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FEW m M i  PARAGRAPHS FROM THE EDITOR

ne for SF 
a chance

This fanzine is set up to serve as a monthly discussion z 
fans and others interested in D&D. It should give all of us 
to discuss the rules and to share our own special monsters and treas
ures with others. It will also give us a chance to write up 
expeditions we've been on.

ALARUMS 
that it

AND EXCURSIONS 
won't lose too

is edited by 
much money.

Lee Go 1d .. . in the fervent hope 
To that end, it will be run as

cross between a standard fanzine and an APA (amateur press assoc'n)

I I f 
a .

b .

uMI-

The 
a ,

you have a contribution 
Type it on a NtNE-hole 
2471 Oak Street, Santa 
Print it yourself. Copy count 
Lee Gold. Out-of-towners wi 
mailing expenses.
Send a letter to Lee Gold, and she wi I 
Include 75<J/page (or fraction thereof) 
Please note that typing automatically 
ing and grammar and may also 
comments set off in italics, 
p rose ' ' ■ ■

■AID FOR

, there are three ways to submit it. 
mimeo stenci I and mai 1 it to Lee Gold 
Monica, CA 90405. Include 50p/page.

is 150, repeat 150. 
I get 20<t credit/page

Send it to 
printed on

type it and mimeo it. 
for stencil and printing 
ncludes Improved spell- 

include occasional editorial 
Those who want their deathless 

eft intact should type it themselves.
MATERIAL WILL NOT BE RUN OFF NOR INCLUDED IN A&E

only. Four 
; all free.

or

z I nes

fanzine will cost as follows:
Contr 1 butors--I ess than four pages, postag. 
more pages (if we've had a good month), it 
Non-contributors: postage PLUS
1) Nothing if you contributed 4+ pages last issue
2) 35<J If you had some contribution last issue
3 ) 75(? otherw i se
For trade - with other D&D publications only. Trade 
are mailed Book Rate.
We do not offer subscriptions on a fixed cost basis, since 
postage or contributions may vary from issue to issue.
However, you may send a check or cash to Lee Gold, and we will 
deduct costs (and send you a statement each month) unti I the 
money is almost used up. We will then notify you of this and 
return the balance at your request.
Buyers at Aero Hobbies and other shops: pay the shop

charges.whatever i t

Ma i I
I r:

I ng 
t-c

--at
ass,

your choice, 
th i rd-c1 ass

ALARUMS AND 
Boo k Rate .

EXCURSIONS w i I 
UPS or hand-de

editor's convenience

be sent to you 
Ivered at the

A I I ow approxImateIy $ I . 25 for first class (with 
a four day lag), 66<f for 3rd or 2\€ for Book (with a three week lag), 
sot for UPS (with a one week lag) and no cost whatsoever (with up to 
a year lag) for hand-de I ivered,

Dungeons and Dragons is the creation of TSR Hobbies, 
Geneva, WI 53147. Patronize the people who made it

PO Box 755, Lake 
ill possible.
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ZINB.S OF POSSIBLE H'JTEEEdT TO A&E READERS

of the American War
AWA news rtr 1 'h ‘ -/e n , 1 on announcements, game reviews,

r? 'w .‘'iembersnip 's $4/yeor; send check payable to "The
-merican Wargaming Association" to Georqe Phillies, 9 1 0-10 th St B 
Santa Monica, CA 90403. '

Balance- -monthly mimeo fanzine by Scott Rosenberg, I 82-31 \ 
Rodnor Rd., Jamaica, NY 11432. 12 pgs. D̂ .D zine intended primarily
as an inrormation and amusement 'zine for- players in the world of 
TIRIuN. Scctt hopes to make it a gonzine. 25C cr trade.

Fantasia To d a y - b i mo n t h I y ditto/rnimeo fr.nzine, 46 pgs. Journal of 
postal fantasy gaming, chronicle of the world of FANTASIA. Rate Is 
It/page plus postage. Send a lump sum to Ron Lowe, 1376 Northmount 
Dr.. Calgary, Alberta, Canada T2L OGI. Uses revised Midgard rules.

T he Fantorgn Scrolls--mimeo fanzine, 8 pgs, from James Hayes, 1409 E. 
Flora S ]•. , Stockton, CA 95205. Cov.i'ps a p I ay-by ■•m..n 1 game of FANTORGN 
and aiso D&D articles. #13 contains an article on how to handle 
Lycanth ropes. 5-weekly. 40C/copy.

Fire the Ai-quebusiers--D&D fanzine, Mimeo, 30+ pg:

..opy, $2.50/6 copie: 
I 0028.

Available to
.oCs are printed), t'-aders, or for 50<t/ 

From Gi'eg Costikyan, 1675 ^ork Ave . , NY NY

anzine, 16 pgs. Devoted to the world of 
Edited by Tom Drake, Route 10, Box 2?4K Cookeville, TN

The Midgard Journal--Ditto 
Mi d g a r d 
38501. Uses Midgard Rules

News from 3ree--offset fanzin: 3 pgs. Hartley Patterson, 7 Cambridge 
R cT.T Beacon s f i e I d , Bucl'̂ s HP9 IHW, United Kingdoms , Fantasy, FaSF 
gaming, history and pseudoh i stor'y .//£ng i and has a D&D Sociory; for 
information, write "Owl atiu Weasel" c/o Gamas Wori^s'nop, 15 P">0 I i ngb i'oke
Road, London WI4, United Kingdon.s

Ryth C h ron i cIe--M i meoed fanzine, 
GTtTnbrook,” MT. Clemens, Ml 48043

10 pgs, by John Van De Graaf, 37343 
30//issue. Write up of his D&Ding

ne Strategic REview--offset pro
Dr agon.

The W i Id Hu nt--D&D apa, 
Swanson, 9 Davis Rd., Cf 
Arlington St., Boston, f 
Ditto Masters or FOUR-hole 
count is 70. Next coil:

et pro ' ne Fu'
b i nion"1h 1 y rt

iston--b3b e d n? ^i’-'i ~ '
Acton, Masb 0 i /
>s 02 ! I6 Ka tG S
1 stenc i1 s to B !
on is June 27th

uture irjUGS known as The 
icles .)■/ Gary Gygax.

oi~ i eni r-c . Edited by Mark 
20 and G enn F. Blacow, 139

same as A& E ’s. Send 
I . Copy

Zocchi, Lou--Catalog of Games, Dice and related materials. 7604 
C. Newton Drive, Biloxi, MISS 39532. $1. Lou is planning on producing
polvhedra! dice sets of the high impact pla.rtic used for crash 
nelmets--D4, D8. DI2 and D2C for $4/set. Lou ŵ -ites he doesn't see 
any poss i b 1 1 i J y of making dice cheaper, just bet f 0 r.



Deadline for A&E #13 - July l!+th for anything needing to be typed 
or printed. July l6th for printed material.
You may not have noticed it but

I) We've raised copy count again. Now it's
2) We now offer to send A&E to you by UPS.

! 50.
80(t, week lag.

Contents this issue include 
Cove r
A Few Paragraphs from the Editor 
Tant i vy
Tuesday Morning Report #!
The Glittering Sword #2 
Tuesday Morning Report - part 2 
K i re i ' s M i r ro r 
The Voice 
Letters

from the Dungeon

The Stoned Acolyte
What Do You Mean There's a 10 Foot 

Tall Teddy Bear in the Elevator 
Labyrinthine Lines 
Notes for the Underground #7 
A I A r a 3 f 
Down in FIames
Anyone Want to Buy a Coat of 

Mithri I
Colorado Comments 
Many Worlds of 
Bi I IyBaIrog's Own Fanzine 
Monster Rally 
Clear Ether
Notes from the Realm Fantastic 
Flanerium's Pulse 
The Sublime Porta I 
I Was An Eight-Sided Die for 

Naval Intelligence 
An Essay on Balance in D&D 
Vulture's Roost 
The Lost Mask #1 
The Portal to Temporalana 
Ken's Charter Corner #4 
What Trap Charts? #2

(as of 6-12-76)
Glenn BIacow I
Lee Gold 3
Lee Go Id 6
Steve Perrin 3
W. Stead Watson I
Steve Perrin 2
Kay Jones 2
Charles McGrew 6
Martin Ea ste rt> roo k , John 2
Brennick & Bob Hollander 
Wes Iey Ives 8
Larry Schoen 2

N i ck Sm i th 2
Nicolai Shapero 6
Ma rk Ch iIenskas 13
J e f f May 10
iUCLA Computer Club 4

J oeI Da V i s 6
Margaret Gemignani 4
MarkSwanson 2
Glenn BIacow 2
SamueI Kon k i n I I I 4
Robert J . Schwa I I 3
JohnKingsbury I
Jerry J acks 4
Char Ies McGrew 4

Glenn BIacow 3
Dan Pi erson 7
StewartLevin 4
WayneShaw 4
Ken P i ck 5
Robert Sacks I

and separately stapled
The Completist's A&E - covering the first ten issues

upcoming conventions of interest to D&Ders
Tune 25-7, Scotts da Ie, AZ, 4th Annual Flying Buffalo Convention 

Flying Buffalo, Inc.; PO Box 1647; Scottsdale, AZ 85252 
July 10,Tl. Cambridge, MA, MITSGS Summercon IV. Paul Bean, 13 

Grove St. #8, Boston MA 02114.
July 23-5. Baltimore, MD, Origins II. For information write: The

Convention, c/o The Avalon Hill Co., 4517 Hartford R d ., Baltimore, 
MD 21214 (with SASE).

August 20-2. Lake Geneva, Wl, GenCon 
Write Gencon IX, PO Box 756, Lake

IX. Fritz 
Geneva. WI

Le i be r is GoH 
53147.
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TANTIVY by Loe Gold

Coalition Equipment Pools (Pick, Shapero,BIacow,etc): I don’t mind
groups of close kindred (not Just bosom friends, but near relatives or 
a married pair and chiIdren) (cf. Eney - A&E 6) sharing some resources 
between them, all but their most prized magic possessions in fact.
It does, however, bother me considerably to run up against a group of 
practising communists, all sharing all magic in common. It is also 
strange to note that statistically these coalitions occur only under 
a very rare circumstance: all characters are usually being run by
one player. I have seen only one coalition pool with characters of 
different players involved. In that case, 5 low level characters 
found a Mirror of Life Trapping. None could afford to purchase it 
outright (or even arrange a bank loan), and no one wanted to sell it 
for mere money. So we decided any member could use it...on condition 
that all members be fully recompensed if it were ever broken...and 
that the first person who could afford to buy it would have the 
right to do so. So far it hasn't been bought out, but the time that 
it will belong to only one character is slowly nearing.

I feel that coalition pools are against the spirit of D&D: the
need to fight/steal one's own magic items, not freeload off of 
others. Most of our characters are highly independent types, unwilling 
to entrust rare possessions to others. The usual reaction of one of 
my characters to having a magic item borrowed is "Sure, I'll be glad 
to bring it along with me on the expedition."

Coalition equipment pools are particularly reprehensible when 
they loan out I terns that are destroyed by use...such as potions and 
scrolls. The original finder of such an item should be fully compen
sated not only for its use but for its rental.

Brevet Ranks--as far as I know, these began when San Francisco DMs 
with 1st floors that were 3rd-4th levels wanted to give beginners a 
chance to explore. Brevet experience (Hilda used to say) is an 
unusually vivid dream, and all experience points from it should be 
discounted 50-100^.

0 Death Where Is Thy Sting?--DyIng is getting less and less bothersome 
these days...with REsurrect and Reincarnate becoming more and more 
readily available, not only as standard spells but a 
in artifacts, etc.//Remember that Revive Dead leaves 
comatose for two weeks. And I play that Reincarnate
if the character changes either species or sex ...due to 
learn how to use his new body, overcome life-change shock. 
Raise Dead Fully is a 7th level spell, only usable by 17th 
Patriarchs and higher beings...and should not be overused, 
the Cleric a lot more work than a mere Revive Dead and few 
would be inclined to use this spell, except in urgent need.

so as potions, 
a character 
does the same

his need to 
etc.
I eve I 
It costs 

Clerics 
//It occurs

to me that things might go better if we made it a general practise 
that anyone revived/reincarnated during an expedition by a fellow 
party member should turn over his share of the loot (minus expedition 
expenses) to his Savior. And anyone Revived/Resurrected during the 
expedition by a non-party member or following the expedition should 
turn over a minimum of 10,000 GP and (for richer characters) half his 
riches (including values of magic items as riches). This might make 
dying seem somewhat more serious, enrich the Mother (or Father) 
Church, and otherwise be responsible for Much Good. (A Revive Dead 
Fully, of course, would cost even more.)



Undead & Clerlcs--ln LA, we play that the undead are bothered by the 
aura of holiness (or subdued by the aura of unhoiiness) emanated by 
Clerics. They cannot be fooled by a Phantasm of Clerics unless thrown 
by someone who is also a Cleric as well as an MU (and therefore knows 
what he’s mocking up). UNdead not affected by a Cleric normally 
choose that Cleric as prime target of attack. A Cleric can affect 
undead only once in a given encounter, but if he meets them again 
he can affect them again. (I like the idea of fanatic undead, Sean.
I suggest they attack like a Berserker and have +2 levels saving 
against being turned/disspeI Ied (i.e. the Cleric must be able to 
affect undead two levels higher to be able to affect them))//Perhaps 
a Cleric should have burnback chances with undead. Maybe a 10^ 
chance if he tries to affect undead and fails that he will be burned 
out by the experience and hors de combat for 1-6 melee rounds.

0;t®aryf (and others): Steve Perrin’s critical hit table (as distri
buted at DunDraCon) is:

1 - 1 0 Hand Severed 1-5 Rt/6 Lt Death in 1 - 10"
11-16 Weapon Impales Double Damage User loses weapon
1 7-22 Ribs Broken Double Damage 10$ lungs Punctured
23-28 Leg Artery Severed 1-2 Rt/ 3-6 Lt Death in 1 - 10"
29-34 Arm Artery Severed 1-4 Rt/ 5-6 Lt Death in l-IO"
35-39 Hamstrung Fall over !/2 speed permanent
40-45 F i ngers lopped off 1-5 Rt/ 6 Lt 1-5 Fingers
46-50 Eye Slashed 1-3 Rt/ 4-6 Lt No fighting 1-5 

melee rnds
5 1 -56 Forehead Gashed Blood in eyes No fighting 1-6 

me Iee rnds
57-62 Genitals or Breast 

Severed
Death In 1-6"

63-68 Internal Organs Hit Internal
Bleeding

Death 2-20"

69-73 Throat Cut Death 1-3 melee rnds .
74-79 Ear Shorn Off 1-3 Rt;4-6 Lt 50$ perm, hearing 

loss
80-85 Arm chopped off same as above Death 1-4 melee rnds
86-88' Heart Punctured Immediate Death
89-91 Leg chopped off 1-3 Rt/4-6 Lt Death 1-3 melee tnds
92-93 Head blow Amnesla 1 - 10 hrs.
94 Head blow % regression 

in years
Permanent Amnesia

95 Head Blow Stunned 1-4 
melee rounds

10$ chance concussion 
1 pt IQ loss

96 Head Blow Unconsc i ous 
2- 1 2"

25$ chance concus
sion. 1 pt 10

97 Backbone severed 1-wa i st up
2- waist down
3- Rt/ 4 Lt
5 - Neck Down
6 - Death

98 Major Brain Damage 1/2 Intelligence & Wisdom
permanent 1y 1 os t

99 Lungs punctured 1/2 Strength, 
Dexter i ty -

Constitution & 
permanently lost

100 Decap i tated Instant Death Lose 1-3 points IQ 
upon revival



WRITE UP Nit Picks, Shaws, Wolkoffs, Holmes - and other comments

Shaw--Re the Mirror of Life Trapping with all the formidable monsters 
in it that was flown to one mile up and then reieased--

a) Didn't any of the beasties in there know how to fly?
b) Did alI of the characters fly up with the mirror? if 

what happened to the ones still on the ground? I think I'd 
a wandering monster come by.

c) Didn't any of the intelligent creatures in the Mirror try 
grab onto the legs, etc. of those holding up the Mirror, throw spells 
on their way down, etc.?

not, 
have had

to

Ho Imes--You r terms are somewhat stingy. The Fighters are presum
ably still getting half a share (and turning the other half over to 
the entrepreneur running the rental agency). My hirelings normally 
ask for a full share In the treasure plus their pick of the magic or 
an extra half-share in the treasure If no suitable magic turns up.
They usually get it too.

P i ck--
I'm surprised the Fremen children didn't react negatively to 

having their room invaded--and a hinge broken off the door. With a 
stream flowing by right outside the door, it should take a lot more 
than water to mollify them. Did you at least pay to have the door 
rep a i red ?

I have a feeling you and your DM haven't noticed that Gargoyles 
are affectable only by magic. (It's in the corrigenda). The crossbow 
and sword should not have worked unless they were magic, and the .45 
couldn't have worked under any circumstances. In my dungeon, one of 
those Gargoyles would have been wearing the Helm of Brilliance. 
Gargoyles are at worst semi- inte I I I gent and being dragon types they 
like shiny things.

Ochre Jelly should do more to a person than Just quiver on his 
armor. It should seep through the small crack s in the armor (in 
plate they're at the hinges) and start digesting his skin doing I die 
of- damage/turn.

How does one get to be immune to poisons like Zed?

Wo Ikoff--Fasci nati no write-up. I have long suspected humans and 
hobbits look equally small to a giant.//But how did you go up three 
levels, instead of Just the one allowed by The Rules?

What is 3 Son of Star?
Wouldn't a Paladin be embarrassed enough at being a Werewolf to 

get someone to Cure or Dispel the curse?
Beginning players belong on a level one dungeon and tend to do 

fairly well on that level. You don't need to water down D&D by 
putting in a .5 Level dungeon. (Personally I feel there should be 
something on every level powerful enough to scare off all characters 
who belong on that level.)

Brunet dragons--Iike other dragons--breathe 3 times a day. They 
get their sand from the bonds of creatures they eat.

Jason--Renew your Speak to Mimeograph spe 
the margins for back-sides. Otherwise an

i. You forgot to readjust 
interesting z i n e .



More Comments

Gygax's New Thoughts on Alignment (Good/Evil not to be equated with 
Law/Chaos) bode too many problems for me to use them. The idea of 
an Elf with a Chaotic Sword or Vampire with a Lawful Sword makes me 
blench.

And speaking of swords, 
standard issue swords are al 
would it take to throw one.
1-6 from the hit, 2-12 from 
comes only from touching the

BAINES, do you really mean that even 
igned in your dungeon? How much dexterity 
With luck one could get 3-18 damage: 

the alignment shock (or do you play that 
hilt?) Do all swords register as magic 

or only those with IQs 2+? Are daggers also standard aligned?
Normally people play that only Magic Swords are aligned.

special characterist1cs are astrological, 
character's sun sign, the second his moon

Grant Louis-d'or--These 
The first figure is the 
sign. The various comments are summarized from the 144 Sun-Moon 
Sign paragraphs from HEAVEN KNOWS WHAT by Grant Lewi.

