





THE GCUILOMASTER SPEAKS

well, here we are with another stupendous Issue of special  adventures and imaginative escapades for those
daring players of roguish disposition (modest, ain*t wePj. Thieves' Guild Vv contains a speictal  and very wnuswal
assassination attempt [the downtrodden orcs may kave found their messiah), an expedition to despoil and logt the
tomb of an ancient master of illusions {whu haid a miserable sense of humor), and in the rules, two  expansions of
the combat rules, the fipst alliowing more realistic use of shrelds, the second setting up methods to make
hand-to—hand combat more concise (did you fumble, miss, yet parried, hit his shield, kit his armar, or get pas.
everythinyg and hit him?} without regquiring multitudinous die rolls,

The first scenario in  thils issve, am assassination abtempt agafnst Hazrath, the "Radisha” (the alleged
messiah/ savior/great-war-leader of orcish legend, who 15 ta lead them te victory against all the other races and
govern the orcs wmajestically from on  high when they have conquered Che entire worla), may just presage the
beginning of the latest "orcs versus everybody else™ War, Jhe other reces sincerely hope that any hooraw of this
type will be the umpteenth Genecatiopal Stomp The fres festival - Jt wsvally has been befare.  Fhe only preoblem
seems to be that, if the attempt ta kill their charismatic leader is not svecessful, the orcs have bLecome numergus
enough to  band together and fhdve a reasonable  chance of winning, who  knows, fazrath may just possibly be the
Radlsha fthere was a  leader, about three hundred gears aygu, who almest . . ). We will keep all af you abreast of
developments in  Future issuves of Thieves® GQuild and MWaked Sword (Neked Sword?!? - aha! gotcha on that one; stay
tuned tix this station for further announcenents),

We at Gamelords, Ltd., have beon tryging to produce  the hest scenario and  adventuce material we can. MWe
understand that many of you *love 1t madiy* {(we love you madly, too), and we agpreciate gour devotion and support.
All of the [hieves' Guild staff would like to fear abuut the varigus successes and/or failures of your playecs on
these special  adventures and in our carefully constructed scenarios. Please write us  and tell us about what has
happened with your group, Fo spice Lhe pot a Jittie, we will offer the following:

aine {9) months after the release of a Thieves' Guild (or allted series) issue, we will
candomly pick a letter of comment (and/or cf—-i-u'-c-i*s-r;j which we have received on  that
packicular issue {out of a barrel of letiers, we hope), and the lucky writer will receive a
two-year extonsion of his current subscription (or a one-year subscription, if s/he doesn't
already have ome), We'll do this for each issue of the Thicves' Lwuild series {and any
aliied series, see above). [f(f an issue is premiered in  July, “for instance, the letters
received by the end of April of the fullowing year will be eligible; if the Issue is
premiered in February, the drawing will pe held the end of the next November.

S0 be sure to get those letters coming in. Give us your comsents on the adventures, scenarios, and rules In an
issw: (.and let us know what else you'd like to see in our products and adventures/scenarios), and we'll give you
free issues (if you're the [ucky [etter writer). The winners will be notified immediately, and each winner's name
will appear in The Guildmaster Speaks in the issue following the date af the drawing.

ust tn case gou minad e Address: . .
] Ed ! fomments o Thieves' fulld

C;’O famelords, Lid.
18616 Grosheak ferrace
Gaithorsburg, MD 20879

Enjoy this issue of Thieves' Guild, and 1let us know the results of your assassins' sttempt. You could
influence the Future history of the worlda!
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INGEX F KEy ABHBREVIATIUNS

Thraughout  the  Thieves® Guild serfes, certain abbreviations are
comsonly wtilized. The meanings of these viarious abbreviations are
summarized below,

AC - Armor flass: represents  the protective value of HIK ~ Hits To Kill: the amount of damaye d character
armor, shielding, and skin can sustatn befure dyinyg

APP — Charecter's appearance rating I, INT - UCharacter's Intelligence rating

BT - Bit(s), a small fron coin; 10 87 - | CF NA - Movement Alfowance: aumber  of hexes frormally 57)
CON, OO - Character's co-grdination rating or syuares thal A chardaclter can move tn one melee round
CP - Copper precefs); 5 CP - 1 5B, or 50 LP - 7 4# MAG, MG - Character's magpetism rating

CSF - Clear Strike Figure: the ofe roll for an  attacker MGR, MR - Character's magic resistance rating

which bLypasses all  defense, and strikes hls  opponent mr - melee  round: o 15 second  time  span usod to
squarei iy regulate the Fflow of play

D (306, 108, etec.] - Nunber and  type of dice Lo Lo NPC - Non-player Chacacter: airy  Character oF being
thrown in  the process of resolving a  particular controlled by the GM rather than the plagers

situation REF, RF - Character's reflexes rating

#SC, ON - Charecter’s discretion rating 5p - Silver pieceis);: 10 SP = 1 GP

EAC - EFfective Armar  Class: represents AU {armor SR - Saving Roll: an attempt to accomplish a feat
class) pzlus the character's dodye abrlity extrairdinare; usually 201z drdlnst  a particular
FRP - Fantasy Role-Playing requisite rating

CM - GamesMaster; the referee  of maderator of  an FRP S$5F - Shiold Strike Figure; the lowest die  rofl

G tiine which an attdck succecds 1o hititing one's opponent, buc
6P - Gold piece({s): 1 GP = approximately §£5 [ 1980's) only upun the shicld

HACH - Number that must be equaled or exceeded on the 5TM, SN - Character's stamina rating

roll of & 020 1» order to strike an unarmored foe STR, ST - Character's strength rating

successPully TAt, TL - Character*s talent (magical ability) rating

HP - Hit Probebiltty: the chances of successfully
striking



Thieves. Guild V

by
Janet Trautvetter

and

Kerry Lloyd

edited by
Richard Meyer Michael Watkins

art & grapﬁics by
Wallace Miller Larry Shade
Janet Trautvetter

copyright © 1981 Gamelords, Ltd. all rights reserved



TABLE OF CONTENTS

page
L e i1
Index of Key Abbreviations (TG 2 &C)...ooiruiiiiiiniiineririneinnennnnn. AR
Section I: Rules of Play
Chapter 1 - Character Creation (TG 1)....vuriieeienininanrnninnnnenenn 1-2
Lockpicking Expansion (TG 3)....ceirirnnrnnninrnnrnrnarnna. 1-14a
Pickpocketing Expansion (TG 3)....c.ceuviniivnnnnennnnann. 1-14a
New Abilities: Spot Hidden and Sense Ambush (TG 4)......... 1-14c¢
Sensory Abilities Expansion (TG 4)...vunirirn i rnrnnenas 1-17
Chapter 2 - RUTES OF P1ay (T8 1) eererenernrnn e erererosonerasanennnnes 2-1
Tailing - Making and Breaking (TG 4).....ovvrivrrrenenenrnn 2-13
Chapter 3 - Qutfitting the Character (TG 1)......vviiineiiinrnnnnnnnn,s 3-1
Chapter 4 - Awarding EXperience (TG 1) .v.verrurronerieennnnnnrnnnnnns 4-1
Chapter 5 - Additional Rules
A. Expanded Combat Rules (TG 2).......ovvriiiininnnnennnnennss 5-1
Expanded Snield Rules (TG 5).vunerrerriinierernnnnnnnenenn 5-2a
Revised Combat Method (TG 5)...vvvnniriinnnvrrenennnenenns 5-2d
B. Other Experience Awards (TG 2) ... eiiirinrnnnrernnannnnnns 5-3
C. Nbtaining Hirelings (TG 2). ..o vrrinnriiiinrrnneennnnenas 5-5
Section II: The Scenarios
Chapter 6 - Bandit Scenarios and Highwaymen Adventures
General Information for the Scenarios {TG 1)............... h=1i
A, Farmers (TG 1) .uueriniinneeineroiernnennsenerenanonannnss 6-1
B, Merchnants (TG 1) .. ueeeinurin it inerenesanasnnanns f-3
C. Travelers (T8 1) ..o viiiiii it aneranenns 6-9
D. MWarriors (TG 1)....vvvivininennnnnnn. et 6-17
E. Additional Encounters (TG 2)..uvevenenrnonnnenrnneneonennn 6-23
F. From the Prince of Thieves (TGS#1)....v v rnneunnnnns. $-29
Chapter 7 - Cat Burglary Scenarios and Second Story Adventures
A. Heligor's Jewelry Shop (TG 1)..veeeiieninninnnninnnnnnss 7-1
B. Magic Books and Scrolls (TG 1)...ovrviininninnnninnennnnnnnn 7-11
C. The Tower of TSitsiconus (TG 3)..uuuiernrnrerininnennennnas 7-25
D. Into the Dragon's Jaws (TG 4).ceecinrn e rnnnennnnenns 7-45
E. The House of Potiphar the Phat (TGS#L).....vvinrernrunennn 7-59
Chapter 8 - Armed Robbery Scenarios and Pursuit Adventures
A. MWaylaying the Couriers (TG 1)...uvvuinnriiinnnoinnnnnnenns 8-1
B. Stopping the Smugglers (TG 4)
The Guild against the Black Hand (TG 4)........o...... 8-13
The Caravan ROULE (TG 4)...uvervnriierinennnnnnennnenn 8-15
The River Route (TG 4) ... errneriiinnrienrennnannnns 8-25
Chapter 9 - Temple Looting Scenarios and Tomb Robbing Adventures
A. Tne Tombs of Shale-Chuun (TG 2)....coiiiriiurirnninennnnnns. 9-1
Tomb 1 - the Magus (TG 2).vevvnnnnineeriirenennnn.. 9-8
Tomb 2 - the Merchant (T6 2)...vvunieenrnnnvrnnennnnnn. 9-15
The MONAsSTery (TG 2).vuueererineeineesernenaannnnens 9-25
Tomb 3 - the Scholar (TGS#L)...vernvrneriiernnnnnnn.. 9-33
B. The Crypt of I1lusions (TG5)....covvvururnnnrrinnnnernnnn.. 9-39
Chapter 10 - Pickpocketing Scenarios and Cutpursing Adventures
A. The Duke's Dress Ball (TG 3)..cvernirinennininnnenennnns 10-1
Chapter 11 - Assassination Scenarios and Espionage Adventures
A. The Radisha Must Die! {T6G 5) ... vvrnniineririnrerenennnn. 11-1
Section III: Maps, Charts, and Diagrams (Various)...........vevuvuvunn.. rear of

book



ADDITTONAL
COMBAT RULES

{This section may be used for shielding rules
by itself, or in combination with the extended
combat rules to be found in the next section.)

SHIELDS

Wnite it is true that few thieves use shields
{that would require close combat willingly undertaken,
a situation most thieves would prefer to aveid), except

on rare occasions during highwaymen adventures, it is
also, conversely, true tnat most fiyhter-types do use
snields {since they dao favor close combat). If player

thieves have hired some muscle 1o back
or if they should happen to be engaged

themselves up,
in close combat

{a coniretemps most undesirable), shield rules become
necessary.
In most combat systems, the value of a shield i3

considered to be a simple +] increment to the AC (armor
class) of the character using the shield. So, up to
now, has it been in the combat rules provided in the
garlier volumes of Thieves' Guila; if someene was using
any shiela, add +1 tG his CAC. However, there is more
to shielding then simple addition of a positive factor;
a shiela's value in combat depends upon many factors:

& the skill of the person using the shield,
& the type of shield being used,
§ tne material from wnich the shield is made,

The shield rules presentea here attempt to take all of
these factors into account, Also included are some
fighting techniques with shields which would normally
be available to those fighters trained in  shieldwork;
these will be discussed at the end of the section.

There are seven basic types or shapes of shield,
ranging from a ratner small circle to a rectangie larye
enough to hide one's entire body:

BUCKLER (B) - a small circular shield,

usually 12" 1o 15" in diameter.

415" 0ccasionally the shieid is curved,
forming a dish shape. It 1is wused by

@ holding onto a single grip which is
o centerea on the back of the shield,
SrpprioBirHen®) This type 1is best used by very agile
people, and is reasonably useful

against jabbing weapons such as pikes
and spears.

ROUND SHIELD (R} - the normal circular

shiela, ranging from 26" to 30" in
diameter. TJhis shield is freguently
strapped onto one's arm, and i3
controlled with a grip a few inches
from the rim, The round shield was one

of the 1wo most commonly used shield

styles in history, the other being the
rectangle similar o the  Roman
legionaires* shield.

HEATER (H) - s¢ callea because the

shape resembles the bottom of an iron,
normally 26" to 30" wide and 30" to
38" top to bottom. The heater is
strapped and conirglled in the same
manner  as the round shield. This shape
is  used frequently in  heraldic
drawings of arworial devices. This
style of shield was most conmonly used
in the western European nations,

YIKING ROUND (v} - or large round
smield, usuatly 40"  to 48"  in
diameter. This shield wmay be strapped
on as the small round or the heater,
or it may be carried by two hand
grips, one near each of the opposite
siges of the rim, for use when
charging at an  enemy (a favorite

Grraged o Hhed

Norsemen) . It is
strap weapons to the back

tactic of the
possibie to
of the shield.
KITE SHIELD (K} - 26" to 30" across
the widest part, and 42" to 51" top to
bottom, shaped 1like a child's kite,
whence the name, The strapping on a
kite held the arm along the longest
axis of the shiela, and allowed a full
rotation of the peoint from straight
down to straight up. This shield was
most commonly wused by riders, and is
frequently seen in pictures of mounted
knights in medieval Europe,

LEGIONARY (L) - a large rectangle, of
The type used by the Roman soldiers of
the Legions, usually 28" to 32" wide

it and 40" to 45" top to  bottom,

frequently curved from side to side.
. Strapping allows the shield to be
] carried in a rest position with the
& o top at approximately shoulder Tevel.

v This shield is well adapted to
ookt WABE)  formation of tne shield wall which
frequently fronted Greek and  Roman
phalanges.

TOMER SHIELD (T) - a huge rectangle,
normally 33° to 39" wide and 48" to
60" top to bottom. This type of shield
is designed for fighting from behind,
rather than with, and is admirably
suited to the fighter who wants his
opponents to come to him (he surely
ain't gonna carry this one very far},
It is particularly good for protection
from missile fire (you can bhide an
awful lot of you behind it}.

4513*-?” »
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SHIELD TRAINKING

The capapilities of a shield are determined by its
type and material, The skill of the user is a factor of
importance also - a person unused to a shield will not

get as much protection from it as will a well trained
fighter. Shield training may be chosen as one of the
weapon trainings available at the beginning of a player

character's career, or it may be learned later. All of
the shields c¢an be divided into 4 general classes for

purposes of defining a fighter's training (the terms
under each class refer to tihe type of shield combat
work commonly included in the training for that class

of shield):
Class 1: Buckler
(includes boss punch)
Class 2: Round, Heater, and Kite
( includes boss punch, rim punch,
and shield presses)
Class 3: ¥iking Round
{includes shield presses)
Class 4: Legionary and Tower
{includes locked wall techniques
and shielg presses)

If a character 1is trained {T} in one class of shields,

he is considered partially trained (P} in all otner
classes of shields (he probably won't make a total ass
of himself, trying to run while using a tower shield,

atc.). If 4 characier 1is untrained (U} in any class of
shield, he gets no benefits at all, except against
missile fire {M). A character may be {irained in more
than one class of shieldwork, but each shield class
requires 1 weapons training choice.

USING SHIELDS IN COMBAT

The method Tor using shields in combat is simple.
Fach shield has a protection facior, representing the
additional difficulty pesed to the attacker in avoiding
or circumventing the shield, The attacker's HP for the
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defender's AC i5 the SSF (shield strike figure); ade~

the shield's protection factor to the SSF to deterwine
the CSF (clear strike figure). [f the attack die roll
on a D20 is sufficient to equal or exceed the shield
strike figure (SSF}, but not the clear strike figure
(CSF), the shield nhas been struck instead of the
character using it; 1if the CSF is equaled or exceeded,
the character nimself has been struck.

Example: Morreg the Eel is wearing leather armor and
using a wooden round shield. He is fighting Bara Kuuda,
who 1s using a broadsword, with which he can hit armor
class zero (HACH) on a 5 or better. Leather armor is Af
4, the shield has a protection factor af 3, The SSF for
Bara is 9 (HACH of 5§, + AC 4 for leatner); the shield
gives a protection of 3, s0 the CSF is 17. 1f Bara's
attack roll 1is 8 or less, he nas missed tne swing
completely; if it is ¢ to 11, he has hit Morreg's
shield; and if it s 12 or better, he has gotten past
the shield and hit Morreg himself,

in the case of the buckler in the hands of an
untrained character, the negative protection value does
not mean that the buckler's wielder is easier to get a
clear strike upon - the lower figure is always the 55F,
the higher the CSF. This negative quantity reflects the
tendency of an untrained combatant to leave much wider
openings when trying to protect himself with a device
with which he is unfamiiliar,

The @M should remember that a shield does not
protect from attacks from the rear of the character
{unless it is strapped or carried on his back}, or from
the side of his weapon hand; it protects only the front
and shield arm side of the person using it,

To assess damage, both to the shield and to the
shielded, roll the normal damage dice for the attacking
weapon. Compare this result to the shield's absorption
capability; any damage not absorbed by the shield will
pass tnrough to the character. The players should keep
track of the total damage absorbed by the shield, since
a thoroughly battered or hacked-up shield will provide
little or no true protection, Shields, unlike pieces of
armor, are seldom repairable; normally they will simply
be replaced.

SHIELD DESIGN AND CONSTRUCTION

In BASE SHIELD SPECIFICATIONS, the various types
of shield are rated for protection (how much harder it
is to strike a person using one}, absorption (how much
damage it will keep from getting through when a shieid,
rather ihan the persom using it, is struck}, penalties
Lo one's own Hit Prob while using a shiela (they do get
in the way of the blow you were delivering, as well as
slowing you down just a touch), minimum strength {STR)
needed to move at full normal speed when using a shield
(it is possible to try to use a shield much tao heavy
for you, which will slow you down considerably when you
try to move), and turn angle {how far around you can
turn in 1 mr without lasing control, perhaps falling).
The base price for a shield constructed of wickerwork
is quoted in SP. MATERIALS contains STR adjustments for
weight of material, The Dase saving roll for the shield
material, the absorption multiplier, the missile/ranged
weapon absorption multiplier, the factor for the total
amount of damage the shield is capable of apsorbing

a price multiplier. Both of these charts will be used
t0 rate the shield you are constructing,
MATERIALS

Material STR S$.T. Absorb Missile Damage Price

Used Add Base Factor Factor Factor Factor
Wicker -2 6 0.5 2.0 5 1
Lesther 0 3 0.5 3.0 3 3
Cuirboilli +1 10 1.0 2.5 5 4
Wood +2 11 1.0 1.0 7 4
Bronze +4 15 2.0 2.0 12 7
Iron +6 17 2.5 1.5 16 8
Steel +5 20 3. 1.5 20 10

Dy

cross-indexing the

factors from both charts.

Absorption is derived by multiplying the
absorption rate

the

base},
{prevented

25% Damage - 10%

Most of the <capabilities of a snield are derived
shield type with the stage of
training for the capability desired. The others

use

base

for type of shield and stage of
training by the material absorption factor.
Damage is derived by

multiplying total absorption

previous calculation} by the material
factor (any bonuses
enhancements are added to the total, not
When the damage absorbed by the
from narming the user) reaches
percentages, checks and adjustments should be mage
to shield capabilities:

to damage provided

chance of broken strap
or hand grip.

40% Damage - Protectics reduced by 1.

50% Damage - 35%

65% Damage - Protection reduced by nalf,

754 Damage - 75%

Missile absorption is

base missile

missile factor,

Minimum STR to move freely is calculated

chance of brokan strap
or hand grip.

chance of proken strap
or hand grip,

derived by multiplying
absorption rate by the material

the misimum STR for the shield
STR add (wicker
to
minimum STR
character's
movement allowance for that character. (1f the
the next section are hHeing
deduct 1 from REF for each 2 peints for
thereof ] of STR by wnicn STR minimum 35 missed.)
Saving rolls against shattering

combat rules in

carry). For each

requirement for the snield
effective

damage
by the
o the
shield
certain

Lhe

by adding
Lype to the material

15 light enough that it is easier

point of STR by which the

axceeds

the

STR, deduct 1 from the

on the type of material,

Shattering: A shield will require a saving
{@bbreviated SR} against shattering if

new

used,

part

and cleavage depend

roll

has

been dealt, in a single blow, twice the damage
1t is capable of absorbing. Shattering destroys

tne snield completely, but

normal maximum in

character} as of the foilowing ntr.

Lleavage: A shield

against cleavage if

equal to tne SSF,

method above for the

will require a saving

absorbs 1.5 times its
the process; the shield
completaly gone (witn no entangiement to

15
the

rcll

the attack roil is exactly

or 1o the C(SF {see

compat
meaning of abbreviations).

before becoming useless for any sort of protection, and Cleavage destroys the protective value of the
BASE SHIELD SPECIFICATIONS
Type of Protection Absorption HP Penalties Minimur Turning Price
Shield U P T M u/p T/t U P T Strength Angle in Sp
B{uckler} -1 0 2 0 i 2 -1 0 i} 2 - 25
R{ound} o 1 3 2 1 3 -3 -1 0 5 - 75
H{eater) 1L 2 4 2 1 3 -3 -2 - 6 - 90
V({iking) 2 3 5 3 2 4 -3 2 A 9 180°/180° 12¢
K{ite) 2 3 5 3 2 4 -4 2 4 10 180°/180° 140
L{egion) 3 4 6 5 2 4 -5 -3 .2 10 120° /90° 160
T(ower) 4 6 8 6 3 5 -5 -5 -4 13 60° /45" 200
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shield, but not tne smeld
are still strapped to the character’s arm, and
still exert mgovement and HP penalties, if any
are applicable. Tne normal anounT of damage is
absorbed for tne cleaving blow. [t requires a SR
against CON to remove the preces, with no blows
swung, and no majer astensive movements allowed,
during the removal process, [f the SR against
cleavage is made exactiy, The Qpponent’s weapon
has partiaily cleft the shield {doing double the
normal  damage to the shielgl, and s stuck in
the shiela 1tself  (this will usually produce a
few interesting movement probiems}. [t requires
a missea SR against the base material number,
for one's opponent to free his stuck weapon.

itself; the pieces

Prices for tne various shields are calculated {in
silver pieces) by multiplying the cost of tne

shield type by the material price factor, and then
aading the cost of enhancements (it any). There are

ne  enhancements availtable on "off  the racks®
shielos; enhancements require extra time to  apply
to the shnield, wsually 2 to 6 days (2D3) per
enhancenent .

Turning angle refers to the maximum Spin  per mr
tnat can be safely made, The first number of

degrees 15 for use on nex boards, the second is  for
those who prefer sguares. [T Lpe Luroing  diyle s
exceeded, tne character will lose control of the
shield, and leave himself wide open for a blow ({a
borius of 3 to the HP of nis opponent), unless nhe
makes a successful SR against REF. If the SR is
missed by 5 or more, tne character involved has
Tost mis balance and falien,

There are some enhancerents to  shields, which may
provide addaitional strength for the shield in terms of
the savinyg rolls reguired (all but the last are used
only on non-metallic shields). A1l of the additions to
SR are cumulative,

Binding

{ptacing a metallic rim on the shield)

adds +2 to SR against cleavage,

adds +4 to total aamage capability.
Sirapping

{placing metallic belts across the shield)

adds +3 to SR ayainst shatiering,

adds +2 to SR against cleavage,

adas +6 to total damage capability.
Bossing

addition of a metallic hub to the shieid)

adds +1 to SR against cleavage,

aads +1 to total absorgtion capability,

adds +3 to total damage capability,

+6 1f metallic shield,

Prices

T (dn SPy “-" inaicates not available)
gption B R H ¥ K L i
Binding 20 60 850 90 100 160 18D
Strapping - 126 126 180 200 25O Sd
BESsSIng 30 50 - 70 0 - -

)

{Triple cost tor bossing on metaliic shields .}

EXPERIENCE BONUSES
Experignce bonusas far
applied to shield work in
in HP with a particuiar weapon,
additions to protection or reduce
comes with a particular type of shield, Aosorption may
1ot be increased by experignce, singce that 15 only &
Tunction of the type of shield ana 1ts material.

fighters and thieves may be
the s&ne manner as incregses
and may either supply
tne HP penalty that

MAGICAL ENHANCEMENTS

Magicdl enhancements may be appliea to shieids, 1n
order 10 rajse the protection value, or the snield's
total absorption {not the base figure) which will also
raise overall damage capability, or the SRs against

c¢leavage and shattering, or to reduce the minimum STR

requirement to carry the shield {this may also affect
the turning angle on  the larger shields - this snhould
usually be increased proportionately to the reduction

of necessary 5TR). Another possible enhancement 15 Lo
increase  the strength of material, as with a wooden
shielo with a material strengin rating of bronze, or
even steel,

COMBAT TECHNIQUES WITH SHIELDS

There are anly a few techniques fOr using 4 shiela
Lo strike a blow: boss punches, r1m punches, ang the
shiela press {locked wall technique does not actually

sirike blows, but
proviaing protection
usually do damage i1

Lo push an opponent off nis feet,

it tends Lo push the enemy back while
tc the wusers). The two punches
successful, and the press is used
knocking him to the

ground, and making him a prone {and much easier)
rarger.

Punching with 1tne shield s handled in much the same
way as striking 4 blow with any other weapon. The base
HACH of a snield is 10 {the shielg i35 a bpit more
ungainly than the normal weapon), and it requires
minimum (DN of 9 to deliver blows; if a person desires
to geliver a blow in one melee round, and still use the
shigld for defense in  that round, it requires minimun

effective REF of 13. The damage delivered by a shield
blow depends on the strength of the user as well as the
material of the shield, Bonuses for damage are figured

as for any other weapon, using STR as a guide compared
to  minwmum 5TR required for the shield in use. The
base

. damage dice relate to tie type of
Materiai Datiage paterial used for the shield. 1f a
Wicker <02 boss punch is struck with a shield
Leathern 203 on whicn there is no boss present,
Woogen 203 tne damage a successful strike
Metallic 24 ywould normally deliver is divided

by 3 (most of the damage capability

of this type of punch is contained in tnat little metal
bump) - a blow normally delivering 8§ points would
deliver 3 {roung to nearest}, etc. A rim punch with a
non-metallic shield which has no vim (it is not bound)
incurs a penalty of 1 die of damage - a blow wnich
woula do 403 of damage only does 303, etc. One-third of
the damage deliverea by the shield should be assessea
as damage to the shield.

Shield presses can produce disproportionate results if
successtul, But 4re fraugnt with danger if they do not

work. To make a shield press, a fighter must declare
the intention at tne beyinning of the mr; he may not
make any other attack. Develop effective weight class
{EWC) for presser and target - effective weight class
is STR wvalue + AC value, Add the
. two EWCs, then derive percentage of
%%%%% EE%EE 2/3 attacker’s EWC  against that
Sott leather G total. Roll Dg; it the result s
Haéu eather 2 less than the percentage figure,
Cairbor 1 5 tne press has  suycceeded. (L the
Chain A press tails, and the result_ s in
Splint p the top  25% of the f§1]qre
Banded 2 percentaye (as for e Tockpicking
Ceule 5 anq pocketpicking tries  on  page
5iate mai] : 1-i42a}, the presser nas put nimiseif
1 4 position so  unbalanced that
plate 6 his opponent has a bonus to HP of
Partial Coverage: 3 tor tne next me; if he fails a
Ua?l;;dgugilitive saving roll against CON, he trips
*and falls (putting himself n the

position he nad ntended his  foe
pucupy) . [f the target has  a higher base REF than the
presser, a saving roil against effective REF will allow
hig to step out of thne way; 1f the result of the roll
1s lower thnan the difference between the two REFs, or

1f thne result s 2, the target has succeeded in dodging
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out of the way, and has tripped the prasser {with the
the same result as above).

Locked shield walls are formed only by the two biggest
types of shields. Both of these are made with a raised

Tip on one side, and a depressed lip on the other

}

(

which allow the shields to link to form a strong wali,
This wall is nard to break, and a unit trained in this
tactic can form & good raliying point or a center point
for a line.

be used
rules

([T this section is 10 be used, it must
in combination with the extendea shield
to be found in the previous section.)

ARMOR AND COMBAT

Few Lhieves use
the occasional piece of cuirboilli),
& Trogue aown to a mere fraction
For this reason, Thieves' Guild has

heavy armor (i.e., much more than
since it can siow
of his former speed.
used a very simple

and easy to handle Combat system which did not provide
much accuracy 1in the matter of armor - armor was

treated as all protection and no penalty (so to speak).

l.ittle recognition was taken of the fact that the
more protection afforged to its wearer by a given piece
of armor, the more restricted his movements become, and
the slower his reaction times. In truth, a figure in
plate armor would generally be a virtually stationary
target, easy to bang on the whole live-long day - just
axtremely hard to damage. Another type of armor would
probably be less bulky and restrictive, but it would be
also less protective,

Under the revised combat system presented here,
the varicus types of armor will treated as a range of
protection {the percentage of the tTime that a blow will
strike the armor rather than the person wearing it),
and an amount of damage that the type of armor absorbs
when it is struck. Hit prob aepends on the weapon and
the person wielding it. A single roll of a pair of D20
(D20, not percentile aice - D%} can determine whether
the blow has missed entirely, been parried, struck the
opponent’s shield (it any), struck the armor, or has
managed to fing the chink in the armor (a clean nit)
and to bypass the armor's protective ability entirely.
Inder the new method, it is possible for Conan to fight
without armor and use all nis pantherish speed to avoid
being struck by nis opponent's weapon swings. Critical
hits {a simplified system is used, simply multiples of
the normal damage) are dependent on the skill a person
possesses with the weapon he is using, and are possible
whenever the opponent is  struck, on armor or c¢leaniy:
criticals on  armor are, of course, rarer in  oCCurance
than if a clean hit on the person is made.

TYPES OF ARMOR
There are eleven basic types
this style of resolving combats; even arimal hide (on
the living beast, not off) can be equivalenced to one
of these types, although tne animals invelved would not
be subject to the REF and (DN penalties assigned to
wearers of artificial armor, The types of arnor used
are {general classes):
Quilted Cloth - is basically two or more layers of
cloth, usually with some sort of batting sandwicheg
in between the clotn layers, and with a goodly bit
ot stitching done to divide the material into many
aifferent sections {a la the quilts tound on  the
beds 1in many of the residences of oygone years),
The cloth is normally very supple {uatil it gets
wet), and does not intertere with movenents unger
Most circumstances; if it should happen to get very
wel, treat it as Hard Leather for movement penalty
only, not for absorption,

of armor used under

(Animal = Light Hide)
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Soft Leather - is a the thin hide of some animal,
usually singfe layer, occasionally with the hair
remaining on it, It is quite supple, and does not
interfere with movement to any great respect. If
this should get wet, treat it as Hard Leather for
movement penalty, but not absorption,

(Animal = Medium Hide, Lignt Fur)
Hard eather - is5 equivalent to tooling leather, a
thicker hide. Tt s usually fairly stiff, and may
be milaly restrictive of movement, A neavily furred
tanned hide would be equivalent to Hard Leather,

(Animal = Thick Hide, Medium Fur)
Cuirboilli - is tooling leather boiled in paraffin
Or some other wax, and shaped over a form while it
15 still warm and pliable: as it co0ls, it ceases
to be pliable, and becomes extremely stiff. [t is
restrictive of movements.

(Animal = Heavy Fur, Light Scale}

Chain - is often called Mail {Chain Mail is a
redundancy, since the two words mean much the same

thing), and 1is comprised of many links of finely
Wrought wire. It is reasonably supple, but is not
lignt, and can be a bit restrictive of novemants,

{Animal = Medium Scale)
Studded leatmer - is tooling leather, with numerous
buttons of metal riveted through the leather to
reinforce it. [t is about as stiff as Hard Leather,
but weighs a good bit more.

(Animal = Thick Fur)
Splint_ Armor - is Cuirboilli with strips of metal
embédded Tnto the waxed leather while it is cooling
and nhardening. Tt is heavier than Cuirboilili, and
Just as restrictive of movements.
Banded Armor - s wusually two or more layers of
50Tt Leather with a number of aver-lapping bands of
metal fastened to it. [t is not as stiff as Hard
Leather, but i1s Just as restrictive of MOVements
and heavier into the bargain,
Scale Armor - is Quilted Cloth or Soft Leather with
large numbers (hundreds, in some cases) of small
plates of metal fastened to the base material, 1t
1s quite similar to Banded Armor, but is usually
heavier,

(Animal = Medium Scale, Light Horn or Carapace)
Plate Mail - is Chain with portions of formed {and,
occasionally, jointed) metal plate. It 1is not as
supple as Chain, due to the addition af the plate,
and is a good bit heavier.

{Animal = Thick Scale, Medium Horn or Carapace)
Plate Armor . is comprised of plate metal formed
and shaped to fit specific portions of the human
body. [n many cases, it was very finely wrought and
jointed, requiring less strength to wmove arocund
while wearing it, but the suits {or cuirasses) were
usually restrictive and very heavy,

(Animal = Heavy Horn or Carapace)

ARMOR_TYPES AND STATISTICS

Armar Penalties Full gp
Description AC REF/CON/STR Helm HPB Damage Cost
QuiTted Cloth 2 0 ¢ 270 1 12 17
Soft [eather 3 1 0 3 0 2 24 37
Hard Leather 4 3 1 6 i 3 45 11
Cuirbe1lli 6 4 2 g ¢ 4 80 77
Chain & 5 2 10 4 6 210 27
Studded [eather 8 5 3 1 4 5 125 27
Splint Armor 9 & 3 12 4 [ 180 2?
Banded Armor 3 6 4 13 4 6 210 11
Scale Armor 13 6 4 14 5 7 280 1
plate Mail 1z 7 5 16 5 8 360 17
plate Armor 15 8 6 18 6 9 450 27

Explanations of Headings:

AC - 15 The overdl] figure to use when figuring the
character's personal combat line for the range of
protection for a full suit of the armor type,



Penalty to REF - 1s the amount geducted from tne
REF of a character wearing a full suit of the armor
type, to develop effective REF.

Penalty to CON - 1s the amount deducted from tine
CDN of a cnaracter weariny a full suit of the armor
type, to develop effective CON.

Minimum STR - is the minimum STR rating required to
wear & fall suit of thnis type of armor without
further deductions from effective REF; for each 2
points (or part therof) of STR under that mark,
deauct i additional point ftrom REF. [f a character
should nappen to develop a negative effective REF,
dequct The negative amount from CON.

Helm - is the c¢lass of nelm that should be worn
with a particular type of armor Lo Secure  maximui
protective effect., 1[f the class of nelw worn s
under that vequired, lower the AC rating of the
averall armor by the difference (wearing a heln
class yreater than that required nas no peneficent
effect, however, unless the nelm is the only armor
being wornjy.

HELM CLASSES

Description Class AC* HPRB

Nofie 0 § 0

Soft leather or

cloth liner 1
Makesnift, leather
or studded

Chain coif

Open metal heln

Guarded helm

Closed nelm
If the helm is the only piece of armor worn (a
shield is carried, not worn}, the AC is as given in
that column. This nandling reflects the fact that
most blows are aimed at the head. 1t a person is
wearing only a helm, and is struck upon it {if the
attack die roll falls in the range for the armor
protection), there 1is a 10% cnance per point of
damage that passes tThrough the helm, that ne will
have been knocked unconscious (a SR against 2/3 STM
reduces that ta dazed for 1 mr}, provided tnis
damage does not kill him outright {a person can
only stand 25% or 1/4 of his total damage if taken
as a solid head blow). 1f a person is KO'a, it
requires a SR ayainst 1/2 STM to awaken, and a
second SR against STM (after the first has been
made} 1o become active again (only one SR per mr
should be allowed}.
HPB (Hits per Blow} - is the amount of damage tne
armor _type will absorb from each blow successfully
struck to the armor. [t the damage delivered by the
blow is less tnan or equal to HPB, no damage passes
through to the person wearing 1iTt. The GM should
require the players to keep track of the amount of
damaye the armor has absorbed; armor loses 1/3 of
its protective value when it nas absorbed 1/2 of
iTs waximum damage potential - it loses all walue
for protection when the damage absorbed (without
repair) exceeus its tull damage figure.
Full pamage - is the maximum amount of damaye that
a full suit of armor o the yiven type will absorb
pefore it becomes useless for protection, When sets
of armor have ebsorbed 1/2 this tull damage tigure
{with the exception of Quilted Cloth, Soft Leather,
and Hard Leather), AC 1is reauced by 1/3 (rounded
down} 1o reflect yeneral wear and tear.

