogres  a r r i v e  o f f e r i n g  a i d  t o  t h e  o r c s  and a r e  taken t o  t 

c H ~ O ~ ~ ~ l ~ :  TxRouGR Tm sT*Nmm STONES 
by G .  Duke 

being t h e  f i f t h  p a r t  of t h e  chron ic le  
fea tu r ing :  Aresthusa ( a l i a s  ivily a i lma)  e lven t h i e f  

Tuf f n i k  human f i g h t e r  
Peebinga human M@T 
S t r o l l e r  human ranger  
Malmo haman c l e r i c  

rom t h e  s lugg i sh  waters  t h e  beas t  drew i t s e l f  up and o i l y  mud 
dripped from t h e  r o t t i n g  weeds t h a t  adorned i t s  slimy, sca led  
hide. Dragon-like i t  was, y e t  it possessed no such majesty and 
was merely a mockery; a c r e a t u r e  foul. and perver ted,  Vi le  
sounds i t  emitted as i t  a rose ,  bu t  i f  they were words they were 

m a ~ ~ c i o u s ,  f u l l  of  h a t e  and scorn. 
S t r o l l e r  cowered, h id ing  h i s  eyes i n  f e a r  but  Aresthusa s tood h e r  

ground mutter ing f a i r  e lven words. Peebinga before  h e r  grimly smiled; 
he waved h i s  long hands i n  t h e  air,  h i s  voice r i s i n g  and f a l l i n g  with  
zlagic words, h i s  robe flowing about h i s  r a i s e d  arms, and suddenly a 
b o l t  of  l i g h t n i n g  sprang from h i s  f i n g e r s  and smote t h e  b e a s t  f u l l  i n  
t h e  eyes. But even before  i t  wailed and s l ipped  gurg l ing  down i n t o  t h e  
soup, i t  s e n t  f o r t h  from its n o s t r i l s  a cloud o f  accursed fumes t h a t  
smote t h e  nagician and f o r  a moment h i d  him from e igh t .  

+ + +  
When t h e  fumes c lea red ,  Peebinga l a y  crumpled on t h e  l edge  and a l l  

t h a t  remained of t h e  b e a s t  were a few bubbles r i s i n g  t o  t h e  surface .  
S t r o l l e r ,  r e leased  from h i s  f e a r ,  sprang up slrd l e a p t  t o  t h e  body of 
t h e  s t r i c k e n  magician. 



"Tis a  s o r e  l o s s  t o  us ,"  spoke Aresthusa a s  s h e  stepped up. "How 
can we hope t o  save our  f r i e n d s  now ?"  and h e r  words kindled a  f a i n t  
hope i n  he r  t h a t  S t r o l l e r  might now be persuaded t o  turn back. 

HHold your tongue elf-maiden, I ' m  no t  dead y e t , "  cane t h e  voice  of  
Peebinga from beneath h i s  hood. "Help me t o  ry fee t : "  

Aresthusa jumped back i n  s u r p r i s e ,  he r  hope dashed, but S t r o l l e r  
l e a n t  r e j o i c i n g  over t h e  now s t i r r i n g  body of t h e  aagician.  "How many 
l i v e s  have you ?" he c r i e d  as he pul led him t o  h i s  f e e t .  

"Nine perhaps, but no t  many l e f t  now," s a i d  t h e  magician. 
"Truly your l i f e  seems charmed," s a i d  t h e  wily t h i e f ,  no t  without 

a i sg iv ings .  "But now l e t  u s  g e t  away from t h i s  dreary p lace  while we 
car,. I d i s l i k e  the  s i l e n c e  here." 