Jacks--Love your noblesse oblige tables. No wonder Dwarves disdain 
going higher than F8 under most circumstances.//What are the obliga
tions of a high level MU or Cleric?

those Anti-Magic Devices personally keyed (like Magic 
stealable? If the latter, I've a highly intelligent 

on the lookout for AMUs. And can a low 
from a high level one?

Diana--Are 
spells) or 
thief who's going to be 
level AMU steal devices

BIacow--Smith is Cal Tech, not Bay Area.//Agree that monsters are 
characters too, but I never thought of Meanness Ratings or Sadism. 
Please write up your algorithm for characterizing monsters.

Fantasmal firefalls seem to do pretty well when thrown in con
junction with a real fireball. It's hard for people already bei 
singed to disbelieve in a little extra charring.

ChiIenskas--It seems to me that even the Gygax system of I spell a 
day should equate in the dungeon to one spell a turn (the equivalent 
of the wilderness day).//I've been considering trying a backfire 
chance of 5/S + 5^/level of spell if and only if the spell is resiste 
This would also obtain for Revive Dead and Ressurrect, giving the 
altruists a cert ain motivation not to try to revive too many low 
Constitution characters. Oh yes, back fire would be 1-4 x level of 
speI I .

Fang--How would Syntarians trek out to the dungeon if they dislike 
light so much? I imagine they'd be useless on wilderness trips.

Hilda--Would appreciate a somewhat more detailed account of just how 
one softkeys or flexkeys.

Shapero--Yes, but what's to keep the group from leaving after the 
Fighters are merely wounded, waiting a few days and re-entering the 
Dungeon? "He who fights find runs away/ May reach Level Two some day."

Ives--I'd think some dogs might be intelligent enough to be aligned.

CIeary--Before A&E §\ came comments in Apa-L and a s§t of notes by me 
which I reprinted in Tantivy A&E 1-3.



BALROGS- armor 2 - use whip (10 GP cost) which does 1-2 damage if not 
used In conjunction with flame. Can fly. Can Read Magic.
Minimum Characteristics: 15+ Strength, 15+ Constitution. Always
Chaotic. Suffer 2-12 damge if forced into Neutrality, 4-24 if forced 
into Lawfulness - and cannot be healed of this damage as long as 
alignment change persists.

mag i c >--Cannot learn spells over 2nd level. Cannot read scrolls 
with spells over third level. Cannot use potions, but can use all 
other magic artifacts (but use of any magic artifact besides a sword 
lowers magic resistance lO^/item). Can learn the following spells 
only: 1st level (Detect Magic, Light, Dark, Ventriloquism, Detect
Good, Detect Evil), 2nd level (Knock, Charm Person, Continual Light, 
Continual Dark). As a Servant of the Infernal Fire, Balrogs are
unharmab1e by fire. -2 v s .  cold ,  - 1 vs .  Earth, +1 v s .  Air.

% Magic Needed to F 1 ame Can read
Leve 1 Resistant Flame on Damage Spe1 Is Scroll Spells EP
1 1 m to MU 1 can’t none none N 1 L
2 20% to MU 1 n 11 2K
3 50% to MU 1 n I f 4K
4 A0% to MU 1 f ! It 8K
5 50% to MU 1 12 on 2D6 1 -6 f t n 20K
6 55% to MU3 1 1 + 1 -8 11 t i 35K
7 b0% to MU5 1 0+ 2-8 11 1 st level 70K
8 65% to MU7 9 + 1 -  1 0 I t 1 st level 1 40K
9 10% to MU9 8 + 1-12 I f 1 s t level 300K
1 0 15% to MU 1 1 7 + 2- 1 2 f t 1 s t 1 eve 1 600K
1 1 60% to MUI 2 7 + 2- 1 2 1 2nd 1 eve 1 900K
1 2 65% to MU 1 3 7 + 2- 1 2 1 2nd level 1 200K
1 3 90% to MU 1 4 6 + 3- 1 8 2 2nd level 1 50GK
1 4 95% to MU 1 5 6 + 3- 1 8 2 2nd level 1 800K
1 5 1 00^ to MU 1 6 6 + 3- 1 8 2 2nd level 2 1 OOK
1 6 1 00% to MU 1 7 6 + 3- 1 8 2 2nd level 2400K
1 7 1 00/. to MU 1 8 5+ 4-24 3-1 3rd 1 eve 1 2700K

Starting at the 13th level, Balrogs also gain the ability to 
command undead. A 13th level BaIrog can command 3-18 undead as a 
1st level Black Cleric and goes up one clerical level per level 
thereafter, so that a,,17th level Ba 1 rog can command undead as a 
fifth level Black Cleric, etc.

Starting at the 15th level, Balrogs get a saving throw against any 
magic implement used on them (saving against it as if a FJ for a leve 
15 BaIrog and going up one level/level thereafter). Thus a 19th 
level BaIrog needs a saving throw of 14 to save against a magic sword 
If he makes it, the sword will hit as if it were only a normal weapon 
and will do only normal sword damage. This includes dedicated blades 
ho Iy swords, etc.

It is to be hoped that these parameters will not only allow players to 
run BaIrog characters but also allow Balrogs as Dungeon Monsters to 
be properly fearsome on the really low levels.



After doing the 
Here’s the song

preceding page, I found myself singing for 
It's to the rune of "VJaltzing Matilda."

joy

YOU BASH THE BALROG

Once a jolly Cleric, and a 
And a mighty Dwarf with a sword 
Left their native village - out

magic-using Elf, 
plus three 
to get their share of pelf

ôu bash the Batvogs white I otimb the tree.

First they met a Goblin - with a fire-breathing Hound.
They webbed and they bashed and they scragged them with glee, 
Afterwards they searched them - and a Magic Potion found.
You bash the Batrog^ white I ctimb the tree.

upThe low Wisdom Swordsman picked it 
Changed to a Wolf immediately.
No one could Dispell it, so they headed back 
You bash the Batrog^ white I ctimb the tree.

and drank it down

to town

Then a loud voice bellowed, "Who has slain the Goblin King?" 
Round turned the heroes; what did they see?
Swooping down upon them was a BaIrog on the wing.
You bash the Batvog, white I otimb the tree.

"Help," screamed the Cleric; "Ditto," yelled the Elven Mage. 
The Wolf whimpered low - and he tried to flee.
The Balrog fell upon them, and his flames began to rage;
You bash the Batvog, white I otimb the tree.

They ran through the forest, l.ooking for a place to hide. 
Pursued by the Balrog, so fierce to see.
"Wait," said the Elf Mage; "I have got a plan," he lied.
"You bash the Balrog, while I climb the tree."

Once a mighty Balrog slew a Cleric and an Elf 
And a smallish Wolf who had teeth plus three.
Skinned them and tanned their hides...and kept them on a closet shelf 
You bash the Batrog3 white I otimb the tree.

In response 
adventure I

to the inevitable 
have part i c i pated

ques ion, no this is not based 
in, witnessed, nor heard of.

on any

ADDENDUM ON BALROGS (after reading ELDRITCH WIZARDRY)

BaIrogs acquire 10’ r Darkness ability at 10th level. They become 
non-vuInerabIe to normal weapons at 9th level. They acquire FEAR 
at 10th level. Detect Magic at 9th level, and Detect Invisible Objects 
at 10th level. Read magic and Read languages are ■ acquired at 7th 
level. Pyrotechnics is'-a 3rd' level ability. Suggestions a 9th level. 
Dispel Magic a lOth level, A Balrog can can telekinese I GP for every 
100 experience points he has, Balrogs acquire symbol and gating ability 
at I 0th level.
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"Anderson” EIves

At DunDraCon I met some lads who were supposed to be playing 
here in the Bay Area but whose names I managed to forget. They had a 
different concept of Elves, based far more on the Elves used by Poul 
Anderson in The Broken Sword and, to a lesser extent. Three Hearts and 
Three Lions. As I have not been able (largely through sloth on my 
part) to contact these people, herewith is ifiy own proposal for such 
characters:

A

B.

weapons. Iron weapons used

D
E

H

Cannot wear iron or use iron 
against them is 2 x damage.
All are Neutral with leanings toward Chaos. Using the Gygax 
4-way diagram, they would be on the Chaos side, straddling the 
line between Good and Evil.
Advance as Fighters, Mages (or illusionists!) and Thieves 
simultaneously, according to the Statistics Table below. As 
Thieves, they need not worry about armor restrictions or 
weapon restrict1 ons.
Leve 1 Experience Leve 1 Experience
1 0 6 40000
2 2500 7 80000
3 5000 8 160000
4 . 1 0000 9 320000
5 20000 10 480000
Hit Dice are D5 until 8, then +1 from then on.

6 )
Intelligence, Wisdom and Dexterity must be 13+ (D6+I2). 
Strength is 10-16 (2D4 + 8). Constitution is 8-18 (2D6 + 
Charisma is the usual range.
Naturally invisible to Humans, Hobbits, Centaurs and most 
animals but most monsters can see them. Can appear at will 
to the ones who usually cannot see them.
Have "normal" regeneration (like Ring) of any damage.
However, being soulless, once they are dead there is no way. 
Including any but the most carefully phrased Wish, of bringing 
them back. When all hit points are gone, they are dead, and 
the regeneration is no longer in effect.
Armor for the first three levels is leather and shield, and 
weaponry is bow and bronze axe. Once at the fourth level, 
they may draw on their home castle for special beryllium 
alloy +1 mail, shields and swords. Also Mithril and 
Adamantine will not harm them.

Normally these Elves would tend to work only with each other, 
having little regard for Dwarves, Humans or anyone else. Trolls they 
will usually attack on sight.

And, as long as we are talking about Elves, allow me to bend your 
ears (eyes?) with my theories on the advancement of Elves.

Here In the Bay Area, most of us have decided that Elves can 
operate if they so wish as both fighter and mage at the same time. 
"Permission" for this is implied in the statement in Greyhawk that 
Neutral Fighter/Mage/Thieves could use all three at once and just split 
the points. This is what we are doing with our Lawful Fighter/Mages 
as well.
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So, here we are with our Hero/Warlock Elf. Now, with judicious 
use of things like Strength spells and lucky Wishes and maybe a Perma
nent Spell or two from a friendly Wizard (or off a scroll), you’ve 
gotten him up to an 18 Strength and 18 Intelligence. This means he can 
proceed merrily along and become a Myrmidon/Sorceror. Now what?

You can use Wishes, of course, to allow yourself to make full use 
of your experience. But let’s look at the statements about the limits 
on an Elf. An Elf with a Strength of 18 can become a Myrmidon. The 
book says nothing about a raw strength, so one assumes a modified 
strength would be applicable. But what if you can modify your strength 
to more than 18? An Elf with 18s In Strength, Intelligence and Wisdom 
could modify his strength to a total of 25! That's 18 from the 
strength, 4 from the 2-for-l modification from Intelligence and 3 from 
the 3-for-l modification from Wisdom. If an 18 strength gives us a 
Myrmidon, could not a 19 strength give us a Champion? The 25 
Strength would let an Elf get to 13th Level Lord!

What about Intelligence? First it would be my assumption that 
because an Elf can operate both as Fighter and Mage, he can modify back 
and forth with his Characteristics without loss. Intelllgishce can 
modify Strength without losing anything and Wisdom can modify both. 
Based on that assumption, our 18-18-18 Elf could use his Wisdom to 
modify his Intelligence to 22. This gives us an Elf who can go 4 
levels above Sorcerer, or 13th Level Wizard.

It is strange how this works out. 
13th Level in both fighting and magic, 
this puts the Elf just at the start of 
at one level before he could aspire to

Our 18-18-18 Elf can get to the 
It is significant, too, that 

a Fighting Rank and leaves him 
7th level spells, A reasonable

limit, I think, far more reasonable than four and eight.

NOTE: This 13/13 character will
Points, enough to make a Human a 19th 
Wizard. Using the same rationale, of 
Dwarf could make it to 15th Level Lord

have amassed 1440,000 Experience 
Level Lord or a 23rd Level 
course, a similarly equip ped

Of course the easiest 
imits and simply must spli 
'm not sure I'm ready for

way would be just to say that Elves have no 
t points, making that restriction enough, 
that yet, Eif-Friend that I am.

Dwarf Powers
I haven't managed to get hold of A&Es numbers 4&5 yet, so I'm not 

sure if Hilda Hannifen has discussed our Dwarf Powers concept to 
youall as yet. As the originator of the idea, 1 will elucidate.

From the time we started playing the game, we were all rather
boggled at the idea of Dwarves 
rumors of Dwarf Magic (usually 
reached our besotted-with-civi 
Dwarves having an affinity for 
giving them "Sword Powers."

not having Magic. This seemed dumb as 
having to do with weaponry) had even 
ization ears. Based on the Idea of 
weaponry, we came up with the Idea

Simply, the levels of Dwarves, First through Sixth (anything 
beyond that is gravy for the dwarf and not part of his glorious line
age and inheritance) are equated with Swords'of 1nteI I Igence,; 1 eve Is 
7-12. Thus a Veteran Dwarf, before leaving the-caverns for his first
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adventure, goes before hid gods, and they Judge him and give him a 
power to help him on his way. The player simulates this by rolling 
decimal dice on the Primary Powers chart in D&D li and giving the 
Dwarf that power. If it is a normal Dwarf power, he has it even better 
than usual. If you roll 96-99, he gets two powers. If you roll 00, 
congratulations, you have a talented first level Dwarf with an extra
ordinary ability. For Second and Third Levels you go through the same 
process, rolling over again if you come up with the same ability, but 
otherwise taking them from the chart. (NOTE: if, like yours truly,
you have your own Primary Powers chart for Swords, feel free to use 
it.' A Hero Dwarf gains the use of more languages, rolling on the 
Languages Spoken chart. The character gets to choose the languages.
The Swashbuckler Dwarf gains the ability to Read Magic, getting your 
oarty someone else who can carry the neat scrolls. And, as you might 
expect, the Myrmidon Dwarf gets to roll on the Extraordinary Ability 
Table.

Spell Points in our system would be based on Strength, Intelli
gence and Constitution, just like a Mage. Points would have to be 
assigned as equivalent with other Spells of similar types. Naturally 
Myrmidon Dwarves can put their powers into swords, but as they use the 
Spell Points for that purpose, they are used up permanently. So only 
the older, richer, retired Dwarves tend to make Magic Swords.

W i shes
I figure that a Full Wish can be used to duplicate the effect of 

any Spell of an equal or lower order and, depending on how far down the 
spell is from 9th, expand its use. For instance, a Wish can be used 
to Teleport an entire party with perfect safety to an area known to 
the Wisher. However, a Wish such as asking to be teleported to the 
Largest Treasure Room on the Level (as well as probably being the 
physically largest, as Dan Pierson pointed out) would give each member 
of the party the usual Teleport chance of appearing in midair or in 
the middle of the floor.
Limited Wishes

consider that you have already earned the experience, 
that only a Limited Wish would really be necessary for 

to continue on past his/her usual

When you 
I shouId think 
an Elf, Dwarf or 
say th i s because

Hobbit
of the next concept

Were-cri tters as Mages and Clerics
To use Jerry Jacks’s Werebear Wizard 

I would limit him to the 15th Level of Wi 
him. Why? Because a Werebear has 6 dice 
point value of 48. An N t h  level Wizard 
44 HP

I i m i ts
m going to talk about.

Larry Talbot as an example, 
:ard if I had any control on 

This adds up to a maximum

no problem, because Limited

Level Patriarch (48 
would need help from a

, at maximum point value has
Adding P°int per level thereafter, he reaches the'maximum

for his class at 15th level. Larry has 
Wish Is one of his Spells....

A Werebear Cleric would be limited to 8th 
again). A Weretiger Mage, on the other hand 
friend or be Iimited to Necromancer.

Things to Come
Next time I’ll regale you with the tale of one of-our Monday Night 

excursions (hence the title Tuesday Morning Report). It was an epic
adventure and great danger, as a p-irty ranging from 9th through 

12th went into Steve Henderson’s dungeon LITCHPIT and survived barely 
My two characters and Hilda’s Richard the Dwarf were the only ones 
not to die at least once.



THE GLITTERING SWORD #2 published for A&E by W. Stead Watson, 1338 Main 
St., Parkville, MO 64152. (The Glittering Sword is a semi-reguI ar 
publication of a group of O&D players in the greater Kansas City area, 
M.A.S.S, Mid-America Simulation Society.) typed by Lee Gold.

Combat effectiveness
The original combat system in D&D is rather an abstract attempt 

to portray the actual melee. Hit points being a reflection of how 
well a character can dodge weapons; that is, as he increases in level, 
he will be more effective at dodging that sword slash or dragon breath, 
etc. Thus, I do not feel that It is right to allow a defensive bonus 
for characters as they progress (as in MOCKTURTLE MISNOMER ^45.5).
This just makes the fighter piore powerful. I did, however, have an 
idea that could be put into use: combat effectiveness of weapons.

Normally a weapon has a given score to hit, fighting at a 
balanced attack/defense, but what if the fighter wishes to fight 
aggressively, without much regard for defense. Well, to reflect this, 
allow, say a plus four chance of striking, but he is then treated as 
if his armor class was 4 lower. This could also be plus 1,2, or 3 
with the appropriate minus I, 2, 6r 3 to armor class, as long as hit 
hitting probability was reduced by an equal number.

The number itself could be up to plus or minus 4 for striking 
and plus or minur 4 for armor class with light, fast weapons, such as 
rapiers and daggers. Weapons like battleaxes, flails, and two-handed 
swords probably couldn't be used better i'han about plus or minus two 
for striking and plus or minus 2 armor classes. The exact weapons are 
best left up to the discretion of the individual GMs. This would, of 
course, not be used for missile weaponry.

Rate of Missile Fire
We play 10 second melee turns out here in KC and allow one 

missile per turn except for heavy crossbows that fire every other turn 
If a player* wished to fire more than one arrow, it can be done, 
although he would be at a disadvantage for firing. If the dexterity 
of a chaacter is 14-18, he may choose to fire two arrows. C-Tn LA 
we allow that on 16-18:LG3‘, for per cents of 18, he may fire 3 arrows, 
depending on the actual dexterity score depends on the decreased 
chance of hitting the target. The following chart is used for this.

Dexter i ty // of maximum arrows fired; striking modifier
1 4 2; each arrow i s at -4
1 5 2; each a r row i s at -3
1 6 2; each a r row i s at -2
1 7 2; each a r row i s at - 1
1 8 2; each a r row at norma 1 or 3 - each at -

[-50% same as above or 3 - at -3
5 1-75% same as above or 3 - at -2
76-905<; 2; each at +1 or 3 - at -1
91-99 2; each at +2 o r 3 - at norma 1
00 2; each at +3 or 3 - at norma 1

This chart i s not used for heavy crossbows

PS. Lovely cover on ff\ Great job Brad

--Stead
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part two. A D̂ ,D apazine written for A&E 
by Steve Perrin, 3901 Canon, Oakland,

A STATEMENT OF POLICY:

I don’t like "mailing comments." This zine will have character 
descriptions, dungeon reports, statements of my philosophy towards 
DaD, dissertations on rules and other I nterpretations, and reports on 
works in progress. It will not have obscure comments on comments on 
comments. Each one wi I I attempt to be something someone can copy or 
abstract from the issue and use or enjoy, without having to madly 
page through back issues to find out what I'm talking about. If anyone 
else's comments appear in this zine, it will be because I am quoting 
them as part of my essay.