—
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PARTIAL ARMOR AND ARMOR COMBINATIONS

Tf a cnaracter snouléd Dbe wearing only partial
armgr, or if he is wearing a combination of types of
armor {a plate cuirass and cuirboilli limb armor}, the
¢chart below will nelp to calculate bothn wis EAC and nis
requisite penalties.
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PARTIAL ARMOR ADJUSTMENTS

Area of partial on partial aon
Adjustment Torso {(40%)  Limbs (60%)
AlrmorjC{Tass} -65% {2/3) -50% (1727
REF Penaity -40% (2/5) -25% (1/4)
CON Penalty -50% {1/2} -35% (1/3})
STR Minimum -50% (1/2) -35% (1/3)
Absorption -60% (3/5) -50% {1/2)
Full pramage -65% {2/3) -50% (1/2)

The helm class is dependent on the type of armor on the
torsg, ano does not change with partial armor types., If
the limbs are not all the same c¢liass of armor, arms are
approximately 35% of the limbs, legs 65%, and the GM is
invited to work out the adjustments as an exercise, [t
the group wishes to use a hit location systen, the one
below is provided {an armor hit or a clean hit, ratner
than a shield hit, is assumed);
If using shield style fighting:

Head - 75% Shield Leg - 75%  Shield Arm - (5%
Torso - 20% Off Leg - 10%  Weapon Arm - 15%
If not using shield style fighting:

Head - 25% Off Leg - 10% Off Arm - (5%
Torso - 25% Weapon Leg - 20%  Weapon Arm - 15%

Many people like to use a damage allocation system in
conjunction with a hit location system, to reflect the
fact that individual areas of the body do not take as
much damage as  the whole body is capable of sustaining.
1f the group wishes to use such methods, the Jist below
provides reasonable approximations of the percentage of
the full damage that & particular portion of the body
should be able to sustain, before resulting ip death
{heaa, torsa} or severance {arms, leys). If the GM or
the group wish, they may subdivide further to handle
smaller areas of the body {chest, wrist, knee, etc.).

Head 20% Torso 60%

Leg 5% Arm 30%

MAGICAL ENHANCEMENT OF ARMOR

Armor 1s quite suitable for enhancenent by various
arcane means. The effects on the armor itself are many
and varied; the result of the enchantment may be to
improve the amount of damage, either HPB or Full
Damage, that it can abserb, or to reduce the REF and/or
CON penalties, or to reduce minimum STR requirement, or
even t0 incraase the AC. These effecis may be combined
to produce some very interesting suits of armor, but it
i5 suggested that the GM hand-design whatever magical
armor he desires to hand out carefully, for it is quite
easy to have unbeatabie walking tanks abounding in a
campaign if one is not relatively careful.

COMBAT UNDER THE NEW SYSTEM
Combat can be handled as simply and easily during
assorted fracases {fracasi?} and general melees as it
was under the older method, if some easy pre-combat
preparation is pertormed. Fach character should nhave
two lines added to the combat portian of his sheel:
§ an Attack Line, running from 1 to as much as 15,
which "details his HACH with nis favorite weapon
{there may be more than one of these Attack Lines
set up, likely one tor each weapon used); and,

& & Defense Line, which could rua from -15 1o as
nigh a5 30, and which details mis dodging ability,
his parry skill, the shield ne carries (if any),

and the armor he wears {again, if any).
The lines should be figqured as follows:
Attack Line:

First, the spot numbered “1" should always bhe markea
Y

"F", o indicate the possibility of a fumble; 1f the
character 15 not  expert with his weapon, The s5pot
numbered 2" should be similarly marked, Next, the spot
with the number corresponding to the charactier's HACH
with the specified weapon should be marked “*", o
indicate the first point at which & hit might possibly
be scored {because of one's opponant’s dodge, this is



not the absolute numder for a nit - it could wove up or
down the line). AVl spots between "F" aad “*" should be
marked "M* {for missed, obviously), and all spots past
“** snould be marked "H" (for hit},

Examples:

T.}J Kreegan

expert, and with which he has
Line looks like:

F--M--M--M--*--H--H--H--H--H
1 2 3 456 7 8 910

2.) Vverasi Teign passesses a broadsword with whicn he
nas recently finished training, and with which he has
HACA of 9 (ne has an average (DN rating, and uses a
kite shield). His Attack Line looks like:

ForFooMe MMM - M- M- *__Y

1 2 3 4567 8 910

Defense Line:

A Defense Line is bit more complicated than the Attack
Line. First, base dodge must be calculated - this comes
from effective REF (with armor on), and is drawn from a
new chart for:

Bonuses and Penalties for Requisites - REF

Bundolo uses a ciub with which he is an
HACA of 5 - his Attack

REF Dodge REF Dodge REF Dodge
0- ~-12 / -2 19 +5

1 -10 8 -1 20 +5

2 -8 9-12 0 21 +8

3 -6 13-14 +] 22 +10

4 -5 15-16 +2 23 +12

5 -4 17 +3 24 +14

6 -3 18 +4 25+ +17
Dodge is figured from base dodge + experience dodye

{the ability an older nand gains to effectively suck
his stomach in just a skeench Lighter when the blade
goes whistling by}. Thnis 1S marked off from the zero
point of the line; if negative dodge has been attained,
the Line markings will start with the parrying ability
4t the appropriate negative number, I[f there is
positive dodge, mark the spots with “D" from the zero
point to the Timit of the dodge,

Next, parry skill is marked off. If the person has
an experience bonus for the weapon he is using, this
functions as a weapons defense abiiity (parry} as well.

Mark off thne appropriate number of spots with "pP" 1o
indicate the parrying range with the person's primary
weapon {(the parry range will probably alter if weapons

are changed during combat.

Now we get into the armor area - shielaing, armor,
and armor overlap. Mark off the next spots with “S§* to
half the protection value (round up) of whatever shield
ts being used, The remaining nalf of this value will be
included as part of the armor rating {a 2.point shield
nas 1 point shared with armor; a 3-point shield also
has 1 point shared with armor, bul will have 2 points
of pure shielding); these spots should be marked "B" to
indicate that beth are being struck (on a pure Shield
hit, any damage that is not absorbed by the shieTd is
to be transmitted directly to the person: on a Both
hit, any damage scored is first marked OFf against ~the
shield, to its limit, and then against the armor, to
its limit, before wnatever remains is transmitted to
the person). Mark the spots equal to the remainder of
the AC (AC10 - half a 4-point shield = § spots, ACLS
with no shield = 15 spots, etc,) with “A" to indicate a

strike upon the armor, The spots remaining should be
marked "{" to indicate a clean hit, wnich bypasses the

absorption value of the armar.

Examples:

1.} Kreegan (pf Attack Line fame} is 5th level, and
has STR 14, CON 9, REF 18; he wears no armor {he has a
level experience dodge of +1), but carries a wicker
kite snield (in the wuse of which he is trained and has
an experience bonus of +2 to protection), and has an
experience bonus of +3 with nis ironwoed club:
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Dodge - 5 (4 + 1) Parry - 3 Shield - 7

DewuDB-D--Dr D P oPeePoe e e §n G S m G- e S = (=
*1 23456 7 8 9101112131415 15 17
2.) Verasi (also of Attack Line fame) is lst level,
with 5TR 15, CDN 12, REF 14; being high nobility, ne
was provided at the outset of his adventuring career

with a full suit of plate and a steel kite shield (and
a horse, Dbecause it's hard to walk with that weight of
metal surrounding one); he nas gained no experience
with his weapons as yet, but nas been thoroughly
trained in their use; in this instance, ne is fignhting
on faot:
Dodge - neg 5 (eff REF 4 = 14 - [8 + 2])

parry - 0 Snield - 3 Botn - 2 Armor - 13

S--5o5eaB--B--Ae Ao A A A A Acc A A e Ae e m A e Ae -
-$-4-3-2-1*12 34567 8 910111213
Once the Tlines have been pre-figured, it is simple
1o match up the stars (*). Thus, if Kreegah and verasi
were fighting, Kreegan would nit Yerasi's shield on a
1[D20] to 5 {ne would still have to check for a fumble
on a1}, would get through to the armor on a 6 to 18,
and would score a clean nit on a 19 or better. 0n the
other hand, Verasi would check for funbles on 1 or 2,
miss Kreegan completely on 3 to 13, be parried on 14 to
16, hit his opposent's sniela on 17 to 23 {since it's
only a wicker shield, tne odds favor Verasi scoring
damage on Kreegan nhimself with any shield hit), and
score a clean nit on 24 or better (remember, with the
custom of "reroll and add malf* on a 20{D20], it is
possibie to roll much higher than 20).
Criticals:

“Triticals (severe or very lucky nits which usually
cause multiples of ordinary damage 10 OCCur to one's
opponent} may be scored on any straight Armor nit (not
on a Shield or Both hit) or any Ciean fiit. The cnance

to score a critical is 5% per weapon skill point with
Lhe weapon being used on an A nit, and 10% per weapon
skill point on a C hit., The second 020 rolled is used

to figure crivicals - subtract weapon skill (or weapon
skill x 2, for the Clean hit) from 21 to get the figure
to equal or exceed an the second D20 (it should be easy
for the player to remember nis criticals numbers). The
first three points (the first triad) of tne die rgl}) on
a successful critical double (x 2) the damage done by
the blow, the next three {second triad) treble {(x 3)
it, the next three (the third triad) quintuple {x 5, onh
ouchl), and any higher result octuples damage {x 8,
this is when heads fly off and people are chopped in
twain). It 15 highly likely that a beginning character
will have no chance of a critical on an Armor hit, but
anyone has a minimum 5% chance (20[D2G]) to score a
critical on a Clean nit.

Examples: -

7 Remenber Kreegah? He has an experience bonus of
three with his club, giving him a 15% chance of a
critical on an Armor hit, and a 30% chance on a Clean
pit,  His critical numbers are 18 (21 - 3} A, and
15 (21 - {2 x 3]) C. On the A hit, he can only do
double danage, but an the € hiT, ne does double damage
on 15, 16, or 17 (the first triad), and triple damage
on 18, 19, or 20 (the second triad).

2.) Verasi, our neophyte knight, om the other nand,
has no chance at all of a critical on an A hit (since
ne nas no experience bonuses with his weapons yet, and
was not able to secure extra training from a Weapons
Master, which mignt have earned him an early experience
bonus}, and only a 5% cnance of a critical on a ¢ hit.
His critical numbers are nil and 20; ne will do double
damage if a 20 is rolled on the critical die.



TEMPLE LOOTING SCENARIOS

A

TOMB ROBBING ADVENTURES

B. THE [LLUSIQNIST'S TOMb

Nicoaraj, tne ola tarmer proudly exhibited the
tind ne had recently made in mis fiela - a large, very
ornately carved and decorated bowl ot silver, Tt was
completely tarnished, and colors of great age rippled
and played over its blackenea surtace. The bowl had
obviously been covered by mud and sand, for remainders
clung stubbornly to some deeper cracks and crevices,

although attempts apparently had been maae to clean it,
“4p foun't near tfele vak in t'back corner m*small
tield, when Ah wuz Tryn'‘ta di1g out U'Big stone. R[onNna
mgk  m'plantin’ bigger, put 1n sum melor, or mebbe sum
squasn. Y'know, 1'Ah get 'em 1n tass fnuft..." the ola
man*s voice trailed oft into a speculative silence. One
of the listeners reminded Nicodral ot the bow! he was
holding and nhad been talking about. "0Dn... oh, well,
alrydt, twuz buried under t'rock, 'p Ah Thought twuz
Jus' 'nother stone, til w'spade nicks U'rim, see, hyeer
whar t'mark is, and Ak'kuo see’t Twuzn't no rock. So An
gits down 1n t'haole, 'n pulls't out, 'n seems to've bin

settin'  on sum kinda stone, Cuz An'kud see't ganer
where t'bowl'a bin settin', 'n twas all carved kinda
tunny, wit' numps 'n bumps 'n lines goin' all over,

An*kud see t'roo t'mud. Esnybuddy got T'idee as T'whar
A'mighta come from?"

Most of the otner genizens ot the Gilded Plow took
the opportumity 10 venturg their opinions as to origins
ot the bowl. Nne asked Nicodraj what nhe was planning to
do with the bowl, “Prob'ly tek't inta Haven, t'big City
ytknow, see n*much Ah kin git tur't, 'Speks An‘kud git
mebbe thutty, forty gold, 1t t’blacknin' on't don bring
ttprice down.,"

From a table near the heartih came a voice, "I'11
give you thirty gold tor it, and save you the trip into
the city. " A cloakea tigure arose, and joined the group
around Nicodraj. "['m neaded tor Haven anyroad, and the
guess &s to the price was Tairly accurate; t'would most
likely bring about 45 or 50 go0ld in tne city."

The man Speaking appeared 10 be a trader, tall,
well built, and reasonably atfluent by the cyt and
quality ot nis clothing, A rapier with a golden nilt
swung at  nis side. "would you be willing 10 show me
where you found tris? I'11 tack an exira 5§ gold on the
price 1t you will ®

"Aye sor, that Ah will. Ah kudna tek t'time ta
travel ta t'city noroad. Come now, Ah*11 show ye
rightways." Tne ald farmer nobbled toward the door with
surprising spryness for one gt nhis  apparent age. “"Come
now, come now. An*ll snow ye." The cloaked trader

tollowea the old man out ot the tavern.




the location of the tomb,
long lost and forgotten, ot Agld din Heradkon, a rich
and powertul 11lusionist, wno died over 4,000 years
ago. Tne tomb 1% buried benedth the Tield of Nicodraj,
and has been covered, and now uncovered, by the slow
fluxions ana erosions ot great lengtns of time, The
trager sold the bowl in Haven, and 1t has been bought
by kerrel ma'Kuszla, a scholar of antiquities. Kerrzl
15 1n Lhe proacess of arranging with the head ¢t the
Tnieves* Guild tor a group Of royues To visit 1o Lhe
area, for the purpose of recovering some of the great
treasures whicn should be contained in the tomb, The
Guild and the old scholar propose to split  whatever
ancient arcane and monetary treasures arg  found, witn
tair and suiltable remuneration tor Lhose who brave the
tomb's dangers.,
The tomb 1s
an ancient oak Lree, some

The bowl i3 a ciue to

Jocated under the spreading roots of
1400 years old, which stands

in one corner of the small field of Nicodraj. Ariginal
entry to the tomb complex may be acnieved by ai1gging
near "t'big stone" the old farmer tried to dislodge (he

never did succeed) when he discovered the bowl; There
is & 65% chance that anyone dging much diyging within
10' ot the large boulder to Wwhich the tarmer reterred,
will e precipitated Into The atrium when the root of
the ancient tomb gives way under him (anyone within 5’
ot the tallee should make a saving roll against REF to
avold joining mim  n the tumble}, There 1s &lso a 1%
cnance, 1t the atorementioned happens, that the boulder
wiil also be precipitated into the antechamber {quite
possibly on top of the untortunate i1nitial entrant[s]};
it such a aisastrous Tall aoes not occur at this Twme,
tne nuge rock will be gquite stable for the remainaer ot
the adventure. [T nelther possibility snould occur, the

rooting stones ot the atrium will be founa, buried in
the mua and sand of the ftield, about &' under "t'big
stone"; many of these are crumbling ang loose, ana can

be easily pried out to atford the party a method of
entrance into the atrium {althougn 1t should take two
strong wen aboutl § nours Of 41g9ging 10 uncover sections
of stonework larye enough to provide a decently large
entry hole tor the group).

fince eptry t¢  the atrium has been
adventure begins,

Tne ¥i1llage ot ALDUREE

This small village has been well aescribed 1n “The
Tower ot Tsitsicoaus™, 1in Thieves' Guild [IT, and the
easiest way tor the band of rogues to tind the location
ot the tield and the large rock is to visit the G1lded
Plow, the tavern/inn in Alduree. Nicodra] is freguently
tound there 1n the evenings (75% cnance he will pe 1n
attendance, nappily slurping up Jood nome-brewea ale),
and 15 guite happy L@ show people who exprass interest
wherg he tound the bowl. He does, ot course, expect 4
small gratuity tor nis troubles. The trader spotled nim
by giving him the extra & GP, and ne will feel slighted
1t ne gets less than 2 GP 45  a tip; he will yrouse, at
any opportunity, about "t'cheap strangers as s allus
snoopin' 'bout m'tields of & nignt" whenever he is n
The tavern, and there is a 40% chance that #ardol (a
youny local tarmer who 1S DOTA tough ang mean} and some
ot his cronies will take a notion Lo go “watcn  the
strangers”", it s0, inere 15 an additional 65% Chance
that they will try to bully and harass the party it the
group 1s st1ll above ground; it the party nas, by the
time Bardol ana triends arrive, already disappeared
into the tomb, there is only a 10% chance that Bardol,
aloay with Juran ang Miggs (h1s two "best buddies"},
w1ll enter the tomb 11selt, Tt the builies do not enter
the tomb, there is only a 15% chance they will wait tor
the party to reappear,

There 15 4 15% chance that Tsitsiconus {the mage
who tives 1n the tower) will nedar of The activity {and,
on  Investigation, ot the silver bowl}, and he is almost
certain  to become interested. it This does o¢cur, The

secured, the

mayge wi1ll likely {65%) put 1in an appearance, U0 have a
Jook at tie tomb, It Tne rogues are nhonest and upfront
about what tney're doing "on the GuildMaster's orders",
Tsitsiconus wiltl simply ask 10 peruse whatever books or
scrolls they might locate, betore they take them back
to the City - tnere 1s even a i0% chance ne might otter
an aid or two tor their work (& ring whicn Detects
Illusions, tor instance, or a set of Spiderpaws [felt
gTaves and poots which allow the person wearing tnem to
walk along walls 1ike a spider]; these are, of course,
at the GM's discretion); it tney are secretive, nasty,
and/or uncooperative, Tsitsiconus will "syggest" that
they w11l tind 11fe a good deal more comtortable 1n the
tity, and that they should leave tor that destination
nmediately {ne does have The power O entorce his
suggestion). The thieves will, ot course, bhHe able 1o
make Thelr own  decision, but discretion, in Tnis case,
is definitely the better part ot valor,

The TOME of AQLD ain HERADKON

Tnis  tomb was constructed under the orders of, and
enchanted by, a master of 1llusions, Acld din  Heradkon,
The mage had a sense of humor many ot n1s tellows ang
contenporaries considered a bt eccentric - he was an
aroent practical joker {although he had progressed at
least 4 bit beyond the equivalent of the squirt tlower
and the whoopee cushion, most of the time), &nd some of
nis rinest and most elaborate 11lusions began  as well
planned practical jokes. Tne tomb is quite thorougnly
enchanted, and nas BGeen loaded with illusions of many
descriptions, some of wnich are very involute ana
extremely complex (dealiny with all senses, including
smell, taste, and presence),

Being a realist, Aold did not expect his tomb to
go undisturbed through eternity, He telt that 10 would
be, eventually, opened, whather by tnose who would be
greedy, scholarly, or reverent, ne di1a not know, but ne
determined that anyone wno wished to remove 1tems trom
nis tomb would surely earn  them, To tni1s end, Lhe mage
designed, and enchanted, nis last resting place - the
process required a tull decade,

Tne tanb s constructed in tive sections:

§  the Atrium, witn the Door That Falls;

§  the Well ot Forever,

§  the Tunnel of Travels, and

4  tne Sphere of Imagination, which leads to
&  the Resting Place of the mage's body.

fach of the sections must traversed; when the parly
gains the Lreasure chamber {where the sTone sarcophayus
ot Aold din Heraakon liles}, there are some puzzles 1o
be solved. The old illusionist did not set out to kil
purposely (witn one possible exception], but there are
some portions of the tomb which can be ftatal to one who

truly believes what he 15 experiencing; it 13 possible
tor one or more Of The characters invading the complex
to die n the pursull Of the adventure. It The pariy

uses a moaicom of inteliigence (and nas reasonably nigh
10 and/or DSC ratings}), they should survive, however,
and reap rich rewaras,

The party members may attempl to  “disbelieve® some
ot tme 1llusions et up by the mage; 1L 15 possible tor
one or mare of tre players 1o plerce the veil, ang se¢
what ts actually There, Kemember, though, Thal Acid was
a master 1liusionist, of exceptionally nign level (it
ong or more  mages have accompanied the pariy, Lredt the
ola mage's spelis ana 11lusions &s 1t cast at the ]9th
Ltevel of proticiency), and that he had many years Lo
prepare the tamb - all saving rolls for gisbelier are &
two part process: first, & Saving roll against MGR 1o
sep 7t the persen has  aven noticed that  tnat whichn he
15 observang ight be an 1llusion (it this SR tails,
there 15 ng second roll); second, a saving roll against
174 (DSC + IQ) tor actual disbeliet or the 31lusion.
A1l aisbeliefs tunction only tor the 131lusion an which
they were made, athough any successtul disbelief roll
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adds 1 point (tor purposes ot further disbeliet rolls
only) alternately to DSC and I {you can learn from
experience}.

Tne First Section

of
the Tomb

Tne Atrium
(with the Door That Falls)

What the Players See: _

Thé atrium oOf the tomb is octagonal, about 40' in
diameter, with a nemispnerical dome. Centered 1in_ tne
room is a marble fountain, whi¢h sprays tine streams ot
opalescent blue ligquid into the air; there is a taint,
but very iatriguing, scent ot camellias 1n the air in
the vicinity of the fountain,

Most ot the dome's surtace is plastered with pale
green stucco; once proud paintings and trescoes can  now
be barely seen in its taded granduer. Tne lower walls
are done in a glossy tile, ¢olored pastel blue; there
are remnants of what was tine carpet on the polished
tloor. Centered along each ot tne four shorter walls is
a table ot glistening black stone; &n object rests on
each table, amd each table is intricately carved. There
seems Lo be an almost palpable teel ot encnantment to
the entire room,

On one wide section ot wall is a pair of bronze
doors, some }5' tall by 10' wide, elaborately carved
with scenes representing a mage casting spells. These
aoors bulge sligntly inward, and are Jjust a tad ajar,
as 1f trom the weight Oof the earth outside; there are
small piles ot dirt ana mud at their base, Directly
opposite the bronze doors 1s an  enormous carved stone
archway, about 15' wide and 20°' nigh, within which a
neavily built door ot dark wood {about §' high and 4'
wide]) seals the way; tThe archway extends some 2°' out
from the wall, and the door is inset about B“.

6M's Description:

The Tigquid ia the fountain, and the taint scent of
fiowers, are, of course, ijiusions, of such quaiity as
to include all the senses {the blue liguid, snould any
care To sample, has a Texture like heavy cream, tastes
Vike blueberries with a neavy rand on tne vanilla, and
is the source of the camellia aroma). The bronze doors,
and thne stone archway, are not illusory, but very real.

The four tables (wnicn are made of polisned basalt
and caretully worked - each is worth about 500 GP} each
contain smaltl objects, one per tabie. The abjects are:

Side View
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§

A small goblet, carved from carnelian

{value 3,000 GP) has the power to neytralize poison
drunk trom it (the poison must be drunk, ROt just
poured 1n and poured out - in the laiter case, the
poison will still possess all its toxicity), and to
make water taste as it it were tinest wine (the red
goblet cannol ¢hange the water into wine, only give
it tne 11lusion of tasting like wine).

A cube of petritied wood, 3" on & side

{value 2,500 GP) will provide an endless series of
tairy tales ana otner sitories for anyone wno naps
with the cube witnin 1' of nis head; he will teel a
participant 1in the story, and will recall the tale
atter he wakes up {provided he has an I( ot 9+}.

Atrium

Falling Door

Well of Forever

Tunnel of Travels

Sphere of Imagination

]

Resting Place




§ A 15" statuetle of a slim young girl, _
{value 2,800 GP} nude and made ot alabaster, 1s
capable ot aancing {actually, appears Lo dance; tne
statu@ cannot move} wnen one*s attention s tocused
upon iT; it can also be dressed, by clotning it {in
nearly any description) by Imagination (using an
item to Dbe tound 1a tne burial chamber, clotning
imagined can be created in actuality].

§ & tube of gola, 1" diameter, 6" lengin,

(value 200 GP} with an eyepiece on one end, and &
cap on the ather, 15 a pure gractical joke. Anyone
who looks in the eyepiece will see a kaleidoscopic
scene 0f swirling and brilliant colors; nowever, ne
recelves a blackened eye {the eygpilece produces 4
dark blulsn-green pigment, which stains tne tlesn
around tne eye ot anyon2 looking into 1t - 1T Takes
§ montns tor most ot tne coloring Lo wear oOff).

1t. the party should tool with the palr ot Dronze

doors {pull on them, shake them, etc.), there is a 35%

chance that the old hinges will tInd sutficlenl freedqom

To creak open {1n a rusn, ot course], deluging those

within 10° with many (t1itny) tons ot dirt, mud, small

{ and not-so-small} rocks, and sand, Snould tnis nappen,

it requires a saving roll against REF tor & persan in

the area o dodge oul OF the way;, 1t missed, people who
were within 10' ot the doors and tailed to get out of
the way [missed SR) will be buried {50 + [1D6 x» 10} % -

right, there's a very good chance of being completely
puried, and 90% should leave only a person's head,
nand, or oot tree {[GM's cnoice]; 80% or less should

[not necessarily] leave the poor wretch's nead free, as
well as a portion ot one or another limb). Freeing a
person trom the mud {at least gettiny his nead clear)
should not be tToo ditticult, but should reguire some
tune - it s possible to  smotner under the weignt of
dirt betore one's mates can dig one out. Yictims are
usually very easily revived (by using mouth-to-mouth
resuscitation - any one who has been trained in  tirst
a1a would know The Technigque) 1t not deprived ot  air

ror more than one's STM 1 mry  there 35 4 90% chance
tor guick revival, with a saving roll against STM 1t
th1s roll is missed. It the victim has been airless for

STM minputes or less, the chance is 50%, and the GM may
allow 2 saving roll against 273 STM tor revival. It the
victim has been buried and without air For more minutles
than hi1s STM, the chance of quick revival drops by 5%
tor each adagitional mnute required to uneartn nin; the
SR 15 made against 1/Z STWM tor the Tirst 5 minutes used
atter deadline, but The ratio then drops to 1/4 STM.

To proyress further 1AL0  the Lowmb, the parily must
open the door in the stone archway. This archway 15 one
ot Aold's practical jokes, and, properlty handled, it
should cause the parly much anguisn. The door has a
nmice, large, inviting keynole {througn which nothing
can be seen}, wnich is relatively easy to pick (double

the person's normal percenteges tor lockpicking - Hut
don't tell the players). However, when a click sounds,
which will 1ndicate the successtul completion ot the
picking attempt, the entire stone archway will slowly

titt (it reguires a saving roll against 1/3 DBSC tor 4
pidyer to noTice tnis - the GM should make these rolls
tor the players, and nave notes ready 10 pdss Lo Lhose
who are  successtul) into the room, toward the Tountdin
and the tloor. This 1s the "poor That Falls", and while
it is aot totally an 11llusion, many G the eftects ang
varied ramiticdtions are; The area tnal will be covered
by the drchway and door i 15' wide DLy 20° ouil from the
wall, The archway will intersect the fountain; players
are responsible for noticing the tacl thal The Tountdn
nas not been crushed (and 15 sUiil  spraying), and ask
about this anomaly tor ~intormation  aboutl possibilities
ot the arcnway and door being partly iliusory - the GM
should be very stingy ot intormation about 11lusions if
they do NoT notice and ask.

It any players notice the motion of the archway at

the beginning ot the tall, 1t requires only a saving
roll against REF {bonus of 4} 10 get out OF the way in
Time; however, this bonus should decrease 1 for gacn

tellow player-character they attempt to warn {and the
GM should make the player reroll the SR, applying tne
appropriate penalty, 1t tne piayer Tirst suCceeds, and
then Tries TO warn other piayers, unless ne specities
That he is getting oul from under ana yelling after ne
nas moved}, 1t the players do not notice wmmediately
{th1s would be mycn the greater likelinood, since SREs
against 1/3 of a requisite are very diftricult to
accomplisn}, the saving rotl  against REF {to leap or
scramble trantically out G The way - this assumes That
somebody  starts  yelling & warning - 1T not, GM shoula
require saving rolls against 0SC  trom players wn  the
area 10 nolice tphe talling stone), when they do natice,
should be at 2/3 REF. [t tne group in  the impact area
5t1ll tails to notice the door, well, that's the way
the stone door tlops {or the mop bounces, or the ball
crumbles, or the cookle talils, . oor o souetningd .

When tne huge block ot stone nas  tallen (trapping
4t least one mewber of the party undernedth), a great
looming black nole in the wall 15 revealed wnere once
it stood, “mall trickles ot blood slowly seep unger the
2dges Ot the stone {this 15 part of the jlusion - Aold
set it up this way); the cyclopean block is obviously
much oo neavy to litt, Characters whose crushed bodies
11e beneath the tallem arch are dead and gone forever,
along witn  whatever equipment they might have been
carrying. FKtc. {Lay it on thick!! but not thick
enouyh to drive them gul of The tomb.)

Actually, those chardcters under the
dead (remember, he was 4 master 3
they are out ot the remnalnder of the adventure. The
archwdy 15 a hollow Dblock, tnhe door was an  illustion
bolstered by touch and teel {Aold was very good), even
the blood {which can be telt, smellea, and, yes, tasted
it necessary) is quite illusory, end the characters are
unaer the intluence of a very powertul  Slumber spell
{as well as under tTne agor), The block 5 truly too
neavy ta TitL, but if the party reaches the sarcophagus
ana  succeeds in prying it open, archway and door will
return to thewr normal position, revealing the “aead*
cnaracters (still sound asleep} lying on tne tloor,

$TOng are not
ot 11lustonl); however,

The Second Section

ot
the Tomb

The Well of Forever

Wnat the Players See:

{Until one ot the players puls his  head
through the gaping hnole 1in tne wall of
the Atrium, notning will be seen)

Tne edge of  tne Atrium appears 16 be some s0rt of
curtain effect, through  which ndthing can De  seen of
tne ared Deyena. (nce the curtain has been penetrated,
the dred appears as a sort ot a well, 20'  in dianeter,
wiich  has walls of scintiliating metailic hue; 1T goes
downward for a greal @istance, and gradually pinpoints
at wnat would appear to pe 1,000' in deptn. On the wall
Qr  the opposite side from  whe Opéning 15 o ladaer of
rungs, which proceed down the side 6f the well.

GM*s Description:

Trne Well of Forever is  fraugni  with 11lusions,
Mmost ot which aeal with falting and distance aspectls,
The actual depth of tne well s 60O', bul 1L appears to
be tne 1,000' deep, as in the players' noles above.

Should piayers attenpt ©o  reach  the rungs on Lhe
upposite side by leaping, or by having ung characier
tess another, a miss will send 1The one attempring the
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in a screaming fall to the bottom
will be controlled by a set ot
gravity control spells embedded in the well, and the
character will actually reach the bottom of the well in
relative satety, although it will reguire a saving roll
against 1/3 STM Lo retain consclousness,
1t the group reacnes The rungs by use of a grapnel
and rope, Or some other method of reascnable sarety, it
will require a successtul disbeliet attempt To  avoid a
climb of 1,000' down the ladder; saving rolls against
CON  should be made tor eacn 50' of ladder traversed to
avoid ¢ slip and fall trom the VYadder. [t a character
does tall, all Dbelow nin on the rungs must make saving
rotls against STR to hang on; Tailure means a long drop
{aon't torget tO check TO see it ne knocks more off),
Should the entire party arrive at the bottom by
the guick route {talling), it is likely they will all
be unconscious. The first person who is  able to make a
saving roll against 1/2 STM will wake up, and may then
rouse tne others, Otherwise, Those who climb down the
entire way May wake those wno tell, 0Of course, climbers
will be totally exhausted - there are numbers of spells
embeaded in the bDottom of the Well wnich will provide
slaepars {as opposed TO unconscicus) with sutticient
nightmares to assure a total ‘tack of resttul sleep; any
wnho ¢limb down the Well will ftunction at penalties 1n
the next section of the tomb: -4 to HP, 1/2 normal
speed, and a penalty of 4 to any REF saving rolls (it's
an eihaustion ettect - tirea people tunction poorly).

leap, or tne tossee,
of the well. His tall

With the entire party at the bottom ot the Well
{hopetuliy!}, tne tollowing scene can be described:
What the Players See:

Set in the wall at the bottom of tne well is a

door. [t is heavily constructed ot wood and metal, and
looks resistant to most weapons. There is a knob, set
above a keyhole,

GM's Description:

The door itself has an AC equivalent of plate, ang
would require 400 nits 1o break through, The resistance
ot the door is 16D12 (up 10 5 persons may shoulder the

door at one Uime; make an accomplishment roll [a saving
rotl unaer an  alias] on the combined STR of the players
Irying to knock the door down - on  any roll or 144 or
morg, €ach person involved takes 204 damage}.

Tne lock on the door 15 Complexity 3, After six
tries to unlock 3t nave tailed, the bottom ot the Well

will beyin to Til1l with water {an illusion, of course),
wnich will rise at the rate of 1' per winute. Hnce thie
door has been wunlocked, 1t can be pulled open (easily,
even against the "weight" of "tons" ot water}, and the
water will be seen to pour out tThrough the apen
doorway. The 4oorway has a black curtain etftect,
similar 1o the one at the top ot the Well; nowever, no
one will be able to see anytning until all nave passed
through the door, since tne effaci extends tor (an
illusory) 30" in all girections trom tha doar,

The Third Section

[+33
the Tomb

Tne Tunnei ot Travels

What the Players See:

{GM's  Note: Betore the M does allow his
filayers 0 see {and experience] wnat is
1 This section, he =nguld select a type

ot terrasin Tor thewm tgo traverse, [T Lhe
ali wisnes 1o use random determination;

01-25  Desert
26-7¢ Jungle
71-00  Plains
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This section will play much more smoothly
it the GM 1s Tnoroughly familiar with the
possibilities for all the encounters that
exist; 1T is suggested that the GM read
this portion carefully beftore springing
it on nis poor unsuspeciing players.)

A door slams behind the party, and
theniselves gazing out over a landscape of:
{Desert)

relling dunes, with no vegetation ot any type (an
area similar to the terrain described on Arrakis,
in Frank Herbert's Dune). There is Jittle motion in
the sceme, Save tor an occasional lizard, scorpion,
or snake skittering across the dunes, The air is
dry and arid, with no hint of moisture, and there
15 no teeling that there will be sweet, cool relief
when the sum $ets. The sand s dotted by occasional
outcroppings ot stone and rock, but little else can
be seen, 10 the horizona, except .

about 10 miles away, a glint of sun tlashes
oft a tall golden spire.

{Jungle)

swaying trees, draped with lianas
small animals and reptiles skitter, wriggle, and
chatter amidst the heavy greenery. The scream of a
hunting cat reverberates through the lush foliage,
and the sounds ot myriads of unseen creatures lick
and nibble at the ears ot the party. All appears to
be color and constant moTion, but there is a heavy
feel to the air, and the heat is oppressive, almost

100 much To pear, Dn tne crest of a high nill about

10 miles away stands a tall golden spire, glinting
in the brigat sunlight,

{Plains)

waving grain.like grasses, with scattered small
copses of tall slender trees. Small nerds of shaggy
dark-brown cattle with heavy humps on Their massive
shoulders wander, lowing an¢ bleating, across the
sea of yellow spears. The air is hot and dry, with
shimmers ot heat and tiny dust devils dancing aleng
the ground, and there is no promise of any cooling
wilh the setting of the sun, Far on the horizeon, on
a lonely hill about 10' miles away, stands a tall
golden spire, its form wavering and distorted by
heat and distance,

Berind tpe party, there is a heavy wooden door,
re-intorced with wrought iron bars. It is set in:

(Desert) an outcropping ot rock, wnich has the shape

of a skull; the door is set 1into the area
of the mouth, and there is no other rock or
stone within visible range which resembles
the skull-rock.

(Jungle)} the bole ot a very large tree, the tallest
that can be seen tor quite a distance; the
leaves ot the tree are a peculiar purple,
tlecked with green and qgold, and the tree
does not resembie any within visible range,

one end ot a long barrow, part of a series
ot a dozen in the area; the one particular
Burial mound with the door is the only one
covered top and sides in lush  verdure
visible tor a great distance.
Tne door is securely tastened, and does not open at all
easily,

they ftind

and vines. Many

(Plains)

GM's Description:

As can De seen from the diagrams 6f the tomb, This
section of corridor 1s actually only 4G' long:; however,
it will require the equivalent of a 10* mile hike tor a
party to reach their obvious target, the “golden
spire". There are various types of encounters which can
accur along tne way {see TERRAIN TYPES AND ENCOUNTERS)
in  each ot the three landscapes, Wovement rate and




numbers ot likely encounters per halt mile nex moved
are also listed in this table.

