


We e+m+ eft riBb 8me  good MUB,- W- fe bsps t h a O  TBS #half, llvo 
on b e f a 4  the qtmitez c*dtusjrl Sevdr.3 p~rtisrr bate &ern interest 
in takiw brar Mw w, aad at firosan% we W o  trying to find ost a m 0  
&boa& the pOS4sDW of the sere prdstng oS them grapaa. Thwe I* 
also fnt&~ea% in p+b(blQ&g a aom of mRZ6 fror larrter%rl contributml 
by marbwo.fsem our 1-l D&D no%. Bopaidfly.wr)'ll h m  fnSlrr d6tails 
By nest &#mes 

Larr p a a r e  d i e ' t  seem t o  .gps*oir&r the Zwge 4-8 oi *Bp.oo mn 
Sn , bu* %~&T&,EIP. O) bo mwe m61af%.6 uith $hie tlou 10016 
D&B i s ~ o r .  &plod O p r a  i n  UI orcol3en% game tfrem& r ~ d  d+rmn*d a 



Magical items can get very borrng an2 apart from the odd chatty 
sword they don't seem to enter too much into the game. Fighters 
can get prett? attached to their paranoid +2 broadsword, or whatever, 
but what about everyone else? The easiest thing to do is use the 
svord IQ and ego tables (possibily with a few appropriate variations) 
for certain other advanoed magical items that seem to have potential, 
(but no wise-cracking portable noles, please!). However this is a 
bit unimaginative and often rather excessive. What is needec is 
something to give a bit of life to weaker magical items and one 
answer is emblems. Do you imagine that shields should always be 
blank? Of course not, they always sport emblems or logos of some 
kind in films and so they should in D&D. Where's the magic in that? 
I hear you cry and the reply would be that various emblems can he 
allocated as "magical" when painted onto objects by MUs, in conjunction 
with various spells. If you want you can work out all the details for 
things like this and let players do it, but vhat I am basically getting 
at is t b t  when players find a magical item it could have an emblem 
upon it, which gives it extra powers. I've given some examples below 
but would just like to suggest that if you take up this idea it would 
be a good idea to allocate extra bonuses to people with several items 
with the same emblem, and possibly have different emblems "dislike" 
each other and cancel out or weaken each other. 

EAGLE: A stylised red eagle on a yellow background. The item with - 
this emblem is virtually weightless, not encumbering by more 
then a 50th of its normal weight. If dropped it will fall 
slowly (see Feather Fall) and is thmrefore very unlikely to 
get damaged. This eablems is most commonly found on fragile 
itens, especially crystal balls and potion bottles. 

e: A white skull on a black background. Gives its owner a limited 
"sense danger" ability. Basically this comes down to a 1 in 
10 chance per emblaeoned item carried of "feeling something 
wrong" when in a unknown life or death situation (dragon 
creeping up behind you, poison needle, 200 foot pit ahead,etcj. 

CASTLE: d blue rook-like picture on a white background. A castle is 
a symbol of safety and security so these items give their 
owner the same effects as a +I ring of protection, however 
they are not cumulative. 

LION: A golden lion rampant on a yellow background. This symbol of - 
ferocity and majesty on an item gives its owner +I damage 
iz combat. 

AXE: k silver great-axe on a brown background. This emblem signifies - 
great strength and, fairly predictably, gives its owner +I 
STR. 

So there you have a few ideas. Rather uninspired I feel but I think 
the basic idea has a lot of promise. I haven't given any "bad" emblems 
but they should be fairly easy to come up with and vould be quite 
interesting. A +2 sword with an elephant on the hilt could weigh ten 
times normal and present a bit of a problem. Is it worth the trouble 
it'll cause to carry it about? Rope it'll set you all thinking. 



1:'118 1s n c t  a n c t t e r  revlew,  b u t  r a t h e r  a n  e r t i c l e  giv;ng soaie 
h i n t s  a r c  iceas o r  row t o  wake gour  own L v ' s  Sc reen .  ; f t e r  211 why 
pay E4.35 f o r  e F:eze of p r ~ n t e d  cardboard  when you c a r  z s n e  roLr cwz 
f o r  a rouna  5 0 ~ ?  

I b a r e  dlvxded t h e  a r t i c l e  l n t c  f o u r  c l f f e r e n t  s e c t ~ o s s  ~ t a r : l n p  
be;ow:- 

EATER182 : Ai; t n l s  2 s  1s a  l a r g e  p i e c e  o f  fo;dec ca rdboa rd ;  p r e f e r a b l y  
s t i f f ,  b u t  i f  you on ly  have  t h i n  a v a i l a b l e  t h e n  coub;ang it 
LF t c  g i v e  ~t e x t r a  s t r e n g t h  hould  be  a  good ~ d e a .  P r o t e c t i n g  
t n e  c o r n e r s  w l t h  s e l l o t a p e  i t 0  s t o p  them golnp dog-esred)  
l e  a l s o  a d v s s a ~ l e .  

LAYOUT/XS i G N :  There  a r e  two main ways of f o l d i n g  t h e  ca rdboa rd :  down 
t n e  uiddle o r ,  a s  I p r e f e r ,  w i t h  two f l a p ,  one a t  each 
end and w i t h  a  l a r g e  unfolded c e n t r a l  space .  T h i s  g i v e s  
a  l a r g e  a r e a  f o r  t h e  main t a b l e s  and a l s o  h e l p s  t o  make 
t h e  s c r e e n  f a i r l y  s t e a d y  when s t a n d i n g  up. 

?he ca rdboa rd  shou ld  be w h i t e  i f  p o s s i b l e ,  a l t h o u g h  
l i e k t  c o l o u r s  such  a s  ye l low o r  orange a r e  a l s o  f a i r i y  
good. When w r i t i n g  on i t  you shou ld  u s e  c o l o u r s  t h a t  
sill show u p  w e l l  ( b l a c k ,  g r e e n ,  r e d ,  e t c :  a ~ d  a l s c  
remember t h a t  it is sometimes wor th  u s i n g  s p a c e s  and 
gaps  t o  b r i n g  something t o  prominance. 

When you a r e  p u t t i n g  t h e  t a b l e s  on t h e  s c r e e n  ~t 1s 
advisable t c  pu t  t h e  main ones  ( a t t a c k  o a t r r c e s ,  s a v i n g  
t n r o v e ,  e t c )  i n  t h e  r i d d l e  n e a r  t h e  t o ?  where the: a r e  
e a s i l y  seen.  Remember t h e  s c r e e n  i s  t n e r e  n-r only  t o  
h i d e  pour  maps and t h i n g s  bu t  i t  i s  a i s o  t o  s z v e  t h e  
t ime  and e f f o r t  o f  lookzng up t h e  comaonest t a t l e s  i n  
t h e  DMG and PHB. There  i s  n o t  much p o i n t  i n  slaking t h e  
t a b l e s  j u s t  a s  h a r d  t c  f i n d  on t h e  s c r e e n  a s  t hey  a r e  
i n  t h e  books. 

A.C. 

-10 - 9 
-8 - 7 
etc... 

CONTmS: Ob-iiouslg t h e  main t a b l e ( s )  a r e  going t o  d e a l  v i t h  combat a s  
t h e s e  a r e  t h e  ones  t h a t  a r e  most o f t e n  used.  Now you c o u l d  
copy o a t  a l l  5 t a b l e s  i f  you r e a l l y  wanted t o ,  but  i t  is  
b e t t e r  t o  combine them i n t o  one t o g e t h e r .  T h i s  t a t l e  would 
aeed  t o  be  f a i r l y  l a r g e  ( s t r e t c h i n g  from AC-10 t o  AClO down 
t h e  i e i t - h a n d  s i d e  and from 26 t o  14 a l o n g  t h e  t o p  (remember 
t o  i n c l u d e  6 2 0 s ) ) .  I f  you do t h i s  t h e n  you w i l l  end up v i t h  
a t a b l e  beg inn ing  something l i k e  t h i s : -  

1 -5 th  J4U - 6-10th WJ - 
1-4 th  THP - 5-8 th  TUT" - - 1-3rd CLR - 4-6th C L ~  

Uptol-IHDHON 1-'IHDUON IBDUOR I + F i D E O #  
0 t h  FPR l e t  F T R  2nd FTR 3 r d  FTR 

2 6  2 5  24 23 
2 5  24 23 22 
24 23 22 2 7 
23 22 2 1 2 0  

4 t h  FTR e t c .  .. . 