I wish more contributors had the same philosophy.
End of my first and (hopefully) last Mailing Comments.

PROBABILITIES USING THREE 6-SIDED DICE

Michael McNeil came up with this table. It comes in handy espec
ially when you are trying to translate your Boot Hill or Petal Throne 
characters to D&D terms (or vice versa) and rolling for characters with
' s pe c  I a characteristics" (such as Monks
the like).

Sum of Possible
3 Dice Cases (=216) % F rom To

3 1 .46 .01 .46
4 3 1 .39 .47 1 .85
5 6 2.78 1 .86 4.63
6 1 0 4.63 4.64 9.26
7 1 5 6.94 9.27 16.20
8 2 1 9.11> 16.21 25.93
9 25 W  .51 25.94 37.50
1 0 27 12.50 37.5 1 50.00
1 I 27 12.50 50.0 1 62.50
1 2 25 11.57 62.51 74.07
i 3 2 1 9.73 74.08 83.80
1 4 1 5 6.94 83.81 90.74
1 5 1 0 4.63 90.75 95.37
1 6 6 2.78 95.38 98.15
1-7 3 1 . 39 98.16 99.54
1 8 1 .46 99.55 00.00

lusionists. Rangers, or

Note: Between 15 and 18 are 20 possibilities (10 for 15, 6 for 16, 
etc.) Rolling for Monks and others who need characteristics of I5+, 
you can simply roll D20 and l-IO is 15, 11-16 is 16, 17-19 is 17 and 
20 is 18. Thus, you can get the same ratio. There are 81 possibili
ties between 12 and 18, so you roI I %\ le dice and ignore roI Is of 82+.

PERRIN CONVENTIONS

If anyone has any questions concerning the Perrin Con ve<**t i ons,-they 
picked up at DunDraCon I, just write to me at the above address.



THE PERRIN/HENDERSON MULTIPLE STRENGTH RELATIVE VALUE TABLE

This is a combination of two charts. Steve Perrin put together 
a chart giving monster strength equivalencies for the effect on a 
character of putting on an armband of four times stength (for instance) 
or a sword which does the same, or perhaps some other device. Steve 
Henderson, meantime, put together a chart designed to show just what 
strengths various monsters had, based on their abilities to do damage. 
As it took into account such creatures as Golems, Ents and the like, 
it was more comprehensive than the Perrin list but did not lend itself 
to being used to figure multiplied strength. This is the result when 
the one is applied to the other.

Strength after Equivalent in
Multiplication Usual Strength H i t Prob Damage
6 same -1 average
7~ 1 2 same average average
13-15 same + 1 average
1 6 same + 1 + 1
1 7 same + 2 + 2
18 (basic)..... ..same.................. .+2. . . + 3
1 9-43 18 (51-75) + 3 + 3
44-58 18 (76-90) + 3 + 4
59-68 18 (91-99) Low Ogre + 3 + 5
69-75 18 (00)

High average Ogre
+ 4 + 6

76-172 Hill Giant, Flesh 
Golem, SmaII Ent

+ 4 ( 1 ) 2-1 6

i 73-222........ ...Stone Giant, Ent + 4 ( 1 ) 3-18
223-255 Large Ent + 4 ( 1 ) 4-24
256-270 Frost Giant + 4 ( 1 ) 4-24
271-285 Stone Golem, Efree- + 4 ( 1 ) 3-24
286-300 (2) Fire Giant + 4 ( 1 ) 5-30
301-316 Cloud Giant + 4 ( 1 ) 6-36
317-328 Storm Giant/Titan + 4 ( 1 ) 7-42
329-340 Iron Golem + 4 ( 1 ) 4-40
34 1 + Ice Giant

(a 1 oca 1 creat ion)
+ 4 ( 1 ) 8-48

(I) This would also apply to all Strength Belts, Potions, Gauntlets, 
etc. For example, a Veteran with Cloud Giant Strength hits armor 
value 2 with a 13 (17 minus 4) instead of 7. On the other hand, 
a 15th Level Lord using Cloud Giant Strength hits Armor 2 with 
a I i nstead of a 7.

(2) You will note that this is four times the "strength” of an 18 
character.

(00)



KIREL'S lYlIRROR
(Kay Jonos, 4359 1/2 College Avo., San Diego, CA 92115 - AKA Kirel of Robber's Roost or 
Thot Nut in San Diego..,)

Having acquired a copy of A&E 9 at the DunDroCon I have decided to join in on the fun. 
First, an introduction to my dungeon, currently under construction although several exped
itions have boon hold on the first throe levels (when complete, I hope to bo able to accom
odate everything up to 18th level or so). Robber's Roost is located inside a good sized 
asteroid, and reached through a sort of dimension portal called the Shimmering Gatos 
found inside a cave just outside the little town of Gateway. This deposits people on the 
surface under a force dome next to the elevator. The place has boon the haunt of evil 
sorcerers, piratns, and all sorts of felonious typos for millonia, and, sooner or later 
just about anything is likely to turn up (l̂ liskatonic University has leased a cornor- 
4th level down- for a dorm to house some of the more outrageous students). Kirel ika 
Jehaun, the neutral D(V) is usually not in evidence, prefering to watch the mayhem via 
her maoic mirror from someplace deep in the dungeon. Nicolai Shaporo tells mo he's written 
up an expedition in the Roost for A&E, but I haven't soon it yet,

I would like to introduce a now sort of being recently conooctod down here by myself and 
Charlie Luce (with thanks to Anne McCaffrey), namely Pornose Fire Lizards, generally known 
as PERNS:
LEVEL EXP.PTS. HIT DICE MOVEMENT AC DAMAGE BASE STR

NON MU MU CLAW BITE BREATH
1 0 0 1pt. 1/9-24 4 0 1-2 1-3 20
2 250 300 1/2 - 1 2/12-30 3 0 1-3 1-4 60
3 685 800 1/2 - 1 3/15-36 2 1 1-4 1-6 80
4 1685 2000 1/2 3/18-36 2 1 1-4 1-8 120
5 3685 5000 1/2 3/18-36 2 1 1-4 1-8 120
5 7655 10000 1/2 + 1 3/18-39 1 1 1-4 1-10 120

: 7 15685 20000 1 - 1 3/21-42 1 1 1-6 1-12 120
8 48000 65000 1 3/21-48 0 1-2 1-8 2-12 120
for levels above 8th add 48000/lovol (non MU) or 65000/lovol (MU) and incroose h:
by 1 pt/3 levels. Perns have an intolligonco range of 3-12, those of 12 or higher (ie. 
augmented) con learn magic, as follows;
LEVEL SPELL LEVEL AVAIL. MU EQUIV. LEVEL

1 2
1 - 0
2 - 0
3 1- - 1
4 1 1
5 2 2
6 2 2
7 2 1 2 1/2
8 3 1 3
for levels above 8th add 1 MU oquivalont/3 levels.
The breath weapon is a 1/2" x 1/5" fire cone usable up to throe timos/day as with full sized 
dragons (although a short flame may bo used at any time - mine is invaluable for lighting 
torches). Perns may also teleport accurately to any place which they have seen once (with
in range - 3rd figure under Move). They are also telepathic. Perns, loft to themselves 
are usually neutral, and are not likely to accompany other beings. They may, however, at 
hatching bo Impressed (sec Anno McCaffrey's "Draoonflight") by lawful typos and will then 
become lawful and continue to associate with that character, rather like a MU's familiar.
If the associated being (usually human) is injured, there is a 50^ (1-3 on D6) chance the 
Porn will attack whatever did the damage, and if the handler is killed it will ALWAYS 
attack until the attacker is dead, neutralized (ox. charmed by another member of the party) 
or the Pern is killed. The chance of Impressing a newly hatched Porn is 75% + 5%/ charisma 
point above 12. NOTE: death of the Porn usually puts the handler out of action for a few 
turns.



If n nest occurs in a dungnon thoro will usually bo from 1-10 eggs, os follows:
COLOR 5S.PR0B. IN NCST (ROLL ON DCCIIVIAL- DICE)
.Croon 0-30
Blue 30-60
Brown 60-85
Bronzo 85—95
Gold 95-100
Gold and Croon arc fomalo, Bronzo, Brown and Sluo molo.

A few remarks on A'̂ E #9;

LEE GOLD: A Thionito breathing dragon??? Grinning Noshkabomming!!!

NICOLAI SHAPERO: HI THERE! I want you to know this is all YOUR fault!

GLENN BLACCW: I like your characters. Plinn include Alfric, on olf who was roincarnatod 
ns a woro-woluorino. (Ho had fun explaining that ono back homo,.), Lord Frederick 
Finagle AKA Wodiocre Fred (every characteristic but Strength & Charisma is 0), and Kola 
the Klutz, an 8th level fighter with a dexterity of 6. Wo have ono character down here 
who is an Aztec cleric named Upxucataco (x= ch for Aztecs) with a charisma of 5...

ROBERT SACKS: After that description (America - 1600s), Stormgatc looks almost homey!
You hove a point thoro...

Z-37?: Nice to know there's another Piper fan out there,

KEN PICK: Love your Cynthians, may start ono myself. I do think I'd leave charisma open,
though. Also, I'm not too fond of the tondoncy to make most non-human characters top 
out at relatively low levels. Maybe it could be made very difficult to pass a certain 
level by incroasing the number of experience points required to go up, but I think the 
possibility should bo allowed.

UCLA COMP. CLUB: Whow! Remind mo not to annoy you people,,.

To all those I met at the DunDraCon, I enjoyed it very much!
Morn when I scrape up the cash...



The Voice from the Dungeon

v,'fitten by Charles McGrew, 919 W. Johnson St., Raleigh, NC

This is my first apa, so please bear with me if I am slightly inco
herent. (advertisement) Raleigh's dungeon-running takes place 
mostly at THE ARMOURY, a hobby shop at 722 W. Johnson St. in Raleigh; 
it is open on Tuesday and Thursday from 7-10 pm and from l-IO pm on 
Saturday; dungeon-running goes on practically non-stop.

Life after Death
In most D&D games, a player may fight with equal vigor when he 

has 150 HP as when he has 2. This clearly is not ’realistic" for men 
anyhow, so--l think the hit points reflect the amount a character 
can take and still fight. Less then the rolled number of points, and 
the creature is down but NOT dead. The ability to stay alive is a 
function of constitution.

t i on Hit points
3-6 -2
7-9 -3
10-12 -4
13-14 -5
15-16 -6
1 7 -7
I 8 -8

If a player takes less than this damage but is in the negative or 
zero hit points, he collapses, unable to move or to fight. If 
uninterruped, anyone striking at him automatically hits, damage as 
normal. His buddies must drag him to safety, bind his wounds and send 
him back to town. In addition, if a player goes zero or negative 
hit points, he loses one Constitution point permanently when he 
recovers--and one Charisma point permanently too. Cure Light Wounds 
won't work on people with zero or negative points. If the creature 
takes more points than Constitution allows, it is dead.

There is one 
to dungeoneers: 
that someone i n 
each one, 
p reduced 
a party i 
but snarl

monster that 1 feel has been passed over in its threat 
vampires. In a typically run game, the party knew 

the harem was a vampire and simply showed a cross to 
when three vampireeses were discovered they merrily

mallets and prepared to slay the beasties. Once 
to the danger, there is nothing a vampire can do 

as crosses and stakes are pulled out...except

and
stake and 
s a Ierted 
helplessly

turn to gas or run away. Vampires should be more dangerous! How 
about a sword-using vampire? Or, even one that is unaffected by the 
cross? What fun! The party would have to fight with silver daggers 
or stakes, a tough way to kiI I a high hit die creature.that does 1-8 
with sword, 1-10 with bite, plus 1-3 from blood draining from wounds 
per melee rounds and will cause a vampiric change in anyone who is 
bitten (but not necessarily killed) and is NOT Cure Diseased within 
three days. If someone is "vampired" by the way, he doesn't go up 
in level...and he must have blood once a day. Note that vampires do 
NOT need to hit jugular veins to cause damage. (A fast melee rule 
for Vampires--strike with weapon once/round, but on a 65+ on ^ile 
dice, they also bite). In any event vampires should be smart enough 
to insinuate themselves into a party eager to hire dungeon creatures



L̂ Iou seem to be forgetting the Vampire's Charm Person +2. And any 
sensible Vampire would attack if he had the advantage of surprise^ 
and probably call up his rats or wolves too.~-LG^

Apagame-I, or Vampires in Paradise
The apagame series was begun as a game with as high a number of 

pIayer-characters as possible. To make as much p I ayer-1nteract1 on as 
possible and to make the game as interesting as possible. The games 
will be written up in various zines. Each player is given a single 
character--no minions at all. Each character had to be whatever his 
highest roll was, and the result was that the party was heavy with 
Clerics. Each player also had to buy all equipment by himself. This 
resulted in over 400 torches, about a mile of rope, a couple of 
hundred iron spikes, etc. for the party, as each player made sure that 
the party had all the necssary stuff (apparently believing the other 
13 players were too dumb to buy the stuff themselves). Each player 
was either 2nd or 3rd level, and number rolls (at small odds) for 
various magical items. The result was an unfortunately overladen 
(magically) party, whose magical implements were 3 Javelins of Light
ning, two magic swords, three +1 shields, a suit of +2 armor, ten 
magic crossbow bolts (+2), an X-ray Ring with 8 charges left, a 
scroll with a Stone to Flesh and Telekinesis, and three Clerical 
Scrolls with Speak with Monsters, Find Traps, Speak with Plants,
Speak with Dead, Snake Charm, Detect Magic, Neutralize Poison,
Locate Objects, Earthquake and Find n raps. But the Haymaker was an 
experl mental Raise Dead Fully wand (a mistake, I admit...and has been 
taken out).

The party number three Thieves, four Fighters, two Magic-Users, 
and five Clerics (all grabbing greedily for the R.D.F. wand). Crea- 
turewise, the party had one elf, two dwarves, three hobbits, and eight 
men. The actual run was a cramped one with 14 players, one vampire 
and various spectators all in the same room, yelling for order or 
lunch or their neighbor's blood.

The party was supposedly under Golden Hines's control, although 
control generally degenerated to Chaos, which oddly enough was their 
alignment (Chaotic). They figured they would have more freedom of 
action with a Chaotic alignment.

The game was run with all the frills, including blackboard with 
ever-changing marching order and situation map with the confused and 
fragmentary dungeon map as the players saw it. This type of game was 
good in my opinion since the leader had to convince players to go and 
risk their necks. The only one who didn't argue was Richard the Dull 
who was a Berserker on his mother's side, but now. ON WITH THE SHOW!

The party came to a hole in the ground which oddly enough had stairs 
in it leading down. After a quick counting of yeas and nays gave 
Golden Hines the party's leadership, although there was no real leader, 
even in times of dire danger. At the bottom of the stairs was a 
remarkably well-hewn corridor and the party knew in a blinding revela
tion that they were in a dungeon.

Further down the corridor was a door on the right. Beyond the door 
were the bodies of three ores. This seemed normal enough and the 
party continued on. After a bit of wandering, the group came to a T 
intersection. To the right was a dead end and a door on the right.
From behind this door were clankings and conversation in a decidedly 
foreign language no one had ever heard before. The door was bashed in 
and three odd looking characters, two of whom drew swords and one 
leapt to a strange staff that was supported by a stick. The man with 
the staff (a matchlock gun) applied the match to the gun. It didn't



screamed wait! He saw shapes moving around 
hide in infrared shadows?) The party being 
was the "pie kill room" see e l s e w h e r e i n t h i s

go off right away (the main problem with matchlocks) and the Spanish 
conquistadores collapsed snoring from the Sleep spell cast hastily by 
Golden Hines. The odd staff clattered to the ground, and the party 
which rushed in to investigate the room were surprised when it went off 
two turns later with a loud BOOM, a high whining sound and a cloud of 
eVi I-sme11ing smoke. Dimly perceiving a solid gold statue (what else 
do conquistadores have?) through the smoke, the party made off with 
tiie statue, the strange staff and a conqu i stadore ' s un i f orm ( powde r and 
ball could not be found; after all, how could a medieval type know what 
power and ball were?)

Next was found a secret door. T'was splintered, but the Elf
in the room, (Do Thieves 
chicken ran away. (this 

turkey ...uh, I mean 
fanzine.) While stopped for a rations and wine break, two of the 
party. Golden Hines and 55tBph.en the Jester, got into an argument over 
G H ’s mule (in the hubbub, nobody was quite sure what went on) and 
Golden Hines put Stephen the Jester tp sleep, threw him on top of the 
mule and left the poor chap there.

Immediately thereafter the party ran away from some Berserkers in 
a chaotic manner, somewhat like a rout. Several of the group decided 
they’d rather be somewhere else, to be precise somevyhere away from the 
berserkers, and the others, not wanting to be the only one there, ran 
also. After a lot of running away, , Golden Hines finally got control 
of the party, and the party turned and fought the Berserkers. Golden, 
a magic user, had to fight to rally the men (no women in the party, 
what a drag) and as a result was:skewered. He was revenged as the 
party wiped out the berserkers and gleefully mutilated th corpses of 
the berserkers. A Raise Dead Fully was administered, and Golden was 
back on his feet, comp 1 imenting the party on the fine job of cuttery 
they had done on the berserkers... and carved his initials in one for 
good measure.

The next door found was an odd one; a confusing maSs of noise was 
issuing from it. Opening the door, the party discovered the press 
room. This was a col lection of al I sorts of creatures rushing madly 
about, banging on boxes, grabbing scrolls out of boxes In the corner 
and occasionally dashing up to a wizened fellow sitting on a raised 
dias with a scrolI of some sort. When the party actually entered the 
room, all the pressmen ran out a door on the opposite wall. They were 
scared to death by these visages with drawn swords. Scenting bad 
medicine, the party left with the exception of Hagar the Hideous and 
Walburn the Holy who stayed behind to vandalize. Ripping off some 
boxes and scrolls ("Elf slain by elfwife," "Mayor outlaws prostitu
tion," "Mayor lynched," etc.) supposedly for later use, Hagar and 
Walburn opened the door on the opposite wall and perceived two heavy- 
set men in strange dress with the cruel runes "Illinois State Highway 
Patrol." The men were holding strange short wands. A hasty exit from 
the pressroom the way they came in by Hagar and Walburn followed.

A scorpion in the next room was quickly capped, two gems were found. 
In the milling confusion that fo1 lowed, Mike the laughing hobbit 
attempted to pocket the gems for himself. Thieving Edwyr, however, 
noticed this petty thievery (no one else did; a loud argument over 
something was going on) and asked for the gems back with a sword at 
Mike’s throat for emphasis. Once again, Hagar and Walburn made their 
presence felt by making two attempts at filching the gems. The 2nd 
time, de Conrad (a hobbit) discovered them, Hagar and Walburn fled 
for their lives, pursued by Laughing Mike, who had been charmed for ■ 
his trouble with the gems. Later Mike (who got out of Charm Person 
range...which is one way our players can get out of a Charm) came back



and was accepted by the party, (The saga of Hagar and Walburn will 
soon foI low.)