As the GM snould nave expected, this entire area
is one massive illusion; it the party elects to give up
and turn back {they can, by the simple expedient of
lockpicking the dogr - on this side, 1U's Complexity 5
- and climbing back up the Well ot Forever), tne next
time tThey attempt the corridor, the terrain will e {at
least, should be) aifferent. The GM can nave a lot of
tun varying terrain, particularly when players go 1o
all the bother ot exiting, going back to the village 1o
equip themselves tor specitic terrain, and returning
(it's a long climb down the Well, even longer when one
is carrying a heavy pack}.

The Map of the Tunnel ot Travels
and

the Encounters Chart

The small map below 1is a compasite map ot the
three terrains available t¢ the GM Tor the Tunnel. The
symbol (" O “} at the botltom marks the location ot tne
Tunnel entrance trom tne Well (the skull-rock, tne
giant tree, etc.) and tne symbol within 1tne slope
markings at the tep of the map (Y e ") marks the
location ot the door to tne Spnere of Imagination, at
the other end of the Tuanel (benind the curtain on  ihe
ground tloor ot the golden spire). Tnere are permanent
villages (or stable encampments) of innabitanis in the
various domains: "™ X " tor desert, " Z " tor jungle,
and " Y * tor the plains. Thne GM may reproduce 1Ihis
small map tor his personal use, To aid in pietting the
Jocations of the various terrain teatures (large rocks,
small rivers, obstacles, etc.) the party may encounter,
as well as the party's present location,

Wnile the characters are traveliag, the system ot
random encounters described below wil) nelp generate
tne minor terrain teatures the party will encounter, as
well as occasional encounters with animals and natives.

Individual animals are covered in The Situations
in which the animal might be met; a general torm for
animal statistics is:

ANIMAL NAME

- animal's armpr classification  (equivalent
artificial armor, including absarption)

EEIR

a plus or minus tactor, for detensive
purposes
- the base number of nit points (delivered)

required to slay the average mewber ot this
animal species {any animal snould nave the
"tudge tactor* applied - rol} D6 and D8:

D6 Results D8 Results
1-3 Adjustment positive, 1-2 0%
[ No adjustment made. 3-5 10%
5-6 Adjustment neyative, 67 20%
8 40%

Tnis accounts for such variatigns ameng the

animals as "boss ot the pack [herd, etc.l™,
recent tignts, sickness, or superb shape.)
Move . tne speed at which the animal moves {given in
§' 1ncrements or hexes per mr)
ATTACKS - aumber, class, HAC@, armor critical, clear
critical, damage: specials or explanations,

Natives can be easily classed and generalized as
follows {the GM may assume thnat any local inhabitant
nas been well trained with whatever weapon(s} he may be
carrying):
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Generalized Natives Chart

Experience

RolT Level {Damage)
01-25 Green (17 nits)
26-65 [Intermed (25 hits)
66-85 Veteran {33 hits}

Weapon Skills

30%+0,40%+1 ,25%+2 ,5%+3
15%+1,35%+2,30%+3,15%+4,5%+5
10%+2 ,25%+3 ,40%+4 ,20%+5 ,5%+5

86-00 Elite {38 nits) S%+2,10%+3,20%+4 ,45%+5 ,20%+6
Equivalent Armor Worn
ROl pesert Jungle Plains
01-10 None NOné None
11-25 Cloth hone None
26-60 Clotn None Light
61-80 Lignt None Cuir
81-90 Cuir Cuir Cuir
91-00 Chain Cuir Chain
Smela 5% 65% 50%
Mat'l  Leatnr Wicker Leathr
Shape  01-75 01-00 01-60
Bucklr Kite Bucklr
76-00 - 61-00
Round Kite
Weapon Sword Spear Lance
Wnip Club Axe
On an ndividual local inmrabitant, determine general
level tirst - tTh1s also gives damagability, and the

weapons ability line {CDN bonuses are Tigured into the
chances on this table). Check next for type of armor
worn (light = sott leather; nard = hard leather; cuir =
cuirboilli), Tne percentage tiyures on "Smield” line
indicate probability ot use by the native; cneck for
style and material to determine the shield's actual
capabilities. Tnese people will always attack openly
{they are illusions, and you d0 have 10 Know you're
being injured to be injured Dby an 11lusion}; bows may
be used in the jungle or plains, but only when players
can see arrows being aimed and fired,

Movement 15 fiqured as so many hours per halt-mile
nex ot travel; this is the second line, the one below
the terrain designaticn, on the cnart ot TERRAIN TYPES
AND ENCGUNTERS. Directicn of travel should be indicated
‘as shown below:

Northeast 2 ->
<- Northwest §
<= West

East -»
(= Soutnyest 5
Southeast 3 -

0t course, any encounters are
the amount
number
wWithin
on the third line ot the Encounters chart (tor example,
203 less 4% - roli totals 4 or less = no encounters,
5 =1 enounter, § = 7 encounters}, Thne GM snould roll
tor, and generate the details of, all the encounters
wnich will occur within a given hex, at the time the
party enters 1t; all encounters will occur at ntervals
ot [2 to 20 minutes (2010) times the number of nours
The nex is rated tor travel] atter tne party enters the

wary
ot time needed to cross a
ot encounters
a particular nex is determined using the tormula

Tikely to increase
given nex; the

Lhat may oCcCur when a party is

nex, or atter the party has experienced the previous
encounter,
For example, tne party is traveling in the jungle

{rated as 4 hours per hex), and The GM determines that
they will experience 3 encounters {nhe rolled 10/206,
and subtracted 7) wnile travelling in that nex; the 3
encounters Turn out 1o be:



a heavy and tangled vine thicket,
a ¢learing in the jungle, and
4 huge serpent.

6/2D6
17206
117206
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TERRAIN TYPES AND ENCOUNTERS

_— ‘Dice Desert Jungle Plains .
The tunes work out to De 32 minutes Tl the rirsy ot ‘Ro11sT 2 nours/nex 3 nours/nex 1 nour/nex °
the encounters (3/2010*4), 72 minutes til the second (206} 203 less 4 206 less 7 204 less §
enounter (13/2010*4), and 56 minutes wntil the third ' : :
(14/2010%4), tor 160 minutes ot travel {or, at least, Major camp Camp Hunting camp °
éxpired time] between encounters; the remaining time, 2 ot ot ot :
80 minutes, 1s relatively unaisturbed, An  explanation nomads Y native nunters plainsdwellers
0t Lhe encounters and tne time Involved might be that : .
getting through the thicket was a very slow and tirin : :
process, and  a weary party miynt just decide to res% 3 Sipfarip Loose, low Sggll ggzzﬁezr
Tfor an hoyr or s0  1n a quiet c¢learing; the snake could well truits and zuttrees
POssibly catcn tnem there,
{GM's  Note: Occasionally, cryptic symbols will A ROCK Jungle Copse ot .
be wused in the Tables tor aumber ot dice rolled sutcropping clearing . elaers/beecnes :
In a gwen situation, These symbols are: : . .
DICE CONVENTIONS . Stalking : Prowl 1ng Pride of :
XDy - thg total  of the roll ot x dice ot y . dune cat : nungry leopard : lions, hunting :
sides. . . X
xDyrz - add z to the total ot xDy. : : : : .
w0y-z - subtract z from tne total ot xDy. . High dunes  © Very tangled Enormous
xDy*z - multiply tne total ot xDy by z. 6 . _ wun : vine thicker herd .
x0y/z2 - divige tne total of Dy Dy z. slippery taces : .0t shaggy cattle’
0y(g] - calls tor the roll of a “gradyated" : : -]
die. To calculate such a ale, 4o the . : Drum ;Stow, deep river!  Deep, wide
arithmetic total of tne numbers of L7 sand : with river with
tne die {(#3 = 1+243 = 6; #4 = 12+3+4 . . : cracodiles . fast current
= 10; etc.); reverse the order of the : : T :
Ve (1-2-3-4 = 4-3-2-1}, ana assign Animal : Anmal Antmal :
tne values that number Ot chances - 8 . cacounters :  encounters eNCOUNTErs
tor D3{g), on a 6§ sided die, 1-3 =1, - . .
4-5 =2, 6 = 3, etc. . : :
n/xDy - means That one particular total s :  Unscalable :  very sneer - :
sought ott that die roll.) 9 1 ridge of stone 1 clhitr race Marsnes and tens!
35_ ’ . ‘_") i ; -;" ﬂ_‘,s-"{_(}--—(\ P I ¢ — :
| S A Y G S O S WA o : atra Party ot : Squad ot :
V 2 AR I by Y { ) 10 ot : native nunters . Plainsdwellers
RR LR (:)__°<3 { NN A $ : nomads T staging raid
Voo BOON N s e - .
*K } P _5‘} 3 xf B P 4 R | . : Flock ot
% NS S s - I SR ¢ Sanadragon Huge serpent ' predator
Yoy y -3 f giant avians
$. s R “_r .._} \._. { .. . ,..{: : :
¥ oL S ; ’ R S Ancient, :
‘? K RN R KA ;"ﬁ D12 Dasert oasis ruined : Dezi;ted
- - : : Y (:) oo : - temple : P
1,'__‘ 3 AT . Lo s
l{_.‘ \_.' ‘\ _.\' L . .__' __.I i r .\- R 4
'y . s Ce N L The Encounters
4 S R i The €ncounters in the chart tollow a particular
g o P U U "'$ pattern, which 15 duplicated 1n each terrain column:
1‘ LR S S Ao -4 02/206 -~ a large group of iahabitants in a relatively
¥ PP : ] large and/or stable camp (this 1§ not  The
¢ L . s permanent camp or village);
: : 03/206 - an easily securable supply of tood ana/ar
b E ; 3 water  (The party may not have brought
¢ " ; supplies};
{ . 4 04/206 - a place of relative satety {a situation 1n
- : _ which o beleagured group ¢an  rest  ana teel
S " L . 3 slignely at ease;
b : '\ : ' 05/206 - some exampies of the local iarge teline(s),
. N T usually nunting, and almest always hungry;
. - i SV 06/2D6 - a terrain obstacle which slows, and causes a
{- " problem m crossing, but which 1$ neither
& . mpossible nor mprobable to traverse;
b .' 07/2D6 - & barrier wnicn mignt prove absolute, but
3 - - which probably has some metnod of Dbeing
¥ = surmounted by The party;
$¢ v 08/2D6 - ammal encounters, which may range from
g/ o totally 1nnocuous (and even provide a tood
b L source) to milaly dangerous;



a detinite barrier, one that will torce tne
party 1o turn aside ftrom its intended course
ot travel;

10/2D6 - a small party of local innabitants ({these

may, Or may nol, have spoited 1tne party - in

some cases, tney may even be trailing them};

a very dangerous encounter, one that might

prove tatal 1o oneg Or iore of the pariy

members (in many instances, the GM mignt
wish to allow a secret saving raoll against

DSC for the cnaracter to survive Ihe fatal

blow [unconscious, and totally out of tne

adventure] - altnough, as tar as the other
members ot tThe group are concernad, tThe
¢character is dead and gone); and,

12/206 - & totally inviolable place of peace and
satety, with tood and water, and no attacks
trom outside sources.

Each column is headed by the lerrain type, the Mmavement

rate in hours per nex, and likely numbers ot encouniers

to be met within tne nex, Lncounters are in the form:

09/206 -

11/206 -

What the Players See:

gM's Description:

Desert Encounters
Regarding the Map

relative
in the
the map), 4

The section of map SHOows
locations ot the starting point
skull rock {marked " O " on
large rock oQutcropping where stands ine
yolden spire (marked " & " on tne map),
and a spot indicating the location oOf tne
permanent base camp of the desert nomads
{marked " X " on the map). Along bothn
siges of tThe map are the graat sandstione
clitts {shown by the neavy wiggly lines};
iney are very obviously and completely
unciimbable), wnhicn mark ine boundaries
of tne valley in which tne party will be
travelling.

02) There are 205 tents ser up on the side of & dune,
with each tent anchored 1into the sand; the rear of the

tents are covered by sand so they are nearly invisible,
304 nomads in sand-colored robes can be seen around the
camp, and there are evidences of more although they are
not to be seen,

Tne total number ot nomads in tne group is 606 {always
at least the number to De seen); nalt Or those unseen
are inside the tents. Thnere 15 a 35% Chance ihat the
aomads know of the presence of the thiegves; it $0, a
number ot wayriors equal 1o twice the thieves' numbers
will be conealed in the sand, and waiting in awbush.

03) A camp spot on a small spur of rock seems 10 have
many tracks in the sand about it.

This 15 a sip well {or arip well}, a slow seepage of
water trom  some hidden sybrervanean source, 1T reguires
2 hours 1o accumylate sutficient water ToOr one person
tor one day, or 15 wminuies Tor sufficiedt 10 quench a
person's Thirst,

Q4) A large outcropping ot
party's path,

The outcropping provides shade, and solidity in the
aidst of  shifting sands, Tnereg is  a 10% chance Th4at
there is 4 5ip well {see 03} in the outcropping.
05) A cat, striped Tawny and wnmite and about
of a small lion, appears to be stalking
seans U0 have dinner on its mind,

roCk 15 sel  athwart ine

the size
the party., [t

Tnis is an unusually hungry dune cat, ana there is a
75% chance that it will attack it a member of thne party
should lag benind. Normally, dune cats are centent 1o
leave people alone, since They taste bad anyway; dune
cat is prized as food by the nomads, nowever, since
they believe That partaking of the animal's flesn will
impart its cunning and switftness to the person gating.

DUNE CAT
AC - medium tur (nard leather, 4 hits)
Dodge - +6
HTK - 40

‘Attacks - 2 claws, 5, 3D3; see below
- 2 nind claws, 4, 4D3; are not used in each
attack - if both front claws strike, cat will
grab and nang on until thwown or batiered
ott {or tor remainder of tignt), and gouge
with nind claws
- 1 bite, 7, 1D6; used to gain extra purchase

on victwm tor hind claw strikes - if bite
succeeds, it will not be repeated
06) Hign dunes block the party's direct path, They are

steep, yet climbable, but their faces are
have a tendency o sliae,

very dry and

These dunes will extend tor (203 - 3} adaitional hexes
in whicnever {or botn) direction {letr or right) tne
party turns {roll separately tor eacn direction). It

the party tries to climb over tne dunes, (tull} time
tor crossing the nex will be doubled, and each member
ot the party will require & successtul saving rall
against 2/3 STM to avoid tunctioning at exhaustion
penalties {see the Well) until rest {(at least 6 hours)
nas been obtained.

07} The way anead looks smooth and inviting; tne sand
seems not even to be dritted by the wind.
Tnis is drum sand, a Tigntly compacted area of grains

wnich is capable of creating a booming sound {as ifr
someone were peating on a very large bass drum}. This
noise will carry tor miles across the desert, and there
is a 90% chance it will atvract uswanted attention:

1-3 Nomad patrol (see 10)
4-8 104 Dunie cats {see 05)
9-0 Sanddragon {see 12}

This "attention" will arrive in 3D10 minutes after the
first boom. Drum sand areas will always till tne rest
of the nex (going In the direction in wnich the party
was travelling) where the patch was tound, and there s
a 65% chance that 1t will extend into the next 1 {60%),
2 {30%), or 3 (10%) nex{es) in tne party's patn {tnis
assumes Thal They attempt to Cross the patcn). Tne drum
sanu patch will also extend ([2D6 / 2] - 1) nexes lett
anafor right ot the party's currvent location.

08) The party has & small animal encounter of some

- description,

Tnere are very tew animals which innabit desert areas
{any desert areas}; tnis desert is particularly lacking
in~fauna, but tnere are a téw nasties that occasionally

crawl from under & rock:

01-25 103{g) scorpion{s)
SCORPION
AC - light carapace (cuirboilir, 4 nits)
Dodge - +4
HIK -3 {small-30%), 11 {medium-50%), 15 (big-20%)
Move - 5(s), 6(m}, 7{(b)
Attacks - 1 sting, 7, 1D4, none, 20; paison, levels
12(s), 15(m}, 18(b) - 1injected 1ir wictim
receives even i nit - kills by stopping

automatic lung action; victim can be saved by
applying artiticial respiration until victim
makes a successful SR against STM {at current
rating atfected by poison; only 1 SR per 15%)



25-35 1 pit viper

PIT VIPER
AL - hignt scale (currbo1ili, 4 nits)
Dodge - +3 in daytime neat, -2 at nignt
HTK - 15
Wove -7

Attacks - 1 strike, 6, 106, 20, 19; poison, level 20,
injected it victim receives even 1 hit -
nerve destroying poison Kkills within 1 min,
it sutticient levels nave been absorbed

36-45 1D3{g} sang hawks
SAND HAWK
AC - light teatners (sott leather, 2 hits)
Dodye - -2 on ground, +6 in air
HTK - 20
Move - 3 on ground, 24 n air

Attacks - 1 beak, 4, 203,
detending nest
- 2 talons, 5, 204, 19, 17; only in air

19, 17; only it punting or

46-75 2D4 Nzards
LIZARD
AC - thick hide (nara leatner, 3 nits)
Dodge - +6 in day's neat, +2 else
HK - - 10
Move - 12, 18 vt scared

Attacks - 1 pite, 4, 104, none, 20
Lizards are a tood supply in  the
scorned, They are not a menace, but can deliver a smart
nip it cornered; tne normal detense is 1o "vun awav!!".
Successtul grabs at lizards will catcn the tail  50% ot
the time; there 15 a 5% chance that tne l1zard will
drop its tail and depart rapialy.

desert, not Lo be

76-85 103 sand runners
SAND RUNKER
AC - light teatners {sott leather, 2 nits)
Dodge - +8
HIK - 12
Move - 24, occasionally bursts of as much as 36

Attacks - 1 beak, 4, 106, 18, 15

86-00 2D3 sano lobsters
SAND LOBSTER
AC - medyum carapace (plate ma1l, § nits)
Dodge - none, -4 1n cooler hours
HTK - 11 (small-45%), 15 (medrum-35%), 20 (big-20%)
Move - 4 1n neat, 3 wnen cool

Attacks - 2 pincers, 7, zD4, 20, 19
Sand Tobsters provide a succulent meal for those wno
can catch them, Many is tne desert taveller whose lite
nas been saved by a meal ot sand lobster. They are easy
to cateh  (very slow), but can put up a lively scrap it
caught. The only sate place to grab s on the carapace,
just bening tne pincers,
In most cases, the party will not be bothered by
these animals unless they do  something Lo bother them
{a hand under a rock, $1TTing Gn the beastie, STEpP1Ng
on 1T, etc.}. Tne GM is free to develop his owa reasons
tor successtul nuisance encounters,
09) The party's patn 1s blocked by a clitt-like ridge
OT stone, which runs as far as Lhe eye can See 10 bath
directions. The stone tace does not appear to be able
to be climbed or scaled,
This ridge is meant as an obstruction; it is not, in
the least manner, supposed 1o be climbable or scaldble
(not even tor sure-tingerad and -tooted thieves); it
Lhe party Starts to climb, the sangstone witl crumbie
away under tinger- and toe-nolds, and pitons will tall
Jut  as 500n as any welght 13 put upon Them - 1T 15 an
absolute barrrier. The ridge will extend tor an extra
{206 7 7} nexes n eitner direction, trom tne point at
Wwhich the party meets the ridge line. There 15 a 265%
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Chance of a way to cross (a cleft, a small chimney that
is climbable, etc.} in each nex that tne party tallows
along tne ridge; nowever, The parly should have to 100k
tor tnese, and Tind them wusing Spot Hidden abilities -
they are nol 1n plain signt.

10) A small group of people in sand colored robes can
be seen on  a dunetop about 1/4 mile away. They da nat
dppedr 10 nave noticed the party yet,

Tne patral consists of 204 nomads, There 1is a 359
¢nance that the nomads know the party 1S 14 the area -
GM  should adjust this upward 3t Tne group has been

conspicugus or noi1sy {sound carries n the desert). Tne
patrol will not attack, but they are nol open 10
triendly overtures,

11} The surtace erupls about §0' ahead of tne party. A
Tdrge reptile thrusts 1tselt out of the sand, and
charges the party.

A hungry sanddragon let 1S appetite get thne better of
its patience, and leapt up To0 soon, Thase beasts will

normally lurk under the sand until their prey is rignt
on top of tnem; however, tney will rush to the booming
0t drum sand, as it denotes an easy dinner (an animal
in trouble, someone unhandy in the desert, etc.)

Tnese are not  true dragons, although  their

dppearance in attack makes Lhem seem so, Tney are less
intelligent than dragons (by a large ftactor}, but
possess a cortaln  cunning; they do  speak, and 10% of
them can Sspeak Common  (albelt, with a barbaric accent),
They gatner hoards (what else do you do with tne
possessions ot travellers wno've just become meais?),
and will sue tor terms, oftering pertions of these
noards, when badly wounded or greatly outnumbered,
Thejr style ot attack is 1ike that of a shark - dash
in, rip ott a piece, retreat, swalliow, tnen repeat; it
the victim dies, the sanddragon enjoys a more leisurely
repast, Tne beasts usually travel on their long nind
legs {webbed toes prevent sinking in the sand}, but can
run swittly on all tours it need be.

SANDDRAGON
AC - medium scale {chain, & nits)
Dodge - none
HTK - 180
Wove - 12, 24 in charge {4 mr max)

Attacks - 1 beak, 3, 4D4, 17, 13
- 2 claws, 6, 203, 19, 17

- 1 kick, 9, *, 16, 11; used only it cornered;

beast rocks back on tall ana lashes out  with

botn teet; 1t struck, victim must make a SR
agdinst STR to  avola being knocked otf nis
teet - damage is taken only it STR SR is

missed (2D8; STM SR, or stun tor 1D4{g) mr)

12) A -sploten of greenery and swaying date palms
circles & spring-fed pool, There is a nint ot cool
reposg 10 the air, and the pool 15 crystal clear and
mnyiting,

There 1% & 20% cnance 0Ot an ancient ruin at this gasis

{a small building, 40% chance of an intact root), and a
35% chance that there are other occupants:

01-46 nomads (& smail tribe of 25 to 4G)

41-90 4 caravan {50 to B0 drovers and guards, 90 to
160 pack anwunals {camels, usually])

91-00 cavalry detachment (mounted on camels [65%],

horses [35%), +20% on level rolls, +35¢ on armor
rolls, 65% snield use, add lance to weapons).
The "rule of water" applies at ali oases in the desert,
and no desertdweiler will prevent someone trom reaching

the pool. [In taci, there is a truce standing ror the
entire hex of the 0as1s (1/4 mile radius) that even tne
bitterest enemies observe., He who violates this truce

fdas everymdn's hand against nim; he 15 outlaw, free
meat tar any blade. The o0as1s is a place of satety, and
15 50 respectea by all,



Jungle Encounters
Regarding the Map

Tne section of map shows relative
locations ot the starting poinl in  tne
bole ot the large tree (marked " © " on
the map), & hnigh Kill wnere stands the

golden spire (marked " ® " on the map),

and a spot i1ndicating tne location of the

large native willage slightly to the

north-east of the spire's hill (marked

“ Z " on the map}. Along the east side

of the map is the sheer tace ot & great

plateau, and along the west i1s a deep and

very switt river Jloaded with voracious

Tittle tish (both ot these are. shown by

the heavy wiggly lines; potn ot tThese

barriers are very obviously completely

non-traversable), wnich mark the limits

ot the party's explorations,
2) In a small clearing is a group ot 203 lean-tos. The
canp is occupied by 206 natives, who are engaged in
normal camp maintenance activities, Most are clad in
Yoinclotns, bareneaded and pare ot toot, but one is
wearing a teathered headdress; spears, bows, and some
snielas of skin-coverea wicker are leant against the
edges of tne wooden shelters. There is evidence that
there are additional hunters attached to the camp, but
no more are to be seen,
The camp is The headquarters for §D4 natives, most of
whom are oul Urying to catch qame; the headdress is
worn by one of the leaders of the hunting party, and he
is treated as either Yeteran or Elite. There is some
chance (35%) tnat the natives are aware ot Lhe presence
ot tne thieves; 1f so, the likelihood that they are
ignoring the party 1s 60% - else they are plasning an

attack at a time when the party nas been lulled into a
semblence ot relaxation, It the party should try to
attract attention and gpen negotiations of some sort,

tne natives' triendliness should be governed by these
same percentages as above (60740 triendly/hostile).

03) In a patch of mixed palms and other trees, there
appears to be a large number af coconuts, dates, and
other fruits tailen to the ground, or low enough tor &
person to pick easily, A troupe ot monkeys 15 enjoying
the bounty they have happened upon.

continue chattering and scolding from nearby trees, and
one will occasionally dash 1n  to snatch a morsel trom
the irove), Enough tood is available to teed a medium-
-s1zed party quite amply, and also to provide more than
sutti1cient supplies tor an extra day.

Qﬁl A& broaa clearing n the tangled vegetation otffers
& wview tar over 100' in all directions at 1ts center,
which 15 occupied by one large spreading tree, A small
stream wanders across the tar side at the clearing,

Rest and relaxation, pure and sinple - the tree spreads
its branches over a 40* circle, protecting mest of the
arga underneatn trom the bright sun. The watar 1s clean
and potabie. Anything approaching can be noted easily
{it @& watcn is kept - the big tree will make a superd
crowsnast) well before 4T arrives.

p5) Tne scream ot a leopard reverberates through the
Jungle greenery, and a slinking black torm can be seen,
occasionally, between the leaves, The cat seems 10 be
trailing the party.

It any member of the party should gel separated from
the others, the legpard 1S certain to attack. There 1s
a 35% chance that the cat will get frustrated enough TO
attack 1nto the party it they stay bunched, [T the cat
attacks, 1t w11l select a single vactim {the GM should
cnoose The poor wretch randomly), and try to drag him
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off into tne rain-forest to enjoy & comtortable repast.

LEOPARD
AC - mediun tur (nard ieather, 3 hits)
Dodge - +6
HTK - 40
Wove - 14 on the ground, 8 in the trees

Attacks - 2 claws, 4, 304, 16, 11

- 2 nind claws, 6, 4D4, 17, 13

-1 bite, 7, 204, 19, 17
The attacks ot tne leopard tend to be straighttorward,
with murder, pure and simple, beiny the object. Handle
as tor tne duge cat (Desert/Q5); the leopard 15 just
bigger and stronger,
06) The way ahead ot ihe party is choked
and Jianas, growing so <c¢losely together that
possible to move through them.
The vegetation may be chopped through, but the Time 10
cross the area will be ogouble the full  movement time
tor 1tpe hex, and exhaustion penalties {see the Weil)
will apply 10 whomever does the chopping. The tangle
will extend for ({203-3) hexes on both sides of the
party's path.
07) Directly anead 1s a wide, slow moving river, Tne
banks ease down TO the water, and, 'n many places, are
covered with the long green bodies ot crocgdiles. There
goes not appear to be any easy way TO Cross.

with vines
it 15 not

The river tiows from the plateau to the big river on
the otner side; 1T may be plotted in 1ts 1Iwisis and
turns by using a D6 and the direction indicator (see
above), to see which direction the river tlows 10 or
trom. In each hex that tne pariy moves along the banks,

there i5 a 40% chance that they will discover a camoe
Jett by some other traveller; there is a probability ot
60% tnat the canoe, leétt so long unattended, has rotted
and weakened, so that the tirst person to step in will
step tThrough tThe bottom, into the river. The party may

choose, instead, te build a ratt. This will require
twotull 12 nhour daylight sessions 1o gather logs,
Yianas, etc., and construct 1t; mnormal encounter
chances are rolled during this tTime, but terrain
encounters are ignored except tor spacing. The GM  hnas
discretion as 10 what nhappens once the party is on the
water,

08) Tne brush about 30' anead wriggles, and something

bursts out ot its concealment,

Tne jungle is alive, in its tlora as well as its fauna.
It the encounter should nappen to be with one ot the
carniverous planis that infest the jungle, the party
need 0oL be given the warning of the wriggling brush,
until they are very close,

01-10 a small clearing with a tew scattered bones
at the base ot a large tree
JACKKETCH
AC - wood bole (ptate, 9 nits)
- Yignt scale tentacles (cuirboilli, 4 mits)
Dodge - sftectively -12 Ttor the bole
-3 for the tentacles
HIK - 800+ for the entire tree, 12 tor each
tentacle to be chopped through
Move -0

Attacks - 3010 tentacles [availabie], 8, *, none, 20;

the tentacles do no damage, but they have an
equivalent STR ot 8 for purposes of dragging
4 victim  into the Iree's maw (located at the
top oOf the bole); when sutticient tentaclas
are attached to equal the victim's STR * 1.5,
he can be pulled to the maw; a critical wrll
lower the tentacle STR requirement by 25% (to
1.25, 1.00, 0.75, etc.; minimum 0.25)

The Jackketch 1s a semi-sentient plant which needs

an1mmal blood to  survive. [t cannot move, but does put



O0ut an aroma which is very attractive to unintelligent
creatures. It more than nalt of the tree's tentacles
are savered, the tree will retreat into itselt {except
for detense}, hiding its whips in the maw at the top.

11-35 a nerd ot 304 wild pigs
WILD PlG
AC - tnick hide {hard leather, 3 nits}

Dodge - nome, -3 it in charge

HIK 15 (young-35%), 35 {adult-65%)

Move - B, 16 in charge

Attacks - 2 tusks, 4, 204, 19, 17; damage is doubled 1t
beast hits at end ot charge attack

Oniy 1tne adults will attack, and only it the nera is

threatened or cornered; the young will run  off at nign

speed (they have tne tastiest tlesh},

=

36-50 1p4(g) elephants

ELEPHANT
AC - very inick nide {studded leatner, 5 hits)
Dodge - none
HTK - 80 {calt-30%}, 200 (cow-60%}, 250 {bull-10%)
Wove - 6, 15 in charge

Attacks - 1 trunk, 4, 204, 19, 17
- 1 tusk atvack, 6, 208, 18, 15
- 1 stomp, 9, 406, 19, 17

Elepnants seldom attack those who do not attack them;
there 15 & 15% chance that a byll elepnant may be in
"must” (a berserk state, cause unknown), and will go on

a rampage, attacking anything in his patn and wreaking
as much havoc as possible - the state eventually wears
ott, it the bull is not killed meantimes,

651-70 a pack ot baboons, 5D8 strong
BABOON
AC - medium fur (mard leather, 3 hiis)
Dodge - +4
WK - 14 { young-40%), 25 (temales-30%),
33 (bulls-30%)
Move - 12

Attacks - 1 bite, 4, 2D5, 18, 15

- 2 claws, 6, 203, 19, 17; will

the bite fails

Baboons are usually robbers, and will snatch items from
the party as they stream past, usually food items or
those carried loosely 1n plain sight. A victim wil)
receive his fair smhare ot baboons (number of babaons
divided by party members = baboons per person}, and
each ape will attempt to grab 2 items; a successtul
saving roll against REF wil) save the item.

be used only it

71-85 animal trap nas been set by the natives,
TRAPS
There are three basic Types of Traps used 1n the

Jjungle: the pit (45%), the spring noose (30%}, and the
deadtall (25%). The traps allow many easy opportunities
tor the victim to escape n  the jungle milieu, since it
5 necessary for the victim tTo appreciate ta4at he has
been trapped tor the illusion to tunction well. Making
4 successrul saving roll  against REF allows Tthe victim
10 leap back in time, when ne teels the ground give way
beneath hk1s feet, Or sees 1the rope ot the noGse rising
betore nim, or sees the tTree talling on nim (a deadrall
15 30 called because a dead tree falls, usually making
the victim dead too), avoiding tne trap completely,

The pit is a 10'-30' [103(g)*10"] tall onto a

sott langing area (unless, ot <course, the pit 1%
staked [40% @ 10', 25% @ 20', 10% @ 30'j, wn which
case a victim will sutter 20306 hits - 106 for each

of the 203 stakes he lands onj, and the big problem
will be getting the victim Outl.

Tne noose will catch tne victim arcund the

ankles, and suspend nim in The alr; there is a 5%
chance that the wvictim’'s nack will be snapped by
the jerky suddenaness of the snatcn. In WSt cases,

the victim will be tound swinging by hi1s ankles
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the rope must
{gently, it 1s

trom the rope 20' to 35' in tne air;
be traced, and the wvictim lowered
noged - cutting the rape will drop nim on nis head,
doubling the ettective distance ot the tall, ang
nullitying tne REF SR the victim is allowea).
The deaatrall delivers a lot of damage,
enough ta Kkill The victim gutrignt. [t tne victim
makes a successtul saving roll against STM, ne is
still alive (just barely - only 2 nits lett, and
80% of tne damage suttered 1s critical), but s
likely to be trapped under the large, stripped logy
that has fallen on nim, Such logs require a saving
roll against total STR used on 8012 {they're really

usually

neavy) when people attempt tg litt the log art the
vICTIm,
86-00 4B5 wila dogs
WILD DOG
AC - Tignt tur {soft leather, 2 hits)
Dodge - +2
HTK - 14 (small-25%), 19 (medyum-55%}, 26 (big-20%}
Move - 14
Attacks - 1 bite, 4, 2p3, 19, 17; normal attack

procedure 1s 10 dash 1in and snap, attempting
Lo hamstring the victims

It the pack loses more than 35% ot its members, they
will break off the attack, but will trail the targets
they tailed to get, wailting tor a stragglier or ftor the

group To relax its wariness,

le A sheer clitt faCe crosses The path ot the party.
It 1s obviously an absolute barrier.

See Desert 09 for metnods on handling this obstruction,
10} In a small clearing are 204 natives, seated about
a small fire. Tney are apparently cooking something,
Tnere 15 & 35% <chance that these natlves know of The
presence ot the party in the area (the GM snould adjust
this cnance upward it the growp has been particularly
noisy or stumble-fumble 1n tne jungle). It so, there
are 3D4 natives concealed 1n the nearby brush, waiting
1o see what actions the party takes. It it is nostile,
1T 15 likely the entire party will be wiped out. The
natwes will oe (60%/40%) trienaly/nostile it openly
approached,

11) A colortully scaled, sinuous
ot a tree onto one 6t the party.
The GM should randomly choose the iaitial victim; the
snake will attempt to loop down, sieze tnis poor tool
in its colls, and carry nim oft, Should this ftail, the
serpent will tignt, defensively, wnile continuing the
attempt To 1ifT 1Ts victim oft the ground and 1nte the
trees above, These incredible creatuyres can reach, in
some cases, lengths ot 90' to 120°, witn barrel (body)
diameters at 3'. Tney have strength sutticient to lift
a ftull-grown ox into the air it They can put sufticient
colls around 11,

body drops down out

GIANT SERPENT

AC - medium scale {¢nain, 6 hits)

Dodge - +4 1t Tooped down trom above or it only the

Tirst/iast 15' of the snake's bouy is  being
Tought
- -6 1t the serpent 15 on  the ground or 1f the

center 0t the body 15 being attacked

HTK - 3 per toot of length

Move - strike of 24 over 12 nexes,normal §

Attacks - 1 bive, 2, 4p5, 17, 13; tms will be used
deternisively under most circumstances - if  a
victim siruggles too mucn, the snake may
apply a coup-de-grace by biting

- loops, 4, *, none, none; each round, the
serpent will 4&ttempt 1o throw anotner loop
round 3ts victim {(to 4 maximum ot 4); no
damage 15 done on the mr  in wnich a loop 1s



successtully  tnruwn, wut

mr, 104 per loop will be suttered by tne

VICLHR - armir goes not prateci against this

damage, since 1t 15 pure ana steady pressure
The serpent will usually not constrict if 1t 15 engaged
1 gither fI1ghting Or trying o carry oft its victaim,
12) A wige terraced stone ruln looms out of the massed
greenery. [1 appears desertad, most Of TLhe STONEwork 1s
crumbling with age, bul the root ot the main buriding
SEems 1o be 1ntact, and the site ofters quiet snelter,
Only a tew non-descript and harmless antmals appear 1o
use the 0ld ruin as a nome,

ol eacn vl lowing

RM=56
This 15 a place ot satety tor the party.