"And I f e e l  g r e a t l y  c h i l l e d , "  s a i d  Peebinga. "These waters f i l l  
me with loa th ing ,  f o r  e r e  t h r e e  moons am I nom doomed t o  r e t u r n  he re ;  
t h e  black b rea tn  has been l a i d  on ne and I am cursed:" 

"This i s  e v i l  t i d i n g s , "  c r i e d  S t r o l l e r , " b u t  t h e r e  may be means t o  
l i f t  such a  curse ."  With t h a t  he l e d  t h e  pa r ty  a long t h e  ledge once 
more. They hadn ' t  t r a v e l l e d  far when the  gorge turned t o  t h e  west and 
here  a  bridge spanned i t  t o  the  e a s t  s i d e .  Narrow s t e p s  l e d  up t o  t h e  
s l e n d e r  span and with  c a r e  t h e  t h r e e  crossed over  &r~d thus  came, a t  
midday , out  of  t h e  dreaded gorge. 

+ + + 
Before thea  l a y  two s tanding s tones ,  and t h e  path  ~ a s s e d  between 

them. The t h r e e  companions f e l t  apprehensive. 
 LOO^:^ s a i d  S r o l l e r ,  "There i s  an i n s c r i p t i o n  here." He pointed 

t o  t h e  s t o n e  on t h e  l e f t  of  t h e  bath. It read: 

"Should we pass  ? I '  asked S t r o l l e r .  
"We w i l l  fo l low where you lead,'* r e p l i e d  Peebinga. S t r o l l e r  showed 

no h e s i t a t i o n .  The company passed through and immediately they found 
themselves i n  a t h i c k ,  clammy fog. They could s e e  ba re ly  ten f e e t .  On 
e i t h e r  s i d e  the  path  f e l l  away i n t o  pools and mires. S t r o l l e r  l ed  t h e  
nay, winding through t h e  bog, o f t e n  s t o o ~ i n g .  Pa ths  went o f f  t o  l e f t  
and r i g h t ,  a l l  we l l  trodden, and t h e  two fol lowers  wondered a t  t h e  s k i l l  
of  t h e  ranger. 

"We a r e  making good progress ,"  s a i d  S t r o l l e r ,  '?The way i s  c l e a r  t o  
me and t h e r e  i s  no sign of anything l i v i n g  o t h e r  t h & ~  t h e  f o u l  footmarks 
of t h e  arcs." 

But as he s a i d  t h a t ,  ar, extraordinary t h i n g  happened. A hole  sud- 
denly opeoed up beside  t h e  path  and from i t  sprang an obese c rea tc re .  
I t  s t ruck  at  S t r o l l e r ' s  back aa he spoke and clung t h e r e  wi th  long, 
clawed legs ,  b i t i n g  zt t h e  ranger. S t r o l l e r  l e t  o u t  a  c ry  and f lung  
himself onto h i s  back hoping t o  squash h i s  a s s a i l & - t .  Peebinga s t a r e d  
i n  hor ro r  a s  Areathusa l e a p t  forward brandishing h e r  sword. 

The c r e a t u r e ,  a  huge sp ide r ,  s c u t t l e d  away and S t r o l l e r  s o s e  t o  h i s  
f e e t  blood running from h i s  back. Aresthusa jumped and h e r  blow came 
down heav i ly  on t h e  sp ide r .  Its eyes glowed with  menace but  they  could 
no t  match t h e  fu ry  i n  those  of  t h e  e l f .  The h e l l i s h  l i g h t s  were ex- 
t inguished and t h e  s p i d e r  sank i n t o  t h e  bog. 

" I ' m  only  sc ra tched ,*  s a i d  S t r o l l e r  ae: Peebinga looked a t  him with  
concern. "The b e a s t  had no time t o  i n j e c t  i t s  poison;n 

Aresthusa looked at  p i t  from which i t  had jumped; t h e  ' t rapdoor '  
was f l u n g  f o  one side. "A good p lace  t o  hide," she thought. 

+ + +  
Unknom t o  t h e  adventurers  t h e  sounds of  b a t t l e  had reached t h e  ears 

of  t h e  Orcs of  t h e  Slack Hand. 
"Go and s e e  what i t  waa Agnurs. Take t h a t  la%y wolf and two of  those  

drunken scum d o m s t s i r s  wi th  you," ea id  t h e  harsh voice  of  t h e  d u t y g u a d  
sad he nneered. *Grfmbnak can have it f o r  h i s  supper!" 