The second table that is really eesential is the saving throws . 
For the DM it will only be necessary to have the fighter and magic-user 
saves as very few monsters have clerical or thievish abilities . However 
if y ~ u  usually have a lot of NFCs in your game then it mignt be worth 
including the full info . Two other tables that really should be on the 
screen are the Clerics vs Undead and honter Reaction Table . 

Any other tables that are included must really be a matter of 
personal choice and also perhaps reflect the type of dungeon/campaign 
that you run . However I've listed Selou some of the more useful tables 
to help you in your decision:- 

TABLE BOOK 

Intelligence rating of monsters . . . . . . . . .  MM 
Strength ratings (above 16) . . . . . . . . . .  PHB 

DMQ 
Racial preferecce table . . . . . . . . . . . .  PHB 

D m  
Fighter attacks/round . . . . . . . . . .  PHB 
Weapons and damage done . . . . . . . . . . .  PHB 
Wall climbing speed . . . . . . . . . . . . .  DMG 
Poison (effects & cost) . . . . . . . . . . . .  DMG 
Loyalty effects . . . . . . . . . . . . . .  DMG 
Recovery of spells (time) . . . . . . . . . . . .  DMG 
Cnances of becoming lost . . . . . . . . . . .  DKG 
Outdoor movement . . . . . . . . . . . .  DMG 
Detection of invisible creatures . . . . . . . .  DUG 
Hearing noise (by race) . . . . . . . . . . . .  DMG 
Advantages of cover/concealment . . .  DHG 
Grenade-like missiles . . . . . . . . . . . .  DMG 
Special bonuses "to hittf . . . . . . . . . .  DMG 
Hax height/weight for monk hand attzcks . .  DMG 
Magic items saving throws . . . . . . . . . . .  DMG 
Effects of intoxication . . . . . . . . . ~ . . .  DMG 
Experience values . . . . . . . . . . . . . .  DMG 
Typical inhabitants . . . . . . . . .  DMG 
Time taken for various activities . . . . . .  DMG 
Wandering monsters . . . . . . . . . . . . .  DMG 

PAGE (S ) 

You might want to put some tables on the back of the screen but if you 
do make sure they are ones which the players can be allowed to see . If 
you don't rant to do this you may like to cover the screen with runes 
or drawings to iaprove its appterarce . 
When you have finished the screen it would be advisable to cover it 
with clear plastic film to protect it and prolong its life . Once you 
have done this the screen is ready for use . 



A rather amueiag and silly game of Space Opera produced the following:- 

Q U O T E S  
1) Bleep-bleep, zzzz blip (and other feeble B2D2 noises). 

2 )  I'm bored, let's blow up a planet! 

3)  Screw the law level, I'm taking my auto-cannon. 

4) Drokk it!:! 

5 )  Halt lawbreaker! 

6) Eat judgeboot! (RB: 4,5 and 6 may not mean much to you unless you 
read a certain excellent pubfieation). 

7) Flash I love you but we've only got 1 4  hours to save the Earth. 

8) Zaphod Beeblebrox I presume. (The t w o  heeds gave it away;. 

9) Okay we've got a ship and we can f l g  it, maintain it and navigate 
it. Can anyone cook though? 

10) This sure beats the hell out of Space Invaders! 

11) It was built by the Sirius Cybernetics Corporation? Now he tells us! 

1 2 )  Forty two?  

13) Blake's 7 has done for SF what Cyril Smith has done for hnggilainq! 

TBH now brings yon the first Christmas joke of 1961:- 



We printed a questionnaire in TBH14 and got a very good response 
~ndeed, which revealed some interesting opinicns and views held by 
our readers. Yell, that was quite some time ago so now, as TBH 
approashes its end, or at least quite a change-round, it seems 
appropriate to give you all a platform to air your vievs. Just 
take a few minutes to ansver the questions below and send them into 
us. Please mark your envelope Q&A in the top left-hand corner. 
If any question doesn't apply to you {e.g. rate a game you've never 
played) then just leave it out. 

1) Which issues of TBH have you read? 
2) Give your favourite three issues, in order. 
3) Which is the worst issue you've read? 
4) Rate the following regular features out of ten:- 

a) Monster Summoning 
b) Magic Jar 
c) Thoughts on... 
d) Reviews 
e) Chronicle 
f) Fali-Ur 
g) Cover artwork 
h) Interior artwork 

5) Is the dungeon/wilderness in each issue usually the best article? 
6) Which has been the best dungeon/wilderness? 
7) Which has been worst? 
8) Rate out of ten the following games as subjects for articles:- 

a) Traveller 
b) C&S 
c) Runequest 
d) Superhero 2044 
e) Space Opera 
f) Dragonquest 
g) In the Labyrinth 
h) Other (specify) 

9 )  What have been the three best TBH articles (not scenarios)? 
10) What have been our three worst articles? 
11) What sort of articles would you like to see in TBH, that aren't 

included at the moment? 
12) How did you first find out about TBH? 
13) Rate our service (posting issues, replying to letters, etc) out 

of 10. Coments/criticismt welcome. 
14) Rate the following mags out of ten:- 

a) The Beholder 
b) Trollcrusher 
c) White b a r f  
d)  The Aerial Servant 
e) Dragonlords 
f) Sbormlord 
g) The Wanderer 
h) Uyrm's Claw 

15) How could TBH be improved? 
16) Have you any thoughts on the SF/FRP hobby in this country? If 

so, let's be hearing them! 

(Please send your answers to the above in as soon as possible #o that 
we can print the full results in T3B25.1 



, Xorse adveat'clre o f  c : . - s t e ~  --sr .i;e n i t h  A X 3  

"DRA(;ON 6 l E "  
3-;::"s --" .G,."i) f o r  t h e  players  

I?, te--yerat;  =Itr?es, tke ;z._rA- has 
r.2- - r t . i  a  fe l low by t h e  name of 3 0 r v a l C  O;aÎ Is;.?. ;ko;or, as rle 5 3  .-.- .--- - el ..: i s  a l a r g e  faorseman, ~ i t h  a % t i c k  t ea r -? ,  c lad i n  t h i c k  s ~ i n s .  
5s 12 t c e  -.aster of a s n a l l  s h i p  02 h i s  wsy ? , ^ ~ e  t c  I n ~ o i s f j o r d  ic  
- * fr-r w r t h e r n  lands. 

.e --;r.e s p r i n g  is now here ,  tte =ce o f  %:r- n ~ \ ~ t c e r ? l  qezs ~ i l i ' v c  
recec',?? f a r  enough f o r  him t o  s a i l  hone. : i?w~ver,  he l a c k s  a c rev  
~ d d  t r e r e f o r e  wishes t o  s t r i k e  a bargain  with t.?e adventurers.  He 
--r'l .take them t o  t h e  v i l l a g e  of Vapns i n  7a?nsf:or?, f r o m  where 
L' .ne:: 2x2 reach t h e  t r e a s u r e  i s l a n e ,  Sragon 1s;~. i n  r e t u r n ,  they 
-';st crev f o r  him as f a r  as Vapns, and agair, o~ h i s  voyage back t o  
t ' e  3021th. at Vapns, he says  he can ge t  f r e s k  c r e p  f g r  n i s  voyage 
A- ,.. t o  ~ n g o l s f j o r d .  

i':-.e a tven tu re r s  have been gives! an c i 5  ? ' ? y e  h,- 2 s t range  l i t t l e  
oegcar ; 

' I n  t h e  f i r e  of  the  r i s i n g  slm, 
t h e  hour of  t h e  3ragor L ~ r d ,  
t h e  t r e a s u r e ' s  grave a l l  ~ o l 2 e n  g l o r s ,  
on Dragon I s l e  of  Vapnsfjord.'  