Meanwhile back In the Scorpion room, the party discovered a secret 
door in the back wall behind which were coming odd clankings. "Aha," 
cried Wesley the Mighty>"More Spaniards!" Guion the Quiet (who had* 
scarcely said a thing all day--and done less) was enticed to put on 
Conquistadore garb and hold the Spanish stick at port arms. "Think 
Spanish" advised Wesley. "Si, si, Toro, ole, Puerto rico," replied 
Guion as Wesley flung open the door! Decidedly unimpressed, the Hob- 
Goblins on the other side loosed a volley of quarrels, wounding Guion. 
In charged Richard the Dull, slashing and hacking like a madman.
Wesley the Mighty (themighty what no one had yet ever determined) 
had not been noted before for his friendship with Richard, rushed

who
to

the door and to Poor Richard's surprise and the party's delight, 
slammed it shut behind Poor Richard! A vicious melee followed in which 
Richard was slain in most horrible fashion while slaying three hobgob- 
lings. Only then did the (sort of) brain Wesley rush in and slaughter 
the two "softened up" hobgobiins. Grundgingly raising Richard the 
Dull, the party then realized that Golden Hines was out of spells. In 
a most strange bend of the rules (it was legal, what could I do) Golden 
was executed by Crazy Claudius who carries a halberd into dungeons, 
raised fully, regaining life, limb and most important, his spells.

At the next door was the gaming room (see elsewhere in this issue) 
where they deciined the fel lowk offer and were re Iieved of 4000 
Silvers

Further on, the party stumbled o.nto huge double doors from which were 
coming female sounds! The door was feverishly opened and the advent
urers beheld a harem! A Sleep spell inadvertently cast by Charlemagne 
t h e E i f ( h e . h a  s' _,ie go problem)
but nere were plenty of nubile female^ out, su Chuck got off easy. 
The Eunuchs guarding the women were quickly slain, and a cheerful mass 
rape was undertaken, Meanwhile, Hagar the Hideous and Walburn the 
Holy had blundered back to the pressroom and after a confused spell & 
staff (the Raise Dead Fully wand was reversed to kill, and since they 
were already Chaotic, it didn't matter) versus writing implement/
.38 pistoI/typewriter/machine pistol battle--as the pressmen 
threw what was at hand and gradually 
the pressmen were anihilated 
bad press for the rest of their days) 
and go t a  way.

Back at the harem, five hours later, therest of the party finished 
their business by running out of fresh females. By this time only 
Wesley the M I'ghty (now we knew what the m'i gh ty f"®9ns) and Golden Hines 
were going at it. While putting on their collective Jerkins, the 
adventurers noted that three of their number were not moving. A quick 
search found their blood-drained bodies in a corner (Vampires in 
Paradise). A Raise Dead from a Cleric got them back 
party got back to town, but the Vampiresses got away 
were not we l 1 armed, having at the best som 
ion.)

The group was thereafter pursued at length by some 
arrived on the scene, and escaped after expending

at f i rst
escaIated--in which about half 

(Hagar and Walburn will be followed by 
the two decided to run for it

I ater when the
(The vampiresses 

hairpins in their possess-

more eunuchs thai 
most of the i r mag i c .



Vi/hlle looking for a way out, the group bumbled onto a room with 
a magic mouth which led them to a room with a Deck of Many Things for 
Treasure, guarded by something that was a mass of garbage after Crazy 
Claudius got through with it. In a confused <but lucky) series of 
dramas that followed in which there were literally dozens of hands 
grabbing at the Deck, several things happened, including; several 
people died or were stoned, two 7 spelI scrolIs appeared, Guion the 
Quiet screamed as his two favorite magic I terns disappeared, another 
Deck appeared, and the Elf gained 50,000 experience points, thus 
becoming by far the best fighter/magician in the party. (The party 
drew two Jokers! Again, what could I do?) \iGlenn Blaoow will 
undoubtedly have some suggestions

The party then traipsed back to town. They plan to re-enter the 
Dungeon soon. But this time, the dungeon will be ready for them!

the war room 
heaps of 
the room 
has smaI i man 
i shIng sword, 
forward or back. left or

The wizards play 
they truly wish, 
... for money, of

___  n the center of this room is a table on which is pi led
multicolored sand. A voice will sound when someone enters 
saying in Elvish: "Members only, please leave." The table

like creatures upon It which periodically move, brand
firing arrows and throwing javelins, etc. and move 

right, and abruptly stop for no apparent
firing and milling about smartly 
time and are a bloody terror to 

ones!) with blood and tiny screams and death 
ly one will win, and the terrain will magically 
dead will disappear to be replaced by new

thing starts over again. Sometimes 
which split fire, tiny men with 
too) .
wizards thousands of mi lies away.

and
reason and continue brandishing and 
in place. Melees occur from time to 
behold (Just like real 
and so forth. Eventual 
change, the living and 
terrain and armies and 
there are strange litti 
magic staves, etc. (ai 

The pIayers of thI

the whole 
e beetles 
r strikes 
s game are

by wizard eye, crystal ball and telekenesis. If 
the adventurers may challenge the wizards to a game 
course. Lots of money. (In that case, we can have

a real game on our table, but the wizards can cheat!)

The unmagic room: this
d i scret ion. It 
Thus no magical 
magic sword who 
away from the target, 
the room. SpelIs and a 
the old hack and slash of 
back for a time.)

room has a number of ores of the umpire's 
is "magic dead." No magic whatsoever will work there, 
swords, armor or implements will work. Anyone with a 
swings it at something will have the sword stop Inches 

Magical armor, if worn, will prevent entry to
I other implements won't work either. (Thus 

good old bloody battles will be brought

the sound stage: it's a long room with a line of stee1-appearing
pillars. If one Is struck, it will cause reverberations that will 
deafen the party for 2-5 hours. The walls, ceiling and roof are 
perfect sound wave reflectors; thus after a few sentences, conversa
tion will be impossible, due to the blank or wash out of earlier 
sentences. This problem can be temporarily solved by shouting louder, 
with deafening results!

the pieklll incorporated room: there are I6-I2th level thieves in
the room, each armed with a coconut cream or lemon meringue pie. The 
chaps who enter the room will be plastered in the face, rendering the 
sods bl ind for 1-3 turns. There is a 25% chance that someone in the 
party other than a player character will collapse in helpless giggles 
(it being assumed the rest of the party will be wondering what the 
hell is going on or stifling their reactions) and a further 15^ chance



that the one with the face full of pie will attack him in a rage. If 
any players laugh, they are candidates, and if the characters are hit 
they may do whatever they wish. After blasting these turkeys with al 
pies, the thieves will guffawingly scurry out a secret door in the 
right wall. 
hefoTQ they

ZPresumably 
QO. --LG~^

they’ll try to rob anyone who’s -pie-blinded

The Garni ng Room_________________  Upon entering the room, players are confronted by an
old, crusty looking man (actually a 16th level M U / 12th level Thief) 
who is standing in front of what looks like an opening into a glada- 
torial ring, (The observation position is slightly higher than the 
two fighters, who are lustily hacking at one another.) The scene is 
actually a holographic illusion which is cast by a mechanical device
te I epathicaI Iy controlled by the MU/Thief 
invite the party to wager upon the fight, 
matter whom they wager on, they will lose 
the party runs out of money or figures it 
gleefully rake in the cash, all the while noting that "your

The old fellow will 
If the party wagers, no 
This can continue until 

out. The MU/Thief will
luck is

bound to change soon, " etc. If they wager for a while and then quit, 
the MU/Thief will let them go, all the while saying such as "but your 
luck is about to change," etc. However, if the party Intially refuses 
to wager, the MU/Thief will then follow the party, using a clever 
combination of TeIeport/InvisibiIity spells and hiding in shadows to 
pick the party Clean of cold cash, gems and jewels, and magic in that 
order, all that the MU/Thief - Fred by name - can carry (strength = 
II). Anybody attempting to enter the arena will bump into an impene
trable barrier which is actually the stone wall of the back of the 
room. For extra added excitement, a door can be added to the back wal 
which will lead to who knows where!

comments on A&E I 0 :

H. J. N. andruschak--Wishes are easily handed. Have the player write 
the Wish down. Then §o through it and anything they ask for, go at 
it with a fine-toothed comb. If the Wish is a blggy, zap the turkeys. 
If it's nothing, too bad--a raise your buddies from the dead is a good 
median--more powerful than that, is a strong (maybe too strong) Wish. 
Lee is right about players talking back. Listen to what they say. 
Sometimes they ^o have a point. But if they keep saying, like one 
sod I know, that if this is a new monster or rule (or whatever) they
want to see it in 
answer "1^ rules, 
world." PIayers 
Part of the game is to learn about the world you're in

the rules, "what rules are we 
and you players don't know al 

should not know as much as the

using?" he will cry, 
the monsters in the 

ump about the game.

Margaret Gemignani: how does a player "win"? A player can stay alive
and get treasure. I've done that many times. But how does one win?
Of course one can get "victory conditions" locally, but an interesting 
project would be universal victory conditions.

Sherna; If somebody does 
Dragon--it is an Unlawful 
Chaotic and should affect

something Chaotic--Iike killing a Golden 
act, whether he enjoys it or not. It is 
alignment (unless he is under Geas).

Joel Davis: In my world, the amount of damage after rolled hit points
is a function of constitution (see life after death rule). Your half 
damage equals half hit damage can get very complicated: i.e. a 73
hit point lord has 59 HP on him. How much is his damage off? \_Less 
than half damaged^ so does full damage..--Joel uses a quantum scale^ 
not a spectrum.-~LG2 An unconscious player should have to "encounter"



monsters (that could kill or rob them) in the days that he is out. In 
a dungeon, he wouldn't have a chance.

Glenn Blacow--! agree about "modern" items. In a game I was in we 
found a horde of Japanese, WWI I weapons including three holy hand 
grenades (hwang them on a rock or helmet and then don't hold onto them 
--fast!). The question is, are they normal grenades^ (5 second delay) 
or have the Japs, as they sometimes did, taken out the timing fuzes 
so the last thing one remembers is hwanging the holy hand grenade on 
the wall and a blinding flash! Thus they are practically useless; so 
are the "staffs". We know they are rifles, but we, with our medieval 
knowledge, can't find how to use them. (Would a 13th century advent
urer know how to use a sub-machine gun? Of course not! At best they'd 
probably use them as clubs, if not shoot themselves.)

Nick Smith; Greyhawk took the simplicity out of D&D, but it added all 
sorts of delicious uncertainty: are they Boots of Speed or Boots of
Dancing, a Ring of Three Wishes or a Ring of Weakness?, etc.
The more variety, the more fun.

Sam Konkin III: Leviathan take you, you ERisian!

M. G. Easterbrook, Physics Dept., Royal Holloway College 
Egham Hill, Egham, Surrey, ENGLAND writes to say

I have been delegated by a group of D&D freaks in this country 
to get de ails of as many D&D fanzines as possible. So far in this 
country we have been sticking to "simple" dungeon expeditions, but in

planning to organize our own version of Mldgard 
on this planet. Hartly Patterson is engaged 
for this at the moment.

we arethe near future 
and to site all dungeons 
in working out the rules

The position of the game here seems to run about a year behind 
developments in the States, so your experience would be very useful
to us ... .

As well as D&D, some of us wargame on the I inch = I inch scale 
by reenacting English Civil War battles, and we would be Interested 
in hearing about any similar groups in the US. At present our average 
muster attracts about 500 troops as we I I as a surprising number of 
female camp followers, and our largest battle to date, the storming of 
Warwick castle, involved about 3000 men as we I I as cavalry and 
artillery. If you do know of any groups like us and let me know, I 
will pass on the information to the Lord General commanding the 
Par I iamentary army. ZThis last sounds like the Society for Creative 
Anachronism. KAREE ANDERSOE^ can you get in touch with these people? 
-~iG]

I hope we can arrange to improve communication between D&D 
fans in different countries to prevent too much divergence in interp
retation of the rules.

Good Garni ng,

Martin Easterbrook



JOHN BRENNICK writes to say~-

I do not like the method that when a character is down to 0 hit 
points, he is only incapacitated, and negative hit points still alive! 
From now on in my world(s), at 0 you will die in 2-5 melee rounds, 
and at negative numbers you are dead.

In my dungeon under the city of Thorium, a successful dungeon 
adventure was recently completed. The adventurers were down there 
for four whole days, most of the time spent in secret rooms with 
Wizard Locks on the door. After some close-call and hair-raising 
encounters, they found their way out of the third level (which they 
were trapped into by a sinking room).

Among the enemies were two master thieves, four doppIegangers,
15 ores, seven gnolls, two wights and two swashbucklers. Only death 
was a third level hobbit fighter hireling, who was brought out on the 
back of Bill the mule at the expense of 1200 si Iver pieces.

The pIayer-characters are Isengar Brandywine (6th level Hobbit 
Thief with 18 dexterity and Cloak of Protection +1); Derak (Human, 
fifth level fighter with armor and shield +1 and a sword +1, Neutral,
9 Intelligence, 10 Ego, detects magic and double power notes shifting 
walls and rooms); Eldric the Curate Cleric (with 18 Constitution); 
Ghanus (human mage, fourth level, polymorph wand with ten charges left, 
scroll of three spells (Wall of Iron, Hold Person, Mirror Image)); 
and THE HIRELINGS: Glorth, a fourth level Dwarf fighter with a
shield +3, Isembard Snook and Fosco Moggins, two hobbit burglars; 
Celedareth (Elven magic-user of the third level with a scroll of one 
speI I--CIoudki I I--and a Wand of Metal Detection); and last but not 
least, Wi I come Barbush, a third level hobbit fighter. Of these,
Barbush and Glorth have died, the hobbit by a doppIeganger, and the 
dwarf by a sharper. Most everyone has come close.

Phaypole and Hrothgar have each lost a Pegasus (one of three 
each of them own) by voI leys of ore arrows.

that is playing 
a dungeon, and 

d i s -

Bob Hollander writes from San Francisco:
I discovered that there is a group at the seminary 

Dungeons and Dragons. I mentioned to them that I had 
was immediately very popular. I also had to settle a number of 
putes concerning rules. It got started here because one of my 
fellow-students went home to Wyoming and got hooked there. He brought 
back 3 set of rules and gave them to a minifig wargamer that’s in his 
third year here. He created a dungeon, and the campaign was on. We 
have a group of about six die-hards and a few occasionals. The A&Bs
that I happened to have with me were avidly perused for any 
they might have. I'm glad that I was also carrying my file 
Thou Art God. Now we have three dungeons (counting mine), 
another one will be bui It by the end of the summer, which 
thing because one of them is leaving.

i nformat i on 
copies of 

and
i s a good



TH£ STONED ACOLYTE
from Wesley D. Ives, 2703 Avert Ferry Rd., Raleigh N, C. 27606 
W h i t h e r the name? It has been drawn to my attention that the name of 
this 'zine may be, shall we say, a bit imprecise, perhaps leading to 
confusion as to exactly what the title means. Thus an explanation:

Early in the current history of Homlas, the adventurers Lingus 
(formerly "the Cunning," then "Wolf," now "the Statue” ...) and Thor- 
bjorn (a blond, befurred Norseman on his way to rangorhood), with their 
followers, set out into the largely unexplored Great Wood south of the 
trapping city of Heuvii. They were 14 in number, most on foot, since 
the mounting of such a large party was far too expensive for the small 
group's finances. The only lawful way to acquire large sums of cash, 
since there were no services that could be performed that would bring 
in the requisite thousands, was to strike out into the wilderness and 
attempt to slay some of the abominal monsters that had made trapping 
in the farther reaches of the Forest a frightfully dangerous business, 
in hopes that the monsters slain would perhaps be guarding a treasure 
of unknown origin. After only a brief time in the Forest, however, the 
party met with disaster, when they approached a IikeIy-tooking cavern 
partially concealed by tangled growths. 5 of the adventurers, the only 
ones mounted, rode to the entrance to look for spoor that would indi
cate whether the cavern was occupied: foolish perhaps, but they were
new to adventuring and did not think that an undisturbed monster might 
become alerted if he heard or felt the approach of horses.

Such is what happened. The riders were very near the entrance to 
the lair when a massive, plated head, like the head of a nightmare bull; 
thrust through the vines dangling before the entrance to the cavern.
He regarded the riders for mere seconds before opening his vicious Jaws 
and bellowing a challenge. REalizing they were tremendously outclassed, 
the party turned to flee, but not before a blast of fetid gas enveloped 
Lingus and his friend Opanyr; the acolyte, Lingus, was instantly thrown 
from his horse, which had turned to solid stone beneath him, while
Opanyr's horse was staggered by the sudden 

however, 
his tail

increase in Opanyr's weight. 
The horse continued to run, however, with the now-solid Opanyr on hi= 
back and Lingus clinging to his tail and bounding along in twelve-yard 
strides. It was in this unlikely fashion that the party evaded the 
now-disinterested Gorgon; and pausing only to allow Lingus to catch his 
breath, they traveled back to Heuvii, hoping that the great wizard 
Korlath could help poor Opanyr.

Arriving in Heuvii, they took Opanyr off of his horse and set him 
on the street before Koriath's house. Even Opanyr’s most bereaved 
friends had to admit the statue was rather comical: a determined-
looking, bowlegged figure with one hand grasping a mace and the other 
extended forward and holding tight to nothing (the group had had to cut 
the reins loose from Opanyr's hand); but no one wanted to admit the 
possibility that Opanyr might spend the rest of his days as a statue. 
That, however, was exactly what Korlath said. Though he had heard of 
such spells as would cure on afflicted as was Opanyr, he said, sadly 
shaking his head, such spells were quite beyond his power. However, 
continued Korlath, he would be willing to employ Opanyr as a hitching 
post, at 5 GP a month, until such time as his allies could 
to restore him. The 5 GP a month would be placed in trust 
to be given to him by Korlath when he was restored.

Since there was really no choice

find a way 
for Opanyr

wizard anyone had heard of, the party
left.

It was several months later when 
this time alone. He brought with him

KorIath.being the most powerful 
agreed to the arrangements and

Thorbjorn came back to Heuvii, 
the spoiIs of a group of Ogres



he had slain in single combat. The loot included a scroll, which Thor- 
bjorn was unable to use or even to read. Knowing the value of good 
friends, he gave the scroll to Korlath, on the condition that Korlath 
use any Stone-Flesh spell thereon upon Opanyr. If there was no such 
spell there, Korlath was still welcome to the scroll.

Korlath opened the cylindrical container, his feeble hands shaking 
He pulled the scroll out and laid it flat on his desk, so that he could 
employ his magnifying glass and read it.