Many fruit and
nut trees grow close around

the ancient temple, and the

central tane provides shelter trom the nigntly rains.
There is a 10% chance that there 1s an elderly nermit
living n the temple; he will greet the party, and 13

willing to tell them of the templa's mistory, nciuding
the legend that there is a greal treasure buried deep
beneatn the altar 1n the main burlding. GMs may wish 10
pe responsible tor designing the temple*s catacombs, 11
Tthey want the party to  explore 1t (remember that all ot
this is illusion, the party s actually moving about 1n
a corridor 40° long, 10' wide and 20' nigh},

® @

&
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Plains Encounters
Regarding the Map

shows  relative
starting point in the
{marked * Q@ " on the map), tne
nill on wnich stands the golden
spire  (marked " & " on the map), and a
large, relatively stable, encampment ot
the plainsawellers {marked " Y " on the
map). Along the west side of The map are
extensive marshes and tens (which only
the local plainsdwellers know the ways tc
Cross)y, and on the edst runs & deep ana
SWITL river wilh many rapids (botn of the
barriers are shown Dy heavy wiggly lines;

The  section of  map
locations ot tne
barrow
Jonely

in both  cases, they should  be very
obviously wuncrossable), which mark  the
boundaries Of the party's area.
02} A large tire burns in a4 caretully cleared  area,
Tined with stones. A picket 1ine of norses 15 roped
between Lwo bushes, and there appear to be 434 men 10

breecnclouts, leather calt-boots, and breastpldtes ot
linked shells and tubes Tounying about Tthe camp. Many
ar  Theil are  wearing tealfiers $tuck  into, or tied 1o,
the ornate headbands which hald back their long flowing
narr. Tnere are many lances stuck poInt-tirst into the
ground;, some of them have small round wicker and/or
Teather shields and/or BOws and quivers hung upon Them,

The band
mora horses

totals fDB riders, moST Ot WNOM POSSESS TWo Or
mn the remuda, There 15 a  358% chance thnat
the plainsdwellers know ot the presence ot the party,
[t so0, a nuuber Of warriors equal To the party's si2e
will be concealed in a nearby cCopse of trees, Tnese
people are quite nonorable, and will not attack those
wWho come openly IntC tneir canps; there is a 75% chance
that nospitality will be oftered (else thne party will
be egscorted about 2 miles away trom the camg and there
released); an additional 15% cnance ex1sLs Tnal  mounts
will be loaned to the party to allow a guicker trip 1o
the Spire - a group ot 204 riaers will accompany the
party, as guards and to Dring back the horses. Thisvery
and murder are treated narshly among the plainsdwellers
with mutilation or torture tne likely penalty it ine
perpetrator 1s caugnt,

03) A small grove ot trees appears L0 be laden with
nuts; varigus bushes growing 3in  the tangle promise a
supply Of berries. A stream trickles nearby.

A tood supply and a chance to rest are always welcome,
04) Nearby stands a copse ot tall slender trees,

Few animals venture 1nto these areds, particularly the
b1g nerd beasts wnhicn roam the plains 1n great numbers,
The detensive value ot the copse is readily apparent.
05) A pride of great tawny lecnine beasts seems 1o be
Tra1ling tne party. Tnere are 303 ot tThe animals, and
They appear 0 have dinner on their minds, with the
party as the main course,

There 15 a 5% chance that the pride will be distracted
from the party by a nearby nerd of the numped cattle,
[, however, the party snows tear (by running away trom
the hons, etc.), they will certainly attack. Lions are
a bit timid n many cases; 1f tne party should cnarge
the pride, there 1s an 8h% chance that the 1ions will
back offt in contusion, and decide Lo pursue some other
prey {one that doesn't attack}.

LION

AC - tmick tur if maned (studded leather, 5 nits)
- Jignt tur (s0ft leather, 2 nits)

Dodge - +4, -2 it 1n charge

HTK - 60 [temales-70%), 80 (maned males-20%)

#Wove - 12, 13 1n charge {maximum 60 hexes}

Attacks - ] bite, 2, 403, 18, 15; used when botn paws
T nave struck

-2 claws, 4, 404, 17, 13; 1tinese yreat cats
will rear and use Their Jront paws L0 swipe
atl their prey,

Most ot tne actual hunting and k11ling 15 done by the
temales; ithe males wili pace (or run} along with the
hunt, and serve to keep the prey n line - they will
attack prey that 15 likely to escape otherwise,

06} As far as the eye can see, the plain is tilled
With a huge hera of the shaggy, hump-snouldered range

cattle, Tney are moving ‘steadily past, but i1t seems as
1t vt would reguire days tor all of them I¢ pass.

It will require  some 36 hours for tne herd 1o pass, It
15 possible fur the party to  torce thneir way Througn,
but 1t will require 4 times tne normal time TO pass
througn the hex, and any Who a0 use this method will,
Of course, sufter exnaustion penalties {see the Well),
07} Tne party's path 1s cul by the banks 0f a wide
Tiver, The water tumbles swittly over the rocks toward
the center ot the river, and 1T appears that the middle
15 very deep, There does notl appear to be & bridge or
any Qther easy method to Cross.,

This river tlows east, and will eventually conjoin with
the big river al the eastern wall, It the party travels
along the banks, tney nave & 35% cChance in each nex at
locating a bark- or skin-covered coracle beached on the



bank {1f one is found, there 1is a 35% chance ot tinding
& second at the same place}; these coracles only nave a
capacity ot 4 people, and tney are aitticult to handle.
[+ the party uses one of tne fragile cratt to ¢ross the
river, they will be swept 1D3(g) nexes downstream while
making tThe attempt, betore tne circular cratt can be
Hrought to e1ther bank. Thare s a 5% cnance tThat the
cratt will overturn wnile atloat on the river,

08} Animals are encountered by the party.

Herbivores tend to De the primary animal lite of any
grasslands region; tnere are predaitors who teed on
them, nowever.

01-30 405 antelope
ANTELOPE
AC - Jignt tur {sott leather, 2 hits)
bodge - +3
HTK - 30
Wove - 16, 24 in panic

Attacks - 1 norns, 6, 205, 20, 19; used only in defense
1t cornered; standard cetense is to tiee

31-35 1 bear {25% cnanca ot 1D3 cubs)
BEAR

AC - thmick tur (cuirboilly, &4 mits)

Dédge - none, -4 1t standing

HTK - 36 {(cubs), BO {adults)

Wove - 6, 3 it standing, 12 in cnarge

Attacks - 2 paws, 3, 303, 17, 13; i1 DoTh paws strike,
T vicuim must make & saving roll against STR to
avoid being knocked down
-1 hug, 6, 604, 19, 17; attempted on any mwr
tellowing one in  which both paws have struck
and the victim has remaiyned standing
-1 bite, 4, 304, 18, 15; attempted oniy atrier
a successtul huyg
Bears are extremely proteciive of their cubs; it the
cubs are threatened, double all damage delivered by the
enraged momma-tear. Bears will almost always right in a
standing position; the charge is on all fours.

36-45 a herd of 606 wild norses
WILD HORSE
AC - medium hide (soft leather, 2 hits)
Dodge - +2
HIK - 16 {roal-15%), 3% (mare-50%), 45 {(male-30%),

60 (stallion.5%)

Move - 16, 24 at speed
Attacks - 1 kick, 8, 4D6, 18, 15; nind legs only

- 1 bite, 5, 203, 20, 19

- 1 rear and stomp, 6, 3D4, 19, 17; front legs
Horses will normally employ only one type ot attack at
a time. The normal reaction ot a herd stallion 1s to
watch the intruders warily, drive the herd ottt 1t
danger threatens closely, and tight ts  the death if
cornered, Males will aid tne boss stallion, but mares
seldom t1ght unless protecting Toals.

45-60 a pack ot 4pd wild dogs
{see Jungle 08 Tor description)
61-95 a herd of shaggy humped cattle
BUFFALO
AC - TRICK Mide witn shaggy fur {cuirboith plus
quilted cloth, 5 hits)
Dodge - none
HIK - 20 {calt-20%), 55 (cow-50%), 70 (bull-30%)
Move -~ 18, 16 18 stampede

Attacks - 1 butt, 6, 203, none, 20

Butfale tend to avoid situations where they could get
attacked (being near predators, etc.), The bulls will

tori a Mmass against any major threals they ¢an see, but
the likely response to danger 15 - run, sometimes right
over the danger {you get & 1ot ot squashed predators
that way).
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95-00 1D3{g)+1 bobcats
BOBCAT
AC - Y1ght tur (sott leather, 2 hits)
Dodge - 46
HTK - 24
Wove - 16

Attacks - 2 claws, 4, 303, 19, 17

-1 bite, 7, 1D4, 19, 17

-~ 2 nind ¢laws, 6, 304, 18, 15
Bobcajs tend to tignt in the same manner as
{see Desert 05).
09) Tne ground is growing sott and squisny, and little
Pools of water start appearing all about. The party's
teet sink into the o0oze,
This i35 an absolute darrier. Anybody who continues into
the swampy morass will disappear forever {GMs, please
note: it anyone is dumb enough to continue into this,
he deserves to die - such stupidity snould earn a full
and just reward}. Tne marshes will continue tor (2D2-1)
hexes 1n either direction that the party turns,
10} A yroup of mounted plainsdwellers is approaching
The party at a rapid clip. They are armed with Yances,
bows, and shields, and are wearing breastplates made of
shell and quills. It appears that they are heading tor
the party's position.
A bpand of 3D4 warriors is neading out tor a raid on the
village of another tribe; 11 is purely incidental that
they are neading tor the party. [t the party runs for
cover (GMs should check ftfor nearby copses of trees and
bushes), tne plains warriors will give chase. WuWhen The
party makes the cover, the warriors will give up, and
ride on, laughing; otnerwise, the party will be forced
to tignt, It the party stands (bravely?} to meet them,
they will surround the group, and play a bit, a warrior
dashing in {solc, they do have a rough sense ot honor)
and attemprling to snag 4 prace of equipment, eLc., with
n1s lance; it the party stands tirm, they'l1) eventually
salute and ride on (GM's discretion it one of tne party
attacks the warriors).
11) A drumming sound is heard trom benind tThe party,
and a cloud of dust can be seen approaching. As the
cloud draws closer, a flock oY giant hirds can be made
out, Tney near the party rapidly.

dune cats

These are axe-beaks, very large ostricn-l1ike birds with
4 raste tor raw meat. They will attack; it the party
does not  succeed in reaching cover in Time, they will
nave to tight in the open, where they can be attacked
by more tnan one bird at a time. In a copse, it will be
ditticult tor more tnan one bird at a time to attack a
person,

AXE-BEAX
AC - tnick feathers (hard leather, 3 hits)
Dodge - none
HTK - 20 (cnicks-20%), 6G (nens-45%), 80 {(cocks-25%)

Move - 10, 14 at a gallop
Attacks - 1 beak, 4, 305, 17, 13
- 1 kick, 8, 304, 20, 19; <can be made either

torward or backward with equal force

l%l In a large clump of trees 1s tound a deserted
plainsdweller camp; some of the hide and pole tents
were  Jett, and are still standing. A small stream
trickles through the site, and many 0of the trees bear
fruit or nuts.

The camp has been deserted ftor some time; the ashes or
the fires are very cold. There will be 203 tents still
standing; 1D3{g) ot ihese will be wusable. Searching
will give a 25% cnance tnat som2 dried meat can be
tound in 4 pouch, and that one or two pieces of pottery
are  whole enough 10 nold water, There is a teeling of
safetly to this area (the party will not be attacked
while nere, even it other encounters s0 indicate}.



Tha End
o
the journey

Tne Golden Spire

Wnat the flayers See:
Tne spire 1s set on:
{Desert)
a large rock pinnacie, which ras a relatively easy
path winding to the top. [t is ualikely any one
will slip and rall, but there is always that rare
chance: a saving roll against CON at & bonus ot 4
muyst be made to avoid slipping - it one slips, a
saving roll against REF will avoid going over the
edge of the ledge,
{Jungle)
a nign hill, with a patn leading to the top. This
area 15 sacred to the local natives, and there 1%
one chance wn 1000 (000D10CO) that tnere will be
natives in the area, wno will attack; a saving roll
against STM will allow the player to race wup the
nill, and nto the spire.
(PYains)
a Tlonely mll, with no other sections
ground around; the hill is easy to ¢limb.
Tne burlding is over 300' to the top of the pinnacle,
and is some 60' wn  diameter; 1t 15 constructed trom a
marble-like stone veined with gold, and polisned until
it retlects like a wmirror. There 15 an  arched entryway
in  the side taciag the path tollowed by the party, and
the golden gates are swung wide, It 'can be seen from
withOut that the area immedyately inside the gates is
brilliantly 1it with many lamps, and occupies the major
portion of the ground level; it appears 110 be quite
comfortably turnished,

ot nigh

GM's Description:
Wnen tne players enter the chamber,
peace and tranguility will come over then

a teeling ot
(remember

that all illusionary effects may be awarded saving
rolls, although at this point the characters should

nave 50 completely succumbed to the effects of Aold's
spells that no turther saves are necessary), and they
wi1l] nave no trouble resting, and recovering their wits
and strength. The room i5 quite ¢omtortably turnisned,
with many dwvans, Ilounges, and setiees, and there 1is
what appears 1o be a kitchen oft 1o one side where they
can prepare a meal {ot course, an yllusion ot a kitcnen
mignt come equipped with every modern convenience, like
a microwave, dispwasher, refrigerator, etc., rignt?).
Nnce the players have rested, they will likely try
to explore the tower. TYnere are two tlignts of steps
along the walls, one on each side, going up (tne GM 15
responsible for designing the remainder of the spire -
since 1t's a pure illusion anyway, he can énjoy nimselt
tnoroughly)., AL tne back of the main room {on the tirst
tloor, where the party 15 [or has been] resting) 1is a
neavy tloor-1o-ceiling velvet drapery. Behind th1s red
curtain can be tound a hedvy wooden aoor, witn & latch
and an obvious Jock (Complexity 3}. This door, when it
has been opened, leads to the next section of the tomd,

The Fourth Sectian
ot
the Tomb

The Sphere of Imagination

Hhat the Players See:

Tne area beyond the door seems to te completely
filled with a pearly, toggy light, shot with gpalescent
gleamings and sprays, and occasional interweavings ang
rogilings ot sparkling color, as of 011 on water., In the
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tar distance can be seen a rectangular
Much garker than its surroundings,

shape which 1s

EM*s Description:

Tne Sphere 15 1ined with & material wnicn is  the
equivalent ot milky mother-of-pearl; this substance is

very refractive (like a prism, in many of its effects),
and tends tTo confuse Tthe vision ot onlookers at tirst.
when a character nas gazed at tne Spnere for at least
3 minutes, nis vision snould clear (B0% crance, which

can be repeated each minyte thereafter, until the roll
succeeds}, and ne will be able to see that the Sphere
is round, and that it 15 some 100' in diameter. The
darker rectangle in  the distance can now be seeén to be
an opening on the opposite side 0f the Sphere. There 15
no apparent easy method of ¢rossing the 1ntervening air
space from the doorway 1n the golden spive 1o the dark
opening,

Tne Sphere does have some very interesting powers
embedded in it, primarily the ability to make wnatever
activity people believe that they are accomplishing,
the activity tnat they are accomplishing. For instance,
if a person ventures out 1RLO tne toggy 1ight betore
nis eyes become ysed to the lignt of the Spnere, and
slides his feet caretully along the tlocor {to aveid
tripping, or a pit, etc.), ne will find a tloor beneath
nis  teet, and will be able to make satistactory

progress, aibeit slowly; nowever, wnen his eyes clear,
and he sees that ne is walking on air, it will require
& reversed saving roll {reversed means the saving roll

must be missed, rather than made) against DSC to keeap
nis tooting in the air. Whatever a person imagines that
ne 13 capable ot physically accomplishing while within
the Spnere, ne will Dbe able to succeed in doing -
including tlywng, walking on air, the Tlitting of
tremendous weignts, etc,; all that 1is required 1is a
reversed saving roll on DSC (these should really be
made tor each activity, Dut the GM may wish to allow a
person  with an exceptionally low DSC [6 or less] to
make only the one raversed roll - such a character is
truly credulous, and liable to believe anything}. O
course, damage to the material of the Sphere, or Lo the
Spnere itselt 15 not  possible, nor wWill etfrects
imagined within the Sphere ftunction outside the Sphere;
creation 1is not a possible actioh within the Sphere,
although abjects wnich hnave been brought in may be
enhanced {all ennhancements will, ot course, disappear
when the objects leave the 3ntluence ot the Sphere; for
this effect, leaving the compliex of rooms wnich make wp
the tomb 15 considered leaving tne intluence of the
Sphere - this 15 The only area ot exception 10 effrects
tading when the Sphere 15 exited). Tnose players with
creative imaginations should have a heyday creating and
doing in the Spnere,

Tne sides of the Sphere are
beyond imagining. It a person snould tall,
a nard, smooth surtace, and 1t 1s virtually impossible
1o climb out Oon gne's own ROOK - s0me  torm ot nelp 3s
required, The tollowing method is suggested to handle
the damage taken by a person sSubject to & tall ot any
great distance:

shick, and slippery
1t's 50" 1o

DAMAGE CAUSED BY FALLS

§ Falls cause damage at ID6 per point ot tall. Points
ot tall are the arithipetic total of the 10's of
teet tallen {on a 50* tall: 1+ 2 + 3 + 4+ 5 =15;
on a 30" fail: 1+ 2+ 3 =6; etc,}, and snould be
calculated rtor the eftective distance tallen,

§  Eftective distance 7s determined by subtracting (or
adding) adjustments for varigus conditions to the
actual distance tailen. Adjustments are:

-10' ror a successtul saving roll against CDN
-10' ror a successtul saving roll against 5TM
-2G' tor landing on a soft surface

-20' for landing on a yielding surtace

-40' ror landing on a prepared surtace




{such as a blanket neld by a group
ot men, a satety net, etc.)
+10"' 1f either saving roll is missed witn
a result ot 23 or 24 {tc denote a
particularly bad landing)
+10' tor landing on an extremely hard surtace
+20' tor landing on a jagged or broken surface
+20' tor wearing tull plate armor or plate mail
+10" tor wearing heavy armor (chain, scale, nalt
plate, etc. [other than tull plate])

§ A1l adjustments are cumulative; landing on a jagged
surface wnich is also extremely nard (broken and
jagged rocks) while wearing tull plate armor would
add 50' to the distance of tne tall. Note that it
s very possible for adjustments to balance out, or
tor positive tactors to be cancelled out, or over-
conpensated tor, by negative tactors,

Tne GM snould remember that all tne things which
tne players are allowed to do in the Sphere are truly
yilusory, and are limited to pnysical actions (players
should not be allowed to “imagine” great ideas, or thne
summonings of demons or gods, etc.). Also, the items
enhanced are limitied to non-magical ennancements, and
enhancements 10 the appearance of the various objects.
Tne GM snould not allow a player to imagine tThat nis
sword 15 now capable of tlaming or tlying, for example;
it, nowever, tne player imagines That his sword has now
been snarpened expertly to give it +«2 bonus 10 hit for
sharpness, such a bonus should wusually be allawed, but
the GM mignt wisn to nold even these minor amendments
wWithin reasonable Yimits.

The Fifth Secrion
of

the Tomb
Tne Resting Place

Wnat the Players See:

Tne dark opening leads into a rectangular room 10°
nigh, 40' wide, and 20°‘ deep. As the party enters, soft
1ight begins to glow from the ceiling, and all the tine
detail ot the room can be seen, On each ot the Two Side
walls s a shelt laden with assorted boxes and small
aobjects. The back wall 1s covered by a curtain ot heavy
green cioth, and the walls on either side of the enlry
are painted witn elaborate murals. In the center of the
rgom 15 a large, caretully carved, ornately embellisned
sarcophagus ot pink marble and golden metal.

GM's Description:
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This 15 Bold's tinal resting place. After ne was
placed 1n the sarcoghagus, and it had been sealed, one
ot his tellow mages set into eftect the illusyons Aold
nad built nto nis tomb (with a one hour delay to allow
she burial party to exit, of course). 1T was expected
nat the spirit of the oid illusionist would wander his
tomb, and enjoy some ot its treasures {and some of the
pleasures to be found 1n the golden spire - GMs take
need: the tower s not all danger; even it all of tne
treasures and pleasures are all illusions, there are a
good many of them}; it was also expected that he would
be of at least some aid in  protecting his tomb ({Aoid
was a good bit more of a realist than his fellows - he
didn't expect to kang around; bul he ¢id want 10 make
sure no ordinary, everyday grave-robber succeeded in
carting ott the treasures ne had created}, operating
some ot the traps with wnich most other mages expected
tne tomb to be tilled, scaring oft would-be looters by
nis very presence, ete. (littie did tney realize the
warped sense of humor tne old man possessed),

Tne protection Aold din Heradkon placed upon nis
treasures (tnere 15 1ittle in the way of actual coinage
and gems - most ot Aold's tortune went o his cnildren,
or into the construction ot thne tomb) was, as wsual,



illusion, but most powerful illusion indeed. The varied
objects on the two shelves are seldom what they appear.
All, or nearly all, are disguised in some tashion, even
it only mis-direction (a particularly arcane-looking -

and thoroughly enchanted - tor¢, tor instance, can be
found 1inside a rather plain box; the BoOX 15 The true
treasure, while tne torc [a fancy collar of a style

developed and worn in ancient Ireland] is simply a hunk
ot enchanted metal),

Descriptions of the i1tems tound on the shelves are
given in terms ot appearance, with true shape, powers,
etc. in parentheses. There are ten ditterent items:; tne
GM may arrange these on tne shelves to nis taste:

Ol) Carved wooden box, 18" cubic, with runes scribed
on the tour sides; inside is a golden torc. (The box is
the creation machine described in  the Atrium, and nas
enougn material to make 18 garments, or 30 meals; other
objects require more of the substance retained, and so
will exnaust it more quickly; no metallic objects.)}

02) A wooden book rack with 8 thick volumes in ity the
exteriors ot tne books mave golden lettering, witn one
letter larger than the others, but the interiors are
blank. {Tnese are the mage's spell books. The interiors
will remain blank until tne wvolumes are removed from
the rack, and arranged back into it in proper order, 50
that the larger letters spell “HERADKON"; they are now
in the order "ADEHKKOR". Tne spel) books can only be
understood by a mage ot elite level,)

03) A carved onyx case, velvet lined, with a plain
gald neadband inside. (Tnere is ancther small gold ring
under the velvet, Wnen both of these are worn Logether,
they provide 1tne wearer with The appearance or tThe
tinest raiment one can imagine; they also Increase a
person's overall APP by 25% [dwarves can look good].)

04} A small leatner case, containing two wands, one
s1lvery, tne other golden. (These were Aold's most
tavorite possession, having beea made for nim by nis

wife, Wnen bOTh batons are used 1o conduct, they Create
the sounds ot an excellent orcnestra; tne silver baton

controls wogdwinds and brass, the g¢old strings and
percussion.) |
05) An aurochs norn, lipped and tipped with silver,

and banded with leather to attach a strap tor carrying,
There are tour rubies spaced equally around the lip.
(Tne norn can be used tor eitner drinking or blowing.
Despite the nole in the tip, wine {exc.) will not spill
out - nor will it run out, until the horm 1s emptied on
ane long pull (alY 7 quarts wortn), [t blown hard, the
horn can be heard tor over 10 miles, and nas a timbre
so distinctive it cannot be mistaken; 1t blown sattly,
it w1)1 summon game [5% chance of mucn o0 much game].)
06} A jewelry cnest, 18" by 9" by 9" nign; ¥t contains
a number ot small objects. (The jewelry box nowls 1t
opened by wnautnorized nands [at this point, anybody's;
the only autnorized hands died 4,000 years ago]. There
is notning special about the objects - justT knickknacks
and keepsakes that were buried with Aold: rings, small
ceramic statuettes, cameos, a little ivory rod, etc.)

07} A neavy block ot polisned black stone, 1' cubic:

T has a small 1" mole in one side. (A0ld's “camping
gear®, Cthis 1is a tesseract which can wntold into a neat
Trttle cabin 12' by 12' by 8' nign; 1t 15 completely

equipped, including kitchen, bath, etc. To open 1it, a
key must be 1inserted; <the key can be tound among the
small coilection ot keepsakes 1a item 6 - 1T 15 a small
ivory stick about 6" long and 1/2% in drameter. [t
opened 1n an area to small to contain it, the tesseract

will explode, doing letnal damage to anything withnin
50'. To close, the key 15 simply removed from the
daor .}

08) A clay statuette about 1° nign, depicting a young
couple kissing., (Actually a mini-servant, capable of
expanding to 10' =wali [1' is the minikun neight]. The
golem will ftollow simple orders, wnen pretaced hy the
command word; the <command word 15 engraved on the
statuette’s bottom, bul the illusion*s glamour must be

removed to read it.)

09) A box of wnitened wood, 12" by 12" by 6”"; the
ottom is hollow about 2% up, and a pair ot wires are
stretched 1o form a cross, helding @ penpaint at their

juncture, {Tne automagical scribe will write, in a tair
nand, whatever is dictated to it, when 3t is sitting on
paper, vellum, parchment, etc. The scribe needs to be
programmed to a particular language, butl tnis is  done
by talking to it steadily in that language tor 2 days.)
10} A mirror of silver, highly polished and so truly
ground that no impertection can be tound; it is mounted
in a trame of epony. {(Tne mirror w1)l snow 1tne true
mien of anything seen in i1l - a mirror ot truth, i can
also be used to show scenes of areas witnin one mile ot
1Ls position, provided the viewer knows The area he
desires and can pictuyre it mentally - the scene  shows
the area as it currently is, including innabitants.)

There is a way that tne pariy can switch oft the
illusions, particularly tnose in the Tuanel {which are
the most ditticult to nandle). Whea (and 1t) the marble
sarcophagus 1s opened, tne mage's skeleton, unadorned,
will be tound., [t the coftin is closed, no desecration
of the remains, most ot the major iliusions in the tomb
will be turned ott {tne Tunnel, ncluding the spire,

the Well, even the tountain in the first chamber - The
Sphere wyll be lett as is, since, it the Spnere were
turned ott, it would be impossible to get out}. The

be apened and closed for tnis etfect;
desecrating the remains in any way will leave all tne
illusions active, and release a particalariy vicious
illusionary monster 1o wander tne complex, The monster
will appear 1n the Resting Place witnin 1D20 mr [(.25
to 5 minutes] atter the desecratien 135 pertormed; it
will pursue the party, drawing ever closer {or maybe
lagging back just a touch), and will tinally catch thes
1 the Atrium, where 1T will gleefully tear them into
illusionary pieces {it's hard 1o kill an illusion, even
it you belyeve 11's dead). Those poor wreiches who fell
1o the Door Trat Falls will not be touched by ths
manster, as they will be unconscious and totally wnable
to respond to illusions {unless, of course, the pariy
gets there with sutticient lead on the monster 1o wake
them up - tough Yuck it they do).

The Monster

Tne monster Aold created, 1n a form Ot stored, but
releasable, illusion, stands about 13' 1tall, It has the
head of a Y1on and body of an ape, six limbs, and 1s
covered with a ghostly white tur. Tt 1s armed with sets
ot extremely long claws on each paw, which appear able
to do horrible damage when they connect; they glisten,
1ike some arcane or incredibly torged metal, and would
seem able to tear good, nigh gquaiity steel plate into
little pireces of metallic confetti, There 15 a waniacal
look to tne beast's eyes, and any who meet ils gaze
{75% cnance tor one who stands nis ground to tight)
must make a saving roll against D5C or tlee in  terror
{it the DSC SR 1is tairlad, a saving roll against STM at
a bonus of B 15 required to avoid neart tailure trom
sheer fright). The beast has a thick tur equivalent in
armor class to chain mail; it absarbs § points damage
per blow. It does not dodge, going instead straight tor
its opponent {dodge penalty ot 4). [ts claws nave a Rit
prob of 8 tor the twQ upper paws, and & tor the lower
ones - they are capable ot delivering 604 damage on a
successtul blow; it can  attack two Oppdnents at  once.

sarcopnagus must

Possessea  oOF an dmense vitality, the beasi requires a
total damage ot 280 nits to k31l 1t . [T any +1ghtl This
monster and survive (not bloody likely!), experience

gained is only 1/4 ot normal, since 11 1s an 11lusion
{aven 1+ 1t 15 an extremely powertul onej.
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ASSASSINATION SCENARIQS

AND

ESPIONAGE ADVENTURES

A. "Tne Radisha Must Diel™

ENTRODUCTION

Or the past four years, TRe orgs Of the
ot Peace have been fieeing Their caves and
escape the 1nvading Lizardmen, and pressing nto  tne
toothills and valleys ot FEast Darlan, 1T0 menace The
numan  and wood-elt settlements of that tertile clime.
AT Tirst, this amounted to little more than roving
1ndependent bangds ot ten or $o, which plagued highway
Trattic or an occasional tarmnouse, but were easily
draven away. As more refugees joined their ranks, the
orc bands grew larger and more desperate, and somelimes
made Aairect assaults on  the treenolds of the area, But
even 1n large numbers, tTheé orcs wereg Aol conesive
T1gnters and were still beaten back by tne allied
militia tormed by the numan townspeople and tarmers.

In the past elght montns, however, 1The Threat
posed by tne Invaders has greatly Increased, Apparantly
a large band ot orcs nas captured tThe mountain toriress

Mountaing
viliages to

ot  Hign Crag, wusing magic, slege engines and sound
military tactics - none ot wnicn 1% normal  orcish
practice. Rajas on tne farms and TOowns have been less
trequent ot late, but those That have ocCurred have

peen well-organized and s0 successtul that the Town's
people nave pooled thelr resources LO Nire a company ot
Sworn Swords to aeal with tne problem,

Trne commander OoFf the Sworn Swords, Jarus Ironside,
nas reason 1o believe that the orcs have a new leader
®WNO 15 organ1zing the railas. Or¢ prisoners taken during
4 reCent attack speak of the Radisna, or Great General,
an orcisn legend come to )1te, The prisoners alse speak
ot ditterent orc c¢lans fignting under the Radisha's
tanner - wnich bodes 111 1indeed, tor rew rHave ever
been able 1p unity the usually quarrelsome orcish clans
into a conesive torce.

Clearly, tne Radisha 15 a very real threat to the
entire region, but Jarus has less tLhan two hundred men
and cannot arfora to meet The oOrcs 1n open battle,
Atter much anguished deliberation, Jarus has come to a
very un-mercenary decisyon, Unable o c¢nallenge the
orcs directly, ne nas resolves 1o defeal tnem trom
within., He 1s sending a small group ot tighters and
tnieves, ostensibly disguised as orcs, Into the valley
6T Hign Crag on a dangerous (some would say toolhardy)
mission - to find tne legendary Radisha, tne leader of
the g¢rcs, and k11l nim,  Jarus “peljeves thal wiThout
thys  strong leadersnip, tne usual tribal rivalries wild
splinter tne orcisn  alliance, and the Sworn Swords will
be able 10 clean up the rest,

Jarus w1l pay up to $03,000 GP (10,000 GP per
surviving player} for detinitive proot of the Radisha's
geath - like nis n2ad, He will a0d  a bonus ot 5,000 GP
per player tor tne rescue ot any survivors af the nobie

tamily of Hign Crag {tne bonus 15 being tinanced by
relatives 1n Mandelai}, altpough nis  1ntelligence
SCOUTS INs1SL Thatl none of the de  Monteburk's ramnain
alwve,

Jarus will OuT¥1T the qadventurous 1ntiitrators
with any supplies and weapons they require, and ftully
brier them on all ne and h1s scouts nave learned. He
will, newever, 1ns1ST that their mission be kept as

secret as possible, even among Tne Sworn Swords, lest

the Radisha nave sples ot h1s own

GM's Background:

Jarus Ironside’s assessment of the $1tuation  is
not  far oft, Tor a leader has indeed risen among the
Orcs. Gazrath, ap uruk of the Bear clan, an experienced
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15 a bald  and cnarismatic feader., WiTn the
41d 07 nis OTrICers ana iralned uruknal mercenaries, ne
has  enforced order among tne bedraggled retugees  trom
Lhe mountain clans, Torming the nucieus of a developing
army.  Gazratn's  WRposing  physicel  sTrength,  his
tiynting  acumen, ana torcerul personality have brougnt
N to prominence, and N1s  great <uccesses In recent
monins  ndve convanced the overwhelming majority of tne
Orcs that ne 3s  the Radisna, tThe promised general who
will leac tnem Lo conquer Thne worla.
Gazrath also nas tne ala  and
campaigner and siegemaster, Yolper, an
knowrn as  "Uncle Fox", for nis rank
Kethrin, the warrior-god popular with the mercenary
uruknal. It was VYolper wno engineered tne capture ot
High Cray, and wno does most of the long.range planaing
and strategy; but 1T 1s  tne magnetic personality and
physical strength of (azrath that the orcs rally to.
Yolper and most ot thne otner atticers encourage the
Radisna legend among The troops, 10 uaprove  ever-
-fragiTe orcish morale.
W1Th tne capture

secure bDase, and thay

mercenary,

advice of an old
uruk who 15 also
as a Priest ot

ot High Crag, The orcs have a
have bDeen drilling n  weapon
sk1lls  ana battietrield manuevers under thne  stern
tutelage oOf the wuruknal. A5 news Spread amony The
c¢lans, more and more retugee orcs nave touad their way

o High (rag to swell the ranks of Gazrath's army.
Several new villages nave been built in the valley, and
tne fields are tenaed by orcs not able T0 TIGRT or

numan serts whe didn't run tast enougn when the Castle
was captured, Those wno know sometning ot armor-making
Or working 1ron  are nard at work LO equip the army, but
tne principal weapons are knite, bow, and spear, Swords
are very rare and jealously quarded by tThose Jucky
enough to  own one (or H1g engugn Lo bully 1t out ot
someone else).

iazrath pas made contact with a nwnan that the
orcs call "Karen", wno 15 willing to sell the orcs one
hundred-fi1tty well-torged broadswords tor 15,000 GP
worth ot gams Taken from the Treasure Ot
promise ot swords has

High {rag. Tne
encouragea the Qres,

who  driil




daily with crude smieldgs and wooden swords, 1n hopes ot
being good enough TO De glven one of The prized
weapons, None of  Ttne Orcs or yirdkha? Krnow the Trug
1dentity of Karth, but thnelr desire tor swords s
greater than tnetr distrust,

Kartn s actuwaliy one Sgt. Murkin Peddy, the chietr
supply officer or Jarus [ronsides' Sworn  Swords, Witn
11tete nope ot advancement and nothIng to 100k rorward
Lo but & meager pension, he nas  Laken nis  own steps
LOWArg Tnsuring & <ourortable retirement somewnere 4
nealtny distance trom all orcs and mercenaries,

Jarus'  decision to use assassination &s 4 weapon
goes against all mercenary codes and Traditions, and 1T
welghs neavily on  nis conscience, He 35 not really
expecting tne player cnaraciers 10 survive 1t tney
complete thRewr mission, TOr the orc's revenye on Lhem
1t they are Caught would bGe terribie. Tne secrecy ot
the m1ssion 15 Moreg Lo protect Jarus' reputlalion as  an
nororable mercenary tnan To insure The mission 1tselr,
[t the players do not, betore or arter the mission,
keep  Thelr moutns  Shul, There 1s  an  excellent Chance
{85%) that Jarus will Seek to hnave Them $ilenced
permanently, 1f tne players do keep nis secrer, te will
probaply (80%) deal nonestly and pay up. Tnere 13,
nowever, a 20% cnance Jarus will still come to regret
ni1s decision, and seek 1o eliminate ali evidence.

On Qres and Uruknal

Tne or1gin of the orcisn race nas long been notly
debated among the races of the world, Yarious legends
and  S0urces Contend Thal the Orcs are the  descendants
ot a "rallen" 1ribe ar elves ({althougn elves dispute
Ttnis}, Or tne spawn Of an evil wizard's 1ncaniations 1n
he depins  of the mountains, or minor demons judged not
evil enough tor Hell. A pious tew contend that orcs are
d  punisament sent Trom the gods for The $1ns  Of  the
world,

Tre orcs themselves waste hittle tune tThinking
about wnence tThey Came, for They are rar more
1nterested 1 survivdl in the present, and the glorious
Tuture yel Lo come, Orcs rirmly telieve  that someday
the legendary Radisna, tne Great General, will arise
and lead them to conguer the world, Many have c¢laimed
the T1tle, and orcs have tollowed Them, but as yet, the
Worlag remains uncongquered, and the Orcs remaln  Tor tne
Most  part a downtrodaen, nomeless pecple areaming Their
dredis of glory.

Tne orcs thal the players will encounter on This

adventure are  diTteérent trom  TREIr COusInsg in Haven.
Threse orcs  are more prumtive and know Tittle  of
numankind or C1vilized lite. Tne GM may share genera)
mtorination or  orcish culture as  s/ne  wisnes, since

Jarus would certainly briet the player <characters on
Whal Lo expect.

res an Thelr wountaln habitat are  tribal, livang
in clens OF forty or so individuals n small wviliages
or cave complexes. Clans usually are 1aentitied by a
totem animal, such &3 & wolt, bear, or snake; 1Tnis
WOLIT s frequently worked 1Rte  personal adornment or
worn @5 a badge. The oOrcs dre  prinaritly hunters  and
gatnerers, th himited  agricuitural  and  livestock
noldings 1t whe clants  territory 13 suyitable.  Tne
anunt and guality o the clan's Lerritory governs ine
31z¢  Of  ine clan, and how  prospercus 1T 1s.  For the
MQsL parl, Lhe MOUNTaIns  are nol prhue real  estate, so
1T 1 NOL Surprising  TRAL many clans survive by raldaing
Other orcs, or  any hapless numan  settleient  or
travellers they encounter,

Tne clans are ruled by cniefiains, usudlly the
biggest ang  Toughest male. Tne cidertain nglds Ras
pOSTILIGH  unt1) S0MebOGy Bigger and TOuoher Codies iiung,
erther  tvren witnin tpe clan, 9r  {as nappened 4t Hign
(rag} a consolidat1on of Clans OCCUrsS, 10 which Case,
The DI1ggest ana toughest cniertdin ruies dilt.