Thus, LO- 
-gag ts f:n3 t h e i r  fo r tunes ,  they have agree5 t c  Thcrva ld l s  Sargain .  
,"or z&es the  adventurers  work a e l l  i n  r e t u x  f 6 r  'heir  foo t  a d  
7sszrXe r_?d a f t e r  t h r e e  weeks voyage, t h e  shL? e n t e r s  Vapnsfjord. 
>?or t k e  narrow entrance,  t h e  f j o r d  pene t ra tes  some two miles i i t lmd .  
2.e sheer  s i d e s  a r e  indented by s e v e r a l  t r i b u t a r y  v a l l e y s  and a t  one 
y i n t  t ? e  f j o r d  passes  around a rocky i s l e t  e ~ c i r c l e d  by t reacherous  
rocks. "is, Thor t e l l s  the  adventurers ,  is h'agor, i s l e ,  a haunted 
lsl&nd with  a long-hidden t reasure .  Be be l i eves  t h e  vi l - lagers  of 
Yapns r a y  be ab le  t o  t e l l  then the  way through t h e  e n c i r c l i n g  rocks. 

About miles  i n t o  the  f j o r d ,  %or ~ u t s  i n  a t  t h e  v i l l x e  of 
Ve?ns, de picks  up h i s  f r e s h  crew and. t e l l s  t h e  adventurers  t h a t  he 
w i l l  r e t u r n  f o r  then  i n  1 4  days f o r  t h e  r e h m  voyage. He d i r e c t s  
then t o  tne  v i l l a g e  inn, Dragonhame. Thus t h e  edventurers  have a 
fzrtn:;'?t t o  win t h e i r  fo r tunes .  

BAS-$HOUND f o r  t h e  G/% C I N U  
The f a r  ncrth lands  a r e  very harsh 

and food i s  scarce .  The peonle of Vapns have o f t e n  su f fe red  a tarva-  
t i o n  elid. t o  avoid t h i s  have clevelo?ed a h c r r i f i c  t a s t e  f o r  human 
f l e s h :  From t h e i r  v i l l a g e ,  they have s e n t  people south t o  spread t h e  
anc ien t  legend of Dragon I s l e  t o  l u r e  people to Tap=. The legend 
i s  t r u e  h t  t h e  people of Vapns have l e f t  t h e  t r e p ~ u r e  where i t  is  
t o  keep the  l u r e  t o  adventurers.  If only two o r  t h r e e  p a l t r y  adven- 
t u r e r s  a r r i v e ,  t h e  v i l l a g e r s  w i l l  k i l l  then s t r a i g h t  away. 3 i t h  
s t ronger  p a r t i e s  however, t3ey play a caref:;: g a e  of  t e s t i n s  t h e i r  
strengtih and weakening them before  t r app ing  them and m r d e r i n g  them 
on 3ragon Isle. . .  

This scenar io  is set f o r  5-10 adventurers  of 2nC-4th l e v e l ,  t h e  
t o t a l  l e v e l s  no t  exoeeding 24 (eg; 3 2nd, 3 3rd and 2 4th l e v e l  = 
S &venturers  t o t a l l i n g  23 l e v e l s ) .  



T E 3  VILLAGE OF VAPNS 

The People of V a p u  
These a r e  typicszl nordic people - t a l l  and 

blond, dressed i n  skins  and calf-boots with p la i ted  laces. The men 
a r e  s t rong  aad a g i l e  and conform t o  the  f c l i o ~ i n g  general charscter- 
istics unless  otherwise s t a t ed ;  

2nd l v l  T/M; S 15, I 14, W 13, So 15, D 15, Ch 15, Neutral. 

A l l  carry a dagger under t h e i r  skias and 3d6gp i n  a be l t  pouch. Both 
men and women appear f r i end ly  and kind, but a l l  a r e  aware of the f a t e  
t he  adventurers a r e  destined f o r ;  the  chi ldren of Vapns a r e  not to ld  
af the  s ec r e t  l e s t  they give anyt-king away. The people a r e  not  e v i l ;  
t h e i r  way of l i f e  has grown through centur ies  of t r a d i t i o n  - they e a t  
hman f l e s h  only because it is t h e i r  only way of l iv ing .  1U1 visit- 
ing adventurers must be k i l l e d  t o  feed t he  v i l l age .  

?To clue i s  given t o  t he  adventurers of t h e i r  f a t e ;  only perhaps 
through t h e i r  excessive hosp i t a l i t y  do t he  v i l l a g e r s  give a clue t h a t  
something i s  wrong. The players  must no t ice  t h i s  f o r  themselves, t he  
G/M should give no h in ts .  All Pi l l age r s  a r e  under a vow not  t o  t e l l  
the  s ec r e t  and w i l l  not t a l k  even under t he  most violent  t o r t u r e .  

The v i l l age  chief is Thorvald Glaffson; he i t  i s  who pretends t o  
be the master of a ship and brings adventurera t o  Vapns. After drop- 
ping then a t  t he  v i l l age ,  he c o l l e c t s  h i s  f r e s h  crew and puts  i n  a t  
the  next f j o rd  up t he  coast.  F r o m  there,  he t r eks  back with h i s  crew 
overland t o  hide out i n  t he  c e l l a r  of t he  tavern (xv i i )  awaiting the  
final k i l l i n g  of t he  adventurers. Thor i a  a 3rc! l v l  F/M, S 17, D 17, 
25IPfK. 

large enough t o  carry 6 people, equipped w i t h  2 oars.  standiag 
on the quai are 3 ba r r e l s  of nine and a c r a t e  of spiny f i sh .  

( 9 )  



p , , z --  o r  a .  This r o ~ g h  tern case is about 40' high. Around 
-/ -ce wal l s  a r e  lumerous c a v i t i e s  cootalning sheep 's  - i l k  cheeses,  

f i -s+Qq - - ,  of torche3 and f iazks  o f  oL:, 

C 
li: ?'e P-aroour-saster's cabin, a s t r c z g  19rlge s tone-bu i l t  t o  r e s i s t  
J t n e  sea.  I t  is one-roomed, contair , iag e t a b l e ,  a bed layed with 

~ ~ c I G s ,  a p i l e  of frre-wood, a. c o u 7 l ~  cf i a n t e r n s  and a c e n t r a l  
i .  Cn t h e  t a b l e  i s  a keg o f  f f e h  water znd a half-eaten 
"e'?es. Tne cabin is  occupied by Veli (16 s t reng th  and 2exter- 
ity, 17:m~).  

0l-G: Vi l lagers*  co t tages  b u i l t  in a c l e u i n g  i n  the  f o r e s t  above 
ii w t h e  f jo rd .  Each is woo.1-built, ~ 5 t h  a s i n g l e  room contain- 

Lng: t a b l e  and cha i r s ,  c e n t r a l  f i r e  (smoke-hole i n  cen t re  
of roof )  and severa l  th ick  rugs on t h e  f l o o r .  Each is occu- 
pied by a married couple and 2-3 chi ldren.  Each of v i ,  v i i ,  
tx, x and xvi  have a young man Fn the  family counting a s  
warr iors  l i k e  t h e i r  fa.thers. Gther ch i ld ren  and women do 
not  f igh t .  mi is Thor's honse -ad t h e r e  is a hum? s k u l l  
above the  doorway (which may be a wz-rning t o  t h e  adventurers) .  
Thor takes  h i s  crew fron! v, v i i  and viii and it i s  these  
t h a t  hide out  i n  t h e  c e l l a r  of t h e  tavern. 

The Dragonhame. This ' t avern '  i s  a l a r g e r ,  s tone-bui l t ,  three-  
roomed cot tage.  The t h r e e  rooms are: a bar ,  a guest-room ( t h e  
f l o o r  is covered in f u r s ) ,  t h e  barnan 's  Living quar te r s  (which 
iz t h e  same a s  co t tages  iv-xvi).  The tavern  provides food and 
dr ink  (cheese and wine) and board f o r  lOsp/night, and has room 
f o r  up t o  10 gues t s  i n  t h e  guest  room. 

The barman is Carrock (17 s t reng th ,  16 d e x t e r i t y ,  POHTK), 
t h e  ch ie f  of the  v i l l a g e  a s  f a r  as any v i s i t o r s  a r e  concerned 
( f o r  Thor's ch ie f tansh ip  is  kept  s e c r e t ) .  From h i s  room t h e r e  
is  a s e c r e t  t rapdoor  t o  a c e l l a r  below containing: 3 b a r r e l s  of 
vine,  a she l f  on which a r e  76 s k u l l s  of previous v i c t i m ,  seve- 
r a l  f u r s  ( f o r  Thor and co. t o  r e s t  on a h i l e  i n  hiding).  There 
is a s e c r e t  tunne l  from t h e  c e l l a r  t o  a s e c r e t  e x i t  100gds 
nor th  of t h e  tavern ( s e e  map of v i l l a g e ) .  