He read for a long time occasionally going back over some part of 
becoming more agitated by the minute, 

would allow 
happiness, 
rustled by the 
me happiness 
spell; please

the scroll, muttering to himself
Finally he straightened up as much as his creak’ng bones 
and looked at Thorbjorn with rheumy eyes glittering with 
"Thorbjorn, my son," he said, his voice like paper being 
wind, "I cannot help Opanyr today. But you have brought 
beyond your understanding. This scroll contains but one 
do not say anything while I use it." He siIencedThorbjorn's worried 
questions with a toothless frown and then began to chant In a surpris
ingly loud voice. He ended with a mournful cry after only a few lines, 
and collapsed across the desk. Thorbjorn leapt to his assistance, only 
to see Korlath begin to shimmer like hot sand on a summer day. Then 
there was a swirling confusion about his body and then, as the eddying 
currents cleared, there was a strange man sitting up, slowly, at the 
desk. Thorbjorn, awed, did not move as the stranger opened his eyes, 
looked wonderingly at his pink, soft hands, clenched his fists, cracked 
his knuckles, and then furiously rummaged through the desk drawers until 
he produced a steel mirror, which he held up before his face and stared 
into for long moments.

He took Thorbjorn totally by surprise when he leapt up, shouting, 
"Thorbjorn! it WORKED!" and dashed around the desk to embrace Thor
bjorn and dance a jig around the small study. The voice, Thorbjorn 
noticed, was vaguely familiar, and then it struck him. "Korlath?" he
asked ’You damn right, buddy-mine! It's

down KorIath's cheeks 
to

been a mighty long time!" 
as he chattered about how 
polymorph himself into any-

and

in his

Tears were streaming
he had given up hope of ever being able
thing, 'when his good friend Thorbjorn brings him a Polymorph Self 
scroll. "But what are you going to do now, sir?" asked Thorbjorn, 
a gleam came to Koriath's eyes as his hands investigated the lower 
portions of his robe. "Ij WORKED ALL THE WAY!" shouted Korlath in 
new, deep, commanding voice. "There is only one thing for you and I 
to do, Thorbjorn . "

"What, sir?"
"'•'ENCHES ! ! "
And so off they went.
Days later, after the first flush of pleasure wore off, Korlath 

decided to move his office to his new home, the bordello which had 
formerly operated across the street from his house. He dug into the 
reserves he still possessed from his adventuring days, bought out the 
owner, and established a tavern/1nn/borde I I o . His office was In one of 
the upstairs parlors, but he himself was usually downstairs, sitting in 
the corner at his favorite table, with as many lovelies as he could 
possibly fondle, drinking huge quantities of ale.

Soon, those seeking Korlath ceased to call at his house first, 
coming instead straight to the Inn. So Korlath, seeing that Opanyr 
usually unemployed, and the hitching posts in front of the Inn were 
always overfull, moved Opanyr to a place of honor to the right of the 
door. The tavern, which had formerly been known as Koriath's tavern, 
soon was referred to by the townspeople as the Stoned Acolyte (go to 
the Stoned Acolyte, take a left...) and the name stuck. Korlath 
assumed it was as good as any and made It official. "When I fix him,' 
he said, "Opanyr is personaily invited to be guest of honor at the 
opening of my new tavern, the Inn of the Unstoned Acolyte."

was



TANTIVY (Lee Gold): Wait a minute. X-ray sight cannot be re
placed with Clairvoyance: for clairvoyance, there has to be an entity
looking at what you want to see, so you can "tap" their eyesight.
X-ray works on anything.//! like the idea of swords, etc. changing 
alignment to match that of their new owner. How about saying that when 
a sword has been wielded in combat as many times and the Intelligence 
plus Ego, it moves one category towards the user? (Unless, of course, 
the sword gains control of the wielder for any amount of time at all, 
which would cause the sword to return fully to its old alignment.)

And speaking of tests of bravery: THE ORB.
Orbs are found only in dungeons or in the possession of very old 

civilizations, since their construction is a long-lost art. An Orb is 
a sphere, approximately 10' in diameter, firmly set into a base of 
indestructabIe, black metal. It appears to be made of a translucent 
material, strongly resembling mother-of-pear I . But it is a video-tele
pathic information device, powered by mental energies. Ail Orbs are 
species-reactive; responsive to a single species and disregarding 
others. When a creature or any number of creatures of the correct 
species touch the orb, they have a chance of activating it. This 
chance is determined by taking the Wisdom of ai I the creatures in 
contact with the Orb, totalling them together and dividing by two. So 
for instance, 8 men, 2 elves and 3 dwarves are concentrating on an Orb 
discovered in a dungeon. The Orb is a Dwarven Orb, but the men and 
elves have no way of knowing this. The combined Wisdom scores of the 
3 dwarves is 30. This gives the dwarves a 15^ chance of operating the 
Orb (30/2). This is the chance of operation per turn (keeping in mind 
that wandering monsters may show up any time).

If the Orb is operated, the operators may, by concentrating 
together on a single question, cause the pearly surface to clear, 
showing the answer to the question in a pictoral representation. Of 
course, concentration is hard to maintain, especially when the number 
of beings concentrating is large (basically a 70$̂  chance minus 2/. per 
being involved), but if it is maintained, the question will be ans
wered as completely and as truthfully as possible within the limits 
imposed by visual representation. The Orb will not display writing 
that is not found at some other place, since it can only display what 
already exists within its range, but it will show anything requested 
within its range. So, if our dwarves managed to operate the Orb and 
then were able to concentrate on "Where is the wizard Spadbort?", they 
would see in the Orb a picture of for instance, a dark tower on an
island in 
see a map

ng blue, rapid 
The picture.

river. They would not 
whatever it was, would

the middle of a spark! 
or a set of directions 

fade after one turn in any case.
And how could this be a test of guts? Well, the Orbs get their 

power from somewhere; specially, there is a 5% chance per successful 
operation that the Orb wi I I sieze the I ifeforce of one of the operators 
at random. If he makes his saving throw, the Orb will not seize him 
but will attempt to seize another operator immediately, never attempt
ing the same operator twice in any turn. If all the operators save, 
the Orb self-destructs with a blast equal to 
an operator fails to save, then his/her/its 
gral part of the Orb and only a Full Wish wi 
You can get anything you want, in the way of 
gotta take your chances.

A L ARAAF (Mark Chilenskas): In re: ki
The Characters--The Homlas campaign, my most

a 12-dice Fireball. If 
i feforce becomes an i nte- 
I recover the victim, 
information, but you

popuIar I 
standards 
per week.

have ever run, is 
The campa i gn is 

and at present has

I I rates and the Death of 
recent and by far the most 

almost shockingly brutal by my former 
in operation for approximately 15-20 hours 
around 12 players who run once per week.

n the past 3 months, consisting mostly of wilderness adventures, the



kill rate has reached about 90^ of the original characters; only two 
of the original players are still on their first character. Others 
have been killed (permanently) between 2 and 6 times. Though it takes

5 times in 6 runs as one player did, anyone who 
playing against the odds. This is as it should 
a safe occupation. Lucrative, yes; Interesting, 
d it was safe.
be going right: the players make obscene

free time trying to get out of town and adventure. I 
of this popularity is because everybody has it very

some doing to be kiI led 
takes up adventuring is 
be: adventuring is not
yes; but no one ever sai 

But something must 
demands upon my 
think that part
rough in the wilderness, and survival (and especially survival 
profit) is indeed something to be proud of. An adventurer who 
to 5th level, as only one has, is an adventurer who didn't get 
is today by anything but very good running. Like all players.
have run 
worst rolls 
single bad 
his way out

both for and against him, but he prevailed against even 
whereas a less competent adventurer can be offed by 

oil, because he doesn't think on his feet and can 
of a jam. That may be the secret there: since I

with a 
makes It 
where he 
the dice 

the 
a

' t figure 
have

removed myself as much as possible, remaining only insofar as rolling 
the dice requires, the players have come to realize that God ain't 
gonna pull nobody's crackers out of the fire. This self-reliance makes 
the players prouder of a 3rd level fighter than they ever were with a 
3rd level brevet type with 200 experience points.

I don't use 
on your system.
scro
Note

I s . 
the

spell points in any form, so 
But one point of interest is your 

First, I need to explain how I arrive at 
table below:

I reaI Iy can't comment 
treatment of 
a random die roll

%\\e RoI 
0 1 - 2 0  
4 I -60 
8 1-99

Type 
d4 
d8 
d I 2

Dice Rolled

So, with a percentile ro 
gives a span of 1-12 but

i i e Roll Type Dice Rolled
21-40 d6
61-80 dIO
00 roI I tw i ce a n d

a d d 'together. 
dice to roll; 
the sma H e r

I, we arrive ata type of 
this gives a span of 1-12 but weighted heavily towards 
numbers. These are the Random Die Rolls (RDRs).

When a M-U wishes to use a scroi I of a spelI higher than the level 
he could normally use, the chance of choking is (level of scroll spell 
minus level of spell usable by MU) times a RDR. if the number exceeds 
100, then the spell automatically fizzles, and the amount in excess of 
100 is the % of backfire. Otherwise, the spell fizzles on a percentile 
roll equal to or less than the number arrived at by multiplication.
A spell will only backfire under extraordinary circumstances (a fire- 
baI I can't backfire; the worst chance one could have would be if some
one rolled 00 to determine the type die, then rolled and got 2 DI2, 
then roI led 12s on both and was, on top of everything else, a Ist or 
2nd level magician. The chance then would be (3-I ) (24) = 48. On a 48 
or less, then, the spell would fizzle. It couldn't backfire. Magic- 
users got enough problems).

Plaudits and huzzahs on your comments on Wilderness Campaigns and 
History/FoIkI or e . D&D is only half Dungeons at the most. So many 
starting DMs ignore the world their players live in to the detriment 
of their game.

Instead of assigning purposes to individual players, I postulate 
victory conditions for each separate alignment (Good, Neutral and Evil 
only) which are mutually exclusive and mutually opposed. These victory 
conditions are concealed within the structure of the game, with clues 
scattered throughout the dungeons, in the occasional lair, inithe 
legends (some of them--most legends are exactly that--Iegends) and 
occasionally in the brains of non-player types: a gold dragon would
most likely know wh^t the victory conditions would be for the forces



of Good; he would at least have an idea. Basically the good players 
must defeat the Master of EviJ; the Dark Forces mygt defeat the Good 
King; and the Neutral players must make both sides believe one side 
has won, while keeping it a secret that neither has won. But who is 
the person/thing/itern that leads the followers of good/evil? Where is 
it? How can it be destroyed and who can do it? It is the search for 
clues to these questions that gives my game its purpose.

ILTSALT&TCL (Fang); I had to deal with a wereplayer recently and 
the rules I used were something like this: There are 3 major problems
with weres. I) can the player control himself while in the animal 
form? 2) can the player change voluntarily? 3) what causes the player 
to change involuntarily?

% chance of controlling self while in animal form = (level of 
player + Constitution + Wisdom) x RDR.

chance of voluntarily changing (human to animal)
+ Strength + Constitution) x RDR 
chance of voluntarily changing (animal to human) 
of animal form) = (level of player + Strength +

$
player

'5',

=(Level of

(only if in 
Const i tut i onX RDR

chance of preventing involuntary change = (2xLevel + Intel Ii- 
X RDR, (human to animal only; never from animal to human form, 

in animal form using the same formula, but if failure is 
then control is lost.)

involuntary change (or loss of control, 
he Is I) damaged in melee or by

for 
whenever

control 
+ RDR)

%
gence)
Check when 
indicated,

A werecreature citecks 
if already in animal form)
missile fire, 2) surprised or 3) otherwise under much stress. 
Involuntary change does not mean that the player is not in control 
after the change; a separate roll is made to determine control. Damage 
must be caused to force a check in melee, so a player already in animal 
form and thus immune to non-magicaI/sI Iver attacks would not check if 
hit by normal weapons.

Werecreatures can only change as many times as their levels: a
1st level can only change voI untar i Iy once/day, a 5th level 5 times.
If a werecreature loses control, it will behave exactly like its 
counterpart animal would behave: a wolf suddenly finding itself in
room with a crowd of men would run or attack; it wouldn't lie down 
a corner and wait for tomorrow.

Remember that most animals have rotten eyesight (usually black 
& white) and uncanny olfactory senses; they can also hear better over 
a wider range than humans. So a werewolf who found a treasure while 
a wolf would have a hell of a time backtracking to the same treasure 
as a human; where the wolf followed a mosaic of scents, the human 
is following visual landmarks, and the two seldom coincide.

REroll Strength, Dexterity and Charisma for the animal form, to be 
used instead of the Human's rolls when the character has control of 
the animal form. Constitution always remains the same. Roll a Wisdom 
and Intelligence score to use whenever control is lost. Hit dice are 
rerolled for the animal form, but the number of dice of the animal form 
is the same as the number of dice for the human; they are always 8- 
sided. Magic-users can use any spell they have previously prepared, 
but they cannot prepare new spells or manipulate artifacts. The 
animal form is, naturally, always naked; so is the human form upon

A weretype cannot touch silver ever. It

a
n

Chang i ng back 
i n human form.

B I ELY BALROG 
One question:
servant?
True?

TEMPORALANA 
you had to,

__ (Mark Swanson):
how does the MU go 

Offhand, I'd say it was

Rather thin this time 
about fInding/buiIding 
much like constructing

burns even

but meaty, 
a stone • 
a Golem?

(Wayne Shaw): You defended yourself well; 'tis a pity
Speaking of force bf-gdes--! have a \% chance of any given



sword being a force sword. Likewise there is a 7.% chance that any 
given sword is a two-handed broadsword. Also there is a \% chance of 
a Vorpal blade occurring. Cues what? Yes, a one in 500,000 chance, 
and it happened: a two-handed, vorpal/force sword. Thank Finagle, it
was intelligent enough and proud enough to force its owner to sell it 
to the only Paladin in Homlas and then it was strong enough to take 
total control of the Paladin and storm the Bastions of Evil all alone. 
The Paladin was iced, but it was a near thing. I feel like the proba
bilities ought to keep another of those things from ever appearing 
again.//Your new abiIities/disabiIities chart has all Fhe points over 
your old chart, may it stay forever buried. I’m still using the 
Swanson tables, though, and I reckon I’ll stick with it.

NOTES FOR THE UNDERGROUND (Nicolai Shapero): See my commands to
Al Araaf about casuality rates. If a player wants to get rich/high 
level, there are dues that must be paid, and lessons to be learned. 
Friends die, followers with I8°° strength get offed, and swords bite 
at times. There ain’t no easy way to gain experience.

I was impressed with your writeup of Alarg’s adventures. More.
Notes confused me though. After saying that dungeoneering was 

a very dangerous business, why does it bother you that it is indeed 
VERY dangerous? Keep in mind that one of the first things a neo party 
learns are the words, "Goddam! Shut the door, QUICK!" And another of 
the more familiar commands is "Right then--ruii away!" Using those 
commands, a party can avoid usually the more vicious or numerous mon
sters, and thus slant 
followers, h e ’s going

the odds Just a tad. Also, if a player has 
to try (no matter what his alignment) to be

poss i bIe--and he’s
the

going to leave the dun- 
So the player’s char-

last one standing if at a
geon after he reaches his personal breakpoint, 
acter will last a bit longer that way too.

I ref a nearly pure Gygaxian campaign, and the players are coming 
out of my ears. Nobody, as far as I can tell, is bored, though most 
of the players have been almost 2-3 months gaining 3rd or 4th level.
No player has yet cast a fireball in this campaign; the only fireballs 
thrown have come from frustrated Rakshashas. But somehow the Homlas 
game is keeping the attention of the players. I believe that one of 
the reaeons is that although the highest level a player has attained 
is 5th fighter, he is the most powerful single human being in the world 
I don't have any higher-level types actively adventuring or showing off 

so a 4th or 5th level man is something to be mightytheir powers, 
proud o f .

WARRIOR 
the SI ayer’s 
to be made to

FOR HI RE (Eric Holmes): That’s the way I always Imagined
Guild to operate. Wouldn’t there be some sort of payment 
the guild if a hired fighter was not returned in one

V I ng p I ece--Insurance 
THE STONED ACOLYTE

sort of?
_______ (Mice Elf)
especially if all

Lee, training wild animals is not 
want them to do is love you and 

I reports I've heard wolves make fairly decent pets
youa I I that tricky, 

be loyal. F rom a I
as long as their keeper remembers not to actively oppose 
nature. In other words, don’t pull their tails. They won 
learn cute tricks, but they will be protective (sometimes)

the wolf's 
’ t e a s i 1’ y 
and loyal

If they are treated badly, they don’t 
sort of first warning; then they bite 
and then they leave. Also, though wo 
can hunt, they are lazy if they can be,

go feral; first, they bite: a
again, signalling the last chance 
ves, like all other carnivores. 

They don’t mind tagging along
with some weirdo that wants to give away free food, and may even come

wo n ’t we beto have some affection for the turkey. With that in mind, 
in reasonable agreement about them there dragonettes?

GRANT LOUIS-D’OR: I fell about laughing at the zingers fn
popular"chart ("somewhat snobbish, but i ndeed! ) and I sho’

your 
nuff wish

you'd published it before I committed to the Swanson tables. They



(yours) are 
heroism...’’

worth it 
snicker.

for 
sn i (

their 
; k e r . .

numor a I one 
) Maybe i’ I

("Prefers comfort to 
iet the characters start

with a Swanson ability and they'll earn a Louis-d'or characteristic in
... That could 
will write up 

we'll finally learn Just how (in )sane we really

accordance with how they 
might heavy--wait for it

behave in the game 
Psychology Today

and then 
hobby.

MOCKTURTLE(Hi Ida 
3 I eve Is since I read

t

rapidly get 
D&D yet, 
are in this

Hannifen):I've been using the -I armor class per 
levels since I read it, and it works quite well. Of course a 20 is 

always a hit. I'm still pondering the magical saving throw adjustments
DEFIANCE DUNGE0N(Sean Cleary): The only way to deal with the

Magic, Monster & Encounter tables, what with all the additions coming 
in from alI over and what with yet another D&D supplement out now: 
make up your own charts & tables, combining all the monsters & treas
ure you want to include. I've typed up almost 30 pages of charts 
such, what with a combined monster table (7 pages), encounter table 
(8 pages), combat matrices and tables (4 pages) and treasure descrip
tions (12 pages). It's a lot of work initially but afterward it costs 
$1.50 per set to dupe the whole scatataza at the university library 
and a little White-out is enough to handle any additions and changes.

VULTURE'S ROOST(Dan Pierson): Try using the RDR system to get a
multiplier and then use the RDRx(Characteristic in question) to see if 
someone's Wisdom, Intelligence, etc. is up to the task. A character 
with a 18 Wisdom will usually choose the proper course, but he might' 
choke--and the fighter with 3 Intelligence will have occasional (very 
occasional) flashes of brilliance.

LEE GOLD AGAIN: I am using your Thoughts on Swords as a general
guide. Thanks for writing it up. I think that using the ego (as 
opposed to using the ego minus intelligence) makes better sense; bull- 
headedness and pride are not affected by intelligence in any humans I 
know; why should swords be any better.