+ + + + +  ~(23) 



Low-Ute1 thuactera often hate problema etaling U i r e .  If you're a more 
experioncad Doer  why not follow Graham Staplehurat'a example with:- 

I h a \ e  always thought t h a t  a  f i r s t - l e v e l  c l e r i c  is one of t h e  n o s t  
i n e f f e c t u a l  c h a r a c t e r s  invented ,  even wi th  t h e  a b i l i t y  t o  use  half-way d e c e c t  
weapons and p l a t e  mail .  Those f i r s t  l e v e l  s p e l l s ,  though, a r e  a p p a r e n t l y  t h e  
worst  t h i n q s  e v e r  invented - c r e a t e  water? d e t e c t s ? ?  p u r i f y  food and drink??? 
But t h i n k  a g a i n  on t h e  u s e f u l n e s s  of such s p e l l s  and read  on with some of t h e  
h i r t s  on usage propounded here.  

BLESS: Two poner fu l  monsters  a r e  a f f e c t e d  badly b) t h i s  s p e l l  - rakshasa and 
\ a n p i r e s .  The s p e l l  a l s o  has a decent  a r e a  of e f f e c t  and f o r  f i r s t  l e v e l  
c h a r a c t e r s  t o  have t h e i r  h i t  prob lowered say  from 19 t o  1 6  means t h a t  they  
h i t  f a s  many times a s  u s u a l .  The same a p p l i e s  i n  r e v e r s e  c a s e  t o  us ing  t h e  
c u r s e  s p e l l  a g a i n s t  low-level  c r e a t u r e s  such a s  kobolds,  c u t t i n q  t h e i r  h i t  
prob d r a s t i c a l l y .  

COtlllhllD: This was suggested a t  Games Day 79 a s  being t h e  b e s t  s p e l l  t o  have i f  
you were a 1st l e v e l  c l e r i c  f i g h t i n g  an ogre.  Ilany u s e f u l  words a r e  l i s t e d  
i n  t h e  PH, and many w i l l  become apparen t  f o r  s p e c i f i c  s i t u a t i o n s .  I have used 
' s t r i p '  on o c c a s i o n s . a g a i r ~ s t  humanoids wearing armour. Once I a l s o  used 'jump' 
when t h e  c r e a t u r e  was s t a n d i n g  next  t o  a  p i t .  This  works j u s t  a s  w e l l  with 
o t h e r  b a r r i e r s .  