I t  is Carrock who t e l l s t h e  adventurers  what t o  do, and he 
may r e s o r t  t o  any of t h e  following t e s t s  t o  w e a k e ~  t h e  p a r t y  
in readiness  f o r  t h e i r  death on 3ragon I s l e .  

The G/I should ROC make i t  obvious t o  t h e  p layers  that t h e i r  
charac te r s  a r e  being manipulated by t h e  v i l l a g e r s ;  however, should 
t h e  p layers  discover  t h i s  f o r  themselves, they w i l l  be a b l e  t o  a c t  
appropria te ly .  

There a r e  5 requirements f o r  adventurers  t o  reach Dragon I s l e .  
These a r e ;  

Test  1, to visit t b  Oracle of t he  a s o n  Lord ( t h i s  i s  s e c r e t l y  
rmi by t h e  v i l l a g e r s  rho ob ta in  info. on t h e  adventurers 
through it all p a r t i e s  must undergo t h i s  t e s t ) .  

Test  2a, t o  find t h e  map to  t h e  Stone o f  Safe  Paseage (the Eap 
i~ held by t h e  v i l l a g e r s ,  who nfll  give  it &d a weak 
party,  but place It at  t h e  ead cwf thfs  d i f f l c a l t  test 
f o r  strong p a r t i e s ) .  

~ e t  28, t o  fixul tku  S t m e  of Safe Passage (the SZane is  hcla bj 
the villak;era who nill, give It sfz%%ght to mary weak 
pazbtes KZll a* wtvtiser pu-ties Ilnderge this fair- 
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f*xeturn t o  t h e  v i l l w e  azd inqu i re  about Y i e  Stone of Safe P a s ~ z g e . ~  

T e s t  2. The Stone of j i f e  Passcgg 
. f :he 7art: r e f  53 t h e  V: 

age frorr! t h e  Orzcle i n s ~ r i n g  a % m t  'ne ;tit& ;f Safe ?a:zage, 3arrncl: 
w i l l  t e l l  ther, e i t h e r  t c  take t h e  south path 52% sf the  v f i l a e e  l n  
search of a map t o  the whereabouts of t h e  s toae ,  o r  a i _ l i  ,=;vc them t h e  
map and serrd the% o f f  t3 f i n d  the  s tone.  /On17 tkie s t r - - - -  ,e - t  ?ar%ez 
w i l l  be s e n t  t o  sea rch  f o r  tne  ~ a p ) .  

2a. The map- 
7he south path from t h e  ~ i l l z g e  leads  ai;aost d i -  

r e c t l y  south f o r  about 3 miies ,  climbing s t e a d i l y .  I t  then comes out 
on an open h i l l - t o p  p i t h  a few o l d  yew t r e e s .  Across t h e  h i l l  a r e  
g r e a t  r e n t s  i n  t h e  gmrmd, c rev ices  each about 30' across and 50' 
rteep with near ly  sheer  wal ls  huag with dr i?ping f e n s .  

The path l eads  between these f i s s u r e s  t o  ;he l a r g e s t  crevice  and 
here rough-hem s t e p s  l ead  down. The base of t h e  f l i g h t  disappears  
beneath an overilz'~g. ?Re f l o o r  of t h e  c rev ice  has a bank of i c e  - 
no sun ever reaches it. 

The s t e p s  l ead  t o  a tunnel  l i n k i n g  i and ii. ii a l s o  has i c e  i n  
t h e  bottom, and l a r g e  pawmarks can be distinguished passing ac ross  
t h e  i c e  t o  an entrance beneath an overhang on t h e  n o r t h  s ide .  This 
l eads  i n t o  a system of  caverns (vi-x). 

iii and i v  a r e  s i m i l a r  c r e e c e s ,  each con ta in izg  i c e ,  but  n e i t h e r  
has any access o t h e r  than by climbing. The s i d e s  a r e  s l ippery .  

v is a long c rev ice  with  a pool ( 4 '  deep) o f  xelt-water a t  t h e  
r e s t  end and a rock- fa l l  aga ins t  t h e  nor th  s ide .  This is q u i t e  eas- 
i l y  climbed. There i s  an entrance t o  the  caverns a t  t h e  west end, 
hidden from above by zn overhang. 

,- - w a t e r  

. : i c e  

,: contour 50 
20, 0, ,? , , , , 

f e e t  
'@ = r%~k-.faU A 

vi- ix  Theee ars all rough-walled na tura3  caverns, about 20' i n  
height ,  occupied W a s t m  eiinrt (4/3-18, hurl rock f o r  3-30/39;9+1) 
asti h i s  two pet  cave b e a m  (6/1-8,1-8,1-12,hng f o r  2-16/33,36;6+6), 

unknowfagQ? gaasd the a s p  t o  t h e  S t o ~ e  of Safe Passage. 
Pf fihct =in sntrsnce clmiber aria is wed by .&be giant for 

storage. B m  fro1 the ceiling are tno cbead zazzntain goats. On 
the floor a r e  s w e a  Mlbers ( f o r  t3rro~3Bg) ,  a l a r g e  p$le of fire- 
wuod, 2 gmt skim d a B w e l  of d m  s t o l a a  frasl the el-0 .  
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23, The atone 
Once the atventurers  have the 3ap t o  the Stone 

of ;a:e Passage, e i t h e r  a s  3, g i r t  f ro5  the v i l l age r s  o r  gained in  
t e s t  ?a, the v i l l age r s  ni l2 lend :hec 2 r s~ in r , -  5cz5n Croa the bzr?o-:- 
an3 send then off t o  fin6 the  .jtr,ne. i'h? a.?vent~re:.s' nap i s  as 
below; the  G/M should co;:r it f o r  t h e  ?layers. 

~ d v e n t u r e r s '  map- 

The adventurers' map shows a tunnel i n  t he  s ide  of the fjord. 
a t  high t i de ,  the tunnel i s  submerged and only a t  low t i d e  ( t ~ i c e  a 
day) i s  the passage revealed. B e n  then it i s  f i l l e d  t o  a depth of 
6' leaving 4 '  headroom, 

The passage i s  very rough i n  shape, though the  s tone i t s e l f  is 
sl ippery and smooth due t o  the act ion of the water. The water flows 
slowly along the passage from the  f j o rd  i n to  the rock. The passage 
opens out i n t o  a. 

a i s  a c i r c u l a r  cavern with about 10'  headroom above the water leve l .  
The water en ters  from the  f j o rd  and disappears slowly down t u m e l s  
b-h. It i s  qui te  easy t o  hold a boat steady i n  here. In  the cen- 
trs, project ing 1' a59w the  water, i s  a c i r cu l a r  pedestal.  The 
folloning words a r e  engraved on the top; 

*Follow the  ancient lode 
t o  the Stone of  Safe Passage, 

all other  ways a r e  death." 
3-h above each tunael leaving the  cavern is an i n s e t  stone, a l l  

a l ike.  However, the  one above passage f is  lodestone, a magnetic 
stone. dU the  tunnels a r e  about 10' high ( i e  4' headroom) with 
very s l ippery walls. They quickly narrow, causing the water t o  
run f a s t e r  and fas te r .  Once 30' i n t o  a passage, the  current is  
too f a s t  t o  s w i m  OT row against .  ~t the  end of each passage i s  
a pot-hole down which the water thunders hundreds of fee t .  Any- 
one passing down a p o t h o l e  has no chance of survival .  

Tunnel f however hss a branch about 25' down it. Steering fa 
t o  it, the  adventurersq boat w i l l  wme t o  r e s t  on a f l i g h t  of 
s teps  leading up out of  the water. These lead in to  cavern i. 

i This chamber is 10' high, as 18 the  on& p a s u e  e ~ t e r i W  it. 
In  the centre  on a amdl1 marble t a b l e  is a s i l v e r  chain (55s ) on 
which is a j e t  s tone (J.OOgp), the  Stone of Safe Passwe. I d s  
stone w i l l  calm the  waters aronnd the  wearer in a 30' r sd ius ,  upon 
cornand, It b 20 charges, each l s e t i n g  3-6 turns.  The m l j  W 
ont is the  ray the adventurers care. 