MANY WORLDS (Margaret Gemignani): Speaking of loyalty: Jaques
the Paladin, in the Homlas game, was taken over by his holy sword and 
went out to kill evil beings and got fried in the first battle he 
fought (even a two-handed vorpal blade isn't a Hot of help for a 1st 
level facing three Blue Dragons) but his followers were so loyal 
(Jaques had a 19 charisma--he rolled a 17 and then got a Swanson abil
ity that added 2 more to the score...) that they tracked him out of 
town, found the lair where he was lying dead and banzia'd thedragons. 
They killed one of the beasts (one had been dispatched by Jaques) and 
had the other down to 4 HP when the last attacker (a magic-user with 
a dagger) finally bought It. A 19 charisma causes normally intelligent 
followers to do weird things...

THE SUBLIME P0RTAL(Jerry Jacks): I
kill Evil types that they hold prisoner 
has been made to make the evil type see 
repent. Lawfuls are Good; they are not 
rather dumb to say to the Ores you jus+ 
evi I ways and wi I I you henceforth tread 
and then not kiI I them when al I they do 
creature is evil and wants to remain evi 
then the Lawful player is free to oblige, 
can kill a Neutral that refuses to throw 
Chaotics can do Just about anything.

There are no hard & fast rules, reaI Iy--basicaI Iy, Good types are 
not murderers, though they may be very efficient killers, and they will 
not destroy creatures that are not immediately dangerous (remember 
Gollum--the Fellowship let him go over and over) or helpless (lt;is 
not permitted to conduct genocide against an Ore warren, though a 
siege, leading to starvation, is permitted), or who may be salvagable.

always say that Good types can 
as long as a reasonable attempt 
the error of its ways and 
stupid. And it seems to be 
netted, "Do you forswear your 
the path of Righteousness," 
is bite your finger. If the 
I at ^t the cost of its life.

Of course, only evi I types 
in with them--but then.



the Good 
takes us 

THE 
pretty c 
the way 
place of 
him take 
your

players are spreading the Light, even unto the scum, 
to
TYLDARIEN POSTCARD

Which

__________  _________  #\ (Jason Ray): I think you and I are in
ose agreement about the fate of captured critters. After all, 
run Charm, a charmed Ore would voIunteer to take risks in the 

his Charmer (but not the charmer's party) and refusing to let 
these chances would make him very unhappy. That foul mess in 

dungeon sounds like a good chance to apply the Vox Dei rule. You 
handled it well, but I don't think you should have stuck with the d
when the Unicorn stopped 
extensions of the DM and 
view of their alignment.

IWAL9MUFTF.B.I.(Lew 
shan't comment

you snouia nave s t u c k  with m e  dice 
making sense. All non-player types are 
they should act in accordance with the DM'

Wolkoff): Terrible repro this time
very on your '2 ine (eyestrain yew know), 

last three pages of the adventure)

so I 
What 
was

much
could make out (mainly the 
prime stuff, tho.

KILL S LAVUS THE CLEVER!(Glenn F. Blacow): I have banned Paladins
from the Homlas campaign; I kept having nightmares of the one player 
paladin getting to 8th level and ordering the evil hence. God, what 
a bore.//Let me know if you're going to be at Origins; I'd like to give 
Edwyr a try.//Speaking of wishes: there's the one that happened in
Homlas recently, when a player wished that one of his followers, a 3rd 
level fighter, was alive again. He got his wish--unfortunateIy, the 
man had no memory and therefore no experience. And the amnesia was 
tONG-~+he last he could remember was sitting in a tavern with the 
player, talking about going out and adventuring. Said the player--
'Better first level than dead. 

I am experimenting with a
these

Mowing spells to be thrown while in 
Primus: Time Stop, Maze (these spells

only a few tenths of a turn and are 
ail.) Secundus: According to

based on extensive 
by the pro

melee; reasons being ____
are offensive spells that last for 
useless if cast from any distance at
TSR ?î "the last,” the spell system Gygax envisions is 
preparation of a spell, which is then stored and triggered 
nunciation of a short phrase accompanied by a few simple (but precise) 
movements. Te rt i u s : Game balance. (I used to say that magic-users
were allowed only one spell per turn, but the problem was this: say
the party encounters a 12th level MU in the dungeon and surprises him, 
thus closing to melee immediately. If the MU can't cast a spell with
out 10 melee turns of uninterrupted concentration, he is Just plain
stone dead. He can't get away •t ■-If he wins Initiative for one round 
and pulls out of combat, he'll have to keep running; he can't stop 
even to cast an invisibility spell. Once he stops, the fighters catch 
him and start hacking again, thus breaking his concentration again. I 
allow MUs to cast I spell/meiee round only when involved in melee, of 
course--game balance. Otherwise they can cast one spell/turn.

Al I I have in the way of comments for the rest of KSTC is Bravo, 
Bra V i ss i m o !

FINAL RANDOMNESS: Lee, the staples In my copy of ^1 I were too
small to hold all 150 pages together. The last page Is already off. 
ZSorvy; I bought 3/8'' and then 18 pages came in at the last moment.
This month w e ’ve got 1/2" staples in reserve.--LG2 The cover was 
beautiful. Vihat is the address of Aero Hobbies? I'd like to get a 
copy of the Manual of Aurania, if it can be mai led. (The ad was rather 
sublime--no address for orders... perhaps 'twas a ploy to draw the 
Buying Public to Westercon?) CAero Robbies^ 1319 Santa Monica Blvd. ̂ 
Santa Monica, CA.3 Otherwise, A&E is getting better (and bigger) 
every issue. Carry on.

•Later.



WHAT DO YOU MEAN THERE'S A 10 FOOT TALL TEDDY-BEAR IN THE ELEVATOR? 

A fanzine for A&E §\2, sponsored by the Mogo Protection
Leage c/o me, Larry Schoen 
City, CA 90230, 837-0736).

(at 3846 1/2 Huron Ave., Culver 
Before I continue, I want to

say hi to any who remember me from three years ago when
LASFS met near Culver City 
Thanx Fang.

and hello to everyone else.

Most of you peoples have never run in my dungeon (Dragonfang) 
although it is open to any area I can get to, which in the past has 
included good old C.C., Inglewood, Westchester, Hollywood, North 
Hollywood, and Van Nuys (Claremont too at the last Mythcon). Dragon- 
fang is a modest little dungeon with quite a bit of local legend, some 
of which I will not give to you:

Many many years ago, in a mountain kingdom by the sea, there was 
a war, A rather bloody affair between the humanoids of the kingdom 
and the trolls of a neighboring mountain. Now the war had been going 
on for a good many years, and the King decided to try some last-chance 
strategy. At this time the King's 13-year-old son decided to disobey 
orders and go to join the war effort. Unfortunately the poor lad got 
lost and when darkness came sought shelter in a nearby cave.

things would turn out, the cave 
and in his haste the youth drew 
Treachery! The dragon lunged, 

the dragon was able to sink its 
taken for gran i t e . 
the rock, and 
luck and not

As
dragon, 
b roken . 
and ail 
which of course was 
one of its fangs in 
and with marvellous
creature with its own fang.

was inhabited by a rather large 
his sword only to find if was 
but the youth was too quick, 
teeth into was the cave wall. 
However, the dragon had left 

the quick-witted lad seized this 
ittle skill succeeded in impaling the

Dawn found the King's 
moved at night so as to be
and when the kid walked into 
and the festivities went far 
Prince.

army a short 
ready to put

distance from the cave, having 
the King's plan into action,

camp with the dragon's head, a cheer arose 
into the night. Thus was born the Dragon

Unfortunately, though the war was won, the King was killed in the 
last attack. The prince was now a king, and so he began to set his 
kingdom into order. From the Spoken Lands, far across the sea came a 
wizard, Yagasoo, to act as the young king's advisor. The first thing 
the wizard did was create a dungeon beneath the castle: a tremendous
structure Into which a riverentered but did not emerge. He than 
fashioned for the king (the people still referred to him as the prince) 
from a stone which fell from the sky a sword of dark crystal, with a 
hilt made from the Dragon's fang, possessed of many powers: when swung
by the prince, it glowed mightily, leaving an arc of many colors in its 
passing. This is the origin of the fabled Rainbow Sword!

Well, years passed, until one day the legends say that the king 
with ten of his best men were investigating a border dispute when 
they were fallen upon by trolls, several score of them. The men 
fought valiantly, forming a ring about their protesting king, but 
nonetheless they found themselves being herded until they stood on an 
outreeching cliff: a deadly fall on three sides; many trolls blocked
their way in front.



They might have had a chance, had the trolls not had the advantage 
of pressing them. Thinking thusly, one of the men literally threw 
himself at the attackers, that his comrades might then press the trolls 
and use the narrowness of the ledge to their advantage. His leap 
served to take out two trolls, but by the time his body reached the 
ground, the trolls had had their revenge; only a few pieces of him were 
left. The King and his remaining nine fought bravely, and though 
they ultimately won the battle, one by one all but the King had fallen.

Wearily he burned his adversaries, and carried his dead com
panions back. Upon returning to the castle the next day, he Instructed 
Yagesoo to remove part of his life force that the unresurrectab1e men 
who had served so well might still live. Thus all were brought back, 
save for the one who had sacrificed himself for the others, but In his 
death he was honored, and his family seen to for the rest of their 
I i ves .

The King also had formed nine lesser Rainbow Swords, eight of 
which remain unfound in the dungeon as of yet. Thus the King reigned 
without incident for several more years, until one morning he arose, 
took his sword and all his gear, and rode forth into the rift of 
shadow from which no man had ever returned.

There are many more legends and stories concerning the Dragon- 
Prince and Yagasoo, but these I'll‘save for now. See you all next 
month, when I'll fill you all in on Mogos and Vaders, two new 
Monster types--and when I'll also relate some of the preliminary 
details of the Great War. Oh almost forgot, from Cyrano to Steve 
McIntosh in A&E #8, thanks.

^ Oj'V ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂ ^ ̂ ^ ^ ̂  ̂  ̂  ̂ ^ ̂  ̂  ̂ ^ ̂  ̂ ^ ̂  ̂ ^ ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂ ^ ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂  ̂

Some Monsters from Alf by Lee Gold

Fighters in mirror armor. It shines very brightly, reflecting 
almost everything. In fact, it reflects back Lawful spells (i.e. 
from Lawful Clerics or MUs) 50^ of the time and Neutral spelIs

the time. (It's also currently Chaotic. Anyone getting into 
't Chaotic will receive alignment-conflict damage (I die 

two dice if Lawful) and then have the armor change

30% of 
it who i sn 
If Neutral
alignment to match hisers. Magic weapons are treated the same as 
for spells; if the armor reflects back the magic, the fighter inside 
the magic armor is hit for standard damage and the wielder of the 
magic weapon receives damage of any plusses the magic weapon carried.
I value this armor at 10,000 GP for a Lawful, 8,000 fo r ‘a Neutral 
setting (since the Neutral only has a 30% chance that spells from 
other alignments won't work on him).

laughing gas - an Interesting oon-fatal distraction to trap chests 
with. Laughing gas causes everyone in the party to save vs. poison 
+2 or spend the next 1-12 turns giggling. Anyone giggling loses 
I HP/turn from the violence of giggling. He also fights or spells 
or resists spells at -3 due to the distraction of giggling.

Bearskin Rug that changes to Were-bear 
maximum damage (or if some idiot pulls 
will wrap around a person changing h i m 
This rug/bear is subduable. Armor 7.
I HP/turn unless burned.

If disturbed, 
it on him like 
to a were-bear 
Ist-3rd level.

If scores 
a cloak) it 
i nstead. 
Regenerates



LABYRINTHINE LINES No. 3, by Nick Smith, 55 No. Mchigan Ave. Pasadena, CA 91106. For publication in Alarums 
and Excursions primarily, but, you never know about these things.

Sorry about missing last issue, Lee. One o f those bad months. Anyway, during the interim, at Equicon to be precise, I 
got a chance to visit Stormgate. I was very much surprised, initially, that the party, consisting o f 4th and 5th levels, was 
being forced by the dungeon to go to FIFTH dungeon level. We ended up on eighth, due to the drunken stupidity o f a 
character (or his player. I’m not quite sure which) in activating a trap against the wishes o f the rest o f the party. 
Anyway, the upshot o f  it was, we got out with a few survivors only because we were using a version o f the Perrin 
conventions, which started me thinking about those.

As 1 see it, the only two problems with the Perrin conventions (as I understand them) are that: (1) they seem to be 
designed to give low levels a great deal o f power in relation to what Gygax designed the game to handle, i.e. clerics and 
magic users having from 2—5 times as many spells as was intended; and (2) magic can be thrown every few seconds. 
These two things combine to allow a handful o f low levels to trivially defeat 15th level purple worms and (I believe) 12tli 
level Juggers with relatively few casualties (one o f which was caused by the party firing two implements at a monster and 
a character at the same time). We won the battles because we were able to fire fantastic amounts o f magic compared to 
the amount o f melee that occurred. Given that kind o f  system the only monsters that can give a party any kind o f a 
fight have to be either magic-throwing or magic-immune, and that, at least to me, takes some o f the fun out. After all, is 
it really fun to play a game where you CAN T lose, no matter how badly you do?

Regrettably, 1 didn’t get to see very much o f Nicolai’s dungeon, since we spent the entire expedition in about four 
rooms. His refereeing was very good and except for one turkey, the party was well-controlled. I would like another 
opportunity sometime

Have you seen ELDRITCH WIZARDRY yet? I got my copy around the 22nd o f May, and have been working on some 
things from it. I wish they hadn’t taken up so much room with the Psionics idea, as I haven’t been impressed with the 
only group that already uses something like it. The Artifacts table is useful for putting powers in your own dungeon’s 
gadgets, but the stated Artifacts aren’t very good. The section on Classical Demons (the medieval sort) is fairly good, too. 
It isn’t a great supplement to D&D, but it seems reasonable. 1 was hoping the reputed section on Traps would be in it, 
but it isn’t.

I’m still not sure why everyone is so much down on BLACKMOOR. Granted, it wasn’t something exceptional, but it 
did provide some highly useful material if you have any watery areas. EW is the same way in some respects, being mostly 
useful for referees and not players.

O f the supplements, I’m not sure which one is the best. GREYHAWK has a lot o f good ideas that weren’t thought out 
far enough. Blackmoor has a very limited scope but was well-planned. Eldritch Wizardry has a lot o f holes in it, but a lot* 
o f useful stuff, too. Most o f the flaws are in the psionics section, though, so I’m not absolutely shattered by their 
existence, since much o f their psionics concepts are an effort to call magic by another name, and thus allow fighters and 
thieves to use offensive spells. 1 don ’t like such things, especially the way they are presented. If any character came up to 
one o f  mine and asked to join a party, and then turned out to be useless in his basic area because he took so many 
psionic abilities that his requisites were lowered, there would be one less psionicist in the area.

At this point I thought I would mention some o f  the dungeons we have had going here in Pasadena, at least the 
well-established ones.

My own dungeon, called The Labyrinth (odd name, that), has been around since the summer o f  ’74, and has never 
been fully explored.[One party even made the mistake o f wondering why it was called The Labyrinth, since they had 
found only one srnrnl section o f  visible mazework. Then they tried matching up two sections o f their maps . . . There is 
nothing so bloodcurdling as the scream o f a mapper who has just discovered two or more rooms occupying the same 
physical space to all available measurements. In any case, I tend towards mythological beasties or beings out o f classical 
fantasy, with a few stray aliens now and again. Parties have been ambushed by Gibbelins, touched by Perytons, and 
nearly ripped to shreds by a Wendigo. In most cases, I try to make my monsters as faithful to older versions as possible. 
For example MY basilisks don ’t turn you to stone, they KILL. (Older references and poems indicate that the basilisk’s 
gaze is deadly, rather than petrifying. It is the cockatrice that petrifies one. Later stories blurred the distinction.)

Another old-timer among dungeons is THE Dungeon, run by Kenneth M. Dahl. It is internally controlled by someone 
known simply as The Wizard, somewhat reminiscent o f  The Doctor (Who?). Ken’s place is drawn largely from the works 
o f Alan Dean Foster, o f all authors, with a little Van Vogt thrown in. We have encountered Coeurl (our generic name for 
The Black Destroyer), Stjorva, Drooms, and things which would curdle the blood (as if those wouldn’ t!). Ken is largely 
responsible for our development o f Thieves a while before Greyhawk came out.

Andy Robinson has The Warrens, which has a lot o f things from Jack Vance and Christopher Stasheff in it.



Rob Calvet runs The Planetoid and Solaris (connected somehow) with a lot o f Frank Herbert and things I don ’t think 
n i  ever figure out.

Burl H^l has, appropriately enough, The Halls, a dwarvish excavation somewhat reminiscent o f a cross between Mordor 
and an enormous condominium His sources range from Tolkien to Doc Smith

Tim Cushing whose HeUwell has been the bane o f many a poor character, has taken much o f his inspiration from 
Zelazny.

Richard Coleman, whose dungeon keeps losing its name (a story in itself) has sources mostly in hard-core SF, up to 
and including Star Trek. (How would YOU like to be in a Horta’s way?)

One last thing before I go on to reply to other people; I have (I hope) given Lee a copy o f  one o f our computer 
printouts o f  the program that generates encountered men and their magical equipment. Something similar may soon be 
available from Balboa Games, the people who distributed WARLOCK. More on that next time, I think. Onward to 
replies;

EVERYBODY the example o f 500 shields +1 and 14 wishes (I forget whether I mentioned that two different people 
collected these things, one for the shields and another for the wishes) was quite accurate if you use the chances for magic 
that were printed in the original D&D books. We gave up on those chances because it really isn’ t any fun when people 
can collect that much without really trying. What we have since done is this; cut back on the quantity o f  magic items 
carried by wandering men and encountered in relatively unguarded treasures. I hope that Lee will have a chance to 
comment on our table for this and the printout we ran using our percentages o f magic. Anyway, the overall result o f 
cutting back on magic items is that people tend not to become as easily sated with magic as before, and seem to have a 
lot more fun.

WAYNE SHAW I never said that we ignored Greyhawk. Actually, had it come out a little sooner, it would have had a 
lot more influence on us than it has had. As it turned out, since it came out long after we starte^nlaying, we had already 
developed systems for handling almost all o f  the actual improvements suggested in Greyhawkf .4nd I still think that it 
goes too much to extremes in the powers suggested for magic items and spells. In almost every case where we have 
adopted a Greyhawk magic spell, our group has placed it at a slightly higher level than in the book, just to keep them in 
line with the original spells. However modified, though, we do use a lot o f  Grehhawk.

Also it is somewhat regrettable that people have a tendency to jump on you. Personally, I think that many o f your 
suggestions are basically good, but may need minor changes. For instance, with almost every spell you have suggested, I 
like the idea o f the spell, but feel that the level should be a bit higher. An exception is Powerdisc, which is quite similar 
to a spell we use, except that ours is merely a second level Magic Missile, instead o f  energy. Tentacle would be better as 
three different spells, if you want to keep it low level.

GLENN BLACOW You ended up supporting my point, anyway, since those weren’t ‘ ordinary’ Balrogs. And it’s true 
that good rolls don’t make a good character. Some o f  our best, in fact legendary, characters, were only average. However, 
this doesn’t support the idea that a character should be able to become something with a lot o f benefits and few 
disadvantages just because he wants to. I met one fellow with 200 characters in a file box, none o f them normal humans, 
and almost all o f  them something outrageous and special, because he wanted to do things that way.