CREATE HATER: This ,  s u r p r i s i n g l y ,  is my f a v o u r i t e  1st l e v e l  c l e r i c a l  s p e l l .  
I f  one p u t s  ones mind t o  i t  one can come up w i t h  some s t a r t i n g l y  o r i g i n a l  
i d e a s  f o r  t h i s  s p e l l .  Water c r e a t e d  j u s t  i n  f r o n t  of a  dragons mouth w i l l  
ha lve  t h e  e f f e c t  of a c i d ,  f i r e  o r  c o l d  and t h o s e  of  you who nave read  
"Three Hear t s  and Three Lions" by Poul Anderson w i l l  know what throwing 
water  dawn a r e d  d r a a o n ' s  t h r o a t  can do t o  t h e  poor dragon - superheated steam 
e x e r t s  a  p r e s s u r e  of 2000 l b s / s q .  inch!! I f  t h e  water  is  c r e a t e d  i n  l i t t l e  
d r o p l e t s  over  a l a r g e  volume, we have a dense m i s t  - 2 p i n t s  = 1OOO cu.  f e e t .  
F i r e  e l e m e n t a l s  can be he ld  a t  bay by c r e a t i n q  a long puddle of water  between 
t h e  p a r t y  and i t .  Water can a l s o  be used t o  d i l u t e  and s p o i l  a c i d s  and p c t i o n s .  
Hater  thrown a t  t h e  f a c e  w i l l  b l i n d  f o r  1 -3  mr and a l s o  s t o p  t h e  u s e  of gaze  
weapons d u r i n g  t h i s  t ime.  Water can be c r e a t e d  i n  o r  on weapon nandles  t o  
make them s l i p p e r y  o r  backpacks t o  make them heavy and s p o i l r a t i o n s ,  c l o t h e s ,  
cha lk  e t c .  Water can a l s o  be used t o  wash o f f  o r  l a y  c louds  of d u s t  and s p o r e s  - 
a soggy yellow mould w i l l  be unable  t o  r e l e a s e  its spores .  I t  may a l s o  wash 
green s l i m e  away. Water c r e a t e d  i n  wood w i l l  s h e l l  it; jamming doors ,  
p revent ing  it from c a t c h i n g  f i r e  e t c .  Remember t h a t  running water  can a l s o  
k i l l  a  vampire (a l though t h e  1" range l i m i t  g e t s  i n  t h e  way a b i t  h e r e ) .  
But why s t o p  a t  water? I c e  and steam a r e  a l s o  forms of water  - I r u l e  t h a t  
water  when c r e a t e d  is a t  ZO'C and can be a l t e r e d  by +6O/level o r  -3Olleve:. 
Sca ld ing  water  (63O+) does 1-6 damage p e r  g a l l o n  and makes h i t  prob -2 f o r  
1-4 mr. It a l s o  c u t s  through ice w a l l s  and w i l l  nega te  50% of an i c e  storm 
i f  c a s t  i n  t ime.  It w i l l  a l s o  c a u s e  r e l a t i v e l y  more damage t o  co ld-us ing  
o r  d w e l l i n g  c r e a t u r e s .  Ice can come i n  t h e  form of h a i l s t o n e s ,  1 a e r  p i n t ,  
do ing  1-6 damage each i f  t h e y  h i t  ( c r e a t u r e  must s a v e  on most f a v o u r a o l e  
column t o  avoid  each h a i l s t o n e ) .  Although water  c a n r a t  be c r e a t e d  i n s i d e  a 
c r e a t u r e ,  why n o t  encase  i ts  head o r  hands i n  i c e ?  Freez ing  water  w i l l  a l s o  
plug a d e c a n t e r  of  e n d l e s s  water  o r  s i m i l a r  jug. Ice could  be used t o  form an 
i c e  p r i d g e ,  b lack  i c e  on  a dungeon f l o o r  o r  hard l i t t l e  p e l l e t s  under aq 
opponent ' s  f e e t .  Enough Ice can be  made to  t o t a l l y  encase  some c r e a t u r e s ,  
such a s  g i a n t  cen t ipedes .  



E n c a s i n g  a  f l l i n g  c r e a t u r e ' s  w ings  i n  ice c o u l d  a l s o  be  d i s a s t w u s .  An added 
bonus is  t h a t  t h e r e  is no s a v e  f o r  t h i s  s p e l l .  F i n a l l y  we come t o  t h e  r e v e r s e  
o f  t h e  s p e l l  - d e s t r o )  r r a t e r .  llany o b j e c t s  depend on r e s i d u a l  w a t e r  f o r  
f l e x i b i l i t }  and  u s e f u l n e s s .  5 p i n t s  o f  w a t e r  w i t h i n  e v e r y  c u .  f o o t  o f  wood; 
removing t h i s  w i l l  c a u s e  it t o  become l i g h t ,  b r i t t l e  and  t o t a l l y  u s e l e s s  f o r  
s u c h  j o b s  a s  weapon h a n d l e s ,  s h i e l d s  etc. 

CURE LIGHT kOUIIDS: T h i s  i s  a  f a i r l y  r ~ o r m a l  s p e l l ,  and is  a l w a y s  u s e f u l .  E v i l  
c l e r i c s  s h o u l d  n e v e r  t a k e  a  c a u s e  l i g h t  wounds u n l e s s  t h e y  know t h e y  a r e  g o i n g  
somewhere w i t h o u t  weapons. E v i l  clerics s h o u l d  b e  a l l o w e d  t o  t a k e  c u r e  s p e l l s ,  
b u t  o n l y  f o r  c u r i n g  t h e m s e l v e s .  Remember t h e s e  s p e l l s  a r e  o n l y  u s e f u l  f o r  
t h o s e  b e a s t s  and  p e o p l e  hho c a n  be  h i t  by normal  weapons. 