Rote; the adventurers w i l l  hare a of 1 hour t o  ge t  i n  and out 
w h i l e  t h e  t i d e  is lor enongb, 2 % ~  w be trap@ in i f o r  a 

ier houra, although this is d e l g  ah- at? hidl t ide  aark. 
(14) Kaaever, there  is t?awfi% air to  s u s t a h  6 ?eopXe between 

t?*e low t ides.  



Test 3 ,  The as? of t h e  c.-amel 
Once t h e  par ty  has t h e  Stor?e cf Safe Pas%ge, the  v i l l a g e ~ s  rill s e c r e t l y  reconsider  t h e  stren-flh of 

the  s f ivmture rs .  I f  they j e l l e v e  t h e  zdventurers  t o  5e s 7 ~ 2 f i c i e n t l y  
;oeaken~S, t ~ e g  %ill give tSez tne  remaininc 2 require men?^ a n d  send 
them o f f  t o  Dragon I s l e .  If ,  however, they d e s i r e  t o  weden  them 
Further,  they w i l l  t e l l  t!?er; t k d t  .they must go i n  search of t k e  zap 
of t h e  channel through t h e  t r e e c h ~ r o u s  rocks e n c i r c l i n g  % I I ~ C J I ~  I s l e .  

Zarrok t e l l s  t h e  part;,. t o  row t o  t h e  second i n i e t  w t h  of Vapng, 
j u s t  past  Dragon I s l e ,  then t o  take the  l e f t  f o r k  of t h e  i n l e t  and 
take t h e  only path leaving 1;. Sarrock t e l l s  t h e  par ty  ( f z l s e l y )  
t h a t  he does no t  know w h ~ ~  l i e s  along t h e  path and ( t r u l y )  ? ? i t  no 
v i i l a g e r s  have ever  gone along it. 

If t h e  adventurers  fol low Carrock's i n s t r u c t i o n s ,  they  w i l l  f i n d  
t h e  i n l e t  bound by high rocky c l i f f s  save f o r  i n  a  small  cove. From 
a small patch of sh ing le ,  t h e  path climbs up out of t h i s  cove and 
i n t o  t h e  f o r e s t .  Passing eastward, keeping t o  t h e  same height ,  t h e  
path opens ou t  a f t e r  l i t t l e  more than a  mile on t o  an open c l i f f - top .  
Un t h r e e  s i d e s ,  c l i f f s  drop 100' t o  the  sea ,  v h i l e  t h e  four th  s i d e  is 
Sound by t h e  f o r e s t .  

I n  t h e  cen t re  of t h e  c l e a r i n g  s tands  a  small  c i r c u l a r ,  domed tem- 
ple.  The temple has a s i n g l e  door f a c i n g  e a s t  but  no o t h e r  aper ture .  
There a r e  s tone  gargoyles around t h e  perimeter of t h e  roof while on 
t h e  top  of t h e  dome sits a r e a l  gargoyle, still a s  s tone.  ?'he gar- 
goyle (5,  +1 weapon o r  b e t t e r  t o  hi-k/l-J,1-3,l-6,l-4/21;4) w i l l  
a t t a c k  any who approach wi th in  J O r ,  o r  any t h a t  shoot a t  hin. He 
se rves  t h e  i n h a b i t a n t  of t h e  temple, Helgi t h e  h e m i t .  

7 t h  l e v e l  M o n k ;  S 16,  I 05, W 16, Co 16, D 14, 'Jh 10, Lawful 
Z v i l ,  bC 5,  32HTK, +2 spear ,  Ring of Contrari-  
ness  ( a d d i t i o n a l  power; I n v i s i b i l i t y ,  wi th  in-  
a u d i b i l i t y  ( see  Ring of Gontrar iness  and Ring 
of I n v i s i b i l i t y  i n  NG). 

The temple con ta ins  a s i n g l e  room, 15' diameter and 15 '  high. 
In  t h e  cen t re  is  a g r a n i t e  t a b l e t  s e t  i n t o  t h e  f l o o r ,  i n  which a r e  
engraved the  words; 

"To f ind the  map t o  Dragon I s l e ,  
The way t o  t h e  s e c r e t  is nigh; 
Ifid i n  t h e  t w i s t  of a tongue, 
Ey kopoacinth of t h e  r i s i n g  sun." 

Hem has 
spent  s e v e r a l  years  here trjring to work t h i s  out (well, he 's  only 
got  5  i n t e l l i g e n c e ) .  He is p a r t i c n l a r i y  h o s t i l e  t o  any s t rangers ,  

I f e a r i n g  t h a t  they may a t t e ~ p t  t o  f l n d  t h e  map before  he does, and 
' he w i l l  use  h i s  r i n g  t o  canbat t h e  adventurers,  should h ia  pe t  gar- 

goyle not f r i g h t e n  them of f .  
Apart from t h e  t a b l e t ,  t h e  room contains  a r o l l e d  mat, a  hookah, 

a  po t  of burning incense, a pike,  a  basket of r o o t s  and b e r r i e s ,  and 
s c r o l l s  of scrawled i l l e g i b l e  writl.g, 

The verse  should l ead  the adventurers  t o  t h e  eas te rnnos t  gar- 
goyle tY...the r i s i n g  sun#) on t h e  roof of the temple. Theg w i l l  
find that it possesses gills on t h e  s i d e  of i ts neck (hence "kopoa- 
~111th"). Bg t w i s t i n g  t h e  Long, r o l l e d  tongue of this s t a t n e ,  a  
cavity will be rewmLed beneath it containing a r o l l e d  mp, the map 
of the a w e 1  to Dragom Isle. 

The  map shows t h e  i s m  andl all the sumomding rocks, both a- 
bove asd balm t h e  susl'ss9, aab t h e  o m  way throzr& them, starting 
on the w e a t  of the island, A note on the map says +&at %he charmel 
%a only pasesble at Mgh a d * ,  

(15) 



The v: l:z,mera possesstts:~ of these is;-a, cze n: the  viii-e ( t o  give 
t o  ~ e e e r  pa r t i e s}  a d  one hidden st t h e - t s a ~ l e  :.cr t he  above t e s t ,  

crate "be  L ~ A . Z  3~iTt j r  ?as the  map ox-.' 
i;i-ie >ha?znel to 3 a g ~ n  I s l e ,  tl:e v i l l a g e r s  rn:= -k$:r sec re t l y  recon- 
s i de r  t k . ~  n t ~ e n g t h  a f  the  adventurers, If z;p believe them to 
De ~ u f f  icier,tl;- weakened, they w i l l  give t:-,%m l>f 258% yesll irement,  
':he keg, an? .sand th'ea off to Dragon ~ s l e  w c:l;c:-r:z ;.-as ;sssiale, thus 
preven tiag 'hen from r e c o v e r 5 ~ ~  the5 r stren&"hl If, however, they 
;i .... + ,a >;.re ; tc? ?e?i:ezt th%m sti l l  fur ther ,  the;- -i:: 79;: t o  go i,n 
.;rare!-. c f  $he key to t ke  t reasure  chest on 3re,-cz 2 s - e .  

ZarrccZ tells t h e  sdventurers t o  rcx t o  ::+.e f i r ~ t  i n l e t  s c s th  of 
Vapns, then t o  t a k e  the  l e f t  fork of the inis ' l  z sd  take t h e  only path  
Leading c:.lt of i t .  

Foliowing Carrockte ins t ruc t ions ,  the  ?zrtr w i L l  ccae t o  a 'beach' 
,J 4 ,  houirier.: z+ the en& of  t>e i n l e t ,  fron -i.,lc:? z :??l-, c?in:ss sfeenly 
i x t o  tile f o r e s t  and then passes south f o r  ~SQL?", I.;fle. The path t3en 
e n t e r s  a goyge,  33' wide and 80' deep with sbee_- ~ 5 f . e ~  cro~.ae:! by the  
f o r e s t .  :he f l o o r  of the  gorge is bare rock a113 C=.t.ted along if, a r e  
eeversl  squat &manoid,  stone s ta tues .  A * 

? . , , 50 6 = stone 
f e e t  statue 

Xher t he  a8venturers reach C ,  the  centre of The gorge, the  s t a tue s  
a i m a t e  with one purpose, t o  kill t he  a9venturers. ?our converge f r o %  
t h e  arest, six from the ea s t .  