An arc's  pos1Tion within  the cian 15 a caretully
weighed (and trequently cantestza) balance of gominance
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Every orc guickly learns wno ne must
ne can bully around, This 1s Tne
relationships, a pecking oraer. An
take canay from a baby, and give 1t
awdy with pititul eagerness L0 anyone capable or
thrashing him  for 1L, Squabbling and tighting emong
Oorcs 13 tne  common metnod ¢t determining one's place n
the merarcny, and 13 & frequent occurence, Thnese
tignts are more  Tike brawls, with thne wedker tree 1o
surrender 4t dny time, and only rarely cause eltner org
any serigus harm  {(except, perhaps, To wneir pride),
Most orcs are pertectly willing Lo surrendger or run
daway when clearly outgunned, a t4Ct whicn nas frus-
Lrdled many an  Orcish  commander Througndul The Cenlu-
ries, bul Insured the survival of the species,

Brute strengta 15 not  ihe only way 4an Orc can  get
a Iittle respect trom nis  rellows, altmough 1T 15 the
MosST  ConvaIngIng, Having a D1g triend wnd appears raady
L0 derend ane's SCrawny neck 15 4lso errective, as long
4% one's triend 1s around. Cleverness, particularly n
Oulwitlling  engiles, 15 also aomired - a good nsult or
sneaky Trick Can take an  orc tar, Any ability 10 tThe
arcane arts yives tne wielder a measure of  power over
The  Superstitious orcs, who use iittle magic. Ang
nolnIng beals a good bluff; & good deai Of A0MInance s
sneer bluster,

and submission,
submit To, and who
hasis or all sacial
orc w1il gleetully

The Urukhal

The urukhal are an Inbred sTtrain OT ores
on tne average, bigyer, stronger, &nd meaner than  their
lesser cousins, Trained troi cn1idnosd 1n a  $partan
m1l1tary tradition, tney are priwarily tignters and are
frequently touna 4s mercenaries, They are even bigger
pullies tThdn orcs, bul dare much Tess easlly cowed.
gruknar mercenaries generally adnere o tne same codes
Lnatl mercenarigs Of  otner races ac¢, although Tneir
loyalty to an employer can  rluCtudate 3t Tne uruknal's
own - conmmanger 1% replaced  (wsually n  duel), Many
urukhal, 1nciuuing thase of Gazrath's company, tollow
e mercenary's god, Ketnrin {see Free (ity ot Haven
TOr more Dackyrounda on Ketnrints cult),

Dueling among tne  urukhal 1§ Taken tar more
seri1ously than the squabbles over dominance among the
orcs, There are two rules governing tormal  challenges
belween uruxnal: i} One way not ntertere n &
private duel, and 2} Tnere are no otner rules. Tne
dominance/submission Lraditions ot urukhal are closely
reiated to military rank, and cnallenges are relatively
rare events. All  uruknai, of cource, are dominanl over
any orc, by derinition, and wasle no Time asserting 1L,

Wno are,

On temale orcs and urukhal

ATtnougn some do say that Orcs are spawned 10 cess
peols, tmis 1s not true. Tnere are temale orcs, and
ithese  produce Iittle orcs an tne usual manner, 1n large
nutibers.  The Birtn rate anong orcs {and kobolds) s
nign, bBut >0 15 the Wortdlity rdle. Mres  seem Lo nave
wgny enemies 10 thg world,

A vesale orc's pasition an a ¢lan 1$ sunilar Lo a
maie's - she bulites others sne can, and 15 bullied 1n
Lurt,  AS$ & udenerdl rule, most males  dowinale @St
remaies, being bigger. Female aros  are Tough creatures,
THQugh, and  They  survive  The  Lardships o hanger,
rignting, cntldbirth, snd  generally llve  ignyer than
The wmales, Orc women are nol €ombatdnT 1n the  usual
sense  and  are rarely tigniers (excepl angng  thein-
selves]. rc women 40 mest of Lhe domesTic  work around
tne villages,

Orcs do not nave  formdl  tamilies. Male orcs  sow

Gals wherever thney can, ang mosT  Temales do not
object. Fignting over temaeles 15 part of tne doilnance-
-subrnssion tradition, anag temales are just as tikely
o tignt over males. [nrants are flercely protected by
Thelr mothers wnlle They are  stii) small and tuzzy, but
older children tenda to be ignored or bullied, Orc
chrldren drean ot the day tney will pe  strong enough to

Thelr



assert tnelr place 1n tpe clan, and meanwnile practice
picking on kobolds, small anwmals, and eacn oTner.
Females among tThe Uruk-nal have a somewhat better

position. Many are Trawned in  the same  military
traditions as tneir male counterparis, and some  are
able Tignters, Tnose not trained as tignters sSuppori

The mercendry bands as medics, ¢ooks, and mothers ftor
tne younger uarukhal, Rarely do uruk women perform the
common domestic cnores of daily Ii1te - there are
grdinary orcs, and somerimes numan slaves, T0 0o tnat,
Uruk women are much  wore likely T0 stay palred with a
particylar male for perioas ot time, and are less
Tikely to submit to a relationsnip they don't want,

Cnildren are beiter cared tor among the urukhal,
altn0ugn ine Cconstant tralining Tor agulthood 13 hard,
and some do not  survive 1T, Weaklings have no  place
aiong the proud urukhal,

ffazrath's  Bearclan npas very few  women  and
practically ne cnmildren, since they were a wandering
mercenary band, not a settled tribe. Tney nave sent tor
the remainder of  the clan, nowaver, and anxiously awailt
their arrival,

0o the Lingua Jrcisn
Very tew Of Lhe orcs ot the Hign Crag area speak

any language but orcysn, Tnerefore, & knowledge of
orcisn  1s vital  to the players' chances of survival
among the enemy. £acnh of the characters given for inhls
scenaric nas soime degree of familiarily wilh oOrcish,
{Tmis was one of the reasons they were volunteered,)
Level ot competency 1n  the tongue varies, however, and
15 explained below:
Pidgin - Knows only tne simplest phrases and nas a very

limited vocabulary. Apt o sound Yike baby-talk

("Me know you") or to wrangle the grammar badly.
Falr - Can compranend sinple sentences easily, and make
conversation on a limyted basis with only minor
{15%) chance ot error. Knows ordinary granmar
and vocabulary enough to get by, but apt To
stumbie )T pul under pressure {1.e., arguient or
detarled discussion},

Average - Understands and speaks well enough TO manage
mostT everyday stituatilons, with a reasonable
vocabulary. NoU up to eleguency in philosopnical

discussi0ons, bul nelther are orcs, most or  whom
are at this level.
Fluent - Yocabulary and
even distinguish Detween accents

ditterent clans.

understanding excellent - can
and dialects of

The Player Characters:
To succeed -  and

survive - on Tthis m1ssion, the
players need a balance ot tnier and Tignter ski1lls. Tne
toliowing 5 characters are suggested fTor use 3in  Chis
-scenario, with players allowed 1o tTranster experience
earned 10 tn1s  adventure to their regular cnaracters,
[t the group thinks 1% needs additronal muscle, 3 more
Tighiers are provided, [t 1s assumed that these hardy
souls  "wvolunteered® ftor this mission, although it may
well be That the aiternative o volunteering made just
troopinyg Into an orc stronghold look like a testival
piceic L oL,

Jarus will provide any normal  artor and  weapons
the players want -  swords, Dbows, spears, ets. These
will be 1ssued out of the couipany's supplies, as will
be any other normal gear - rope, pICKks, Torcnes,
clothing, 2tc., Horses and tack <dan also be provided,
The otTticer dispensing these supplies 15, of course,
Sgt. Murkin Peddy, the trattorgus “"Karin", He will not
44K QuesTions  of Tnem uniess N1S SusSpICIons 4re arguses
by Lheir conversation. [t ne learns of thelr mission,
fie wiil alert Gazratn to Inis INtOrmation ir his fetter
darranging thelr meeting (see Timetable of Eventis)., [t
ne  sees a4 safe opportunity, ne may also  attempt to
s4b0Tage The equipment given Oul - wWeakening the ropes
or tne Cinches ot the saddies, etc.

11-3

[t the players ask Jarus tor magical aids to nelp
them on  Their guest, there 1s & 20% <nance that Jarus
will provide one or more of the Tollowing items (roll
separately tor eacn}:

1 vial nealing potion {5 doses,
+106 danage healed}

MR saving roil or

1 vial contact porson {3 doses, STWM saving roill or
-1D8 to STA)
1 set Spiderpaws (on nands & teet, can climb any

vertical surtace with 98% ability)

1 Pass-key {(1D6 wses - will 71t any loCck when
1nserted 1nte keyhole; will nold that shape untyl
used in ditterent lock)

1 bag small marbles {5 glass marbles - when Droken,
cause no damage, but a loud explosion and much
smoke)

1 vial sleeping potien (5 doses,

only -~ MR 5T or sleep 1D6 nours)

If the players think to request 1t, they can be
given weapons, clothing and gear {3including totem
badges), belonging 10 the orc prisoners of the Sworn
Swords, greatly i1ncreasing thelr authenticity,

internal use

Disguising the Player Characters

Tne disguise provided for the player characters
comes 1ip three Components, which have varying scnedules
ot maitntenance,

1) A vial coataining a dark 11quid with a strong musky
cdor that must be rubbed Into thne skin over most of
the body, 10 give the characters the A1sTInctive
smell of tne orcish races., The 1iquid snoulid be
reapplied every 6 hours 1o retain tull potency, ana
will wasn ott 1n water. The players' noses will
adjust 1a an hour or sa, though tne smell 15 Tikely
to linger tor several days for numan noses, and a
tew weeks after tne mission tor animals

2} A potion that, wnen swallowed, will
gag and croak ror a winyte or twa. It effectively
hoarsens the voice soone can speak Qrcisn properly,
Ouration 15 2D6 nours. A canteen Or two OF the wile
TAsTINg Stutt is available.

3} An Illusion of Signt spell cast from a scroll upon
the players, changing thelr appearance to that of
orcs of the same general bulld. (Those players of
combined STR and STM above 28 wi1ll resembie uruk.)

A1l character stats remain unatfected by the spell
except Tor appearance, which goes down 5 points on grgs
and 4 points on urukhal.

Tne 11lusion will last 3 days plus 1017 nours trom

The time 1Tt 1§ Cast, $0 it s sugggested <that players

carry the scroli umst1l they are ready to assumeé their

disguise, They are warned that 1t is an [llusion ot

Signt only, and does not extend to toucn.

cause ong 1o

Any player
witn experience with magtical enchantments mignt realize
that tne spell would emanate a stromg aura of magic
when activated, detectsble to a magic-user.

THE PLAYER CHARACTERS

Shanlin

Snanlin ot Mandelar 1s &4 midale-aged thier trom
an upper class background. She originally journeyed to
this ared o see it she coula recover someé oOf  The
treasures ot Hign Crag that are likely to be in the
possession Ot the orcs. Untortunately, she ran  across
Jarus wnile atlempting To gei  1ntarmation about tThe
Current situation from the mercenaries. Jarus, who 1%
well aware orf per background, threatened 1o ship her
pack TO tne autherities oOf Mandelar 1t sne did not
cooperate,

Srnaniin 1s tne
involved 1n assasinations betore. Due
and ner quiCcK wits, she considers merself the most
logical leader tor tne group. Snhe 1s  &lso the only
member of tne party who 18 FLUENT i orcisn,

Snanlin 15 petite and dark [wnich the d1sguise
cannatl change much}, witn & level nead and excellent

gniy one of ine party wno has been
Lo her experience



powers oOf observation. She 1s
part, but 1n her Intensive desire tor the
succeed, she may torget the essentially
role a temale orc plays, Sne 1s used 1o working
and 15 aptl to be 1mpatient with the group.

Her sk111s 1nclude Ketting {the throwing O a

experienced In aciing a
mission 10
subserviant
alone,

net),

Reading, Writing, Mountaineering, ana Entertaining.
(See TGI tor detayled explantions ot these skills.)
SENSE TRAPS 40% LOCATE TRAPS 20% SILENT MOTION 45%
OPEN LOCKS  40% DISARM TRAPS 50% HIDE IN COVER 40%
HEAR NOISES 40% PICK POCKETS 90% CLIMB SURFACES 99%
Lorrill

A wood elt, Lorrill was ‘“volunteered” tor tnis
mission after bDeing caugnt stealing supplies {tor his
improverished tribe, ne clawmed) trom the mercenaries’
commissary, He has good reason 10 hate ords  $1Acée The
elves have suftered from orcisp raids,

Lorr1ll 15 more of a woodsman and Tracker isan a
thiet, His sk11ls wn¢lude Tracking, Trapping, and Firstc
Ard. He can read only nis own elvish Yanguage, but he
speaks tThe common tongue well and speaks FAIR orcisn.
0t all 3he party, nhe 1s the least enthused about their
disguises. He 1s &lso drstrustrul ot Morgul because ot
n1s orcisn blooad.

SENSE TRAPS 22% LOCATE TRAPS 30%
OPEN LOCKS  40% DISARM TRAPS 25%
HEAR NOISES 30X PICK POCKETS 55%

Morgul

Morgul, a nalf-orc, was raised by nis human mother
0 hate orcs, though up t111 now he has swmply avoided
them, and really doesn't like anybody very much, As a
naltbreed, he has been an outcast most of his lite, ana
nas become an excellent second story thiet, but 13 a
Tonely and bitter man.

Morgul speaks AVERAGE orcish. Morgyl's reaction to
meeting  $0 many orcs 15 left to the player's discretion
- whether ni1s mother's teaching Intlames ni1s natred, or
whether ne tinds a teeliag ot comradespip anong these
d1stani cousins that appeals 1o nwm,

Morgul's sk1lls 1nclude Locksoithy, Blacksmitny,
and Mountaineering, and ne nas a set of lockpicking
tools {complexity 3},

SENSE TRAPS 30% LOCATE TRAPS 45%
OPEN LOCKS -80% UISARM TRAPS 50%
HEAR NOISES 30% PICK POCKETS 70%

Gavin

Gavin 15 a  tormer mercenary
whose escapades nave been less tnan
So, while ne dislikes skulking
the night, there 1s That reward o considered He
15 alse aware that Jarus 1S bDreakiny the mercenary's
code 1n sending them 0N an assassiInation mission,

SILENT MOTION 35%
HIDE IN COVER 40%
CLIMB SURFACES 82%

SILENT MOTION 35%
HIDE IN COVER 35%
CLIMB SURFACES 99%

turned agventurer,
lucrative ot late,
around like thieves in

Gavin 15 experienced 1n castle dgetense, and nis
ski1¥s 1nclude Cartograpny and Architecture  (wnicn
gives nim a +20% bonus 10 searcning tor secrel  doors)

and a Mastery or First Ard. He speaks FAIR orcisn.

Gavin  also has seripus doubt about the parily being
led by a woman, and 1S apl to be critical of shanlin's
decisons,

Biglug
B1glug" 15 aot ni1s real name, of course, but The
nickname seems t1tring. Biglug 15 a mountain of muscle,
bul was a4 b1t shortchanged n the 1atellect deparunent.
atter all, ne actually did volunteer tor tmis job!
B1glug loves Tignating and Dbeer. He nas already
dgecided that Gavin 15 a very good tellow, and is more
apt to listen to mm than Snanlin. He speaks PIDGIN
orcish (ne only speaks FAIR common!}. His skills are
1wnitea to Husbandry, bul nis sense ot smell 15 good,
50 that he nas a 25% chance ot R#OLICING when  inelr
smelly disguise 1s wearing thin, Whether or noi ne witl
tnink TO mention T 15 sameLning else, ot course,
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gptional Player Cnaracters
Ander

Ander speaks FAIR orcish, and h2 has a deep and
ab1ding hatred for orcs {His brother was xilled n a
recent raid). He 15 eager to k111 To avenge nis brother
and may be ditficultl o restrain.
Bard

to the area and nas been
through tne Hign Crag pass, altnougn ne has never gane
to the castle. He nopes L0 1Mpress Jarus encugh to join
tne Sworn Swords. He speaks PIDGIN orcaisn,

Corwin

T TCorwin nas 0o particular reeling tuwards orcs. He
is seeking adventure, and thne Seriousness of tThe gambit
and 11s danger - hasn't sdnk In yet 1o ms youtntul
nead, He speaks PIDGIN orcisn,

Bara 15 also local

The Players' Brieting

Jarus will provide tne players with whatever
intorination he has at mis  disposal {wn a brieting by
ihe GM at the outser ot Tne scenar1o). lntortunately,
n1s  knowledge 1s very liumited; of the three SCOuts he
nas sent  intg the regign, one  never reiurned, and gne
was lert as a warning, hanging trom a tree near the
Sworn  Swords camp, riddled witn arrows. The third
scout's report, and rumors collecied from ine peasants
tleeing the area, represent tne bulk of Jarus’
INTOringti1on. Jarus was also able to capture prisoners
during a recent raid, and s$ome OT The INTOrmation ne
nas garnered ftrom them 1s also inciuded n the
brieting. [Players may alsc, 11 they request 1T, wy
their own hands at 1aterrcyating the prisoners - see
ihe Prisoners section below for detarls.) Since the
castle is well-known, a rough floor plan of the first
jevel 15 available tor tThe players use; however, no one

knows precisely how tne orcs are utilizing tne
resources Of the ancient stone tortress at  tnis
juncture,
The Scout's Report

The s5coul was able to get within tive miles ot

Hiyh Crag Castle before ne telt pe was pusning ms luck
tor returniay at all. He observed three ditferent Orc
groups during n1s journey.

The tirst seemed 1o be a patrol tnat doubled as a
nunting party, S1nce  they were  Carrying two deer
carcasses and several braces of wild towl., There were

ten orcs, eignt males and two temales. They were garbed
wn leather tumics and plain nomespun, and carried bows,
spears, and knives. The leader naa a sword. A}l wore
pecklaces of daark beads, with tour animal claws strung
on tnem, Tney appeared to be a well organized party;
engaging 1n J1rtle extraneous speech as they traveled.
Tney were neading 1n a fairly direct route straight
toward Hign {rag. The scout did not ftollow Them,

Tne second group he observed, also a patrol and
hunting party, had canped some titteen miles trom High
Crag., Tms group numbered fitteen; ten males, three
temales, and two small children. Again, tnheir prancipal
weapons seemed o be bow, spear, and knite,

Tne leader had a cnan snirt, and a sword; the

wore leatner. Tne temales were unarmed, and were
serving non-miiitary tunctions, Tnere appeared to be
some  dissension Detween the males and tenales, untl}
tne leader severely disciplined one {the scoul 14 not
unaerstand orcisn), Tne scout did not stay long, tor
tear of obeing discovered, (GM's note: 1t tne players
ask abour badges Or 1ns1Ynla on this group, the males
wore a wolft's nead on tneir tunics, whille tne women had
a serpent mot1t embroidered on their clouning.)

The scoul's third encounter was wiin a single org,
who was running along tne road toward High Cray «f an

males

easy, long strided pace. He was armed with a knitg, but
bore a leatner scroll case at nis belt. The scout
prepared Lo attack tThe or¢, and gave cnase (lacking

ranged weapons}, but the orc was very tleet, and lett



the scout bepind, Feartul that the orc would tind nelp,
the SCout gave wup the chase, It was well ne did so, tor
as he was lying low, catcning mis breatn, three riders
at full gallop came down 1tne road ftrom 1tne Opposite
direction; swords drawn, They were uruknal, and armored
in tull chain. They searched tne area, but rortunately
the SCOuUL was one with the tollage, and ne was not
discovered. The leader was temale, and she also wore a
bullwhip coiled at her nip. Tneir badge seemed TtTo
depict a rearing, snarling Dbear, Atter a wnhile, tne
Three  uruknal rode offt, and the scout caretully
returned to the mercenary camp.

Trhe High {rag Area

High Crag castle 1is about twenty ftive mijes trom

the mercenary camp, on the main road that winds through
the toothills below the Peace Mountains. [T s1ts on a
rocky blurt, overlooking Pass Road tnat traverses Hign
Crag Pass, one of the less ftrequently used routes
torougn the Peace Mountains, A s1de road crosses the
Pass river 1tnat also goes down the valley's length, and
winds up the blurt to tne castle gates.
, Tnere was a village where tne side road Intersects
e main road, with tields and tlocks, and aboul two
nundred people, Tne valley was mostly torested, with a
tew isolated cottages,

There was a small garrison at the castle, about 40
men, primarily to keep down bandits, Tne tamily of de
Monteburk has neld High Crag Castle for ftour hundred
years; _1ts  ipnabitants at the TwWee Of The artrack
consysted of the old tord, n1s two sons and a daughter
{tney have relatives 10 Mandelal who are anxious 1o
learn of tnelwr tate}. Tne population of <the castie
numbered around a hundred, including servants - 1t was
an isolated nolding, and not prepared tor such a tull
tledged attack. Very tew of tne castle dweliers or
villagers escaped the orc attack; 1T is assumed that
those unaccounted tor are either dead or enslavea,

About the Enem
There are belleved to be 15 excess of 1,000 orcs

in the immediate wvincinity of High Crag. A band of
urukhai are probably running the srow; 11T 1S quite
Tikely tnhat the Radisha 15 an uruk. MOsSt of the

tignters appear 10 be equipped with bow and spear, and
leather armor,

Tne exact number of diftferent tribes
15 not  certain; the Loiems 1dentitied so
Bear, Badger, and Snake (the priseners
Woltclan},

It 18
possession  a
that produces

represented
tar are Wolf,
are trom the

belweved that tne orces
powertul magical artifact ot some
tlames, or a mage among their
Jarus would not mind 11 tne players get that
while they are in the area, hut ne doesn't
miracles,
The GM

have in their

SOrt
ranks.
artitact

expect

should also give the players a verbal
synopsis ot tne Introduction o th1s scenaric. The
players will be Briefed —an thewr disguise, and given
the scroll, and varigus otpher accouterments needed 1o
sustain their unpersonation,

It, atter the brieting, the players ask to
interview the 0Orc prisoners on their own, refer to the
next section

grc prisoners (GM*s Inftormation)
ome Of The 1Intormation
players nas come from 1RLerrogating orc prisoners
captured during a recent raid. It the players ask to
talk te the prisoners tnemselves, Jarus will be
pertectly willing 1o allow them a chance 10 garner more
intformation. However, because Jarus 1$ anxious 10 get
the players started on theywr mission {and out ot the
mercenary camp before someone tinds out}, nhe will lwmt
Thelr Time so thal Tney can see, at the most, Lnhree
prisoners, Three orcs are described later In Th1s
section so that The GM can determing wnatl atgrmation,
1t any, the players gain,
There are Two basic approaches to 1nterrogation,
tne praverblal carrot and stick, Tne players can use

that Jarus gives 1Lhe

actual or threatened pnysical bharm te coerce the Orc
1nto cooperation, or try a gentler  appoach, with
rewards and a guiet, So0TNIng volce, Trying 1o TricK

The orc InLo revealing more tnan ne ntended.

Orcs are used to being guestioned/interragated
with the tnreat (and reality) of physical narm. Most
orcs wi1ll talk tairly easily 1t they are seriously

threatened, but there 15 & 1iMIT Lo what Thney KNow that
is ot any value. It continuously pressed, tnere 1s also
a lmmt to the orc's credibility, as he will tend 10
say anything to save nis skin. Too much punisnment Wil
reduce mOst Or¢s To babbiing nysteria,

Rather than attempting to bully and frignten an
orc 1nto spyliing ntormation, a player can Try the
s0fT  approach, talking calmly and gently to the orc,
promising rewards {(ftood, alconolyc Dbeverages, rreedom) .
Players may atlempl tO Lrick the orc 1Nt spilliag
intormation ne had no 1neention of revealing.

Iatormation ot a non-military nature gained this
way nas a nign accuracy factor, particularity on a
personal level, althougn most orcs ang all uruknal wil)
treely exaggerate their own roles 1n any situation, [t
15 also quite possible 1o waste nours of time Tistening
to long explanations, stories, and excuses while
leading the Orc's babble onto more usetul trdacks.

Descriptions 0f tnree ore  prisoners tollow. [T 1s
assumed they know, and will reveal, the name of Lneir
chlettain, and any other general Intormation about tne
iribe the GM wishes 10 reveal fTrom tne seCtion oOn Ttne
v1llages later 1n the scenario, alinough exact numbers
should always De hazy. None Of The prisoners know cach
other, althougn tney are all trom thne same clan.

grc Prisoner §£1
Toorik s from the wWoltclan, He speaks only orcish

but 15 eager to please. He will talk rreely and tell
tne players whatever ne Tainks They MIgRt want Lo hear.
ntortunately, Toorilk knows very 1itile, but he has a
decent imagination and will t113 n any gaps with a
[MINIMUm QT ErompLiIng.

Toortk believes wnoleneartedly 1n the Radisha

clammant ©o the title. He
strengih of

legend, and 1n  the present
describes tne Radisha as Twice tne size and
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an yruk, 1n magical Dblack anmor, oneg
norse and wrestle cave bears.

Toorik  has no 1ded how many Qres thnere are even 1n
nis  tripe; ne will evther grossly overcount {Uwd, maybe
nee thousandl} or s1t Trying LO COunt on h1s fingers
(“Lessee - there's Snagrat, n' Dora, n' Seaek, n'..."}.
NOr nas he ever Deen to the casTle, althougn ne will,
11 pressed, describe 1ts maze Of  passages, rooms of
weapons, treasure ©oons, and the dragon  1n tne Tower
witn great elaquence. It accused ot  lying, witn
punishmznt at nand, ne will take back everytning but
The dragon., He's sure of thal - he's seen the tlames.

On tne sub)ect o weapons, 1T 1§ possible 1o Trick
Toorik 1nt0  &dmITLing he was  Jearning To use 4 Sword
(1n  tact, the GM mignt have Toorik volunteer the 1nto).
Toortk will claim tnal ne was prumised a real  sword,
very soon, by tne Radiska numself, as were m3 friends.

who Can pick up a

(GM's Note: It tm'S bit of news comes out [and It
should!y Toorik snould be founa dead [an  apparent
suic1ae by nanging] 1n n1s  cell the next day [Be was

actually killed by Sgt. Peddy]).

Orc Prisoner #2

He 15 Vorn, also trom ihe Woltclan, Me has a tair
ynderstanding Ot tne (ommon tongue, bul will only speak
{ana respond TO) OrcIsn. He has Dbeen reluctant 1o
answer  questions unless threatened, and ne wiil clamm
Jgnarance aboutl  anything ne considers important. Yorn
was captured, not 1n  The raid, but alone 1n the woous
near the Sworn Swords camp, and has already undergone
some  rather rough treatment 1n questiyoning {ne has lost
approximately 1/2  or mis norinal HTK as the result of
onysical punisnment by his questioners),

yorn was a scoul, but tne clawms to nave been a
sol1tary hunter, mergly trying to teed his  small clan.
{e clamms 1gnorance Ot anytning Lo do witn the Radisha
»r High Crag, altnougn he nas been beaten and whipped,
and deprived ot food and water.

[t the players atlempt the soft approacn, Yorn has
yeen weakenea to tne point where he will get drunk
2as1ly, or can be tTricked by patient questioning 1nLo
ontradicting ni1s  Own SLOry  eRougn 1o hdve Lo admit
some ot the Truth. He will still  lie about as much as
nre  cCan get away with, bullding a new “story" based on
the shards ot truth ne let esceape.

He knows the Radisha by sight and by name, and 1s
personally loyal T©o nun, altnough ne 15 very cynical
about h1s tulure &L The momentT, He 15 tamiitar with tne
layoul vt tne valley, ang tne castle, Yyorn Kknows 1hat
someone 15 selling tne orgs swords (but not wnoj, but
must be tricked or tortured To reveal 1T,

¥Yorn 1s @ pickpocket, and 15  very proud of  Als
dexterous hands, wnich nave not (so tar)  been 1njured.
Serious tnreats of damage To, or loss of, his  panas

w11l mprove Vorn's cooperation immensely,

grc Prisoner #3

His name 1% Luryin, yel anatner from  The Woltclan,

He speaks only orcish, ana that siowiy; not  particu-
Tarly bright, be doesn'T k00w how Lo use sublertuge 1o
avald  answaring  quesiions. He rarcly Knows e answer

to any questron, unless 11 15 directly reldied to his
OWN PeTrS0Ral exXperiences,

Lurgin  was badly wounged wnesn captureo, and stili
needs crutcnes to walk, alinougn ne 15 nealing rapidly.
He has not bBeen sli-treated so far n questiloning, as
ne has not realiy been judyed that usetul. However, no
0N Ras askes nim the r1gnht questions, Lurgin was part
gt the origindal band 0T wrukhal and orcs tnat Togx High
Crag. He d1d not  ungerstand The wdy tThe Castle was
pdken, Dul  he reweibers "the pretly princess" TRat Lhe
Radisha keeps 10 1ne lower, ahd now Arunk everyang got,
Tt will take carstul  Questioning To bring  anything
usetul to Lurgin's recall,

Luryla 1< Joyal as 4 dog to tne Radisha, Every now
and tnen the greal Radisha came  To the  Cdilps Lo walch
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the drills, ana once even sparred with Lurgin, of which
Lurgin 15 very proud and w11l boast, snould the subject
occur,

It s pernaps fartunate LRAat the mercenaries have
been easy on  Lurgin, TOr ne nas a quick Temper when 1n
pain, apu 1s capabie 0T going berserk witn rage. Tnmis
ore, even 1 nis present condition, 1S guite capable ot
TArowiIng 4 man 4Cross  the room, ang  breaking fetters
asunaer (saving throw verses STR). 1t he perceives, 1n
fis slow Drain, that tne players uean serious harim 1o
The Radisha, There 15 an §0% cnance ne will attempt to
$TOp Lhem, rignht tnen and there,

PERSQNAE DRAMATLS

Gazrath dag Cnardik (tne Radisha)

Gazratn stends well over six teet tall, broao
snoulderad and muscular. An experienced mercenary, he
has proven to be a ¢harismatic and beld, altnough not

brittiant, comuander, despite nis youth. He 15  level
fizaded TOT  an uruk, and n1s greatest wisdom 1s wn
selecting h1s officers, and uti1l1zing thelr sk1ils to
bEeST advaentage - which Includes yolper's role as

stategist. Gazralh is also a master at managing urukhal
and orcish troops. He has mposed tne same TIgnt
a1scipline on  the bedraggled retugees thal he uses with
N1s own crack 1Troops; he now has s0l1d beginnings for a

trained army, the majority of weich 15 taratically
loyal to nwm,
Gazrath normally goes armored in black scale mail

and 1s armed with ms bastard sword at  all times
{excepl wnen noted otnerwise n the scnedule). He also
wears a black cape with a red linming, and a helm
decorated with dragons tor mpressive display - all to
underscore tne Radisha legend, wnich encourages the
troops. (At t1rst, using the hero-image of a legendary
Radisha was just a morale booster, but lately G(azrath

nas begun T consider tnat maybe There's more to it
than legend . . .}
Tne uruk general has been bullding nis  army for

about a year now, and 1s
raspect tor

beginning 10 get restiess. His
the advice otf Volper ana Raksha nas kept

nim - trom moving TO date, but once h1s  best  swordsmen
are armea, be plans to press n1s  attacks on the
surrounding Countryside. Meanwnile, nis darly routine

15 erratic  and spontanegus, since ihere
ne really nas te do from day to day.

Gazrdth 15 obsessed with the numan captive Lady
Myrelta, tne only known survivor oOf High Crag's noble
tamily. Although she fTears and detests nim, he finds
ner  rascinating., He has assigned  an orc wencn, palail,
LO watch her and provide tor ner needs. HNone of pis
oTricers approve ot ni1s odd tondness tor Myrella, but
Lhay permt n1s 1diosyncracy. G(azrdih  contlnues n1s
nealthy 1nterest In temales Of N1s Own race, OF Course,

Gazralh nas one other abi1lity tne GM should note -
due to nis total lack ot magical talent, ne s psychic-
ally 3nvisible. He cannot be sensed by any Detection
spells, nor by scrying 1nto & ball, Gazrath 15 unaware
ot tnis, angd Sunja has never bb;nered o el nim,

15 very iittle

Myrella de Monteburk

A Tovely garl in ner late teens, with wide blue
eyes and 1ong blonde hair. Her once slender body 1is now
swoller with pregnancy, and her tace 15 wan, with dark
circles under her eyes; her halr 15 braided to keep 1T

rrod any worse tangling. Her clothes are well worn, and
refi1tteg, but sne 51111 carries herselt  as the lady sne
was born ta be, despite her situation,

Myrella has been Gazratn's captive tor nearly a
year, since High Crag teli and ner rantly was k1lled.
Gnca The Shack Of her Captivity taded, sne began 1o be
morg observant, and learned now best to deal with
(Gazrath and The Gther or¢s and urukhal; wnen to submit,
& when Lo demand, Her natred 15 submerged, but  not
Torgotten; she 1s well aware of ner precarious postion,



Myrella would be a willing ally tor the players,
1T They promise to take ner with them, Besides her now
extensive knowledge Of Orc and urukna) customs, and her

intimate knowledge of Gazrath's nabits, She Knows The
castle to the last stone, 1ncluding secret  goors and
passages, and aboul the tlying carpetl that was 1n tne
tamily room (Myrella s In no congition To ride a
norsej.

Altnough she hates Gazrath, Myrella lacks tne

ntestinal tortitude to k113 hm rerselt, even it given
The means; sne will not even be able 10 watch the job
dona, Sne will also try to protect palar,” her orc
nandmatden, wno has been kind To ner,

Myrella can read and write 1n
and speaks AVERAGE orcisn.

commen and elvish,

Raksha
One of Gazratn's

oldest  ang most  trusted triends

Surgt Trowburtar e

among nis otticers, Raksha 15 an experienced Commander
in her own rigRt, Sne 1§ dark haired and attractive by
urukhal standards, but seems Interested only n Kazor
or Gazratn,

Raksna 15 steeiy nard, with a
very strong loyalties, Sne 15 also
tignter, Raksha Trusts no one's loyalties TO Gazrath
but ner own, and she nas spies, usually temale, with
every otner offticer 1n  the army, incluaing Yolper and
Kazor, The org Dalal 15 also one of Raksna's spies,
although  sne nas long since determined that Myrella is
narmless. Raksna aiso  arranged Tor thne presence Of
Urshak-the-Bear as G(Gazrath's bodyygudard; sSuspicigus of
everyone wn0 COomes 1n contact witn her General, she
should be treated a5 an  obstacie o poteniial
assassins. Raksha speaks and reads FAIR Comnon,

sTOTiny temper and
a skilled and agiie

Volper {Uncle Fox)

An uruk 1n nis later years, ne liaps from an olg
wound, and musTy use @ sSLaft 1o walk. He wedrs 6o armor
except tor a quilted tabard with four red  Concentric
circles on the tront and back - Lhe garb OF  a priest of
Ketnrin, Tne warrior's god.

yolper was a mercenary unt1l nis crippling 1njury,
and 15 now 4 priest ot Kethrin and the chief sirategist
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tor Gazrath's army. His experience
patient book study after mis injury taught Yolper a
great deal, and ne nas been passing 1deas along 10
Gazrath, as well as designing silege equipment  and  war
macnines. Volper cannol command because of h1s  injury,
Dut ne nas a considgerable ntluence on Gazratn, wnich
ne utifizes 10 sedson Tre uruk's CRarisnatic leaaersnip
w1Th wise planning,

yolper's rank as a prigst of Ketnrin shoula torbid
Nis Laking sucn an active role In  an army; ne 15 sworn
o neutrality, to treat alil Tignters  as nils sons  and
daugnters, His Iite s sancrosanct; no  tighter wno
honors the code ot Kethrin would toucn mim {Gavin wili
recognize num as a priest by nis garb). Volper naa long
internal moral struggles 1n laying aside nis neutrality
Tor Gazratn's cause, tearing tne possible  wrath of nis
god. Tne justificatlon for his actions: ¥Yolper nonestly
belleves tThat Gazrath 15 the Radisha, who will conguer
the world, and 1yt 1s mis duty w0 nelp this come to
pass. Volper*s loyalty to Gazratn 1s absolute, and ne
would die for nim, 11 necessary.