LEE GOLD Your sword idea is really neat, but you are a bit lenient on the players. I mean, if a sword wants a 
valuable hilt or scabbard, and knows that its owner has a genuine fortune, would it really be willing to put up with a few
cheap trinkets? .Mso, I’m not sure that a high ego sword with high intelligence couldn’t be greedy, too. Otherwise, very
nice.

.Also, where did you find the idea o f foxes as familiars? And for what alignment? I’ve noticed that familiars in myth 
and fantasy tend to differ with the general alignment o f  the character.

NICOLAI SHAPERO Great narrative. I hope you do more o f that type. Poor Damien.
That suddenly reminds me, did I miss something or did someone in one o f  the last two issues (I can’ t find it now)

mention a werewolf Paladin? No offense, whoever you were, but that’s stupid. No matter what the excuse for it, a 
Paladin should lose his status after one night out wolfing, unless he can do some heavy convincing o f  God that 
bloodthirstiness and Law have something in common. Asharin’s behavior in last issue was typical o f  a lawful werewolf, 
and I can’t see him making Paladin in a million years.

.Anyway, that’s all for this episode o f LL, and maybe for this -A&E (depending on time). See you next issue, at the 
very latest.

If you ’re wondering about the funny punctuation herein, it’s because my (;) and (,) are acting funny at times.



NCyTES FOrl THE UNDEaGt^OUND #1
A semiregular publication of StormGate Enterprises
by Nicolai Shanero, 1930 Channing v’ay #2P, Berkeley, Ca. 94704
phone: 415-548-3230 (do not call before 9ain or after 10pm).
In order to get the nastiness over first, I’ll start my comments on 
last issue with a feiv remarks to Glenn Blacow.
GLENN F, BL/iCOW; Consistancy is quite possible to maintain— even with 

technological toys added to the medieval world. And yes, the 
musket and cannon brought feudal Europe to collapse— but the musket 
BID NOT bring about the collapse of feudalisra in Japan. To erase 
the traces of feudalism there, it took an atomic bomb and a conquering 
array from the outsideo So even in bur world, the gun did not 
reign supreme. And remeniber— in the D&D universe, there are 
Magic-Users (I’ll stand by a half dozen tv/elve die fireballs 
anytime over twice that number of musketeers).
As to the Bay Area dungeons being too free with magic...You’ve 
not played in any of my dungeons— nob in any of the Perrin Universe 
dungeons around here (to my knowledge). As to Nick Smith... 
he’s from LA— not up here. There is a distance of 5SS0 miles 
between LA and SF (or can't you read a map, either?)
h'ho said that a Lord needed 240,000 ep for each level above 9th?
The way I read it (and the way anyone I’ve e’w:er run in to reads 
it) as 120,000 ep/level. And 100,000ep/level for MU. Monks 
and Assassins have a limited number of levels— and thieves go 
up (explicitely stated) by 125,000 ep/level after a point.
Incidently— if you give me EXACTLY what I ask for in a wish, I 
can guarantee that you wont be able to crock it. Four years of 
graduate study in mathematics made me an expert in uncrockable 
statements— of course, the wish might end up taking three typewritten 
pages to express longhand, or a half-page in logical symbols— but 
I’ll be able to write it so that there is exactly ONE and only 
one way of interpreting it that does not do horrors to logic.
If that is what you want, that is v/hat you’ll get.
As to Poets— see my comment to Lee gold in last issue.
Yes, it only takes 10k more ep for a V'erewolf to reach level 9 
than a raan— but he’s only ^  six hit dice, he’s limited to armor 
class two. And considering the number of creatures with silver 
fillings in their teeth en StormGate (or silver plating on their 
weapons) the odds are that even an ORC for crying out loud can 
hit the flamin' werewolf. Also— you clearly did not read the after 
section— a 12th level magic using werewolf behaves as an ei^th 
level MU for spells and spell points, but it costs him 660k ep 
to get there. (Remember, and 8th level MU man takes only 75k ep).
If you’re going to criticize idead given in A&0, why don’t you 
read them over a bit more carefully first?
NEXT TIME, BEFORE YOU SOUND OFF ON B/iY ARiBA DUNGEONS— REJiEMBEil,
LOS ANGELES AND SAN FRANCISCO ARE SEPEiiATlBD BY A GOOD FOUR HUNDRED 
PLUS GifCUNJ MILES ! ! *
As to unicorns— note— NOT ALLÔ /iBi) TO ASSOCIATE V/ITH NON^VIRGINS.
And no one around here is allowed to just say, "I want to start
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a unicorn." Oh no. You get one by having your prize ninth 
level rnage killed. And then reincarnated— as a first level 
unicorn (what you come back as is randomly chosen) on the 
other side of the continent.
Similiar charts for other monsters— and you get to be the other 
monsters the same way you get to be a Unicorn—-*̂ he hard way.
And Sncidentlyr— if you think that the average dfuaage per attack 
is that high (where you come up with 38 points, I have no idea- 
even as a maximurn)««.The fourth level unicorn, attacking an 
armor class 2 target (2 hooves/l horn) expectsto do precisely 
7.20 points of damage per melee round. By comparison, a Fire 
Giant will do 12,25 points of damage per turn. If you want to 
complain about things, consider that a Troll expects to do 
4.275 pointj? of damage/melee round, and A Hill Giant only 3,5,
The troll regenerates, the Hill giant only does half damage to 
dwarves, the Hill giants make up 60% of all giants (according 
to D&D) yet Trolls are on chart 5 and Giants are on chart 6,
SIGH!!I
"I can think of a number of possible combinations of characters 
from Edwyr and Goree Virho could probably handle StormGate without 
any trouble..." Fat chance. If you’re at V/esterCon 29 this 
July, I’LL BE THEHE 'TTH STOiWlG/iTE, (Incidently— the last group 
that went in to StormGate that cocky did get out. But the survival 
rate was three out of fourteen. Powerful, they were. Cockjt, 
they were. Also, unfortunately for then, stupid they were alsa)
On phantasmal forces— just charge spell points in accord with the 
phantasm created. A twenty die fireball costs (now) some 
26 spell points in StormGate. A phantasmal fireball costs the sam§-- 
and if the target saves vs the phantasm, no damage is taken, and 
if it fails, it gets another same vs the fireball. As a third 
level MU in StormGate only expects around 63 spell ppints...if he 
wants to use up half (almost— well, over a third, anyway) of his 
spell points in one shot— I say, let him. Later, v;hen he wants 
those spell points...

Having thoroughly vented my spleen on Blacov/, I now jjroceed to somewhat 
more kindly comments. So, as we hear the gobble gobble of the turkey 
detector slowly fade away in the distance (as we leave Blacow behind... 
hear that, Glenn?)
LEE; I’d forgotten about that tooth. Sigh...Be sure and tell me if

you ever manage to get it to bite someone, I’m sure Scott Norton 
(he was the DM that night) would be glad to hear about it. Poor Scott<

"ayne: Just found your zine (staples sepenated thanks to Snail Service
clumsiness and it’s A&E all oveh the living room floor. Between 
the two of us, I’d say enough screaming at Blacow has been done.
Are you going to be at "esterCon 29? StormGate will be there—  
as well as my new wilderness. As to topping weres,..smatter of 
taste, methinks.

LiiiE(Again); My diatribe against Gayy G, in Notes was prompted by 
his comments in SI^7 (the last one). Seems he says one thin̂ !: to 
A&E people, and another to the readers of Strategic Review,
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But I don’t want this tn turn into a cornraent-zine. So...

NEI? MONSTEilS:
NAZGUL— number appearing=l-3, Armor class 2+5 (or ArCl -3) 

Move=18/24, Hit dice=12, Dexterity range 16-18, 2 attacks
per turn, doing 2D6 damage PLUS 1D6 life drains (a save vs 
paralization on the part of the target cuts this to V̂ D6 
levels— round up fractions).
Creatures killed by Nazgul do NOT become Nazgul. However, 
creatures killed by Nazgul may not be I'essurected by a 
raise the dead spell— only by a raise dead fully (which 
then acts as a normal raise the dead).
In the hands of non-paladins, weapons of less than +4 
value cannot hit Nazgul. Paladins can hit Nazgul with 
normal weapons, doing double damage, '̂ith magical weapons. 
Paladins do quadruple daraage--save that with holy swords, 
Paladins do eightfold damage on Nazgul,
If Paladins are present in the party, Nazgul will attack 
them in preference to other targets.
Any hit scored on a Nazgul does ViDS damage to the person 
striking the Nazgul (round fractions up) and every character 
that hits a Nazgul in the melee round in which it dies 
takes an ADDITIONAL 4D6 damage.
Clerics below the rank of Patriaich cannot affect Nazgul, 
Patriacbhs Turn )̂ D6 (round up) v/orth of Nazgul on a roll 
of 11 on2D6. 15th level Patriarchs Turn )̂ D6 worth of 
Nazgul on a roll of 9 or above on 2D6, 22nd level Patriarchs 
Turn )̂ D6 on a roll of 7 or above. 29th level Patriarchs 
Turn Y2D6 worihh of Nazgul,

M\GIC fi!BSO£iBERS*-number appearing— ? (fit to level) ArCl 3 vs 
normal weapons, ArCl 9 vs magic weapons, ’’Damage" done to 
these creatures by magic/magical weapons ADDS to the number 
of hit points remaining to the creature rather than subtracting, 
For each 4,5 points added in this fashion, add 1 hit die to the 
creature.
Appears in the form of a golored globe of light 
approximately four feet in diameter.

T JUICE COLOR ATTACICS DAM/iGE/ATTACK SU
1 Deep Red 1 1-4
2 Light Red 1 1-6
3 Orange 1 1-8
4 Yellow 2 1-10
5 Green 2 1-12
6 BlueGreen 2 2-12
7 Blue 2 2-16
8 BlueV-'hite 2 3-18
9 ■*?hite 3 1-20
10 Black 4 2-40+special

Special=target must save vs magic or be stunned for 1-4 movement turns
when they reach 175 hit points, they explode doing 1096 damage to 
a distance ±xxx of five feet.
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MaH;ic Absorbers niay neither be charmed nor slept— and attempts 

to do so result in the spell beinf? reflected back at the caster. Also-- 
Magic Asborbers always save vs phantasmal forces.

Treasure type F for Nazgul, treasure type A for Magic Absorbers,
Now I promised a while back to type up the material I have on (Bheshire 
cats. So here goes...
NOTE; ChESHIiiE CATS IN THE FOLLOl/ING FOWl ARE DUE TO BILL STODDARD

OF SAN DIEGO. I AM MERELY ACTING AS ARCHIVIST— NOT AS CREATOR,
SO IF THE STATS BOTHER YOU, SCREAM AT HIM, NOT ME!

Level Experience Points nit?)ice ArmorClass Claw Bite Power
1 0 1+1 9 1 1-3 1
2 2k 1+4 8 1-2 1-4 2
3 4k 2+1 7 1-3 1-6
4 8k 3+2 7 1-3 1-6 3
5 16k 3+5 7 1-4 1-8 4
6 32k 4+3 6 1-4 2-8
7 64k 5 6 1-6 1-10 5
8 130k 5+3 5 1-6 1-10 6
Cheshire cats top out at eighth level. 
Powers;

No advancement beyond that level.

ill ESP defence. Any being who makes mental contact with a 
Cheshire cat will hallucinate for 2-12 movement turns, A crystal 
ball or si ilar device will reveal distorted and/or incomprehensible
images.
(2) Apport, Teleport up to 36" with perfect accuracy, as with 
blink dogs.
(3) Displacement, Cat appears to by 1" from actual location,
(+2 to defence and saving throws).
(4) Apport hover. Allows appearance in two locations simultaneously 
for observational purposes.
(5) Illusion, Generates images which do not vanish when touched, 
but said images cannot do damage,
(6) Phase shift. Allows the Cat to become etherial— parts of
body may selectively be returned to solidity (to witfa claws and teeth).

Behavior— The Cheshire cats are perfectly rational and logical, but they 
reason from entirely non-human premises. Behavior is decided as 
follows; (Die rolls are on D12) (Done once each movement turn)
Alone in room,,1-2 apport elsewhere, 3-12 stay in room
Meeting Party,.1 attack, 2-4 leave, 5-12 communicate
If asked to join party in home area..1-9 agree, 10 ignore, 11 leave,

12 attack
Asked to do something..1-3 comply, 4-6 ignore, 7-8 do something else, 

9-10 leave, 11-12 attack
If party a t t a c k e d 1-6 fight, 7-9 hide or aboid fight, 10-12 leave 
Meeting monster (add 3 to roll if weaker, subtract 3 if stronger)

1-3 attack, 4-6 tease, 7-9 ignore, 10-12 leave.
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IMPORTANT MESSAGE: Some people out there in cloud cuckoo land are
trying to rip-off the friendly dungeon masters and dungeon players of 
America, At EquiCon, at Lois Nev/raan*s Books’ table, I saw a set of 
polyhedra dice on sale for $5, And a little bit of questioning around 
indicated that this price has, Lord help up, become close to standard 
in many places. For Cryin’,,.TSR sells them for $2,50 the last time I 
checked--and even that is a ripoff,

CREATIVE PUBLICATIONS 
PO BOX 10328

PALO ALTO, CALIFORNIA, 94303 
phone: 415-968-3977

These are the people who MAICE the ruddy dice, 
are as follows:

And their prices

POLYHEUR;i DICE Catalog number 38260 Price $1.75 
OCTAHEDRAL DICE (set of 6) Catalog number 38265 Price $1.75 
DODECAHEDIbvL DICE (set of 6) Catalog number 38266 PPice $2,25 
ICOSa HEDRAL d i c e (set of 6) Catalog number 38267 Price $3,25
California residents add sales tax, all orders from individuals 

must be accompanied by prepayment.
Anyone interested in a current catalogue should write them— but 

try and be professional, please.
So let us do our bit to cut off the (censoredS) who are doing 

their darndest to rip us off, (And I think this is a real case of 
greed run rampant on the part of those unnamed censoreds).
General Abstract Nonsense:

Anyone out there have an idea as to hov; much damage an 
arquebas round is supposed to do? Surely more than an arrow or a 
crossbow quarrel— but how much?
More comments:
eric BAINES; V'etdome to the monkey house. And how goes it for

Eric of the Towers? (Yes, I caught your comrient in Intercepted#!?)/
KMi PICK; If that probe was at DunDraCon, the young lady illustrator 

in question wad one Shari L, Kay, V.'hat name she was going under 
at the con, I have no idead-but an Arabic sounding name would be 
in chqjracter. She has more chutzpah than any ten people would 
have a tight to.

MiRK BUANSON; Would you have run across a chap at MITSGS a few years 
back b5  ̂the name of Jeffrey J. flarr? He would have been at MIT 
around ’71-’73 or thereabouts,

JACK HARNESS: AGAIN, love the cartoons...
BR/vD SHENCK: Incredible cover,..
Just checked— and it looks like A&Ei#!^ was something in the close 
neighborhood of 116 pages long...Good,..Flaming...Lord,.,,
If this keeps up̂  ̂A&E is going to be AITULLY expensive in postage...
(I can see it now— postal rates being the same, and 1st class postage 
on one copy of A&E running $4,50 or more— shudder).
LEE; Have you thought of taking a break one month and .just publishing a sort 

of "Best of A&E" with all the charts & DM aids from past issues?



Notes for the UnderKrounrt 5
Cheshire Cats (continued)
If asked to join the followin^T of another individual (must be 
counted as a hireling, but does not accept food other than 
food, medical care, etc.)..1-11 ignore. 12(1-3) agree, 12(4-9) 
leave, 12(10-12) attack.

if. if. if % if. % if. if. if. ifif.

GOLD DRAGONS
Level ExpPoints HDice Move ArCl Claw Bite T)escriotion/ Age

1 0 1 6/6 9 1 1D6 VeryYoung/l-5 years
2 3k 2 6/9 8 1-2 1D8 VeryYoung/l-5 years
3 7k 3 9/12 7 1-2 IDIO VeryYoung/1-5 years
4 20k 4 9/15 6 1-3 1D12 VeryYoung/l-5 years
5 45k 5 9/18 5 1-3 2D8 VeryYoung/l-5 years
6 80k 6 9/21 4 1-3 2D10 VeryYoung/l-5 years
7 130k 7 9/24 3 1-4 2D12 Young/6-15 years
8 190k 8 9/24 2 1-4 3D8 Young/6-15 years
9 260k 9 9/24 1 1-4 3D 10 Young/6-15 years
10 400k 10 9/24 0 1-4 3D12 SubAdult/16-25
11 600k 11 9/24 0 1-4 3D12 SubAdult/l6-25
12 800k 12 9/24 0 1-4 3D12 Adult/26-75
13 l.OM 13 M/24 -1 1-4 2D20 Adult/26-75
14 1.2M 13 15/30 -1 1-4 5D8 Old/76-100
15 1.5M 14 18/36 -2 1-6 5D10 Old/76-100
16 2.0M 14 18/40 -2 2D4 ^3D20 Old/76-100
17 2.5M 14 18/45 -3 IDIO 7D10 VeryOld/101-150
18 3.0M 15 18/45 -3 IDIO 4D20 VeryOld/101-150
19 3.5M 16 18/45 -3 1D12 9D10 VeryOld/101-150
20 4.5M 17 21/48 -4 1D12 5D20 Ancient/l51-200
21 6.0M 18 24/48 -4 2D8 5D20 Ancient/l51-200
22 8.0M 18 24/56 -4 2D8 5D20 Ancient/l51-200
23 lOM 19 24/56 -5 1D20 5D20 V eryAnc i ent/201 +
24 15M 20 24/60 -5 1D20 5D20 V eryAncient/201 +
Maturity levels are given for purposes of spell casting ability and
damage points in breath weapon per hit die. Thus, VeryAncient dragons 
get to use spells up to the eighth level. Spell points are as for 
magic users, save that in place of level, use nuraber pf hit dice.
Young Dragons and above may polymorph self to human form (level 7 and 
above). Gold dragons below the fourth level do not have the breath 
weapon use three tii es per day— they only have one use per day.
Granted it’s a long heard road to the top (the Gold Dragons top off at 
24th level) but when you get there...Somewhere around here is a 
4th level G.D.--still very small, but MEAN. Give the little monster 
til‘6, and she'll be really wicked...

i f i f i f i f i f i f i f i f i f



A1 Araaf

This edition of Al Araaf is produced l)y i'lark Chilenskas, ],126 
Stratford Ave Apt A-6, Stratford Ct 06497. It will presumab.ly 
be included in The Wild Boar #2, Alarums & Excvxrsions #9 and some 
issue of Fire the Arquebusiers.

*****

Recently in the Ukraine J had a terrible experience. A group 
of adventurers were allowed to remove a small dragon family that was 
slightly annoying to the Lord of the Mountains, a neutral golden 
dragon. After the dust had cleared out of the cave mouth, I disco
vered that the only ones to profit experience wise were the non-playe: 
mus and an elf with an arrow of slaying (the Twit finally managed to 
hit something with it, much to everyones suprise). This was highly 
upsetting, as it meant my experience system did not work, at least 
not in all cases.