AC 4 (only vulnerable t o  blant vieapons) 
K o ~ e  66" 
H i t s  20 ( t r e a t  as 503; 
2 fLsts f o r  2-8, 2 4  
Seslstant t o  a i l  miad-hse i  speLls 

If all t he  stoce statues a r e  destroyed, 
t he  gorge begins t o  rrmble m d  the gmmd 
t o  shke. After one t n m ,  the wal& of the 
w h l e  of t h e  central p ? r t  of the Forge beg- 

t o  crunbfe, :-cilli.ag anyom s t i l l  within it. 
The path cUmba out of the  f a r  erd of t 3 e  gorge back inta the for- 

e s t  m d  c o ~ e s  dntost isrsieQiateXy to a pool. The aater is =aery dark 
artd t5e  surface wrgt etfil; no stream enters o r  iezTes t he  pool and it 
has a stagnant shell. A l a r s  key frors wuch br ight  Ugfrt r ad i a t e s  
can be seen lying fn the bottom of the pool, bat %he r e s t  of t he  pool 
is too dark t o  see in-. 

The pool i s  inhabited by a rasmlh hag ('FIB 14f(7/~4,l-4, strwXe 
for 2-8 par B I . ~ , ,  fear/18;3) rho w i l l  a t t a p s  * F Z C ~  osone meaass 
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x t  n i ~ h t ,  Dragon I s l e  is used as  a met -  place by g i an t  crzbs 
(3/2-8,2-S/-;3) arc! t he r e  is a 50s c?ance of 1-4 coming ashore each 
hour between 11 and 4. 

When the  m n  r i s e s  a t  8.30, i t  is a ball of f i r e  through the 
heavy fog that desceaded over-night. Viseb i i i ty  is down t o  30' 
tkolzgh l i g h t s  can be seen a t  100'. The mck T glows o r  only one min- 
ute. T is s l a rge  boulder tmt can De r o i l e d  es ide  ~hile i t  i s  glcw- 
in& by a C~EJbined s t rength  of 48. When it is not glowing, it requi res  
200 t o  move it: aeneath it i n  a bollow l i e s  a? oa-k chest ,  bourr?, i n  
s t rong i ron  bands. The chest is locked aid camot  be picked; i t  can 
only be opened bg t he  small s i l v e r  key (see t e s t  4) .  It contains an- 
c i e z t  norse t reasure ;  

123rJOa, golden goblet  (350gp), 6 s i l v e r  medallions (275sp each), 
Coral chain (160gp;p), pearl-studded b e l t  (2050gp), s i l v e r  crown 
n i t h  large enerald (2000sp + 3400gp), a? i r i de scen t  ioun stone, 
s c r o l l  of protect ion against l y c a ~ t ~ o p e s ,  s c r o i i  of Cure Disease, 
Summon &sec ts  and Water Breathing, s c r o l l  of Dispel l ag i c ,  Glyph 
of garding and Remove Gurse, R i n g  of Swimzing, S ta f f  oT withering 
(15 charges), Wa~d of Paralgzation (10 ckarges),  Sl ing of Seeking 
+2, s7iord +I, +4 vs r e p t i l e s ,  +1 s'riexd, Bracers of 3efense AC 4. 

r n K ? I L E . .  . 
Boon as the adventurers leave f o r  Dragon I s l e  

and a r e  out of s i g h t  and sound, t he  v i l l a g e r s  of Vapns s e t  about pre- 
paring f o r  the k i l l .  The whole elaborate  operation is organised so  
that shonld  art^ adwenhtrers escape, they w i l l  t r u l y  bel ieve t h a t  Dra- 
goa Isle is hannted, snaf will no% snrapsd t& willcgera iB t he  leas t .  

18 sf the stm from Qa-, i n c l n d m  Vela, ~ a r r o c k  ~hoflala, 

w e  the e e e  maing tmate mu a hidden cave just 



*PI?& pm3 
psmT-eza $0 '9 ma; zo msa? JO pua8e~ mt aaa saap? 

ired 'paofj aq?, u? prre rjsa;Eoj aqq nr saauaJnaoo Jaqqo 
prre sxa;rapmk Lq paotrzqaa &~qea;r8 aq p:no= oyJeuaos s.~q& 

SBWN 

;Tern an Layq JOJ Ls~a2elfra se sBqypi aqq aS'g@ooa~ sJaxnpuaaps 
ay?, +eqq L~axr~un rkaa sr q.1 '+ja'l: ssp~.z+ oaq JO auo aaey Lsm Lqt3;rsd 

saaal:, t, txa~alao~ *,s%fyyh qsoys, aq& so spneq ayq &t, a?p TTJM Laqq 
's.za2z'r~?x ay& Aq lfada pa-,s~nd~rrern oaaq ah- st3;raxnquahpe aq+ 31 

'amFq 
STY& ?,E qsrq ST aprq aq& 'aer?t3;rmrs .rarjp qsn! pm~ 0% samoo pue? syo0.r 

ayq qSno~q?, T~UuEq:, ayq sko~~oj drqs aqq pae a2essea aJsS jo auo$S F? 
sxsaq drys ayq jo ao.rd ay& 'qsyn aqT qsnoqq Sn~noo sqqBr1 qaqq aas 

pm ,s2u~y?a qsoq.3, aq$ $0 sayso qs.iz~: aq$ xaay ,fay$ aJojaq 'q.3 auT 
-mna oq -,ou +nq *a.snsoas-, aqq pug oq aciyrt. peq aaey Txj&.sJasn&uaapv 

ay-, !asrxuns .roj pamq sr Toar.in E-,I *~TSI uoaa~a JOJ 330 sqas 
dyys +soy3 uo2e.1~ aqq prre 'maqs p ao~d qs +TT a.za su.xa-,m? 

'axe prey pm nads yq?& pame p~xe 6 3~ ait, 
sJorx.rsn .raq-,o aqq ~rn *s.reads I+ pw saxe qqTa pawe aJe pue (L 2~) 
.rno-e Jaq-,eaT qoryq sea& yao.r.se3 pw pfah *qr punow paTro3 uo2tl~p 

napT@B a sq mTaq a2ao.q sr~ 'ax2 z+ o pm ;reads Z+ s yqr& paws 
s? ?* (5 37) ac+z.yd-,szasq xaddo:, -2 ssean aq fp~o~ uo,%;ra ayq s-, 

JoyZ, '3~~1 co8'e.ra qunzy 0% s&soqS Buyq~a suyziooaq 'no qnd Lay-, srqc 
'd~qs eq-, ut 3u?q&o~a 3u~qya pesoqs aaq uam ay& 

dIHF ,T,FOfi x:;i& 

'~T?s ;s::-s, 
a?; z; SS.?J:& *sp.;ari!s TflQJno~O3 .:L. pa-,.;: an saprs 3x7 pus '~appnr 

aiBnas e ST 'Jzaqs a::; &v rroSsxp qoE.:q ? palcj~d S? ~?sr aqn, GO pm 
psaq acZa;ci: z ,a~xe3 ST no~d ay?, no 'pzs ~e;)uao a~9u~s s pw apgs 

yosa 1uc~ SJEC G 'd~qs-Suo~ a nappry aa,Laqn, azaE 'srrc'eh 30 q&~ou 



W O T  
Role-playing attracts 6 very varied (some would say "wierc", 

crowd of people. Sere ': preserit the "Observer's Guide to S!PGersm. 

THE ROLE PLAYER 

Although almost everyoct io the hobby calle themselves a role 
player only a very few sctualiy are. This is the kind of person 
who doesn't care so smckwhat happens to his character as long 
as the action taken fit in with that character's assumed personality. 
The ultimate role player is someone who will allow his character to 
die by doing something ttat that character would do, even though the 
player knows the likely consequences. Role players with paladins 
don't often last long. 

THE AMATEUR DUNGEON DSSIGhTR 

I'm sure we've all got terrible memories of some of our very first 
dungeons. Some people never quite seem to grow out of that stage 
though, do they? 

OVER THE TOP (MONTY KAUL) 

Anyone with a character over level twenty, with more than 4 Rings 
of Three Wishes or more than one artifact. Anyone who claims to 
have rolled a monk on the standard 3d6 method. Anyone who asks their 
DM a question on the lines of "How do I become a god?" (it happened 
to ae!). 