Yolper speaks AVERAGE common, Reads and Writes,

n tne tield, and

Sunja

Sunja 1s small ror an uruk; ner Ralr 1S5 a airty
blonae, ner eyes large and golaen. She does not wear
armor, but manages 1o keep herselr and ner clotnes

refatively clean and neat. She wears several amulets,
and  a dagyer made trom a dragon's Toothn. Sunja 1s an
eccentiric and unpredictable personality. She 15 quite
vain, ang batnes almost daily. Her clotnes are all of
fine tabric and embroirdered {mostly looted trom tThe
wardrobes  of Hign Cray), but do not  always tit well,
She bosses Lhe orcs around ke a spoiled princess, and
nas been known 1o fry gne for petly reasons. Tne etrect
Thal fier m&gi1c nas on ordmary Ires anugses har, and sne
somerimes indulges 1n  lavisn pyrotecnnic displays, trow
ner tower, Or swooping down on a village on the tiying
carpel she approplated when tne castle was captured,
{She nas managed to appropriate almost every mayical
1tem n the entire castle tor ner collection,)

Despite ner petulant temper and a penchant Tor
theatrics, Sunja 158 & tormdable mage, particularly
with tire spells. One or ner amulets gives ner total
invuinerabillity to fire, anotner detlecis up to 40 prs.
per welege round of missile damage. Her rings 1nclude
Invisibility {wnich she rarely uses) Featnertall, Fairy
Firé,” and Grand Entrance (creating The cnaracteristic
TT&En or tlame and pufi  of smoke tnat usually precedes
Sunja's dppearance anywnere),

Sunja wiil  sense wayic use 1t she 15 ever within
50 teet ot tne players. AL that time, sne will:

1.) stend ang snout, "Alrignt! Who*s noarding magic?®
until  someone gives up an 1tem (10% chance} or
breaks for a door (15% caance), whereupon sne
will fry the runner, and be satistied, or

2-9.) start siowly to <circle the group ot players and
Srcs, staring 4t Them unt1l she zerges 1n On One
of tnem, or (25%) someone breaks tor the  doar
{same reaction as betore), or

10.} nonchalantly appesr IC GO about ner DusInNess, but
be SENSING ufTtl she has tound gne or wWore of The
players, then have The urukial guards pick him up
“ror gquestioning" so she can "interrogaie” nim m
privacy.

Sunja 15 FLUENT 10 common, elvish and orcisn, and
reads and writes 1n ail three langudges.

Kazor

Kazor 15 tall  and Tean, with a dark, UhICK beard
and  close  cropped nair. His eyes are dark and @using,
tnoughttal. He 1% an experienced soldier who nas workea
wilh numans extensively, anc ne s  FLUENT 1n common. He
fas served witn Gazrain tor several years, and 15 loyal
te nim, a!TROugh ne arters no  opInlcn On wh2ther nis
frignd 1s the stutt of whicn legends are wade.



Kazor 1s a4 man of actign, and 15
castle, preterring 1o ride on  patrol, or

rarely 1n  the
drill tne orc

Lroops 1n the wvillages, or go on raids, particularly
atter norses, Kazor 15 an excellent norseman, and 15
Tar more at nome 1n  the saddle than In the otticer's
council. He 1s on the 1ooKOul TOr Orcs Wno have some
experience gr talent with horses, in  hopes of starting
some grcish cavalry,
Ursnak-the-Bear

Urshak-1he-Bear 15 burlt like a great bear, with

all the brawn Ot & buftale bul the brain ot a turnip.
He towers even over (azrath, and nas been known to told
a disrespecttul orc 1nto a small neat package suitable
tor 91Tt wrapping, Trained as Gazrath's bodyguard, ne
tollows Gazratn everywhere he goes {except the privy,
and Myreila's chambers, wnere ne walts oulside the
door}.

Being such & bright tellow, Urshak's attention
span 15 about f1fteen minutes (betore dropping otf 1nto
an easy slumber, at almost any opportunity}, He will
awaken quickly enougn should something ot 1nterest
occur, butl wil) not be pleased 1t awakaned for noLhing.

Ursnak likes taod, beer, and sleep; he will obey
Raksha ‘or Gazratn without question, but tends not 1T0 De
interested 1n much else, Urshak speaks PIDGIN orcysh.

Dalai

Dalay 15 an orc wench assigned to serve {and keep
an eye on) Myrella. Her mair 1s dark and curly, she 1s
relatively clean, and ner clothes are ot reasonable
quality {Myrella bullied ner Into batning},

Dalat Tikes ner Jjob; 1t's a good deal easier tnan
1iving 1o tne villages, particularly since ner Rat clan
1s not well represented 1n the valley below.

Dalar evea Tlikes Myrella, and 1s 1Trying to make
lite as easy as possible tor ner. Sne taught Myrella a
goad deal of orcisn language and customs, and nas, in
retuyrn, picked up an AVERAGE level ot common, altnough
palar wi1ll play dumb 11 sne thinks anyone 15 around.

Despite her fondness tor Myrella, Dalar 1s  loyal
to Raksha and Gazratn {wn  that order), and w11l not
cooperate with any plots agawnst tnem, Dalar will only
flgnt it she has a talr chanceg of winning, Sne 15 a
master ot surrender now, stab 1n tne back later, and
nearly always has a weapon concealed.

LOCALES

Tne valley ot Hign Crag

Tne valley of High C(rag 11es around twenty miles
nortnwest of Lake Faldi, ana 15 approximately seventy
rive miles trom the free <ity ot Mandalar. The Pass
River tlows througn the valley from 3its spurce nigh 1n
tne Peace Mountains 1o emply 1nto Lake Faidir, and tor
generations the Pass Read nas tollowed tThe river 4as an
easy route TNrough tnis part of the mosntains,

Near wnere the Pass River flows 1nto Lake Faim
nestles tne town ot Faldi. OQtmer small villages and
treenolds J1e scattered on  the lakesnore or 1n tne
nills  nearby. The Sworn  Swords  nave  quartered
themselves just ouiside ot Faldiy, and 1T 1s from  here
inat the pliayer characters will begin their mission.

Tre castle ot Hign Cray sits on a rocky blurt
nearly ten miles ftrom The begining of the valley, and
commands & wilde view of The road and the river below.
Tne valley 1s  about a mile wide, witn slightly rolling
nills tnat rise ftrom The river banks to the sugdden
STEepness of the MOUNTAINS. TRICK TOrgsts cover most of
the valley tloor, tninming out on Lhe mwountainsides.
pDomInating the eastern skyline 15 the jaygged peak That
gives the valley 11s name.

The orcs nave tTaken over the vi1llage 1Tnat  $its
between tne vriver and the road. A Dbridge spans the
river at  this point, and a $ide road brancnes oft o
wind 11$ way up The steep biutt ©o  Tne castle, One
village very soon proved Inadequate to nouse all of
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Gazratn's tollowers,
clians, and distrusttul ot eachn
were bullt along a tive-mle
the most numerous clans settled 1n trem. Tne Badgerclan
tound Ccaves To the wesl of tThe castle, apd clawed
tnese underground passages ror Thelr own.

many Ot whom were Trom qitfrerent
agtner. Gther villages
SLrecn or tne river, and

Game 15 extremely scarce near tne villages, and
nuaters are Torced to go rurtper atield tor food.
fDomesiic  livestock 15 also rare, siace oOrcs  do not

always unaerstand tne the value of saving an animnal tor
wool or milx later wnen 1t can be eaten now. Fields for
Junited graln  and vegetables surround tne villages,
altnougn the orcs are 1ndifrerent tarmers. Autumn  raids

an  tull barns are tar preferdble to to11ing In The sun
all summer .
Tne living conditions 1n the ditferent villages

are quite sumyiar. Huts are generally mug and wattie
wiTH  tnatched roofs, and are about ming T2et by twelve
feet, wilh an open  Goor and no  windows, Straw and
leaves provide bedaing, witn old turs and cloaks for
covering, ficcasionally there 15 swmple furniture, like
cnests or trestle tables, and a4 Tur hung &T tne doOr
Yor a curtalin. The nuts are crowded, housing 108 + 4
orcs; orcs tend to stay n The saie hul with Othérs of
their  original clan group, ana are wusually (80%)
reluctant T¢ admit & stranger 10t Lhelr midst., A
newcomer to a ¢lan village can sometimes have ditriculit
tyme tinding a nut that will accept tnem, and there 13
only a 5% chance of an empty nut 1n any given village.

Cooking and otner domestic  chores are  done
outaoors, and generally by orc women, Dider cnidren
gather wood and tend wnat tew animals there are. The

and dr1il 1n weapons skills, while the
watcn eagerly, and praciice with sticks

adult males nunt
younger males
on thelr peers,

Tne chigttaln hnas
tfurnishings, and several women
A1l hunters give a portion  oOf
chiertain, and ne also raceives the best of all  the
spo1ls 1n a rald, and The besT frults of the tields.
Tne armsmaster, an uruk assigned to the village two
drill the soldyers, also receiyves nis own hut, any
women he wants, and 4  cnieftain's share ot  tne t00d.
H1s uruknal assistants {1 assistant per T1TLy warriors
ot tne clan) snare & hut, byt aqemand, and receive the
same preferential treatment,

The major clans tTuat nave villages of  their own
are the woltclan (1), tne Baagerclan {2}, the Snakeclan
{3), tne Ravenclan (4), and tne Hawkclan (5). Other
minor clans 1nclude the Ratclan, The Bobcatclan, the
Foxclan, and tne Boarclan; members ot tnese clans are
distributed among thne tive villages. Generally, these
minority clans group togetner 1nio smaltl  enclaves,
sharing a hut or twd o©On the edge of tne village, oanly
parti1ally accepted by the majority clan,

Eacn ot  the major clans and their villages are
describea below. The clan Jeadersnip and  any  Customs
and traditions unique TG The ¢ian  snould be considered
general knowiedge, easily obtained by the player
characiers 1n  conversdtions with orcs, The GM should
note however, that any onre clan's view ot anotner
clan's leadersnip or litestyle 15 apt to be distorted,
due o the natural distrust between clans,

The NWoltclan

The Woltclan 15 tne largest of tne clans that have
rlocked o Gazratn's banner, and 15 AQ0TOrigous  tor
naviny wundergone more changes 10 leadersnip than  any
ather clan in tne valley. Tne present chieftain nas
neld s1s rank for less than a month, and already has

a hut of n1s Own, with some
who do  all the chores.

thelr Catch Lo Lhe

proved 10 be & cunming and  ruthless leader, by
el inaating most ot 11s  predecessor's  supporters. He
calls mimselt Lupus, and sO Tar neé nas been a  3taunch

sypporter of the Radisha. He has also killed two
cnallengers of nis postion 1n dusls, and 13 reputed 6
be one Of The best swordsimen 1n the valley.



\\I Woltclan

Y\Badgerdan

%, 3 Snakeclan

4. Ravenclan

| \ 5. Hawkelan
6

"Exit of Escape Tunnel

Tne wvillage s tairly large, with a ., total
population of around tive hundred and seventy:; Just
under palt ot these of are women and cnldren, Due 1o

the s12¢ of the c¢lan, 1t vs thne most tolerant of
newcomers and strangers trom other clans; about 15% or
the orcs }iving 1n the Wolrclan village are Trom the
smaller minor clans, It 1s also the least organized of
tne ¢lans, witn 1i1ttle coordination as 1O who goes
nUNLINg wnen, Or wnen any given group or 1ndividual 1s
expected TO SnOwW up tor weapons practice, There 15 only
4 20% chance tThat anybody will notice the player
characrers as fnewcomers and Iry T0 incorpordie  thém
Lo a huating party, drill group, etc. Geaerally
speaking, there are plenty of rumors, but no one really
kRows what 1s goiny on, .

The other notable reature about the wWolrclan's
village 15 tpe great number of large woltlike doys that
l1ve witn the arcs, As a symbol of the clan, ine dogs
are special 3 the Wolrclan, ang many are trained Lo
nunt or detead Thelr naster's belongings. There 15 a
40% cnance That any given nut will hnave 103 oT these
woltdoys Tiving witnin. Tne woltdogs usually (60%} stay

With tnhe same group of orcs, and some {30%} are
attacned to a particular or¢ as 4 nhunting or  fignting
companign. The reamaining 10% of the woltdogs are youny

Deasts who have

Snould  the player
these woltdoys {by
there 15 a tair cnance (SR vs
that 1t w11} stay with tnat characier even atrter tne
scented Qisguise has been aiscarded {the (M should
note, nowever, tThat the woltdoy would be scarcely more

tnan a puppy, enthusliastic¢, but totally untrainea), Tpe

not  yet settled witn  any masters,
Criaracters attempl 1O AlTlrdCci one oF

teeding 1T and stroking 1T etc.),
MAG 1T 1T 15 unattacned)
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other woltdogs will 1gnore the players as long  as they
do not thredten the dogs oOr theilr masters, and as long
as  tneir orc-scent 15 reasonably tresn (tour nours  or
Tess).

The badge of the Wolrclan 15 usually a wolt's head
stitcned onto  the tumic, It tne players have usad

clothing ftrom prisoners, or copied the badge, the
autnenticity will not  be questioned, WiIThOout  Lhe
badges, nowever, they wiil be constantly asked their

clan, and most (80%) Woirclan males wi1ll not believe
tnem. It the players persist 1n pressing their Woltclan
allegience, they w1l need to use & very good story
{possibly based on tacts garnered trom the prisoners)
ar be prepared tar o fignt. |t would be tar sater to
quickly pick anotner clan allegience,

The Badgerclan

The Badgerclan were cave dwellers sn Lhe Peace
tiountains, and managed ta tind caves 1o live n even In
tne valley ot Hignh Crag. Tney were never tarmers, but
excelled 1n digging and mining. The clan 15 reputed to
nave nad greal wealth in gold and precious stones. Tnis
rumor made lhemn Targeils of many a raid from OLner orcs.
It 15 AG wonder, <tTnen, tThat the Badgerclan 15 very
distrusttul ot otner clans, rarely permitting sirangers
Into thelr caves,. The Badgerclian's leadersnmig 1s
another  comnon  subject Tor  derision  around  the
CoOKTIres or  otner clans., The cnieftain 15 named Dakar,

a strony and able fighier, but in all matters other
than tignting, he answers Lo n1s motner. Hedgriti 3s a
spry, shrewd, domnating old woman, wno also serves as

knows a good deal about nerbs
untrained talent

shaman tor The clan. She
and potions, and has a Talr amount ot



crystal ball s ner most  prized
possession, wnich she can use successtully tor scrying
80% of tnhe tune, Should the players  arouse  her
suspicions { and the Badgercian ores are VEery
suspicicus), sne will most certainly use ner crystal
ball 10 tind Oout more about them - and will see them as
they truly are, Heggritt's loyalty 1o Gazratn 15 not
absolute. Sne will Take any action she  considers
necessary against the players {probably starting with a
knit2 In the back, or porsoned wina,,.}. Dakar mmsely
15 an wnpressive leader by appearance only, loyal to
nis mother and the Radisha, 1n That order,

There are very Tew (3%) of tne minor clan orcs
Tiving in the caves; tne Badgerclan 15 noU nospitable.
Tne caves are damp and overcrowded, witn a population
oY about two nhundred and TIiTLy, yel Tne orcs prafer the
caverns to any nut. Living in such close quarters, most
ot tne Baagerclan know each other a4t least by signt,
and would be Quick To sSpol a SIranger, even 1T he were
wearing the dark beads and badger claw necklace that
serves tne clan as Dadge, The cave entrance 15 wel)
guarded by sentries, and strangers who would enter {or

tor magic. A

are caught sneaking  around) are  brougnt  berore
Heggritt.
Tne Snakeclan

Tne Snakeclan occupies tne original village,
naving killed, driven out or enslaved the numan
peasants wno  lived there. Having been with Gazrath

$Ince the capture of High Crag, tney nave a certain

spabbisn  prige aboul Their service to ine Radisha {as
opposed 10 tnat of these “raw recruits”} Ttnat  does
notaIng  Tor thelr popularity with the other clans. The

Ot what tney consider
as the protection

Snakeclan 1s jealously protective
1o be their exclusive rights, such
{and the occasional collection of tells) of tne bridge
over Tne river, or O hunl meat Tor The General's
table. Tne clan members will not take kindly to anotner
clan or ndividual pertogrming an act ot  personal
service to the great Radisha, or even calling
particular attention Lo Themselves 1n a tavorable way.
The snobbish attitude of the Snakeclan makes them

the butt of Jokes all over the valley, but they are
generally gtven a measure ot respect (Lo thelr taces).
Tn1s respect 15 prompted more by the po1son  tne

Snakeclan uses on thelr blades, nowever, than any
intluence Lhey mIght have with ine Radisna.

Tne chiefrain  of the Snakeclan 15 a  lean
narrow-ayed tellow, namea Rattler. Rattler 3is known tor
n1s  slippery, flatiering tongue (when 1n tne presence
or ms3  superiors), and nis sk11T witn  the bullwhip
{reserved for nteriors). A poliTicCran  among orcs,
Rattler seeks 10 promote nunselt and s tribe with the
uruknar leaders (to tne detlrunent of Tne other class,
ot Course) with nis tast talk and ready wit, He spends
most Or nis Time at the castle Tawhing on ms
superiors, leaving the running ot tie clan w0 ms

deputies. RBecause of the clan's afrilsation with the
snake as 1ts totem, Rattler nas been exposed 10 shake
venom to the point that he has & +5 16 all hnis saving

rolls versus poi1son Tnat 1s of reptilian origia.

Snakeés, both poisonous and noOP-poISONOUS, are
COmmon Througnout the Snakecian viliage, and serve the
very usetul purpose of keepiag down the pests like
rats, mice, and koboelds. Tnere 15 a 10% cnance at  any
given moment 4 player 15 1n the viilage that he will
see  a snake nearby; however, The chance THal 1t 1s
po1sonous 1s only Z20%. The majoriTy oF Snakeclan orcs
nave a 104 bBonus To thelr saving roll  versus snake
venoli, and can  nandle even pO1sORCuUs snakes sately 80%
of the time. The snake 15 & mMoTIT On  their clotking,
and some wear belts or headbands made of snakeskin,
whicn 1s the closest the clan comes To naving a badge.

Nt tne entire population of the village, 10% a4re
gi1ther orcs of windr tribes or enslaved human peasants,
The otner orcs  are Lreated as  anreriors but are not

gtnerwise bothered, The numans are slaves, {there are
about torty of them} and do mucn ot the nard labor 1n
the tields and the village, The total population or the
village s about three-hundrea and $I1XTy, with about
two hundred tighters,

Tne Ravenclan

The Ravenclan orcs are woodsdwellers, wused to
Twing a semi-migratory lite, ftollowing game tralls
through the mountains. Skilled 1n nunting and tracking,
the Ravenclan orcs are also excellent archers. However,
they are notorious tor raiding other orc clans, and
pgaching game from &nother clan's territary. Tney are
also scavengers, 1ike their clan totem, and would
ratner steal meat than nunt i1t themselves.

Tne cmieftain, Snagrat, 15 small and dark like
most of the Ravenclan orcs, with snifty eyes and an
unpleasant smile, His Joyalty 1s to mimsely alone; he
rollows Gazrath only 16 inhe hopes or good pickings
later. Meanwhile, one ot Gazratn's officers makes sure
that Snagrat and hi1s clan nave all they need (Gazrain

and Volper are 100 arbiirary In  such matters tor
Snagrat's taste). [t 15 well known among The other
clans that the Ravenclan geis more tham thelir tair

share of tood and weapons, ang they are suspected ot
robbing Traps and snares, However, Shagrat's reputalion
tor boiliing o1l and arrows 1n dark keeps complaints 1o
a minunum.

Tne Ravenclan live 1in  1Treehouses above tne torest
rloor. Climbers since childrood, the Ravenclan are at
nome 1n the tree branches, and can travel almost
monkey-1ike from tree to tree., They prefer guerilla
Tactics Lo pitched battle, and are wused by the Radisna
primartly as lookouts, scouis, and as an archer corps.

The treenouses have doors cut in the wood tloors,
with rope ladders leading down to the ground, or to an
adjacent treehouse oOr a convenlent branch. Walls are
plaited branchnes or mud and wattle, with Thatch roots.
Cooking 1s done 0a the ground. The ravens and Crows
special 1o the clan perch in the Trees or on the
nouses. Some  are trained as pets, bDut  are not
particularly usetul as detenders or nunting companions,
However, tney do make alot of noise should they be
disturbeda at nignt {by intruders, tor example).

Tnere are around 300 orcs in the treetop village,
and about 120 are Tignters. Anotner 3020 orcs of minoy
clans nave bullt a c¢lustéer of HRuts on the ground
nearby, and watch tor  anything ot ipterest  the
Ravenclan orcs drop. Tne Ravenclan orcs use no
particular bedge since thelr general pnysique and ease
W otne upper Drancnes marks the clan members. {GM's
note: should the player desire, Snanlin's orc guise
would permnt ner 1o pass freely as a Ravenclan orc,)
Tne Ravenclan orcs are distrusted by the other clans,
and are not friendly with outsiders, Dut The minor
clans are (75%) usually hospitable,

Tne Hawkcian

The Hawkclan 15 a small  obscure clan that
innabited  tThe wilder sections ot the Peace Mountains.
There are only about 200 n the entire clan, and of tTne
80 males who are tigniers, 20 of these are Hawkmasters,
skilted n falconry rather tThan weapons. Hawkmasters
use born small ralcons and the large nawks that are the

clan's totem, ror messages, hunting, and tignting. The
hawks respond o whistled signals, and are trained to
4ltack on command  trom tneir master, In battle, the

nawks' talons are sometimes dipped n polson.

The Hawkclan nave settled on a nill overlogking
Lhe river, some distance Troin the other clans. A well-
organized group, they have built reasonabie cottages of
Togs, nud, and wattle, snug mews for Lheir hawks, and
even  a crude log palisade around their village, The
other (lans are a b1t 1n awe ot the Hawkclan, with
their aloofness, their tilerca birds, and thelr numar-
-11ke organization. Indead, the Hawkclan orcs conrsider
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most ot their cousins' clans 1o be barbaric.

The Hawkclan cniettain is uncommon as well, being
older than most chiettains ever live to be. Talons 15 a
Hawkmaster and a warrior, lean and greynaired, with but
one good eye. His favorite tignting nawk st1il sits on
n1s  smoulder, nowever, and no one nas cnallenged nis
leadersnip in ten years.

Gazrath 1s impressed by tne hard work the Hawkclan
orcs nave put into weapons drilling, and nas been neard
o wisn tor a inousand more just Tlike them, wnicn did
not endear the Hawkclan 1o the other clan chieftains
who neard nim,

There are some orcs of the minor <¢lans living in
the Hawkclan village, doing menyal work tor this smal)
privilege; nowever, tne living standard 1s hign enough
SO That, even as servanis, they don't mind much.

The Hawkclan does not have a tormal badge, but
clan members generally wear garments 1In  good repair,
and trequently use Teathers as adornment,

The Bearclan {uruknai)

Tne Bearclan 15 not a clan n tne normal sense,
byt a mercenary company, usIng The bear as a totem.
Comprised eatirely ot uruknai, they are 200 seasoned

warriers wiho have tought tor hire until recently, when
the Qpportunity arose Lo SLrike Out oOn Thelr own, lnder
the leadersnip of their young General, Gazratn, they
nave been successtul wn  several previous campaligns and
¢aptured Hign Crag, giving them a secure base,

Now the company 15 noused 1n the barracks in Lhe
castle and spend much of Their Time Keeping in  snape,
drilling the orc troops, or in recreational activities,
Tne lack ot any real action 1s narder on the Troops
tnan On their commander, and they have become even more
rowdy and restless than wuruknal troops usually are,
Occasionally groups (1D10} of wurukhal go to a nearby
village to carouse, rough-nouse a tew Orcs, or chase
some  wencnes. Any oOrc caught in the vicinity ot the
barracks witnout a very good excuse (like players) 1s
Tikely to become a tair target tor entertaiament and
amysement tor the bored soldiers.

Tnere is an otfticer-type tor every 1{ men-act-arms,
50 There is a 10X cnance that any uruk the players may
encounter will be an otticer (uruk type A}. The urukhai
generally wear cnain ma1l (80% ot the time), but wear
only leather occasionally. Their principle weapon 1%
broadsword, and they are trained to use shields, There
15 a 10% chance that an uruk also knows how TO use a
whip.

Tne clan nas recently contacted the women and
children of the Bearclan, and invited them to join the
¢lan at Hign Crag. Now tThe uruknai eagerly await tne
arrival ot women of tneir Own race,

Altnough the official bDadge ot
rearing, snarling bear, not
wear the symbol; only nalt of the
anything close %0 a unitorm.

The Kobolds
The Kobolds in tne valley of High Crag are not a

the clan s a

company even have

clan by any orcish standards, 9ut an unavoidable
futsance, In the same general category as rats and
cockroaches. Kobolds shadow any large gathering of

orcs, as camp tollowers,

scavangers and tThieves. No
item lett unattended 1is

sare; there 15 always a 40%
thance Thal anything not tied down or yuarded will
swittly vanisn 1into eager little hands, (Tmis explains
partly the orcish tendency to nhide, rather tTnan use or
display, any valuables they have.)

Kobolds are, by nature, extremely Inquisitive (you
might say nosy), and are also tremendous gossips among
themseives. A kobold nas a 45% cnance of knowing any
rumor on the Rumors chart, despite nis location. The GM
snould remember, nowever, that kobolds are territic
Tiars, and will likely embe)lisn or even make up (60%
0t the tume) an interesting story rather tnan tell the

all the uruknav actually _ -

\ T
* >
2
N

trath, It nterrogated with some show Ot  force, &
kobold w11l repeat rumors as ne nas neard tnem, but tne
GM snould twmit  tne number of rumors inhe kobold spills
to 104, selected randomiy. Tne kobolds may take ravenge
on the players tor mistreating one of Tneir number by
trailing them and causing problems,

Snould the players elect to spend the nignt 1n the
woods rather than staying in  a village, there s a 60%
chance that 6 + 104 kobolds will attemptl ta pilter tnem
or their camp. IT there 1s a player on watch, ne must
make a saving roll  against DSC 1n order to notice the
tnieves. {It tnere are more people on watch, saving
roll on tne highest DSC tor the chance tnat anyone
notices the kobolas.) A successtul raid by the kobolds
will take most ot tnelr food, small weapons (daggers,

etc.), any sniny or otnerwise possibly valuable 1iems
(such as jewelry, small sealed boxes, any coins in belt
pouches, or magical-looking wands, tlasks, rings,
etc.), and there 3s a 15% chance they will nave stolen
the potion and scent-bottle ot the players' orcish
diysguise,

The Castle ot Hign Crag

the castle $1Ts on a rocky outcropping of the
Peacte Mountains, overlooking the valley below, It 1s
surrounded on tnree sides by steep rocky slopes that
are ditticult to climb and exposed to tThe castle's
detenders. The only easy approach 1s Trom the Causeway
that winds 11s way up the n1l) from the valley to the
castle gates, with 1ts detending Lowers,

Tne castle 15 very old, with some sections, like
the Great Keep, dating back some 800 years. It 15 a
solidly bullt fortress with tnick stone walls and few
windows, designed tor detense rather than as an elegant
residence. Tne walls are approximatly 30' nign, with a
crenalated top, and are wide enough tor several to walk
abreast. Guards patrol the wall at all nours.

To the lett of Tne ftront gate are a number of
barns and corrals ror the small nerd ot norses the
uruknal nave, and hyts to nouse tLhe Orcs wno 100Kk atter
them, The norses aré well guarded at-nignt, 'since many
orcs still consyder norses meat on the noot,

The Quter fate
ne cauSeway s$nakes 1S wady up The tace OF The

blurt, doubling back on 1tselt and winding around uwnti)
A neavy

1t reacnes the castle gates, ogken drawdbridge

e Baley

arinin
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crosses a deep Chasm Cut 1nto  The Causeway Just betore
the gates; the drawbridye 1s down. The Twin gate towers

overigok 1ne narrow passage over the drawbridge and
througn The mMmassive 1ron  portcullis nto  the outer
balley. Numerous arrow slits }ine the upper levels ot

the towers, and orcs can be easily seen on the flat
roots ot the 1ower, watching Ine road,

Four arc guards 1n chain marl {1 type 4, 3 type B}
are on watcn at the gate, and will demand 1o know the
business ot all wno would pass 1nside, particulariy v
tne would-be visitors are mere orcs. A bribe will (80%)
work as well as 1t not betier than a plausible excuse.
The orcs seam  less interested 1n anyone Jeaving the

castle, and will only stop tham 1T an uruk otficey 1%
present (25% chance} or 1T sometnhing arouses Thelr
SUSPICTIORS.

It any of the players takes the Time to look at
anything 1n the gateway beside the guards, they will
almost certainly notice that the portcullis above tnem
15 twisted ana warped, as though blasted with great
neat, ana may also note LNAT The C¢hains thal work the
drawbrtdge are rusted and worn. [T Gavin noTices this
or 15 ntormed ot 1t, ne will realize that the front
gate cannot be shut, and thal the drawbridge probably
cannot be rased,

Tne Quter Barley

Tne outer bailey 15 a large
two-story barracks and a saithy  liming 1ts
stone well 1s near 1he tower in TNE NOTLNEast,

The barracks nave Decome tThe home TOr most oOf
Gazratn's Bearclan uruknaiy mercenaries. Several larye
cooktires nave been set up and The courtyard 13 usually
teeming with off-duly urukhal, orc wenials and wenches,
and the occasional kobold scavenger. The urukhal spend
their time gambling tor odd Lrinkels, grousing about
the tood and women, maintaining Thelr armor or weapons,
or engaginyg 11 serious drinking and playtul wenching.
Consequently, tThe courtyard 15 busy trom dawn until
Tairly late at nignt,

There 15 a 109 that an uruk w11) nail one of the
players as s/he passes witnh a "Hey, you - qaungrat! Come
nere!™, and give the unlucky soul some menial task to
pertorm - cnop and/or fetch wood, turn the spit, tetcn
water, snine boots or mail, erc. The GM should Increase
Tnis chance by 10% for every 5 minutes the players
remain 1ei1tering 1n Tals  arza witlh notning apparent 1o
do. {GM's note: the uruknay will not give menial orders
1o Bi1glug or Gavin, who appear urukhal whnile aisquised,
but inay engage tne latter 1n conversation about where
Tthey're ftrom, etc, Needless 1o say, an uruk has a
ditterent sort of job i1n mind 1t ne nalls Snanlin}.

courtyard with
walls. A

The Inner Gate and Guard Towers
Tw0o DOred-10ooking  uruknai
beside

guards {type B) stand
the open gates tnat lead to the Inner Bailey.
Unlike their counterparts 4t the Quier Gate, the guards
take more notice ot tnose departing ihe castle, though
any orc entering the castle without apparent legitimate
business {1.e,, carrying supplies, Dedring a messaye,
etc.) will pe told 1o report U0 Lhe K1TChen at once
(20% chance one of the guards €scorts tnem therej.

The gates tnemselves are neavy 0ak reintorced with
1ron, and appear scorched, Bul oTnerwise n good snape.
These gates are closea at night, and one Must know the
password To yain entry,

Except tor The Great Keep and tne Lower known 4as
the Lesser Keep, all tne towers serve primarily as
guardposts, with  sOm2 storaye on the Tower Two levels,

and arcner's windows on the upper  levels, Tnere are
orcs and urukndal sentries o The  Towers and on Tne
walls at all nours; nowever, vigilance 1s trequently
less than keen, and tney are quite Jikely to miss

sometning goiny on under thelr noses (80%) unless 1T 1§
very naisy or ludicrously obvious.

Tne Inner Bailey

The Inner Balley 1s a long narrow couriyard paved
with tlagstone, although weeds and grass are plentitu)
Iin between the stones. Along tne one wall of the Inner
Bavley 15 <the long stone structure of the Greatl Hall
ang the Kitchen, with access Ta  the Great Keep and the
Lessar Keep, The stables stand along the opposite wall,
along with a quard tower. There 15 also a storercom on
tne wall between the [nmer and Outer Bailey. A stone
well 15 1n the corner near he Greai Keep, There 1s
less pedestrian TrafTic here than 1in the Quter Balley,
but even so, loitering orcs are likely 10 be suspect,
or put 0 work immediately - particularly by Reenna,
the COOK.

The Storeroom

Tms windowlass stone Dburlding contains  supplies
ot Ttood staples like rlour, beans, etc. A 10" by 10°
closet within 1s enchanted with a Cold Spell and serves
as a deep treeze ror meat. Tne door has a complexity 3
Yock, and Reehna nhas the only keys.

Tne Tower

The Tower's main tunction 1s toO  provide quick
access to tne walls and upper level watchposts. The
lTower levels are sometimes innabited by 104 kobold

scavengers (20% cnance) or {5%) as a secluded spot tor
a private rondezvous with a tavorite wench, The GM
shoula note that amything sayd 1n the tTower can De
clearly overneard by ansyone on the next level up. There
are 4oors on the 3rd level leadyng to the walls.

The Stables

There are stalls for titteea horses here, but only
twelve are occupied. Tnese are relatively good amimals,
1ncluding three war-trained mounts belonging te Raksha,
Kazor and Gazrath, If Kazor 1s not otherwvse occupled
{see Timetable below), tnere 1s a 20% chance ne 1S
nere, tending h1s norse. Three orcs (type B) have been
assigned the job of maintaiming the stable; Kazor makes
syre they 4o 1T right. They sleep In the loft at nignt,
and two are lignt sleepers, Otner lower quality norses
are kept 1n a paddock outside the castle walls.

The Kitchen

The Kitchen nas a greasy tlagstone tloor, two
large tireplaces, several scattered tables and benches,
and many dirty disnes. Along the outer wall 15 a vow of
snelves with many labeled jars of herbs and spices,
mostly empty. Kext to the shelves stands a barrel ot
very hot, curry-Lype s$pice that 1s the cook's personal
tavorite.

The cniet cook, Reenha, has been with the Bearclan
mercenary band tor years, and no one ever complains
about ner c¢ooking, lest she add them to the pot, Reehna
1s an uruk, $1x Teet tall, well muscled, tattooed and
tat. A}l tne drudges, both orc and the Tew surviving
humans, are territied ot ner and her sharp steel
cleaver. Kitchen drudyes don’i last very long, and
Reehna 15 always on The Tookout tor more help. Reenhna
and her helpers sleep in tne kitcnen, usually bedding

down by ten and rising betore daydbreak. (Tee uruknai
guards at the Inner Gate are under special orders not
to let hner start get away, and anyone wno has spent

more tnan a hour nere will be reeking with the smell of
food and spices.)

It any of thne players gel trapped 1n the Kitchen,
tney are going Tto nave to pull a tast one 10 escape, oOr
Try T sneak oul AT nlynt - and the other drudges are
not going to nelp tnem. Tne advantage 1o being drarted
1nto The K1TChen crew 15 that 1t should be relatively
simple 10 gel access 10 Tood meant Tor Gazratin, Sunja,
Myrella, etc,, and possibly even to serve 1T.
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The Great Hall

The OnCe magniticent Great Hall is 1n a sad state
oT disrepair; the rusnes 1hdat covered the tlagsione
tloor are old and dry, barely niding the piles of old
banes, grease and excrement under the tables and 1n the
corners. Even the few nangings lett on tne walls are
snabby. Windows, nign in tne west wall, cast some
daylignt 1ato the vast room; the only other lignting 1s

trom the Lwo neartns and numercus candles and torches.
Tne main dogrs are oOak relntorced witn iron, and the
locks are broken,

On  tne north end ot the Hall 15 a ralsee aréda,
upon whicn stands tne lord's table; tne pelt and nead
07 a great Dbear hangs over Gazratn's seat. A small
arcned doorway I1n  the norta wall leads 1o the Great
Keep, 1Iwo 10 three yruk guards {type B) are on  watch
here at all times, In four-nour snitts. Players will
need a very good aliby 10 get past the guards: tor the

latter know The otticers, clan  chiets and usual
servants by signt.

Mn the south wall are two arcnea doorways; one
leads 10 tne X1Tchen, and tne Olner to the Lesser Keep.
A single uruk guard (type B) stands nere, butl there 1s
a 25% chance ne nas temporarily left nis post to get a
beer, particularly ir the Hall 1s busy and none or the

ni1gh ranking o¥ficers are present.