DETECT EVIL/GOOD: D e t e c t  s p e l l s  a r e  a l w a y s  used  by t h e  t h i n k i n g  p a r t y ,  t h i s  
b e i n g  o n e  o f  t h e  b e s t  t o  a v o i d  w a l k i n g  i n t o  d a n g e r .  The d u r a t i o n  is a l s o  
l o n g e r  t h a n  many o t h e r  d e t e c t - t y p e  s p e l l s ,  and  it is n o t  s t o p p e d  by w a l l s .  

DETECT I1AGIC: T h i s  is o n l y  u s e f u l  f o r  t r e a s u r e - h u n t e r s  who c a n n o t  c a r r y  d 
whole  hoa rd  o f  t r e a s u r e  and  mere ly  w i s h  t o  f i n d  t h e  c h o i c e  i t e m s .  

LIGHT: The o n l y  o f f e n s i v e  u s e  f o r  t h i s  s p e l l  is  b l i n d i n g  c r e a t u r e s ,  a s  
e x p l a i n e d  i n  t h e  PH. O t h e r w i s e  it is f a i r l y  u s e l e s s  - why n o t  u s e  a  t o r c h  o r  
l a n t e r n s ?  l l o t e  t h a t  c o n t i n u a l  l i g h t  c a s t  or, s t o n e s  e t c .  and l tept  i n  boxes  
a r e  a l s o  b e t t e r .  

PROTECT1014 FROll EVIL/GOOD: T h i s  i s  v e r y  u s e f u l  f o r  l o w - l e v e l  p a r t i e s  who may 
w e l l  a c c i d e n t a l l y  meet  a  p o w e r f u l  e n c h a n t e d  c r e a t u r e .  l i o t e  t h a t  I r u l e  t h i s  
hedges  o u t  c r e a t u r e s  o r  a t t a c k s  by c r e a t u r e s  t h a t  do  n o t  d e r i v e  f rom t h e  
M a t e r i a l  P l a n e ,  t h u s  a  cleric p r o t e c t e d  by t h i s  c a n n o t  b e  d r a i n e d  a l e v e l ,  
t hough  a l l  o t h e r  e f f e c t s  o f  a  w i g h t ' s  a t t a c k ,  f o r  i n s t a n c e  would s t i l l  a p p l y .  
The -2/+2 b o n u s e s  f o r / a g a i n s t  e v i l  c r e a t u r e s  is n a t u r a l l y  a  good s i d e  e f f e c t ,  b u t  
t h i n k  o f  t h e  c u m u l a t i v e  e f f e c t  of 4 o r  more o f  t h e s e  on your  b c ~ t c n e s t  f i g h t e r  
i n s i d e  t h a t  o r c s  den! 

PURIFY/POLLUTE FOOD 4110 GRIllK: T h i s  is roost o f t e n  u s e d  t o  p r o c u r e  p r o v i s i o n s  i n  
a  hunge r  s i t u a t i o n ,  s b c b  a s  i f  i t  is n e c e s s a r y  t o  e a t  a  p o i s o n o u s  a n i m a l  o r  i f  
some s u s p i c i o u s  w a t e r  i n  t h e  dungeon must  b e  d runk .  However, t h i n k  o f  i ts  
e f f e c t  on o f f a l - d w e l i i n g  c r e a t u r e s  s u c h  a s  o t y u g h s  and  r o t  g r u b s  - t h i s  w i l l  
d r i v e  them f o r t h  and  r e v e a l  t h e i r  p r e s e n c e ,  c o n f u s i n g  them f o r  2-5 mr. T h i s  
w i l l  a l s o  k i l l  w a t e r  w e i r d s ,  and  c r e a t u r e s  l i v i n g  i n  p o l l u t e d  w a t e r ,  s u c h  a s  
t h r o a t  l e e c h e s  etc. P o l l u t i n g  w a t e r  w i l l  a l s o  k i l l  o r  a f f e c t  f i s h  o r  good 
c r e a t u r e s  t h e r e i n .  