THE QUOTER 

A real pain this one. Someone vho believes every last word of the 
latest editions of various TSR books to be gospel truth, and knows 
them off by heart. Recognisable by their famous warcry of:- "Eey, 
it doesn't sag you can do that, so you can't." 

FANZINE EDITORS 

Some of the nicest people you could ever wish to meet (I know how 
to get an article published!) 

THE KIUEB 

Very common and rather self-explanatory. Never tries to negotiate 
or plan ahead, just steams into every situation with sword flashing. 
Quite a pleasure to be Diling an adventure with one of these taking 
part because their brash attitude and obvious predictability makes 
them easy victims for even the simplest little trap. 

THE SNOB 

Claims never to play DW, or at least not the advanced version. 
Likes to quote l'olkien and go on about how great Runequest or C&S 
is. ("This seeme a bit anfairn...Uike) They often hang out 
together at coarention6 in "mutual admiration societiesn. 

TEE BIIm 

Host non-BPI)ers. Ree.gaisrble by such sayings as: "Bit childid 
isn't it?", "Yell, I thought Lord of the Rings was pretty boring 

(20)  actuallyn and What's the p i n t  of p l q i n g  if no-oae ever a?* 



Early on in my DUing I encountered the problem of how to have 
something happen to characters without ntking it obvious that there 
was eomething afoot to the players. If a character was ever hit 
by a charm person, for instance, 'key would have to make a save. 
Eowever innocently asking soreone to roll a d20 does rather give 
the game away. This is an interestire point to think about for a 
while though. If soreone is tit b y  a spell and askes their save 
snould they know that they've done so a d  could they tell what spell 
they just saved against? In my opinion a player should be told that 
something is going on and given the chance to try for a save, but 
they shouldn't know exactly what's going on (unless it's an MU just 
in front of them firing a lightning bolt at them!). Obviously the 
situations that this applies to is a hidden MU attacking a party 
unaware of his presence. 

Anyway, trying to get back to my main point, players often know 
rore about a situation than their characters would. Very good role 
players (in the strictest sense of the term) don't take advantage of 
this sort of thing, but most others do all too often. The question 
is how to make a suprise really work, without taking too many things 
out of the players' hands? One answer which I came up with was the 
use of "minor mishaps". Just think of the vast number of things that 
could happen during a dungeoneering adventure: a backpack strap breaks, 
someone drops something or trips over, a mouse scuttles by in the 
shadows, a cold draught blows down a corridor, etc, etc, etc. These 
are all very small things but throwing them at players once in a while 
wiil very soon put them a bit off balance. All too often players come 
to accept that if the DM says sonething it's because it's a clue that 
there is a monster approaching. The first tire I threw in a few minor 
mishaps to an adventure the ;layers were soon petrified, convinced 
trat some MU was following them around causing all these things to 
happen. Of cour-e the next stage of tte story was that they became 
biase to all these things, and that's when sone of them started to 
be real warnings, etc. When everyone is convinced that a creaking 
Coor doesn't neccesarily nean there's a monster coming through it, 
that is just the tice when a monster be there. 

Now, the above ideas shouldn't cause too much worry to D&D purist6 
but I expect the next one will. I believe in creating circumstances 
and coincidences once in a while, if they are going to put players into 
an interesting/exciting situation. 5 personally do not think there is 
anything wrong in, for instance, having someone accidentally drop and 
smash a potion that would have enabled them to walk all over some 
monster or trap. Players often pet too cock-sore of themselves and 
knocking out part of their plan with e minor mishap, thereby naking 
them have to rethink their ideas =d face a problem that would have 
otherwise been no problem is a very enjoyable part of DSing. Kaybe 
some people would think that this was too much DM interrerenee in the 
p;ay of the game but if it eakes playing more interesting and challenging 
who cares? Dm is only a gaae and having fun is (believe it or not) 
the main object. In my opinion the esds justify the means. 



IESSAGE FLIES 

Invented and later mass-produced by the MU Racasan these useful little 
objects have the appearance of very large bluebottles (4 inches long) 
made from shimmering blue gemstones. For their decorative properties 
alone they are worth 450gp each. At the rear of the body they have a 
s m l l  catch (which may be mistaken for a sting) which, when pressed, 
causes the body of the fly to open, revealing it to be hollow. Small 
objects or messages written out on parchment can then be placed here 
and when the body is closed again the next name spoken by the fly's 
holder will be where it will immediately take off for and fly to at 
36" speed rate. On reaching the person the fly will buzz around them 
uritil they put their hand out flat infront of them for the fly to land 
on. Once this is done the body will open and when the contents are 
removed the fly will take off again and fly back to its owner. Note 
that it can be rather worrying to be "buzzed" by one of these if you 
don't know what it is. If someone tries to attack one they couat as 
AC-4 with only 1 hit point. 

ASSASSIN FLIES 

With the widespread use of message flies the assassins' guild realised 
that there was a good chance for them to take advantage of them, with 
a new weapon for their arsenal. This led to the creation of assassin 
flies which have the same appearance as message flies put rather than 
carrying objects in their bodies they carry one dose of poison. They 
operate just as above, but on landing on an open hand they will inject 
their poison and then fly off. Note that if you can keep up with it 
the fly will lead you back to the assassin who sent it. 

CRYSTAL CREATURES 

These look, to the uneducated, to be merely very finely-shaped models 
of various animals, on roughly a 1240 scale. The most common examples 
are beetles, scorpions, spiders and snakes. Being made from fine 
quality marble they might be considered rather fragile, but are actually 
quite tough, which is a good thing because when they are saaehed (a 
10' drop or equivalent being needed) the crystal cracks away revealing 
a live creature inside, which will grow to its full size in 2 segments 
(12 seconds) and attack the nearest creature. Note that the examples 
given above will grow to full giant size. 

FREEZE BLOCKS 

These are very beautiful but potentially deadly items. On discovery 
they look like 6" cubes of transparent material with spheres of 
irregular shape like miniature suns at the centre. They are in fact 
very localised time-stops cast on fireballs just at the oonent of 
explosion, and given permanency (of sorts). As objects of beauty they 
are worth 1400gp each. Unfortunately they have a catch (of course) 
which is that any sudden decrease in temperature around the block will 
cause the mini-fireball to expand, cracking the block and thereby 
releasing its, with all the effects of a full 10 dice fireball, centred 
where the block was. lasty! 



Called, rather unkindly, by s b e  people the "peer man's flying cazpt" 
this item is si~ilnr in eise, shape and appearance to that more u8eful 
creation, but it cannot actuallg fly. Inetead it Ba. a permanent 
"Feather Palln effect upon it as per 1st level Wri spell. The most 
common m e  for a float earpet is as an "elevator" for travel down 
pits and shafts, which will be carried out at the usual leisurly pace 
(as with all f.f.ed objects). However if the carpet is overloaded 
(see Carpet of Flying) the f.f. will not be able to cope and the 
carpet (and anything on it: will descend at normal speed. 

SWAP BOTTLFS 

More of a one-off player-puzzler than magical item these are usually 
found in pairs, two potion bottles, one full of brightly coloured 
liquid and the other empty. Eoth bottles will be stoppered. When 
someone eventually tries to p o w  the liquid out of the full bottle it 
will reach the lip, and then vanish, to appear in the empty bottle. 
If they go on pouring the full bottle will soon empty, and the empty 
bottle fill. All very clever and nice to look at but not terribly 
useful! The only way to get at the liquid ia probably to smash one 
of the bottles. Note tiat it is very unlikely to find that the 
liquid is a magical potion. iiiold vaste one in a "toy" when coloureci 
water is just as good? 

LIVING BOOTS 

From Jack Vance's "Dying Sarttn (part of the inspiration for D&Dj 
these are the items whlch HUs tried to copy with "Boots of Striding 
and Springing". They are su;erior in as much as they have a base 
movement rate of 15" instead of 12". but have an inbuilt disadvantage 
in that if they are used constantly for more than 4 hours there 1s 
a chance they will die! Ztance is 5% cunulative per turn over the 
4 hours. 

ggLn OF THE SAGE 

Apparently a normal (but magical: helm the true function of this item 
will only be revealed when it is put on by a character or INT 14+. 
Yhiist wearing the helm sucb a ;arson will be able to call os the 
knowledge of one sage, whc tas ~reviously owned the helm and had 
the aid of a high level EU. The knowledge of the sage should either 
be predetermined bp the SM cr rolled randomly on the sage tables. 