Tnere are at least 1D3 dogs ana 206 uruknal
orticers ang orcs an tne Hall at aly times. During
meals (approximately noon and 6:00pm) thnere are 1010
dogs and 6D10 wurukhar and orc cniettains present.
During the evening meal, and afrterwards, there are orc
wenches serving wine and ale, and there are usually
bawdy songs, damcing 4qgirls, and a number of atrter

dinner speeches {given 10 enpante one's own reputation,
generally quite boastrul, on any subject trom tighting
to women). Tne party generally dies gown to a drunken
stupor by mideignt, and 406 uruknat and orcs end up
Titerally under the tables,

Generally, the orcs and urukhal who eat and arink
at the Great Hall are otticers and clan cniertains, not
rank-and-t1le orcs. [t would take a clever bit of
storytelling tor a player to t11 3In and be accepted by
otners argund mm. [T an uruk teels that tney do not
belong, a challange 15 quite likely to result. (note:
these uruknal are type A) Unless Tthe GM teels that the
uruk 1s out tor blood, ne wil) probably be content with
ihrashing the interioper and giving him to the CO0kK.

The Lesser Keep

ne lesser Keep 1s The same 512 as  the other
Lowers of tne castle, bul because of 1TS proximity 1o
the Great Hall, 1T nas traditionally served as a
supplementary 11ving area, as well as a watchiower. At
presenl 1L nas been clawmed by the uruk mage, Sunja, as

ner "Tower ot Sorcery", and no orc  seams willing to
dispute per clawmm.
From tne Great Hall, a snort rtlignt ot stairs

leads tnrougn an arcned doorway through the tnick walls

and 1nto  the tirst level. A wooden staircase winds
clockwise almost tne entire way around the room betore
reacning a landing hign above the stone tloor, where an
arcned coorway 15 cul 1aT0 the wall, Anotner stalrway
ot stone begins to tne letrt, and winds down TO the wine
cellars (now mostly depleted) and tne dungeons. An 1ron
candle-cnandelier nangs down Trom the hign ceiling {the
tirst level 15 actually two tigors nign). Tne stairs up
are in remarkably good shape, though there 15 a cnance
that any ndividual step w111 CREAK abominably {11 tne
character nas fatled to successtully make a Silent
Movement ability roll, a roll 01-20/D0100 will producé a
Toud creaking noise audible 1n tne room above),

Taere s a wooden Qoor at the top of Cne stawrs,
which opens gnto the landing; 1t 15 unlacked. From this
door a snort t1ignt of stairs leads tnrouwgn the wall 1o

4 covered slairway of  the outside ot tThe TtTower, that
winds clockwise up to a landing even with the top of
tne wall, and tne stairway goes up To Lhe nexi leval,

Tne second floor of the Lesser Keep 15 level witn
Lhe top of tne walls, and 15 accessed by a narrow
covered walkway that winds around the Tower, There 15 a
sol1d oak  door; 1t 15 lockea and trapped. The Tock 13
complexity 3; 1t tne door 13 upened withouT The proper
key, 12 Magic Missiies are tired (HACH 2, 106 damage),
(It the magical "pass key" 1a tne player‘s equipient
115t 35 used, tnere 15 only a 30% cnance ot selLing ort
the trap.)

Trhe room 18 20 teet 0 arameter, with a number ot
angied arcner 511Ts  Spaced about 1Ts circumtersnce.
Tnere 1s a4 tireplace on part of the wall, and the tlagr
s s011d wood, A desk and stool $1t near the WINAoWs,,
and several large Tomes s1t 1n  an untidy pilie nearby,
Several rugs are on the tloor, and a large copper
Dathtub  $1Ts near the  tireplace. Other magical
parapnernalia Jie about the room - a candelabra, a
copper lamp, various jars of rats, spiders ang pixie
Loes, etc., a robe of red velvetr, elaborately
embrordered with arcane gibberish, a  skull {elvisn}
witn a cendle n 1T, and 4 large, ornately framed
MICror.
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Tne rooin  100ks like & mage's workshop, It s &

mage's worksnop, and Sunja 1% very prou@ of tne decor,
MOsSt Of  which 15 There tor atmospnere, Sne wears Lhe
robe when  she nas guests; 1T 15 embedded with a Reverse
Missiles spell, Tne large tomes are tne tamly nisiory
and daccounting ledgers of tne Ge Monteburk tamily, Tne
copper lanp g¢lows brigntly 1t rubbed, bBul oLperwise
aoes nothing extraordinary. Tne mirror can be employed
10 view tThe current wnereabouts ot any single person
The wielder commands, 1T $/ne 15 within 20 miles oFf the
MIrror: airections tor 1ts use are scrawled on the back
or the trame (1n orcisn, of course}, (GM's note: Tne
mirrgr provides a visual wnage, but no sound, T cannot
show GGazratn, wno 15 psycnically 1nvasible.) Tne copper
bathtud is exactly That, and Thnere are towels and  soap
nearby.

It Sunja 15 not 1gentitied on Lhe Lime sChedule as
beiny sotiewnere else, there 15 a 45% cndnce she will be
nere in her workshop during daylignt nours. Sne usually
tdkes ner batn at dround 10:00 am, and will demand the
services of saveral kKi1ichen drudges 10 tetch tne dozens
ot buckels Of water necessary 1o till 1L, and 10 emply
the tub {also Dy bucket) over the wall dafterwards (tne
Tub 15 00 heavy to move when tull},

Tne third level 1s reached by tne oulside covered
stalrway. Tne duor nere 15 also o¢ak and locked, but no
leck 1s apparent on the door, One of Sunja's rings will
release the wizard-1ock; so will tne wordgs "Sunja  says"
{Sunja has more ego than Imagination). A 7D12 saving
roll verses STR 1s required to break tne lock manually,
and there 15 room ftor only two people t0 work On The
door sunultanegusly,

The room 13 3ignt and airy, naving arcner slits
almost all around 1ts Circumference. More carpets adorn
the hardwoed floor, and there are three larye chests

and various smaller ones scattered dabout. Books are
pried n severdl of thne window alcoves and 1n  the
center Of the room 15 a large, sott  pile or pillows,

Vinens and Turs wilh & open book 1n tne middle,

This 1s Sunja's private chawber; the pile ot
pillows, etc. 15 ner bed, Tne large cnests are not
locked, and contain all tne clotnes sne nas contiscated
Trom the castle's wardrobes. Smaller locked [complexity
2) cnests contains s)lverware, goblets of  pewter and
s1lver, and Jewelry oOf nioderate value, The books are on
all subjects, written primnarily 10 cammon, altnougn ihe
one  open an The bed 1s 10 elvish, and Contdins rather
pornoyraphic love poemns,

Sunja 15 nere 30% ot the Time durlng the ddy, and
90% orf wng tune between midnight ang 10:00am - she
generally reads Jate 1nto tne nignt and sleeps 1.

(}ne  Of The carpats near the door 15 9' by 127, and
15 rienly woven in purple and wnite patterns that
appear 10 be  like writlen c¢hnaracters. lJpan  Caretu)l
5tuady, one who reads elvish Can make out The words "['m
Violet - Fly me!", I+ adaressed by name, 1n elvish, the

carpet will obey simple commands Jike: up, down, letr,
rignt, nigner, lower, taster, slower, etc, ([t s
suggested that the players bring the Carpet outside the

tower betore rlying - YU does not  bend to 1T TRrougn
doors when  activateo,) Myrella knows how To  use lhe
carpet; so  dges Sunja. The carpel can carry & people
#11n & unimum ot luggage; 1t tne players Insist  on
carrying DUTKy TUNIngs l1ke Chests, extra passengers
must remain bening or tne carpel Cannol Irt otr,

Snould Sunja discover anyone poking about 1n her
rooms, she will be rurious, and must make & DSC saving

roll 1o renenber that  she doesn't really wanl U0 throw
tireballs around 1n ner 1iving room.
Ine Winecellar and Dungeons

AT the Dottom of the stione stairs, A the next

level down or the Lesser Keep, 15 the winecellar, lined
wWith huge barrels ot ale (mostly empty) and several
rows ot wine casks,also running low.
A snort  passage leads to a 15°
tour d00Trs on the tar wall,
wall, and a rack and variocus other accouterments ot
Interrogation are scatlered about the roum, 1nciuding
spiked manacles, pincers, tongs, a brazier, and a
cat-o-nine-talls. A ring ot 4 keys nang on one wall,
This room 15 the province ot One-Eye, the uruk
executioner and torture-master. 4 big, burly telliow, ne
wears an  eye patcn, and generally works bare-cnested,
the Deller 1O agvertise nm1s  second sk1ll - as  a Tattoo
artist. One-Eye learned torture tne hard way - by
experiencing it - and nas lost both an  eye and mMs
tonyue Lo hs "art". He keeps much to nunselfr, spending
75% of h1s time 1n his torture  cnamber, occasionally
sleeping n a vacant cell, or in a pile of straw 10 the
wine cellar.
Two of the cells are empty,
rals. The other Two are OCCupied,
One cell houses  the SCOUL who never returned. He
15 bloody and Dbattlerea, bul unbowed; ne nas lost 75% of
h1s  total nits, and 15 no% \n very good snape 1O nelp
out the player-characiers or even escape, wiLhoul some

by 20* room, with
Manacles hang from one

except tor straw ang

sort of nedling potion, Nor will ne be easily be
convinced tnat tne players are nQl or¢s oul  TO TOrture
ar Lrick him,

The otner cell 15 occupled by Ihe recently

captured elr, Ellomir, For every 12 hours ne nas been
neld, ne will nave lost an  additienal 10% of his total
n1ts  from  Tthe Aamusements The orcs suaPjeci nim Lo,
Ellonir was at first detiant, but by the tnird day will
be extramely depressed and wanting to die - even 10 The
poIAT OT goading  Lne orcs  Tnto killing him, Like the
scout, hne will not readily believe the players are
triends; 0 ract, 1T he s rescuyed, ne will still seek
gedatn, teeling Th4at he has aisgraced ns  paople. (He
wi1ll need the attentions ot an  elvish Healer tor full
recover, }

The keys to tne cells npang on tie wall; they are
not labeled. Tne cell ltocks are old and require 104 nr
0Ff jiggling even tne proper key 10 tne 1ock 1n order to
open the dogr,
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Tne Great Keep

ne Great Keep 15 the oldest part ot tne castle,
and nas underyone various stages of remodeling and
renovation in 3ts Jitetime. Thére are tour levels, each
10 reet n herynt., Tne circular stalrcase was added
wnen tne rest of the Inner Balley was built, and goes
all the way to tne roor. Tne windows on the third and
tourtn levels are angled Tor archers, and gdecrease in
width  trom nearly tive teel to  about 8 Inches, witn a
height ot Tour teet on tne outside of the wall, whicn
scuttles any 1dea the players may have had ot going 1in
the winaows. Since there are no s0l1d  1nterior walls in
Lhe Keep, the castle's nnabitants have used wooden
$Creens and partitions te divide the levels Inte rooms.

The keep was designed 1or the security oF  its
nnabitants. The lower Tloors tend to be dark and the
upper levels drafty; no one ever claimed Hign Cray was
a luxurious residence,

Tne First Level
e ondy access To the fFirst Jevel 15 trom  the
Great Hall, past two orc guards and up a short tiignt
a1 STairs,
Tre chamber 1s 40' 10 drameter, and 1% windowless,
W1Tth a stong Tioor and beamed cetling. The room 1s it
by candles set 1n wall sconces set approximately every
ten teet all around the room, A circular staircase 1n
an alcove leads up to tne other levels, Twa orc guards
{type B8} are suppused ta be on duty nere {X on map);
unless the room 13 actually n use tor a meeting, or
one ot the ofticers 15 present, there 1s a 70% chance

one 1s gone, and 4 Z0% Chance botn have vacated their
poST, probably to the crap game on the tourth level,
Directly opposite tne entranceway 35 a large

velvetr
cCanopy.

upnolstered wooden chair on & dlas, with & rich
Ouier turnisnings nclude smaller chavrs, a
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secretary's desk  and two chests in which various
records are kept. Tnere 1s a large conference table,
strewn with maps and diagrams of troop maneuvers. A
bookcase against the wall coatains volumes ot the de
Monteburk tamily nistory, record books going back three
nundred years, and otner books of a similar vein.

Two wooden screens ftorm a small cubicle tThat
serves as quarters for Volper, who nas trouble with




clhwmbing many stairs. Tnere 15 a small cot and a chest
TRAT nas Seen numorous campaigns, containing clothes,
and several books on military strategy.

Just to tne Jeri ot Lhe entrance way 15 a secret
door 1n tnhe stone wall. The release for the door 1%
benind the candle sconce 1nmedyately to the rignt ot
ine  secret door; wnen activated the door will tnen
swing slowly 1nward te reveal a short passage angd a4
stong stair wiading aocwn n the thickness ot the wall,

Tne stair winds down 10 4 tive oot wide corridor
sloping down; the walls and tloor are stone. Aboul ten
teet down, thRere 1s a heavy lron dodr on the yignt; it
15 locked. {Tne 1two Tlocks are Complexity 3 and 5,
respectively,) These keys are 1n  (azratn's posession at
all times, Tne room beyond is 20* square, and serves as
The treasure chamber, Here most ot the valuables of the
castle are kepl - fTine silver bowls and goblets, beolts
of si1lk, jewelry, statues of marble, crystaline vases,
ornately carved chests and chairs, piles of tine velvet

and satin clothing, furs and rugs, and three locked
chests. One contains 1,0009p n 20 leather bags, ane
contains ancient scrolls giving the castle to the de

Monteburk tamily, and the third contains the 15,000 1n
gems Gazrath plans 1o use to buy swords 1or n1s army.
The sloping corridor goes on, winding down tor
about a naltr-mile, betare ending at a door, The door
pushes open easily from within the tunnel outl 1nto
thick bushes near tne siream 1n the valley. {see Valley
Map} From the outside, the door 135 designed 10 look
exactly like the syde of tne nill, Just 1nside The
Tunnel is a hidden switcn that will cause a cave-1n to
occur, blocking the tumnel about twenty-tive feel back
up the Tunnel, Myrella &nows of the existance of TtThe
Switch, but not precisely where 1t 15 {+20% to Locate}.

The Second Level
The second

level ot
circular stair.

the Keep Vs only accessible
trom tne Here alsc are twe or¢ guards;
there 15 a 60% chance thnat one 1s absent, and a 30%
chance Both mave wandered upstairs; uniess, of course,
an ofticer objects. Since this Tloor serves as the
otficer's quarters, there 15 only a 28% chance 1That no
africer 15 nearby, but generally they 1gnore the orcs.
One quarter ot the level 15 partitioned off as 4
private Troom, WITh a heavy Tdpestry sServing as a
curtayned entrance., Tnis 135 Raksha's room; there 1s a
tireplace, a bench, a bed with tur coverings, a cnest
containing clotning, an extra neavy clodk, a purse of
2009p, a bottle of wine, an extra dagger, and 4 small
vial of greenisn, sweet-smeliing liquid. Tne chest nas

a simpie (complexity 1)
the rearing bear embiem
green liguid  in the vial 15 poison, level
T0 bhe wsed 1n tood or wine; 1t has  only 25%
ettectivenass 1t used as a bDlade poison, Raksna 1s
generally in trom midniynt to 7:00am; there 35 a 40%
cnance that Kazer 15 witn ner, Tnere 15 only a 10%
chance she 1S there at any otner Time,

The remainder ot the level serves as gquarters tor
the otticers ot the urukhal mercenaries. Tne remdining
bed 1s Kazor's, unless ne 1s elsewnere; the OTher uruk
nave cots or Dedrolls scattered about the room. 1010
urukhal sleep nere atter midnignt; there are 1D04-1 nere
at other Times. Tne 4 cnests 1A various Carners cContain
spare clothes, small weapons and utensils, and a small
cacne ot 1D20gp eacn. Other personal belongings - dirty
clotpes, cloaks, empty bottles, dice, cups, bowls, etc.
l1e in untidy meaps apout the room, and the chamber has
The d1sTInct ayr ot & locker room.

Tnere is a secrei door {marked on the map} on this
level, that leads to a small 10" oy 10° secrel room.
Tne wurukhal nhave not discovered tmis room. Myrella
knows where 1T is, and will snare this knowledge witn
the players., The rooin 15 empty.

Snould the players be discovered poxing around on
this Jevel by any of tThe wurukbaj, surtice 1t 10 say
they'd better nave a good story ready, or be prepared

lock. A round snield bearing
leans against tne wall., Tne
10, designed

to sutter Tne consequences. The uruknal are not lacking
in orcs, and can well artord Lo use a tew tor object
lessons,

Tne Third Level

The thirg
quarters
round stalrcase, and a smal) door of ocak that
onto tne walls, The windows are set witn leaded glass,
and are barely a T0otU wide, although thney are 5' tall,
Tne goor 1o the walls 1s barred trom the 1nside.

Tne Two Orcs on quard have a 30% chance of both
being prasent, a 50% chance of having one upstdirs, and
a 20% chance ot both being absent, There are also three
guards stationed out on the walls. There s a 5%
chance only one 35 there, patraliing tne wall, a 30%
chance for two, and a 10% chance all three are at their
posts, as on the map. These are type A orcs. [t Gazrsin
SN h1s  quarters, {rsnak, ms Dbodyguard, w1}l be
sleeping {or s1ttinyg) outside tne livingroowm door. Tne
level 1s diviged into 3 rooms; a foyer, a livingroom,
and tne master bedroom, Tne entire level nas been
clammed by Gazratn as h1s Own guariers.

level,
and tne master bedroom, 15 accessible rrom the

containing the tamily Tlivang

leads out
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a large ftloor-to-cei1ling bookshelr
ti1llec with DOOkS oOn a wide ranyge ot subject matter,
altnough tThere 15 an entire shelt on  astronomy and
astrology. A low table s11s against the other paneled
partition; above the table 15 a portrait ot some de
Monteburk ancestor, now detaced d4and Torn by orcisn
knives. (Most ot the paneling thouynout the Keep 15
knicked and scarred, since orcs nave 1i1ttie regard for
property, even their own,} A palr oT double doors lead
to tne lwvingroom {the lock 1s broken). Tne orcs on
Wwatch  In the foyer are prusarily there U0 Keep away
unwelcome visitors - the only ones they will admet
WITNouT questions are Raksha, Yoiper, or Dalal. YUrshak,
on the other nand, will anly adnit Raksha.

The livingroom nas be2en spared the worst of 1The
orcisn  interior re-decorating, although most of I1ts
more  valuable articles or turalture and artwork, etc,
nave been locked sately away In tne treasure vauli. A
great cave-bear skin near the tireplace 15 Gazrath's
contridutIon TO  the room; most Of The c¢hests and

The toyer has

snelves are empty, Double doors lead to the master
pedroom - These doors still nave a simple lock, but
Gazrath occasignally forgets to lock tnem (40% of the

tune}. However, tnese doors creak abomidably - a player
must roll against Moving Sileatly at a -26% 1o apen
them quietiy, even 1t unlocked,

Thne master bedroom 15 paneled on two walls 1n rich
wood, while oraate tapestries nang on the rounded stone
wall. Heavy drapes nang &t tne window alcoves to smyeld
against dratts; tnese are halr-drawn, since the weather
1$n'T quite coal enougn yet, The wide bed 1s canopled,
With curtains and an elaborately carved mneadboard.
fGazrath does not draw the curtains at night. A mlitary
chest contains clotning and other personal 1tems, and a
number ot scrolls. These are the various messages from
"Karth" (Sgt. Murkin Peddy} and detail various aspects
0T the swords deal, Tmey are written in Common. The
heavy wardrobe contains several rich velvet tunics that
almost t1t Gazratn, the de Monteburk seal and the old
lord's personal jewelry, a spare suit of leatner armor,
ang a set ot black chatamall with an  elaborate nelm,
made to f1T  Bazratn pertectly, A black snield with the
rearing bear totem leans against the wall, and a lethal
looking double bladed battle axe leans nearby, Several
bottles of tine brandy s$1T on a small table, with tour
crystal goblets (used; Gazrath never washes dishes).

The only occupant ot tThe rooms Other than Gazratn
woula be the orc woman Yeva, and only atter tne second
nignt ot the TIMETABLE. Twere 1s a 20% cnance during
the day tnat Yeva 15 somewhere 1n The apartment; she
will tlee ratner tThan fignt under any Clrcumstances,
beiny ratner simple mindea,

Needless 1o say, any players caught s$nooping 1in
Gazratn's private guarters are quite likely to be
saredded lwmb  trom 1imb by Ursnak, or cut 1nto ligrle

ribpons by other guards, and served 1o the dogs.

_The Fourtn Level
The Tourtn level
tor the de Monteburk

also served as 1Iving quarters
Tamly; now 1T 1s a prison tor

Lady Myrella de Monteburk, tne only known surviving
member ot the tamily,

Like the tnird level, 1the - fourth nas hardwood
tioors, leaded glass 3n 1Ts narrow windows,  and

partitions ot wood paneling,
ante-chamber, and a bedroom,
rooms.

The toyer 15 lony and narrow,
one  end, Presunably, there are twe orcs on guard nere,
but the uruk Caplain I1n  charge ot Security N1t upon a
ciever {and protitable] way to keep orcs generally near
thelr assigned posts - he started a Crap game on the
tourth level, As ni1s players lose tneir money amid ale,
baudy jokes and raucous laughter, he sends them back to
therr posts SO new players may take thewr place. The

There 15 a foyer, a large
Myre2lla never leaves ner

WITh 1he STairway on
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game 15, Of course,

shigntly crooked - 3t
appears to be wisning To0 much, captawn Datroyt nas a

an  orc

special pair of dice ne w11l substitute inta the play,
The orcs play mostly tor coppers, with an occasional
silver piece to spice the pot. The captain doesn't care
Wno joins nmis game, as long as he has sutticient orgs
L0 Ccover the posts wnen necessary. There are usually
108 orcs nere - 1T there are more than, tive, they are
spectators, The pot tends To be 3010 {P, burt trinkets,
beltknives, liguor, and women are all legal tender,

A pair ot double doors lead 10 tThe ante-chamber.
These are securely locked trom the nside - Myrella can
open them, but only Gazrath nas the Key. The lock 1s

ore 10 keep other orcs out  than Myrella 1a,
guards (and dicers}

The orc
keep Myrella within ner apartment.
As with the third level, anytming ot real value nas
been moved to the treasure vaults tor sarekeeping (the
bocks, however, nave scarcely beea touched, unless they
were bound with gems or gold leat). A chest near a
window holds Myrella‘s sewing and embroidery, and a low
cot tor Dalai si1ts against ipe wall, The bookcases nold
a variety ot titles, with a nign number of epic
romances and musical scores.

A curtained doorway leads 1o Myrella's private
chamber. A curtained tour-poster bed sits oft to the
fett. Heavy drapes hang at tne window alcoves, and
There 15 a table and cnairs with simple ceramc
tableware. Several more comtortable chalrs face the
tireplace with a thick rug n Tront of the fTireplace.
Wood tor the fire s stacked 1a the coraer alcove,

Myrella spends much of ner time reading or mending
the gowns Sunja lett to ner., Food s brougnt in by
Dalai or another orc; Dalal will get amytning Myrella
needs (within reason) or carry messages,

Myrella is always nere; Dalai 15 in about 80% ot
the tme. Dalai 15 careful with Myrella's nealtn and
well-Deing, since ner own well-being is threatened
should narm come to MyreTTa, particularly 1n the human
girl's present condition. The orc will detend Myrella
against all intruders,

The Root

ne  staircase culminates on the tlat root of the
Keep, witn 11s crenalated walls. Two orc guards are
posted nere - there s an 80% chance they are botn at
the crap game below, except in early morning, when
Gazrdth takes mis morning stroll, surveying the terrain
{ see TIMETABLE).

Rumors

[t 1tne players are 10 be successtul 1n their
quest, they need TO gather more intormation than what
the Sworn  Swords were able 1o ywve them. The primary



of this 1Information are rumors neard at the
and varigus viliages 1n tne valley, Tne players
need to spend some tyne talking to orcs and urukhal, or
at least listening 1o ouner CORversatlons ¢oing on
about them, 1n order to pICK up bIts of Intormation
That mignt {(or w1gnt not) aid trem In Thelr mission,

It tne players are merely listening 10 other orcs
Or urukhal talk, without Ttrying 10 Turn Conversation to
any specitic subject, the GM snould roll randumly
{10100) on tne Rumors Chart for every hour of gane time
the players are listening. This determines the subject
matter ot tThe disscusion the players overnear. The
chart 1s grouped by clan; 1t the GM 15 ROT sure fTrom
whicn ¢lan are tne orcs in question: on a (10, they are
1-3 wWolt, 4 Badger, 5-6 Snake, 7-8 Raven, § Hawk, and
10 Retuyee. There 13 & 10% chance Thal any orc s a
retugee, new tTo the villages ana not a very rehiable
source Of Informatyon.

Tne players may try to direct tne conversation
onLo a specitic topic. A saving roll verses MAG, with a
bonus or 1 for every point ot DSC over 12, wili get tne
orcs on a desired subject witnoul arousing Suspicions,
although the orcs cannot tell them they don't know (see
Rumors.Cnart). A missed saving roll will earn players
dark looks, and a "Wnyja wanna know?" trom the orcs.

Many rumors on The chart are detalled elsewhere 16
th1s scenario, bul others are explained below:

The Radisha 15 50 strong that . . . - Lhe GM can
t111 n tne Dlank with any exploil appropriate tor a4
legendary nero.

A dragon in the castle -
Sunjats " tenaancy for pyrotecnnics -
dragon tollows naturally,

Sun)a as an uruk mage -
uruk-mage, and something ot ner personality, seen
an orc's viewpoint,

Kazor setling up a new 1iribe - Kazor would like 10
start a Stalitonclan, to De a cavalry corps, but he nas
AG  Intention Of OVertnrowing 5azrath with 1T, as some
¢laim.

Qther Rumor - another useless rumor, usually about
the food, the women, Or boasts about fTigntinyg ability.

sources
castle

a rumor
the

sparked by
rumor ot the

the existance ot an
trom

TIMETABLE OF EVENTS

The i1lusyon of signt wnich provides the players

with their orcish disguise will last three days and
1012 nours, Tne tollowing tunetable covers four tull
days, Tor the GM's convienience, Tt 15  assumed ihe

the valley sometime during the first
day; 1t thewr arrival occurs arter mignttall, 1t s
assumed That they nave arrived the niynt before 1the
Tirst day ot the Timetable,

Gazratn's personal schedule 15 usually determinea
on tne spur of the moment, altnough all hi1s activities
during tnis period are described here, Dnly activities
marked with an asterisk (*) are planned far enougnh 1n
advance 50 that players nave a chancé of learning of
these plans betorenand tnrougnh  their 1Inteliigence
gathering ertorts,

01 course, tne

players arrive 1n

tmetable 11s notl absolute -  the
actions ot tne players can very easlly TwisST and tTurn
the chain ot events, The TIAng Ot events glven here
represents the scnedule that will prevail ¢ players do
nothing 1o disrupt the various orc and uruk NPCs.

FIRST DAY

6:00 AM * Gazratn awakens in his quarters 1n the lord's
cChambers 1n  the Great Keep, and C1imbs The stairs 1o
the root, IO walch The Sun rise over hn1s gomain, He 1s
unarmored, bDul wedrs a knite, He tTalks 10 the Two

guards tor a frew momenis, tnen returns downstairs,

6:15 AM * Gazrath returns ©0 h1s Cchambers, K1Cks Nis
bodyguard Urshnak awake, and sends an orc 1o tetch his

breaktast, wnile ni1s squire Goral nelps nim  don nis

RUMORS

9000 horses; tne seltlement of current dispules between
clans; the Status Of armor,weapons and tood supplies;
and the status OF the raining program tor swordsmen,

7:30 AM A young temale uruk rides a well-lathered
norse at a4 nara gallop down the road, passing the
Wwolrclan and Snakeclan village sat approximately §:00

and  8:05, respectively,
and up the causeway, Sne

and  thunders over tpe bridge
15 wearing 4 Bearclan totem.

8:30 AM  Tne messenger rides 10t the Quter Balley,
and 15 easily passed througn botn gates, althougn ner

arrival creates quite a $TIr of speculation among her
Bearclan kinsmen 1n  the barracks. Sne 1s mimegrately
ushered 1n TO  the Audience Chamber To meet with
Gazrath, Sne carries a verbal message on the progress
ot the traveling Bearclan urukhai, the rest gf
Gazratn's clan, wno are presently Journeying across the
dangerous Peace Mountains to join nim. The news 15 good
- they dre pernaps 4 week away Torm Hign Cray. The
messenger 1s senl Lo rest Defore returning to her clan.
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Place or 2 < &
iribe sl /S8/F g ¥ R4
< /P ¥ [ .8 NG A4

Rumor ® K b N
The Radisha
-nas roving eye (T) 05 a5
is $0 strong tnat (F) 05 05 10 05 05 2%
morning vigil {T) 20
magic armor {F) 10 40
1s coming to camp {?} 20 20 20 20 20
Myrella
captive existance (T) 30 25 30
pregnancy {T) 35
Deal tor Swords
existance or deal (T) 40 30 35 40 30 35
meeeting planned (T) 45 40
delivered soon (T) 50 40 45 45 50
magical powers {F) 50 50 556 80
The Castle
secret passages (T) 56 55 55 45
dragon (F} 60 60 50
aragen's noard (F) 65 65
nidden treasure (T) 55 65 65 B0
elt prisoner (T) 65 65 75
Sunja s mage (T) 70 75
Miscellaneous
Kazor's cavalry (T} 5 75 80 H
Kazor's new tripe (T} 80 70
women ot Bearclan (T) 85
disparaging remarks
abgut other clans % 8 80 90 8 8
Other Rumors
general 1rrelevancies 00 00 00 00 00 00 0O
Customary Jeatner and cnain marl, ang straps on  nis
sword,
6:30 AM * An orc returns with breaktast {a joint ot
mutton and a skin ot wine). He 1s accompanied by
Raksha. There 15 an 80% chanCe that Raksha will have
Thé orc raste tne wine for poison, {Raksha will tollow
LR1S procedure whenever circumstances permit.)
7:00 AM * Gazrath and Raksha, witn Ursnak trudging
benind, go te the Audience Room on  level one ot tne
Gredat Keep, TO conter with volper and the otner
orticers and clan cnileftains., Topics Ttor disCussion
will nclude recruitment tigures; the need tor more



9:30 AM * Gazratn, accomparied by mis  squire, Raksha,
Kazor, Ursnak, Tour urukhal guaras, and Lupud, the
cniet of tne Wolrclan, Jeaves tne castle, ana journeys
to the Woltclan's wvillage &t the western end Of the
Valley. Gazratn, Raksha, Kazor and Lupus are mounted;
Lhe others trotl aiong on root,

10:30 AM * Gazratn cuts a lordly Ylyure as ne inspects
ine Woltclan troops, around 300 men-at-arms. He watches
the morning drill, paying particular 4ttention 10 TtThe
groups practicing with wooden swords, even shouting
advice. Tne orcs are obviously trying to wmpress their
general, beating on eacn OTher witn repewed enthus)asm
whenever ne 1s watching,

11:30 AM  Tne tigntiny practice 1s Interrupted by tnhe
return ot a4 Woltclan hunting party bearing a rare
prize; a captive elf, trussed up 11ke a deer carcass,

but st1}l alive, and {so tar) relatively unnarmed. Tne
prisoner 35 DbBought betore Gazralh, who GquesTions nam,
Wnen no  civil answers are rorthcoming, the elr 15 taken
rougnly oft to the castle's dungeons Tor more serious
mntarrogation,

12:30 PM * Gazratnh and 'n1s  party eat lunch at  thne
Woliclan camp. There 1s a 75% cnance that Raksha will

pave Gazratn's tood tasted (sne doesn't really like or
trust Lupus that mucnj.

1:30 PM  Gazrath and M5 party leave tne Wolrclan
vilTage and ride back 10 the castle, excepl tor Kazor,
wno neads oft separately toward tne Hawkclan camp 1o
recruit additignal orcs tor nis  newly-tormed cavalry
unit,

2:30 PM A rawnstorm beyins, lasting approximately
unti1l sunsel, !nless the players tind shelter tneir

scent will be quickly wasned oTt,

2:30 PM. Gazratn and m1s otticers are met 1a the Ipner
Balley by another Or¢ messenger, who presents him  witn
4 rolled parcnment letter. fGazratn opens the letter and
pretends to study carerully (ne does not read), and
goes INTtO the Greal Keep To conter with Yolper, wno
does read. Raksha accompanies nim. Tnis  letter 1s trom
Kartn, s¢eking T0 arrandge a meeting 1O hegoriate  the
tinal terms ot the secret sword deal,

3:00 PM Having agreeded o0n a response Lo Karin's
inguiry, Gazrath and Yolper go wupstairs to Myrella's
room 1o get ner 1o write the reply {Volper's penmansnip
15 abominable), Ursnak pesitions nimselt outside the
door and goes to sleep unt1l the General emerges,

3:30 PM A new messenger 15 given thne reply, and rides
ort. {GM's note: snould tne players  attempt to
intercept the mesenger, or follow nam, the scroll will
be left 1n a nollow tree about a nalt-mile trom the
Sworn  Swords' camp. The text or tne letter reads as
ol lows: K-

MeeT at midnignT to talk

about swords,

Same place. Come alone,

6. )

3:45 PM  Gazratn goes LU The dungedn 1o watch the
elt's interrogation, Ilrshak does not  sleep  through
tn1s. Thne elf reveals Dittle uander torture, and 13

returned o h1s cell atter ne 10%es CONSCIOUSNESS.
4:30 PM * Gazrath s1ts In the Hall 1o near and settle

disputes among ni1s subjects, wusually over division of
tood ang labor among the clans, Kazor returns {with ten
new recrults rrom  tne Hawk clan}  and  anaounces nis

plans to make & raid tThat evening on The
village 10 capture norses,

5:30 PM Witn an explosion ot smoke and  T1reworks,
SunJa makes a dramatic entrance nto the Hall to
contront her General, Sne nas heard of the elf captive,
and wants mini tor ner Mcollection", Gazrath puts ner
ott with some vague promise, and Sunja makes an equally
dramatic exit.

$:00 PM * Gazratn joins a  large number ot  his
Meutenants, ofticers and clan chiettains In the Great

nearest

Hall, and dines on venison,
scantily clad orc
Laughter

stew,and bread,
WENcnes  and  human
and bawdy Jjokes 1311 tne air,
urukial get up tO boast of thelr prowess at diffrerent
sk1lls, not all of wmicn are military. (Tmis activity
will go on unt1d} 12:00 or s0.)

served by
slaves. Loud
and various

8:00 PM * Gazratn leaves the Hall, accompanied by a
pair ot comely orc wencnes, and goes O B1s  room.
Ursnak sleeps outside the door, wnile Goral goes

upstairs to Jjoin tne dice yame,

10:00 PM * Gazratn, now wearing his neavy scdle aroor,
meets Rdaksna and a guard OF $1x  urukhal in  The Inner
Barley. Tne party rides out OT the castle to keep thelr
rengezvous with Kartn,

10:30 PM * Xazor assembles his raiaing party ot
Orcs and  tour urukhal orricers on
the castle, Only ne and

rorty
the grounds outside
the uruknal are mounted; the

ores  are given ropes and 10ld that ir  they are
successtul, tney can  ride back. Tne  would-be
norse-raiders leave tne castle, neading down the road.
(GM's note; Tne targetl ot tne raid 15 a  numan

settlement some Titteen miles southwest of tne valley,
well atield ot the road. Should the players get stuck

on this mission, Tne GM will nave to design the target
village.) Tne rarders will arrive at aboul 3:30 AM,
minus about one dozen orcs, wno will nave either run

orr, gotten lost, or tallen themselves  n
the darkness.

12:00 MIDNIGHT The meeting place 15 & stone bridge on
the road, about tive miles from tne Sworn  Swords' camp.
Kartn 15 on twpe; 11 the players are nearby, they will
recognize him, He reporis tnat the swords can  be
delywvered n wwo nignts, The arrangements for the
excnange of  swords and gems are worked out, and they
part, the uruknal returning o Hign Crag, and the nyman
10 The nercenary camp,

SECOND DAY

2:30 AM  Gazrath and Tne uruknal return TO the castle,
Kick the orcs In  tne stables awake to care tor e
norses, and go ofr TO thelr beds, stepping over {and
occastonally on} tne nert, sleeping torms ot oarcs and
uruknai 1n tne Hall,

6:00 AM  Gazratn sleeps 1n today,
7:30 AM * Tne (General awakens,

and 1njured

goes Lo Lhe rdot T

survey nis noldings, dresses and sends tor breakrast,
as on the previgus day.

8:00 AM * Still eating breaktast, {azratn meets with
Volper, Raksna, and urukhal officers and ¢lan

cpiartains. The Topics of discussion include division
0T Lhe $words among the clans, 1ine growing demands
being placed on the tood supply by the 1ncoming $tiream
or  retugee orcs, and uses or the clans 1n open battle,
Kazor has not returned, and an urukhal 15 cnarged with
bringing word to Gazrainh upon Kazor's return,

9:30 AM * Gazraith, mis squire Goral, Urshak, and an
nonor guard ot tour uruknail soldiers, leave the castle,
accompanied Dby Shagrat, the <hiettain ot the Raven
clan, Raksha, accompanied by another ofticer and ftour
urukhar soldiers, also rides out at the same tTiune, The
IWo groups split up at the bottom of the blutt., [azrath

and  n1s o esCort ride  to tne Ravenclan village, while
Raksna's party turns edst toward tne Badgerclan's cave
awellings.