REMOVE/CAUSE FEAR: No te  t h a t  a l t h o u g h  a  h i t  is needed ,  t h e r e  is no 
s a v i n g  t h r o w  s o  t h i s  is v e r y  u s e f u l  a g a i n s t  a  p o w e r f u l  b e a s t  t h e  p a r t y  f e e l s  
u n a b l e  t o  f i g h t .  T h i s  is a l s o  u s e f u l  a g a i n s t  c r e a t u r e s  which a r e  set t o  
g u a r d  s o m e t h i n g  and  t h u s  w i l l  n o t  a t t a c k  u n t i l  a t t a c k e d  t h e m s e l v e s .  

RESIST COLD: T h i s  is a b o u t  t h e  most  u s e l e s s  s p e l l  I have  e v e r  come ac ros s ! !  

SANCTUARY: T h i s  a l s o  is a  f a i r l y  s t a n d a r d  s p e l l  t h a t  d o e s  n o t  h a v e  a n y  
u s e f u l  s i d e - e f f e c t s  of a n y  s o r t .  I t  is u s e f u l  i f  a  cleric g e t s  c a u g h t  a l o n e  
by a t r a p  etc. a n d  w i s h e s  t o  g e t  home o r  f l e e  w i t h  a  g r e a t e r  measu re  o f  
s e c u r i t y .  It f u n c t i o n s  somewhat l i k e  a n  i n v i s i b i l i t y  s p e l l .  



U.P. stands for the Uncertainty Principle, something which should 
be incorporated into every D&D game. There have been frequent complaints 
about the gane becoming too mathematical, e.g. "well my mace does an 
average of 4.5 hits damage, and I'll hit AC7 28% of the time so I'll 
finish theu off inside 3 melee rounds". I've also seen DM8 allowing 
players to get away with things like standing a few inches outside a 
blast radius, and thus suffering no damage, or putting about 10 people 
in an "invisibiPity 15'r1' and then have them walking around a dungeon, 
with none of them ever accidentally moving out of the circle and thus 
becoming visible, etc, etc. Hany players have copies of the Monster 
Hhnual and seem to have learnt it off by heart, almost totally ruining 
any chance of suprising them with. some special monster's abilities. 
This i8 probably the most important reason for D&D 'zines to print new 
monsters, and quite a lot of then. Coming across something totally 
new and strange is one way to bring some uncertainty into a game, and 
this is surely a good thing. 

Magic is, by definition, supposed to be mystic and mysterious. How 
then can anyone justify situations where MUs always know exactly where 
their fireballs are going to zppear and just what their radius rill be? 
Also how often have you seen someone let a player get away with saying 
"I'll lightning bolt him when he cones within 60 feet1!? How on earth 
can an MU tell that someone is just within range, could gou tell to 
within a few feet how far away something was, even ignoring such things 
as the poor lighting in dungeons, etc. What is needed is soEe sort of 
klutz system, but most of those already published just require a little 
time for players to learn their results, and your back where you started. 

When dungeoneering,players get far tr~o edgy, and it can be interesting 
to play on this. Imagine what can happen to someone when they're out 
walking: they might get hungry or thirsty, could twist their ankle or 
get a stitch. How often does this happen in D&D? A while back, when 
DMing a gaee, I suddenly told one player that his character was starting 
to feel hungry. Did he reach for hie rations and eat something? No, 
he immediately assumed that there must be some mind-controlling monster 
nearby, which was making him think he vas hungry! 

So, what is the "Uncertainty Principle" then? Put in general terms 
it says "Nothing is fixed, nothing should be certain". It requires a 
DM to fairly and sensibly vary aspects of the game, in such a wag as to 
make the sbsurd situations ~entioned above impossible. The MU slightly 
miscalculates the placing of his fireball, the ogre seems to laet longer 
than usual, etc, etc. If some form of table is used it must be kept a 
secret from the players. All-in-all bring scme unce~tainty back into D&D! 