BELT OF THX DECEIVER 

This is a thick leather belt with a large buckle, which holds one 
averagely-sized gem. If the pen is pressed whilst someone is wearing 
the beit tney will inaediatcl? cone under the effects of a feign death 
(as per 3rd level Kl spell: t t a t  will last until the belt is renoved. 
Yber this is done t h e  -ersx will recover in 2-5 turns time. S~eakr 
:or evii!, DKs can have s lzt ci fun with this one! 



khen designing a dungeon it always seems like a good idea to 1l;clude 
some form of maze system In it. An interesting challenge for the 
players? No way. Usually nazes just degenerate into boring lengthy 
mapping efforts, finally resulting in the whole maze drawn out and none 
of the hoped for confusion. What are needed are methods of preventing 
players from just dawdling about and give them a race against time, or 
socething similar, to make some tension. Naps should also be invalidated 
to a certain extent by moving walls, on/off illusions, etc. However 
Cc not take this too far. It 1s very easy and not very clever for a DM 
to trap a group of players in an ever-changing maze with no chance of 
escape. There must be some clues or method to the mace's operation 
so that with a bit of thought and a little trial and error players will 
be able to escape. 

If you are a glutton for punishment try DMing a party through a maze 
which splits the players up. Teleports, sliding walls, on/off force 
fields, etc are all very useful for seperating people, and once you've 
eot them by themselves the problems of being lost really hits them, 
especially with the occasional appearance of some nasty monsters. It 
~ i g h t  suprise you how much players take for granted the "united we 
stand" aspect of D&D, when split up you've got no friendly cleric to 
beal you, or no fighter ready for if the going gets tough. You've got 
to stay alive usihg your own abilities and DMing a group who are all 
going through different can be a great (if somewhat exhausting) 
experience. It is, of course, important to make sure the players doclt 
knov what is happening to everyone else and accurate time-keeping 1s 
also of the utmost necessity. There is nothing as satisfying as seeing 
players just miss each other as they wander through the maze or be 
scared off by a noise which you know was made by one of the others, 
just round a corner. 

Mazes can have a variety of basic cons9~uctions. Outdoors they may 
be formed from lines of thick hedges, although the problem with this 
is that players will insist on slicing their way through, rather than 
trying to figure out the maze's pattern. In a dungeon a maze will 
probably be rather like a normal mass of corridora, but more tightly 
packed and with no doors or rooms, just passage after passage. There'll 
also be dead-ends of course and, if you're feeling nasty, the odd 
teleporter, which sends the hapless player back into the middle of the 
maze somewhere. On an even aore exotic line you can have a 3D maze 
with gravity-shafts, trapdoors, stairs, etc to add an extra dimension 
(groan!) to the game. 

Given enough time anyone can escape from a maze. They will either 
have mapped it all out or come across the exit by chance (sure to 
happen eventually). This is no fun in C&D, plajers must be hurried 
and constantly under pressure. Ways to achieve this are: traps (pits 
usually), passages which have moving walls.which will make it harder 
for players (especially dwarves!) to move about by moving together, 
monsters telaporting in or using well-hidden secret exits, etc. 

One tactic playera often come up with is marking poseages in certain 
vaye to show which directions they've been, and enable them to find 
their w a j  back to their starting positions if necessary. The best 
w a y  to prevent this is with a group of invisible creatures, kobelds 
being quite appropriate, that move these marking, or change thea. 
All coraj stuff it may be, but it sure makes for an interesting gars! 



helve had quite a few letters recently asking ebout where y2u caz 
get copies of this mag, and possibly find a Sack issue or t w o  ac 
deli. So, for th0~e peo;le, here's a list of all the sho~s ic t k e  - 7, 
U:- which stocic "The Beholder":- 

G A ? Z S  YORKSHCF, 1 Dalllng Road, Hammersmith, London W6 

ZSDWIUM GAMES, 2 Morler Road, Farnham, Surrey 

;AmS OF LIVERPOOL, 50-54 Manchester Street, Liverpool 
TANGLEY MODEL WORKSHOP, 89b/c koodbridge Road, Guildford, Surrey 

FOREYER PEOPLE, 59 Park Street, Bristol 
DUNGEONS AND STARSHIPS, 45 Summer Row, Birmingham 
GAm GALLFRY, 13 Forrest Road, Edinburgh, Scotland 

D.G.liA;AISOH, 5 Braunstone Gate, Leicester 
GAMR, 18 Sydnes Street, Brighton, Sussex 

CLYDE HCDELS, 44 Candleriggs, Glaagow, Scotland 
PLYMOETH KODEL CENTRE, 11 Old Town Street, Plymouth, Devon 

GAm USLIMITED, 2 Castle Street, Kingston-upon-Thames, Surrey 

OBWELL BOOKS, 5-7 Fore Street, Ipswitch, Suffolk 
WAR AND PEACE, 8 Upper Orwell Street, Ipswitch, Suffolk 
JWYCBAFT, 33 Bridge Street, Walton-on-Thames, Near Wegbridge, Surrey. 

Their 'phone numbers (respectively) are:- 

31-741 3445 / 0252 722269 / 051-236 2605 / Guildford 71786 / 
0272 25454 / 021-233 2302 / 031-226 3354 / 0533 549182 / 
a275 598424 / Dbn't knot3 it / 0752 2'1851 / 01-549 6486 / 
0473 57727 / 0473 58356 / W-0-T 22284. 
Now, please don't assme that these shops will all have back issues 
of TBB. Eowever if you are desperate to get hold of a certain issue 
thefie are the people to try, unless you only want an issue from a 
sonth or two ago in which case wrlte/phone Mike 'cos we've probably 
got ease copies lying about somewhere. 

The CIBCLE BATTLEGROUP (Board and Wargames Club) is holding it5 
yearly open dag/show known as "GAHES GAL3REW on the May Bank Holiday 
Honday at 623 Kingstanding Boad, Kingatanding, Birmingham. The 
event will be open to the public between ?0.30am and 10pm and is 
sponsored by DUNGEONS AND STARSHIPS (address above). Included in 
this years events are: tradestands, open tables, participation games, 
co~;etitions, etc. 



MINI DMS CCIRNER 

SUPRISE: Sometimes a situation will be enhanced by giving the 
monsters a large degree of suprise, perhaps so that soneone 
can be captured (always an interesting scenario trying to 
get them back). The easiest way to do this is with the use 
of a specially prepared room which has such features as 
on/off darkness and silence spells. Hidden animals and 
magic mouths are also very useful for drawing the players' 
attention to the wrong place at the right time, i.e. just 
as hoards of orcs come charging through the secret doors! 

BACKFIRES: As mentioned before in TBB it can be most interesting to 
include in a dungeon NPC MIS who have researched new 
spells, which players obviously won't be expecting. Vell, 
this is all very good, but the business of creating new 
spells is (or at least should be) pretty risky. Therefore 
it isn't unreasonable to expect there to be a few examples 
of "experimental failures" wandering about (the Owlbear 
being a prime case). Other examples are upto you, but 
how about a permanent invisibility with the only catch that 
it doesn't make the bones of the recipient invisible? This 
enables the use of "skeletons" which also have the powers 
of any type or level of character. 

ILLUSIONS: Many DMs use illusions to deter playera or worry them. 
Rooms seemingly full of snakes, flames, etc or apparently 
bottomless pits can easily be created by illusions and 
are useful tools for directing players1 actions how you 
want. However they can of course be used the other way, 
although in my experience they rarely are. How often 
have you used an illusion to hide some monster or trap? 
Try it some time, but be warned that they can be a bit 
deadly if you try and be too clever. Although if your 
"dungeon" is the inner sanctum of some high level or 
the like he'd have the brains to come up with some nasty 
stunts, so you should put a few in. 

S T I U  AVAILABLE: u e  Beholder Suo~lement 1 - GLOSSARY OF MAGIC 

The GolI has been selling very well arid we only 

have a few copies left (although a reprint is 

probable). In case anyone doesn't know the GoH 

conCains all the magical items from 'PBHI to 10 

plus many completely new ones. All in a high 

quality booklet for just 5Op (P&P included). 

Send cheques/POs made payable to J.P.Btoner to 

29 Parkway, Dorking, Surrey RE4 *EX. 