10:00 AM * Gazrdth 1nspects the fignters of the Raven
clan, and thelr corps of archers, Abaut tifiy of tne
one nundred  and  twenty tignters of The Ravenclan are
drilling with wooden swords, and Snagratl makes sure Tne
General nds Time Lo observe Thelr technique, {Raksha 1%
completing a similar review at the Badgerclan camp.}

10:30 AM  Kazor ang h1s bana of orcs trarl 1nto tne
valley, naving 10T rive more Of tThelr number during
the raid, but naving gained eighteen norses. The party

Tendas Their new prizes berore Kazor permits  them 1o
collapse 1nto the hutls near 1The corrals. Kazor 15 1n
nis own bed by 11:30, and will sleep unt1l §:30 PM.
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12:00 HNOON * Gazratn and nis
RavencTan village,

party eat luncn ai  tne

12:30 PM * Gazratn and n1s  entourdge  Jeave the
Ravencian camp, to v1$1T the Hawkclan village
1:00 PM * Gazratn molds an nspection of the Hawk

clan's warriors and speaks tor a long time with Talons,
tne clan's cmier. The General seems mpressed with
several oF the Hawkclan swordsmen, and even Spars with
two O them, otfering «dvice on thelr technigue,

1:35 PM  Arter lunch with Heggritt, the snaman/leader
of the Badgerclan, Raksha rides with her group to the
Snakeclan camp, tor more ot Lhe same,

3:30 PM  Gazratn leaves the Hawkcian willage witn the
rest of ms party, Including the Hawkclan cmier and
several ot the better swordsman  canairdates.  Orc
messengers are sent to the other villages 1o invite tne

cniefrains and leaders to the castle tnat nignt tor a
teast.

4:00 PM  Gazrath and his party pick up Raksha and ner
group In the Snakeclan wvillage and return 10 The
castle, aiong with  several of tThe  nNign ranking
¢ lansmen,

4:40 PM  Gazrath gives orders tor Nis  uruk Troops 1o
assenble sn the Inner Bailey, He goes then TO M5 Own
quarters with Goral to don full  scale  arwor,

dragonneim, and scarlet cloak,

§:00 PM* The wruknai naving assembled, Gazrath comes
out 10 the wall-walk arcund tne Keep and delivers an
impassioned  speecn  on The vICTOry $60n  t0 COME, which
15 received with roaring enthusias, The  snouts  of
"Ra-di-sha!  Ra-di-shal" can  be neard as Tar as
Snakeclan village. ~ Even Sunja comes oul onto the
battlements ot ihe Lesser Xeep 10 cheer.

5:45 PM * A Detore-the-T1act victory celebration  begins
1 The Great Hall and the (uter Balley, punctuated by

ale, war songs, much boasting, more ale, bawdy
laughter, dancing girls, and st1ll more ale, wuntil the
entire castle 1s one vroaring drunken parity, A feast 1%
served 1n the Hall tor tne urukhal and thelr honored
guests, and replete witn plenty ot wine and ale from
tne castlie's amminisning stores. Musicians beal out

brignt martial songs on drum and pipes, wnile scantily
clad orc women dance tor the aausement Of The urukhal,
Tnere 15 a general lack ot oraer throughout The castle,
and the player cnaracters will have a mucn easier tTime
than wusual 1n moving about withoul being questyoned or
suspected ot being out ot place, The orc guaros 1n the
Keep and elsewngre are sti1ll  there, but inere 15 a 60%
chance they will be less than sober, {Tne crap game on
the fourth level 135 as busy as ever.,) Tne GM may wisn

1o reter 10 Tnieves' Guila I tor rules concerning
drunkeness, and the ettects or alconol on a character's
abilities,

§:00 PM  Gazrain 1s entranced by tne gracetul dancing
ot~ & voluptuous orc girl, named Yevd, Trom the
Sndkeclan. He 15 by naw quite drunk, and 11 an  amorous

mood; at §:30 ne rerires Lo
witn  nun. Hrsnak, bearing two large ftlagons of ale 1n
each Dbeety nand, s$1Ts outside tne door and drinks
nimselt into a sodden stupor at about 10:30 PM,
8:30 PM  The party remains 1n tull swing unmindtul or
Gazrath's  departure. Volper 15 tipsy and 1teliing
wmprobable war stories wita a wench  plopped on n1s good
knee. Raksha, also fipsy, 1s singing heroic drinking
baliadgs witn several officers., Kazor 1s just plan
smashed, telling bawdy jokes without punchlines, but
h1s l1steners are In no CoOnditian to care,

Sunja, wobbling a bit, but witnout spiiling her
arink, avolds the awkward grasp of an amorous uruk, and
akes ner way 10 tne Lesser Keep. Here she pauses a

nis cnamber, taking Yeva
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caretully goes down the sTOne stalrs 1o
ner tace., (GM's note:

moment, then
tne dungeen below, a sly grin on
Sunja pays a  "visit" to tne elt prisoner, witn
someihing tar diftérenrt YoM Interrogation on  her mind
- the g&ctivities of the next hour partly account tor
the elr's surcidal despondency 1n tuture days.)

10:00 PM Sunja emerges trom thne dungeon, humming a
7ttTe song, and <limbs up  To her cnambers. Dragging
the tiying carpet out of her room, she $ails around the
castle, buzzing the towers and walls, shooting  oOft
occasienal  fireworks that drive the orc guards running
Tor cover. She then swoops down into tne valley and
careens wildly tnrougn the Snakeclan viilage, letting
sparks tly. A startled orc fires an arrow, which
misses, but Sunja's awm 1s better., The archer's tiree
catcnes tire, going up In an eldriten blaze that
spreads 10 a nearby cottage and then To another, Sunja
savls away Lo her tower, laughing, as orcs  scream  and
SCurry Qut at Their houses, scrambling o quench  the
fire. Tne flames of nalt tne village burning lignt tne
entire valley. Sunja tlies about for a while, berore
returning to ner tower and a deep contentea sleep.

11:00 PM on- Tne celebration continues 1o the Hall
and tne barracks for some time, as long as there are
s} wruknar  $131)1 sober enough  To keep drinking,
Almost every dark corner nas a couple In T, as many
wencnes nave made thelr way 10 the castle tonignt,
There are several tignts, various drunken cnoruses anda
mucn  Jaugnter. Gradually, as tThe urukna) drink
themseives under tThe tables 1n tnhe Hall, or stagger oft
Lo Ther cois, aclivity n ithe castle 15 tawrly quiet,
altnougn inert bodies in tne Hall, the courtyards, and
the barracks testifty tnat, indeed, a good time was had
by nearly ali. Tne exception, ot course, was tne men
and women ot tne Snakeclan village, where smoking ruins
and angry orcs awalt the morning.

THIRD DAY

9:00 AM * Gazrath awakes with a slignt neadache, but

MARAgEs To drag himselt up to the root, where an
unpleasant surprise awalls him, Smoke rises trom the
Charred ruins of the Saakeclan village, and Gazrain's
Tirst reaction 1s “We've been ATTACKED!"™ He nearly
throws a trigntened guard ott the root 1n rage hetore

he 1s5 convinced that the rire was not the result of &

numan attack {of which he was not intormed,)

9:15 AM  Returning t0 the halls of The Keep, Gazratn
angrily sends any arcs he t1inds 1o summon  his offricers

and to find cut what caused the Tire at the camp. He
then dresses 1n mis usual chain and sword,

10:00 AN The otticers assemble, with the exception ot
Kazor, Only Volper seems clear neaded: all others nave
not  yel  recovered ftrom  The n1ght before.  (3azath
arrives, st1ll scowling, and ne admits the delegation

Trom the Snakeclan, wno have been waiting since sunrise
to meet with nim,

10:05 AM Tne Snakeclan emissaries, led by their
haggard and hungover  cnieftain bitterly  describe
Sunja's exploits of the previous nignt,  demanding

retribuytion, or at le2ast wereglld from Gazrath.
10:25 AM  Gazratp summons an Orc 1o g0 COMMAND that
SunJa appear before the council. The org 15 reluctant,
understandaply, but he 15 not  given any choice. The
Smakeclan orcs seem tentatively satistied wnen Gazratn
dismsses ihem, promising them all necessary aid n
rebuilding their village.

10:40 AM  Sunja 15 awakened by tne orc wita Gazrath's
summons. Tne orc bangs on the door, shouts his message,
and  scoots oft  down the stairs Defore thne bleary-eyed
mage Can open the door To blast him.  Sne begins o
recall ner previous nignt’s display, and decides she
may be 1n trouble. She dons her sorceress' tinery,
complete with peaked hat and statt, and goes {at no
great naste) Lo tne Keep,

11:45 AM  Sunja arrives at the Keep, and stands
ner General with all tne dignity of a minister

betore
betore a

6:00 PM * Dinner

king, Altpough Gazratn
inexcusable tolly and
broadiy; she gives

accuses  ner sternly ot
carelessness,  insulting ner
no ground, simply producing the
"otreading arrow” {wnich In t&ct she nas pulled trom a
guard's quiver on her way in), Her attityde is that ot
a loyal servant wrongtully attacked 1n the pursuit or
her duty. GBazrath s clearly not convinced,  and
continues 10 curse and insult her. Volper 5teps 1n 10
sootne ruftled reatrers on both sides and prevent a
fight trom breaking out.

12:00 NOON Sunja goes back To ner tower tor a batn,
wnilé Gazrath, mostiy recovered trom the aight's

révels, orders that nis lunch be sent to Myrella's
room. Raksna and Volper go to eat 1a tne Hall, which 1s
beginning to stir with uruknal.

12:15 PM  Gazrath goes to Myrella's room. Lunch 1ts
BrougnT, and Urshak and Dalai are ordered out,

1:00 PM  Raksna goes looking ror Kazor and tinds him
STITT passed out in the arms of an Orc wench in a

secluded corner, She k1cks him roughly awake and then
stalks ott, assigning an ofticer trom his cavalry unit
10 dri1ll the orcs with thelr new mounts. Sme Tnen rides
out 1o the Snakeclan village to  assess the damage. She
15 accomplisned by tour guards.

3:30 PM  Gazratn and Volper walk along
discussing the castle's detenses,
distance ot about titteen teet,
mutton joint,

the walls,
Yrsnak tollows at a
loudly gnawing on a

3:45 PM  Raksna returns to tThe castle, and she and
Kazor join Gazrath and VYolper on the walls to discuss
the plans tor tne sword excnange. They ail go down to
the Audience Room,

4:00 PM  An argument ensues among the urukhal leaders

Toua enougn to be clearly neard 1n the Hal) below or on
the tloor 1mmediately above tne Audience Room (the
atficer's quarters), Gazrath s not agreeable to
remaining at the castle during tonight's exchange,
despite Volper's and Raksha's advice that it is unwise
tdr hIm L0 risk N1s  satety on  this venture., Gazrath
tinally wins a concession - he shall accompany the main
party, but Raksna alone will make the exchange, while
ne remains behind with the troops. A caretully selected
group or woodsmen will shadow Raksha 1n case Kartn
attempts treathery, wnile tne main party will await any
summons  tor avd. Velper will, ot course, stay at the
castle; Kazor will act as one of Raksha's "snacows",

5:00 PM Raksha, Gazrath and Urshak go down tne secret
$tair 1o tge 1treasure vault below. Yolper and Kazor

refmain 1n the room to  open the door when the others
retura. Gazrath counts out the. agreed upan price 1n
gems and packs them caretully 1n a 1'x 2'x 3' chest,
which 15 Lhen brought up stairs,

n the Hall 1s more subdued tomight,

with a teeling ot expectation 1n  the air, Although the
vank and Ttyle wuruknal d0 notl know the details of
LORIYnt's  expedition, TRey are aware that tonignt 1s a

turning peint Tor thelr course, and watch their leaders
caretully tor a clue to the venture's tikely outcome.

6:30 PM Raksna calls the names ot the patrol leaders
chosen  tor the nignt's work, and bids  them arm
tthemselves well, and be ready to move aul when Tae
norn biows.

7:00 PM  Gazrath, with Goral's assistance, puts on his

neavy biack scale armor, dragon helm, and bjack cape.
Drsmissing Goral, @Gazratnm stutfts a dark wool tumic,
ordinary nelm, and plain dark green nooded cloak nto
his saddlebags when no one appears to be looking. Tne
chest  Or  gems stays n Gazrath's possession at  all
Times.

8:30 PM * A born 15 blown and twelve mounted uruknai,
armed In chain and bearing axes and lances, gather n
tne Quter Bailey. Fignt more uruknal join tnem, bearing
sword and lance. Raksha, Kazor, three uruknail orticers
and Gazrath ride out ot tne [nner Bailey 1to meet them.
Raksha and Kazor give quick brietings te their
respective groups. nlookers gather 1n tne courtyard.
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9:00 PM * Tne troops move ott, with Gazrath in the lead

on nis big Dlack warnhorse. Onlookers cheer as they
march oul Of the castle and down Tne Causcway.

KOTE: Should tne players tollow or somenow nave
managed to be included n ihe company, tne tollowing

details are given, ftnerwise, skip TO 3:00 AM.
11:30 PM  Tne main troops nalt, Raksha and Gazrath
confer breitly, and sne packs the locked Chest on  hper

own horse, She rides ott, tlanked by tw0o mounted
urukhai, wno will drop back when sne nears the
rendezvous point,

11:45 PM  Gazrath dismounts and pulls mis old clothes
from nis saddliebag. Remaving the cloak and nis ornate
helm, he pulls the tunic over nis nead. Kazor protests
- AT 15 to risky. - but Gazratn snarls nim down. Now

plainly garbed, armed with n1s sword and a bow, Gazrath

joins tne halt-a-dozen scouts wno will keep an eye on
tne proceedings, Kazor 1s left benind to nold the
norses, . ,....and wait.

12:00 MIDNIGHT Raksha awaits Karth 1n a clearing near
Their prearranged spot, 1n clear view of Tne SCouts, A
young man, unarmed, steps 1nto the clearing - bul ne 3s
not Karth, “Karth sends me,* ne assures them. [t
appears that Karth also tears Ttreacnery, for nis
accomplice, Pike, wanis 10 receive The payment, bul
will only give part ot the swords' location. The rest
ot the location will be given tnem by Karth nmumselt, at
anotner location, and only 11 tne gems are given over,

{In actuality, Kartn 1s nearby, miding with his
bow and one deadly poisonpus arrow, Snould Raksha
attempt to kill nis accomplice, the arrow will be awmed
at Raksha. Should she accept the new Terms, and ride
oft, leaving tne chest witn Pike, then Karth will shoot
nim to swmplity dividing the 100t.) _

Raksha 15 not pleased at ths change 10 plans, but
tninks quickly. Sne gives Pike the chest, bBul retains
the key To 1ts Y0CK, Insinuating inat norrible traps
will be set oft should tne lock bDe tampered with
witnout 1ts magical key. Tne lock 15, 1n tact, trapped;
an odorless gas will be released tpat robs the breather
of all will and purpose tor 106 nours, SR vs. MR. Sne
warns against even jostling or snaking tne chest, lest
the ligntnings be released. Pike gives ner the location
ot the next clue, and nalt a map that will snow where
the swords are cached.

12:30 AM  Raksha rides off To meet with ner “escori®.
Four O0f the scOouls remain To watcn {and taii) the
accomplice - the orcs are perfectly willing 1o have

therr swords and tneir gems, 1t possible.

12:35 AM  Undware he 1s being watcned, Karth snoots
poor Fike with tne poisoned arrow. The or{ scouts are
startled, and watcn s1lently until Kartn descends Trom
n1s tree, and approacnes the chest. Tne archers then
snow themselves, arrows notched, and command fm 10
halt (in orcisn, ot couse). Karth panics and runs - and

tracks by orcisn arrows. Tne
- they believed

15 nalted dead 11n mis
yruknail tnen Take tne chest {carerully
Raksha} and return to The main company.

1:00 AM Raksha and her escort searcm tor a sign of
Karth  at the second rendezvous point, Gazrath s
managing to stay Incogmito  (the players nave 60%

chance, nowever, OT recognizing whicn oT  ihe SCOuUts 15

the disquised uruk General).

A note 15 tinally tound - tne second nalt of the
map, and a scout (not Gazratn) 1s sent 10 Dring Une
troops while Raksha and the OTREr scouls 1nvestigate.

chooses not Lo
nim sweat a bit

Now Raksha recognizes
acknowledye nim, planning
fIrst,

1:45 AM 10 3:00 AM

Gazratn, but
L0 make

Tne troops join up with Raksha,
and 1tine complete story 15 pieced together. GBazratn
assumes nis usual garb and place. Tne wagonload of
swords 15 brought Out 0T Lhe Cave where 11 was nidden,
and tne uruknal make the long Urip home,

4:00 AM Tne company enters tThe castle, tne swords are
put under sTrict guard, and weary uruknal collapse to
sleep.

THE_FOURTH DAY

GM's NOTE: It Dy now the players nave nol made tThelr
mave, they should start planning a speedy ex1T. They
nave only 1012 hours before tne carriage returns 10 the
pumpkin patcn, and they hnad best notl leave any glass
s}ippers benind tThem.

10:00 AM  Gazratn drags himselt out OT bed and goes to
the roof, as usual, He stays a little loager tmis
morning, talking 1o the gduards, and tnere 1s & jaunty
1v1t 10 nis voice,
10:30 AN  Gazratn
tor breakrast,
11:00 AM  Tne ofticers meel with Gazrath n  ine
Rudienceé Room. The clan chiettains are all tnere, Tne
major topic of 1nterest s distribuytion O  The swords,

returns to n1s chambers and sends

but there 1s laugnler over the tate of Karth and his
accomplice,
12:30 PM  luncn 1s eaten 1n the Hall. Jovial spirits

abound among TRe urukha) ofticers and mep-at-arms 1N
the barracks. Gazrath 1s wn & particularly good mood,
for mis TIme of waiting 15 nearly over.

1:30 PM  Gazratn, Ursnak, and Kazor, with S1X uruknal
orticers and forty urukhal, escort The wagon with the
precigus weapons to distribute them L0 wortlhy warriors

in the clans. An officer and five urukhal
eacn clan 1o further their training,

$tay with

2:00 PM Raksha makes a surprise visi1t ta Myrella's
tower room, primarily to cneck her nealth, since
Gazrd4th 15 very concerned that n1s chyld be nealthy and
SErong.

6:00 PM Gazrath and company return Lo the castle.

£:30 PM  Dinner s served n the Hall.  After

conterring with Qne-Eye, Gazrath orders the elt

prisoner brougnt up to tne Hall, tor after dinner
antertainment.
7:30 PR Ellonmir is dragged up ftrom the dungeon Lo

entertain The assembly n tne Hall, Tne elr s
aetermined TO goad the uruknal into killing him, since
ne broke under One-Eye's sk11itul persuasien.

8:30 P One of the orcs tram tne Hawkclian wno just
Fécewved nls sword 15 given chance Tto tignt the elt,
who 15 given a sword and promised freedom 1t he wins.

The t1gnt s briet, and tne elt's body 15 dragged off.
Onty Sunja mourns.
10:00 PM  Gazratn rerires with Yeva tor the nignt.

Random Encounters

1.) 1D4 wolr-dogs approacn the players, hoping ftor
tood or attention. It 1t nas been tOour Or more hours
since the player characters tast applied thewr "scent"
there 15 a4 28% cnance per addition nour tne animals
w1ll catcn a whitt Of something very un-orcish about
the party, and turn nostile, smarling, barking, and (it
1T 15 elt they smell) attacking. Needless 1o say, this
wi1ll draw unwelcome attention trom nearby orcs as well.
2.} AL the next occasion when The players approach tne
stream bed, they will come upon an area where TtThe creek
opens Into a wide, apparently snallow pool. Players may
attempt to cross the pool on the thin line of  rocks,
irregularly spaced, that line the Dottom, wade across,
or move turtner up or gownstream {a detour of about s1x
L0 Ten minutes betore a good tording spot is tound).

Tne center of the pocl 15 a thick bog, Anyone
entering Th1s area must make & 3012 savang roll versus
STR each turn, or becoie Trapped 1in the muck, Once
trapped, a person can sink and drown in  about 15
winutes; struggling to free oneselt 1ncreases tne bog's

grip, at a rate of 1012 per mr. Thus a struggling
player would need t0 make a 4D12 save versus 5STR ine
TIrst ar  atter getuing stuck, a 5012 save the next
urn, and so on. Players not entrapped may add their

STR to rescue efroris. Tnose altempting 1o cross over
on tne rocks will Tind the going very slippery (CODN
saving rolls eacn ture or tall n}. 1t & cnaracter
talls, hnhe starts from tpe “trgpped" position, as
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outlined above, Obviously, anyone who ventures Intg the
water will wash oft Thne Orcish scent ne wears,

3.) uWnile moving tnrough a patch of low underbrush,
the players may hear (ability roll vs. nearing} a
warning n1ss. Unless tne party halts immediately and

changes ¢ourse, an arrowhead snake will strike at the
nearest party member {(roll randomly). The snake will
tnen slither  away unless attacked by close range
weapons {10 which case ne will turn on n1s  attacker),
The snake's venom acts as a paralytic; the attecteg
person will lose 10 points trom hoth REF and CDN, and
sutfer an 80% penalty to all thieving abiiities. Tne
etrects last tor 12 hours betore dexterity begins 1o
gradually return, one point ot REF and CDN, and +10% to
tmeving skills per nour until totally restorad, 4
saving voll versus STM w11l reduce these penalties by
halt (-5 to REF and CDN; -40% 10 ab1l1tTies) and eftects
only last 6 nours betore beginning Lo tade. ise ot a
nealing potion will begin the gradual return of skills
wmmediately, al the same rate,

4.) The players encounter a patrol
male orcs 1In leather armor, armed wWiTh bDOwS, spears
and knmives, and one orc with a sword and a studded
nauberk. It the players have chosen TO wear 1nsignia,
ihere 15 & 20% cnance that the patrel 15 of  the sane
1ribe; otnerwise they are members of the Badger clan,
Tne patrol leader w11l ask a number ot Qquestions about
who they are, where They're trom, where tThey're going,
etc. His questions will be pickier 1t né tninks they
are from ni1s clan, but ne will be 1less triendly to them
it they appear 10 be ftrom another clan ({as tar as
volunteering any ntormation himselt), ASsSuming the
players satisty tne leader's gquestions, tThey will be
told the way 1o the appropriate clan camp, and the
patrol w11} go ort into the woods. [t thneir answers are
Jjudged unsatistactory, the patrol will try 10 take the
party back to their own Clan camp, to be 1nterrogated
by their clan leader. Any escape attempi or attacks
will be met with force; tne patrol will make a run for
1T it more than 50% of 1ts men are wounded,

5.) The players hear a group approaching. Soon a
ragged party ot tour or¢ women and three cnlldren come
wn osight, Al appear tired, and they carry nothing but
the clothes on their backs. OQne child 1s being carried,
The others are boys approximately twelve to thirteen
years old. Upon seeing tne player characters, they will
immediately tnrow themselves upon  Their mercy, begging
tood and protection trom The "dragon-people",

Tnese women and children are Survivors frow an

1solated clan ot the Wolt totem; The [yzardmen attacked
them about two weeks ago, and nearly wiped them out,
Tney are pertectly willing to submit to  ANYBODY of
thelr ot theilr own race at tmis point for survival's
sake, [n tact, having tound "“protectors", tney are
going o Dbe YERY nard 10 get rid of. FKEven once the
group reaches a clan camp, they will attempt to stay
close to tne player characters unt1l torced away.
6.} A lone or¢ rides at an even pace along tne road.
He wears a leather vest (AC2) and carries a knite and 4
pouch nanging trom a shoulder strap. He appears to be
very wary of possible ambusn [steering clear ot
underbrush, looking about trequently, etc.} and 1S
traveling towards the castle,

He 15 & messenger bearing a4 letter tor Gazrath

trom Karth, arranging a meeting (see TIMETABLE), or a
verbal message trom a clan chiettain, 1nviting the
General Lo review hm1s troops. Tne messenger will do nis
utmOsSt to guard nis charge, but s tar better at
tleeing than tignting, and has an 85% chance ot niding
1n the woods, The GM snould dutilize this encounter to
WOrk 1n with tne action ot the TIMETABLE, adjusting tne
messenger's airection and message accordingly.
7.} The players become aware That an uruk officer on
norseback 13 watcning them intently ftrom a distance. He
hen rides up Lo whem and asks tnem 1% Tthey know
anything about horses,

consi1sting ot ten

This 15
lieutenants, wno

Kazor, one of Qazratn's  trusted

15 actively recruiting orcs 10 serve
in a cavalry wunit under n1s command. Joining Kazor's
cavalry corps will get the players up to the castle's
gates least, $INCe TNe horses are kepl Just cuiside tne
walls. Tne GM should note tnat Kazor does not expect

any merg or¢c to be able to ride well, and may be
SuSP1CIoUs 1T Too wuch sk11l 1s  snown (40% chance that
ne will keep caretul watch over any over-gualitied

rider}, 1t tne players are recruited by Kazor on  the
rirst day, they will be ordered to participate in the
raid scheduled ror the Tirst nignt of the TIMETABLE.
8.) A group ot 104 kobolds nave been tollowing the
piayer cnaracters tor sone 1ime attempting 10 remain
1ACONSPICUBUS, Now They
1.) approacnh and ask Tor & handouts, Tood or noney,
{tor thesr sick gramamother, of course}, or
2.} approacn and, under the cover 0f a distraction,
attempt to plck tne pocket of a random party
member, or
3.) rollow tne party until someone
down wnere a kobold can grab 1T,

9.} An uruk 1n officer's dress snouts to the player
characters Lo Come. When they obey {and they nad better
obey!}, ne oroers tnem 1to pick up a basket and TO1low
nim,. Tne baskets nold nearly 40 lbs. ot metal scraps
eacn, and the group Must TOLe then up the causeway 1o
the castle smithy, Any character with average strength
and stamina should manage tne load tairly well (SR on
1012 v¥s. STM nourly, or collapse Trom exnaustion), [t
any do tall by the wayside, 1t snhoula be noted that tne
uruk  boss nas & bull wnip with whicn ne s amazingly
{and uncomfortably) accurate. Laggers will sustain 1D8
points ot damage, and then suddenly tind the strength
to struggle on, Tne GM may change the contents Ot tThe
baskets to tirewood, 1t 1the player c¢naracters are
already oo the castle grounds; the wood 15 To carried
Lo the (reat Hall.

10.) A temale orc 1n somewnat revealing garb begins to
make ocbvious amorous advances toward one ot the male
players {roll randomly), Ttirst by admiring glances,
then with nviting comments, and tinally by direct
pnysical contact. The GM should note that the player's
disguise was not designed To0 witnstand this Kind of
scrutlny, Maless the player disceurages her, she 15
quite Jikely 10 noTICe TRAT NH1s Orc1sn appearance seems
Tess than skin-geep, There 3s a 40% cnance tnat a male
or¢c will take exceprion 1o ner advances, accuse the
player cnaracter of stealing "nis" woman, and attempt
TO STart a tignet,

11.) The players come upon two patrels ot orcs trom
ditrerent clans engaged In  an argument over whicn group
possesses the better swordsmen, Two OF the wmep begin a
T15T TIgnt wilh one another. Tnere 1s a 70% chance tThat
tne quarrel will ncite a general braw! that the
players cannot easily avola. It the fight occurs near
the castle or one of the camps, uruknal will eventually
come to gquell tne brawl, causing considerable damaye 10
the participants 1n the process.

12.) One or tne players stumbles over an  uneven spot
on the ground or ftloor, and discovers a nidden trap
door. (Tn1s can occur anywnere.) Upon opening the trap

5815 somathiny

door, they ftind & narrow stairwell leading down 1o a
15 x 15" % 10' room below. Tne room 1s empty, but
tnere are three other doors, securely locked - no
lockpick or passkey will open them, Snould the players

let tne trap door close completely benind them, 1T too,
will become 1mpossible 1o open rrom the 1nside, though
anyone outside the room wil) have no ditficulty opening
1t. It 15 possibie tnat tne players can becomg trapped
10 the magical movable room wuntil someone else opens a
secret  door found somewnere else (chance 1s 5% per
hour; destination of room 1s GM's discretion). The trap
door will remain where YU 35 as long as someone 15 1n
the room; otherwise 1L will disappear 1n 1020 minutes,
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CHARACTER DESCRIPTIONS FOR THE RADISHA MUST DIE

Character Reguisites Combat Armor

I1D# tiame Notes Class Purse ST CO RF SM DN IQ T MR MG AP Weapon HAC# Damage Class HTK

101 Snanlin YET HU THF 1D35P 316101516 15 8 8 15 14 TN 1/5/10 104  LTR 4 32
DGR 8 106
NET 6 TANGLE

102 Gavin INT HU FTR 1D6SP 16 13 11 14 8 10 12 11 10 11 BDSWD 4 404  LTR 4 19
SPR 4/9/14 1012

103 Lorral INT EL THF 1D45P 10 15 14 10 10 13 14 6 14 15 SHSWD [ 203 LTR 4 19
LBOW 1/5/8 1D6

104 Morgul INT O/ THF 108CP 318151310 81412 8 7 TrKN 1/5/10 104  LTR 4 29
BOSWD 4 304

105 Biglug EL HU FTR 1D4CP 18121416 6 610 12 10 9 1BBAX 4 5D5 LTR 4 47
HF SWR 4 406

106 Ander INT HJ FTR 1D45P 14 17 1216 811 &8 10 10 iZz BDSWD 5 404 29
MACE 6 304

107 Bard GR HU FTR 1D6SP 1211 1012 4 11 9 10 10 12 LBOW 3/7/10 106 LTR 4 19
SHSWD 8 303

108 Corwin GR HU FTR 108SF 1514 171310 91115 9 9 HFSWD 6 206 LTR 4 20
1BBAX 7 206

109 Janus Ironside EL HU FTR 2D8GP 15 14 11 19 13 11 9 14 16 13 HFSWD 4 306 CHN 6 46
1BBAY, 5 305

110 Orc Prisoner #1 GR OR FTR 160 91415 8 7 712 8 6 HNONE NCGN 0 17

111 Orc Priscner #2 YET OR THF 716 18 16 10 10 11 15 9 9 KONE NON O 23

112 Orc Priscner #3 a INT OR FTR 9101119 5 7 412 8 5 HNONE NON O 25

113 Murkin Peagy {Karth) INT KU FTR 1D6GP 11 8 10 9 12 11 12 14 16 13 BDSWD 7 2D4 CHN & 18

114 Pike GR HU FTR 1D8SP 11111116 8 7 12 10 10 6 BDSWD 7 204 LTR 4 19

115 Gazrath (Radisna) d EL UH FTR 19 15151514 12 0 B 15 7 HFSWD 2 406 CHN 6 49
1BBAX 4 505

116 Raksna * YET UH FTR ZDBGP 14 16 16 12 9 10 6 17 12 9 BDSWD 4 b4 LTIR 4 28
WHIP 3 108

117 volper INT UH FTR 1D4GP 12 10 15 12 17 15 7 14 12 8 STAFF 8 106 (Lo 2 24

118 Kazor d VET UH FTR 1DBSP 13 14 18 15 9 9 4 12 11 8 BDSWD [ 304 LR 4 32
LANCE 7 3D10

119 Ursnak-the-Bear INT UH FTR 1D4SFr 20121016 & 5 613 8 6 CLUB 6 504 CHN 6 25

120 Sumnja * VET UH MAG 1D6GP 8121014 616 17 9 12 14 SPELLS CLo 2 22

121 mMyrella * INT HU NON 711 14 81312 13 10 14 17 NONE NOW 14

122 Dalay * INT Or THF 1045pP 81314121412 7 1410 8 DGR 9 1D4  HON O 18

123 Lupus g VET OR FTR 1D6SP 14 17 1615 12 10 6 11 11 & BDSWD 4 404 LTR 4 31

124 Dakar YET OR FTR 1D6SP 16 12 11 12 8 7 8 13 7 10 BDSWD 6 404 LTR 4 27

125 Heggrizt * INT OR MAG 1D85P 8131211141215 813 10 SPELLS LG 2 21

126 Rattler D VET OR FTR 1D6SP 1515 1318 16 9 6 12 11 4 BOSWD 5 04 LTR 4 24

127 Shagrat VET OR THF 102G6FP 12 13 14 9 13 11 8 10 10 8 SHSWD 6 303 LTR 4 22

126 Talons C VET OR FTR 206SP 12 9 13 11 15 13 11 13 12 9 SHSWD 6 203 LTR 4 26

129 Reenna VET UH NON 1D45P 1514 1312 10 811 4 8 5 LTR 4 27

130 One-Eye INT UH FTR 2085 16 14 1213 7 7 7 7 6 4 DGR 9 104 CLO 2 29

131 Ellonmr a GR EL FTR 12 14 13 10 12 912 8 13 14 BDSWD 7 204 NON O 18

132 Scout INT HU FTR 11 9 810 710 6 7 B8 10 SHSWD 7 203 NOW O 16

133 Yeva * INT OR NON 514141110 710 8 815 NON O 14

134 Datroyt INT HU FTR 1812 14 10 10 15 8 9 11 14 BDSWD 5 504 CLO 2 28

135 Goral GR UH FTR 1DeSP 12 9 912 8 81211 9 6 EBDSWD 8 204 CLo 2 16

136 Orc A {ofricer) VET OR FTR 1D4SP 14 1111 14 8 9 9 13 12 & BDSWD 5 34 LTR 4 23

137 Orc B (male) INT OR THF 10BCP 12 9 912 6 7 7 1312 & SHSWD & 203 QLo 2 i9

138 Orc C {temale) GR OK THF 1D6CP 0101013 7 8 81210 7 DGR 9 104 NON O 17

139 Uruk A (orficer) VET UH FTR 2085 14 111114 §8 911 13 8 & BDSWD 7 304 LTR 4 26

140 Uruk B {male} INT Ud FTR 2D6SP 12 9 912 6 7 1311 11 & SHSWD 8 203 (Lo 2 23

141 Uruk € (remale) GR UH FTR 2065 12 10 1013 7 8 512 1z 7 DGR 10 104 CLo 2 21

142 Kobold A {male} GR KO THF 1D6CP 8 9 912 6 71211 7 6 KNIFE 10 103 Clo 1 14

143 Kobola B {remale)} GR KO THF 1D6CP 5101013 7 81412 7 7 KNIFE il 103 Cg1 13

144 wolt-dog AN IMAL 14 8ITE 4 204 FUR 4 26

145 Warnorse r ANTMAL 26 HYS(T1) 4 305 FUR 4 67
BITE 4 202
HYS{r} 6 406

146 Hawk q ANIMAL 8 BEAK 4 203 FUR 6 14
TALON 5 204

MOTES: Has lost percentayge of HTK ftrom rougn Treatuent by captors,

a}
b) weapans are treated witn Level § snake venom (SR against ST},
¢} Accompanied Dy nawk, which will detend,

d) It attacked wnen mounted, norse 1s trained Lo detend,

e)] Accompanied by trained woltdog, wnicn will detend.

t) Will use only one metnod of attack per ur.

g) Talon strikes (2 per mr) only wnen tlying.
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He’'s just an orc...

He's just an orc...

He’s just an orc...

oh yes, he’s just an orc . . . but he may be the Radisha, the fabled leader the orcs have
waited generations to behold and follow. :

The RADISHA must die!!

In just a short time, he's welded an excellent fighting force out of the scattered orc-tribes of
the Peace Mountains. The staunch fortress of High Crag has fallen to him, and the orcs are
looking for revenge after generations of groveling before the other races.

The RADISHA must die!!

He's too dangerous to let live. Even if he’s not their prophesied Great Leader, he's a superb
general, and he’s doing what hasn't been done in over three hundred years, gathering the
tribes, and you remember what happened then!

The RADISHA must die!!

and you are the ones who must go into the orc camp (in disguise, of course), and make sure
he doesn't lead the tribes any further. A great prize of gold awaits you if you are successful,
and the vengeance of a thousand maddened orcs if you fail.

The RADISHA must die!!
Can you succeed where others are sure to fail?
And there is an expedition into the recently rediscovered tomb of an ancient master of
illusion to discover what special treasures lie hidden within its depths, plus new expansions

of combat rules which reflect the true worth of armor and shields. All in one of the best
issues of Thieves’ Guild to hit the stands yet . . .

i Gamelords, L€o.

18616 Grosbeak Terrace, Gaithersburg, MD 20879
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