Until this time I had been using the Slimak System unmodified- 
everyone gets experience based on the number of hit points he in
flicted, no experience is given for treasure. This works beautifully 
in a one mcin vs one balrog type of encounter where everyone gets his 
whacks in. It even works ok with magic users, as you consider beings 
slept, charraed, dead etc the same way for experience. Whc?re it falls 
apart is v;hen a party takes part in planning a way to do in some 
monster efficiently, everyone has a part to play but only one or twp 
actually do the damage. In such situations only dividing the exper
ience points among the party will v/ork satisfactorily. Unfortunately, 
this tends to shaft the people Vy-'ho did the most v/ork- v/hy should the 
mu throwing the spall get only as much experience as some low level 
v/ho sat around and watched?. Why” should the wizard who cowers in fear 
at the thought that ’there's a balrog on the- other side of the hill' 
get any' experience at all when his fighting men listen to his pleas 
to off the beast. .Mark Swanson does experience over the entire dun
geon expedition and divides it proportunately to the level of the

character (a first level gets one share, a tenth level 
gets ten shares). This seems to avercige out sometimes, but there
are still too many people v.'ho tend to be dead”v/eights. Besides, I
run wilderness adventures months in length, and that is far too long 
in my opin.ion to force a player to wait fo.r the benefits of his 
encounters. I eventually decided to gi”/e everyone 8k experience 
points with a bonus of 50-100% for planning, doing the dirty” v;ork 
etc. When they encountered a pair of balrogs again I reverted to the
Slimak System. This r:eems to be working for now, but I am far from
satisfj.ed. I would like to hear how every'one else does their ex
perience, and v?hy. Maybe then I can synthesize a system that v/ill 
satisfy the Ukraine for a while.

In case anyone is interested, the Slimak System is 
Exp = (100 * hit points of monster * level of monster) / level of 
character. Using magic halves experience value and treasure is just 
something to carry back w?ith you. Obviously, sleeping 12 ores re
quires a fair amount of dice rolling for hit points, but...



At '.\i]itercoi. this year I ran a planned scenari.o In. Petal 
Throne. There v;as thia .renegade group of priests of Viirulah who 
v/ere trying to bre£ik away fx’orr; tne normal priestly party and start 
their own-power base among priss".s of Vimulah only. Obviously this 
could never be allowed, so a mildly high level party v;as sent on a 
'secret' mission to assasinate their high priest. Of course better 
than half of the party had some ulterior motive in going along, from 
the imperialist agent who was to thwart the attemp!-. to the spy from 
M u ‘ ugalavya w’ho was to return with as much magic for his employers 
as pos^ i.ble. Wh.ile the scenario had its interesting moments, it was
an :;verall failure. Viould lilua to share my thoughts (and the com-
m.ents of the pleiyers) as to wiiy it v/asn' t better.

The biggest problem we had was that T gave the expedition
leadeir too e information on the rest of the party. assumed
i.ncori‘eotly thal: most people would tell him. most of their capabilities 
to increase their survival rate. Not so. By the end he probably 
knew only 2/3 of the spell capabilities of his party and knew very 
little about the magic weaponry available. S'u.rther, it would have 
been nice if he had raors inside info about tiis temple they were 
asaulting. He did not have enough to plan on, and things v/ere too 
sporadic and tentative to keep moving quickly.

My second mistake was to give people too little backg.rounci on 
themselves. They v/ere all higher levej.s, but w/ny? What were there 
contact-s, what had they done to distinguish themselves, vdiy had they 
ended up in thi-s expedi-t.io.n? This v./culd have helped people round 
out their characters and paint a better novel.

Another fault was that I like to do individual conversation- 
like encounters (I am the only g.a;aesma.stcr I know of who regularly 
runs dinner parties), which is great for the two people involved, 
but somewhat boring for the re.st of the party to watch. Finally, I 
v/ould like to deny that I had too many crosscurrents at work for the 
party to succeed. Despite the fact that the imperialist agent man
aged to tell tlieT :emple official.: exactly what was going on, tiie
party was only repulsed, not de.stroyed. The crosscurrents did have 
a bad effect in the .length of the expedition. It waj’. too long to 
complete in one evening, and everyone had something else to do next 
day. But I think that follovring these suggestions will help any
one running a convention scenario to bring one out that will be fun 
fo.r all, especially the gap'esmaster.

•k "k ie "k

My featui rticle this time will be on the religions I use
in the Ukraine and the special effects I give to each faith. One
problem is that, while writing it I incorperated relative abilities 
in rituc-'l magic without ever defining what I me.an. Ritual magic in 
the Ukraine corresponds to normal occult magic as pjracticed in ou.r 
own world (bl.ack magic, if you prefer) as expressed i./̂ The Key of 
Solomon, Th/' Kabbalah Unveiled, various wo.sks of Aleister Crowleyy. 
and the Satanic Bible h y  LaVey. It is the way rhat all those magic 
ite/ns got here, the method, of researching spells, the f.insl power
dded to scroll after tl'e wo2:ds of pcoer have been trau.scribed.

will write a detailed cri.ption next time,



Religion in D & D
Religion is one of the most powerful motivating forces 

for nankind. Apart from the minor differences between lâ 7̂- 
ful, neutral and chaotic this driving force is totally absent 
from j") & D as written. Religion gives men ideals to strive 
and fignt for, and a rich tapestry of customs can be developed 
as well. In my Ukraine I use current and past human religions, 
as they are what 1 am most familiar with. Those more imag
inative than I are welcome to invent their own entirely.

For the lawful religions I fall back on the Judeo- 
Christial Ethic. Islam is the most lawful, being of the post 
Jihad variety when people began paying attention to the rule 
that all "People of the Book" worship the same God. Hence 
Muslims are extremely tolerant, regarding all lav/fuls as their 
true bretheren. While they prefer not associating with n e u 
trals (and never with chaotics) neither do they persecute\.-them, 
believing that Allah will see to their^ demise much more 
thoroughly than the Muslims themselvesybould. Muslims are 
officially not permitted to use ritual magic, as this involves 
invoking powers in a manner too akin to worship. However the 
religion is tolerant, and if true need arises fighting men , 
and magic users have been known to regain their standing through 
fasting and prayer. Muslim clerics are allov/ed to use specially 
blessed magic scimitars in combat although other edged weaponry 
is denied them. These magic scimitars are in all v/ays like 
other lawful magic swords in ego, intelligence and special 
powers except that they may never drain life energy levels.
Holy Scimitars function equally well for Muslim clerics and 
paladins.

Judaism is the second lawful religion. Jews are tolerant 
toward anyone tolerant toward them, but must have a good rea
son for going out in a party v/ith non-Jews except Cabalists. 
This isolationism makes it less likely a Jew v/ill aid a non- 
Jew, even if lawful, but he will almost alv/ays (80-95%) aid 
another Jew, even if it jeopardizes his life. Because of 
their great sense of tradition and history, all Jews can con
tact the plane of their level and know the legend lore spell. 
In addition, Jewish clerics can all comune if they are high 
enough level to know the commune spell, they do not need to 
take the spell for this ability. Any clerical staff has a 25% 
chance of acting as a-snake staff for him (check only once f 
for each staff). All Jews are allowed to use ritual magic, 
and clerics will be as successful as magic users.

Christians are nominally lawful but are only required 
to treat other Christians as lawful- they consider Muslims, 
Jev/s and Cjbalists as neutrals. On the other hand they are 
willing to include any neutral in their party who is willing 
to tithe at the end of the adventure. These non-Christians
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will also have to endure numerous attempts at conversion.
Aid to non-Christians often comes with a price in gold or^ 
service. Besides the freedon’ given to Christians in their 
actions they are able to tell the truth in a way that will 
usually (75%) be misinterpreted to the advantage of the Chris
tian. Their clerics are twict' as effectj.ve on Bless and Prayer 
as normal clerics. Christian thieves are permitted, but they 
must pay 30% of their gains for indulgences (this is above and 
beyond their tithe). Non-clerics using ritual magic must also 
pay30% of their gains, or an amount fixed by the referee to 
avoid being buri'ied as witches (ncrrrial D&D magic, for some 
strange reason, is not considered witchcraft). Clerics caught 
using ritual magic lose all their experience points and must 
start a new profession in addition to paying the indulgences.

Cabalism is a magical religion initially developed by 
Jewish Rabbis. It has now grov/n to be independent of the peo
ple who formed it, but the mythology and terminology is clrise 
enough to Judaism for Cabalists to be considered half-brothers 
by the Jews. Cabalists are willing to accept all lawful and 
neutral people in their parties except Christians, as their 
reliance on ritual magic makes them prime targets for the stake. 
They will aid all those who oppose chaos and v/ork diligently 
for the destruction of the chaotic religions. Because of their 
deep understanding of the Tree of Life, Cabalists are sensitive 
to all magic, its background and manifestations. They are^hus 
highly effective v/ith ritual magic, the Tarot, I Ching, etc.
In addition, when confronted with a spell or magic item a 
cabalistic magic user will be able to understand it if the . 
caster was his level or less, and neutralize it if he is more 
than twice the level of the caster. This includes permanent 
and semi-permanent spells such cis shape change, curse, wizard 
lock and the spells that enchant weapons or form magicalTTraps. 
Note that, unlike dispell magic, this power will work against 
both ritual and D&D magic. There are no Cabalistic clerics.

For neutral religions I used Taoism, Shintoism and Pan
theism. Taoists are nearly lav/ful, as they place sever lim
itations on themselves in conduct for-p'ersonal gain. Their 
belief in a balance between good and evil and denial of mono
theism prevents them from being considered lawful by the Judeo- 
Christian religions. They will join and aid any party they 
feel is important to the cosmic balance, even if the personal 
conduct of individual members of the party is deplorable (al
though they will attempt to restrain excesses). Taoists are 
proficient at ritual magic but will never use it if it might 
upset a balance (the I Ching being the usual method for deter
mining this). Because they are in tune with the universe it 
is nearly impossible (10%) to deceive them, and they are quick 
to determine alignments, relative strengths of spells and peo
ple, the true form of a polymorphed being, etc. In addition, 
research into magic always works for thorn- if they spend enough 
time at it (of course they must spend most of their time on 
the research, and must wait until they are sufficiently high 
level to use a given spell before they begin working on it).
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Taoist. <':lerics using commune are even more effective than 
normal clerics as they obtain detailed answers (usually in a
poem or parable) instead of 
time meditating (1-30 days, 
question), All clerics 6th 
automatically - they do not 
users of the ninth level or 
higher plane, 
truth is +20%

yes/no answers, but they Tiust spend 
depending on the difficul:y of the 
level and above obtain th: s ability 
have to choose commune. Kagic 
higher simJJ.iarly obtain contact 

anc the probability of the power telling the 
(remember that the Taoist has a 90% chance of

realizing that the power has lied). Taoist clerics learn both 
the chaotic and lawful versions of any spell they get, but may 
use the chaotic version only to restore proper balance to the 
world. Note that the life and health of the cleric will NOT 
be im.portant factors in the Great Balance, but the life and 
health of a great ruler might.

Pantheists are the neutral's neutral. They, too under
stand the Great Balance but will upset it for their personal 
gain. As nature v/orshipers they have an understanding with 
the creatures and spirits of nature. Even the lowliest of 
fighting men can converse with squirrels, small lizards, birds 
etc and obtain information from them. Dryads, water sprites 
and other natural spirits consider pantheists their bretheren 
and V7ill not harm or ensorcell them. They might even help if 
there is profit in it. In addition all pantheistic clerics 
can use the clerical spell speak with animals. Since the 
Pantheists believe only in nature their ritual magic must be 
performed in a natural surrounding and will only have effect 
in natural surroundings- a person cursed by a Pantheist could 
hide in a city and be safe from the effects, but once outside 
the walls... Pantheist clerics must choose whether they are 
lawful leaning or chaotic leaning. They may choose and use 
spells of the opposite alignment freely, but such spells are 
two levels higher than their printed value (ie, a lawful lean
ing Pantheist could choose cause light wounds as a third level 
spelland it would cost the same as a third level spell in spell 
points when he used it).

The Shinto religion is based on honor to oneself, one's 
peers and one's ancestors. This honor is best satisfied by 
proving the sweriority of the Shinto in all forms of combat. 
Hence, Shintqjpighting men understand all forms of weaponry, 
even to the extent of determining the alignment of magical 
swords without touching them and all their abilities by picking 
them up. This need to prove honor does not prevent a Shinto 
from joining other religions in a party, but if a non-Shinto is 
gaining more glory (experience) than any Shinto member of the 
party, the highest level Shinto must challenge the successful 
member to ritiial man to man combat. Shinto priests are also 
fighters and may use all normal weaponry, but only magic items 
enchanted by another Shinto may be used. Shinto clerics use 
chaotic spells. Because of their high sense of honor, Shinto 
assasins and thieves are not permitted, and no Shinto would 
ever dream of being resurrected or reincarnated.
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The easiest of the Chaotic religions to run are what I 
call 'anti-religions'. The followers of these religions will use 
the rites and rituEils of the lawful religions Islam, Judaism and

but practitioners \'ill be fanatics. They will attack 
their specific sect (although people of the right 
be given the opport'i.nity to convert! . When confronted 

by a party they will attempt to prove that they are the lawful group 
and that the party is chaotic. Any special benefits or prohibitions 
on ritual magic placed on a lawful religion also apply to its anti
religion, but the spells used by these clerics will always be the 
chaotic versions.

Christianity, 
anyone not of 
religion will

Druids
uO

Druidism is the least chaotic of my chaotic religions 
like Pantheists are basicly nature worshipers but they tend more 
an impersonal spirit than beings of spirit with the attributes of 
natural beings, ie the force of nature as opposed to the spirit of 
this particular glade or of falcons in general. They typically con
sider marJcind opposed to this force of nature and therefore work for 
his downfall at times. This and their willingness to accept human 
sacrifice make them chaotic rather than neutral. As the philosophers 
of the chaotic world, Druids are v/illing to accept almost anyone 
if they feel that the person is not too out of tune v/ith the natural 
force. Indeed they get along quite v;ell with Taoists, who consider 
Druids to be the force of rational destruction in the world, and 
hence a necessary counter to the Muslims, Jews and Cabalists.
Because of this tolerance and restraint, Druids .are the only chaotic 
group tolerated by the other groups and often are chosen for leader
ship in organizations and ventures involving more than one chaotic 
religion. This tradition gives them power to sway masses of people 
through their highly developed systems of reto.ric and propaganda.
In ritual magic they are more proficient than Jews but not as pro
ficient as Cabalists.

Satanism has been defined as the religion of 'indulgence, not 
abstinence'. The faith teaches that each man is his own god, and 
that Satan is the symbol of his power and dominion over the earth.
Hence, Satanists tend to be wrapped up in their own pleasures and 
advancement. They will join ar recruit parties of non-Satanists 
very rarely, as they consider other men to be merely weak sisters, 
certainly not worthy of full partnership with a Satanist (though 
they might be useful as cannon fodder, soaking up casualties from 
the 'real men'). Because of their great confidence in themselves, 
Satanists tend to be luckier than others; any situation requiring 
bluster and bluff v/ill be handled with inspiration and conviction.
Since ritual magic is a central part of their religion (it is one 
of the prime supports ofthe argument that they do rule the world) 
Satanists will be as successful as Jews in any ritual they do, 
especially if it directly affects other human beings rather than 
producing a magic item.

The Chthulhu Cult is the third of my chaotic religions. It 
was originated by a group of Satanists who v;ere researching demon
ology. While doing various rituals designed to bring demons to serve 
them they encountered a group of demons they could not control.
When they reported this to their leaders they were scorned as weaklings-
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the Satanist is the master of the universe, there is nothing that 
can stand up to his might. When they continued their experiments 
they found thait the demons were still uncooperative, and several of 
the members of the team were attacked and. destroyed by the Hounds 
of Tindanalos. Finally full contact was made, bringing insanity 
to the whole group. Their notes wore studied by high ranking mem
bers of the Satanists and a sohisra rapidly developed. The orthodox 
Satanists, unable to accept a power not only greater than man but 
not willing to accept him as master^denied the truth of the notes 
and outlavi/ed the ê ’periments for all time on the. grounds that it 
destroyed the perfect mentality of a Satanist. The other group 
decided that the notes v;ere correct in their horrible entirety and 
denied the Satanist tenant that man v/as the ruler of the universe.
They began to v/orship the new demons they had found and prepare for 
the lifeless world necessary for their complete ascendency. The 
Chthulhu Cult, then, has effectively declared v/ar on all of humanity 
for the purpose of bringing to life their ovjn insane rulers. They 
are unwilling to accept anyone except another member of the Chthulhu 
Cult except occasionally Druids, as the force of nature the Druids 
work for can be accepted as Agathoth, the mindless chaos at the end 
of the universe. Anyone, else, especially Satanists, are enemies to 
their glorious masters and fit only for sacrifice or slavery. They 
are masters of all forms of ritual magic and are as successful in 
raost rituals as Cabalists. In rituals suiamoning demons they a.re 
twice as effective, but there is danger in w’orking with the forces 
of Chthulhu, as the demon may have no intention of helping you and 
the Cuitist may quickly find himself a ritual sacrifice to Chaos. 
Fortunately for the rest of mankind, this tends to keep the numbers 
of the Chthulhu Cult relatively small.

This survey of the religions of the Ukraine has of course been 
brj.ef. Only the high points of each religion has been mentioned, 
and any gamesmaster using these descriptions should be wary of making 
the people of his universe too stereotyped. People may profess a 
certain faith v/ithout having any of the characteristics of thcit faith, 
Whene'\’'er a religion gives you certain advantages and disadvantages 
you must remember that not everyone has these advantages to the same 
degree. Most important to remember is that no treatir.ent like this 
can really express the full thought of any religion, it only brings 
out aspects I find m.ost interresting and useful in the Ukraine, As 
such it in somewhat unkind to all the faiths I described, making 
them m.uch shallower than they are in real life (this is especially 
true of my treatment of the Shinto faith). It is best for the games 
master to try to concentrate on faiths he knov/s something about so 
he can bring some of Lho real color and life of the faith into the 
game, especially through non-player characters. Finally I would 
like to point out that Atheism as a religion gives no advantages or 
disadvantages at all (except possibly sr.cial stigma) as there are 
no traditions or outside forces to aid or restrict you. I allow 
Atheists to he anyv/here from lawful-leaning like a Taoist to full 
Chaotic like the Chthulhu Cu.lt. An Atheist cleric,- however, is an 
affront against the Universe, neve.r to be perraitted by anyone for 
any reason.
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M. ARJihF it 3

Th,lr. edjt-ion has bc''"-n r>nrpetrnted on the nnnn.'^.pecting roadnrs 
of Th<̂   ̂l.d Turkoy , F;i ro the* Arr,'U»-)'̂ nnic‘rn rnd Alnruris r.nd 
Uxeu.!. o j by K Cai. J. i. iiskdri , 11.26 Stxatford Ave Aft AC,
Stratford Ct 0G497. Letters addressed "'To the Ukr^sine" do not 

ro icii i,\e.

w * * * *

h^ocntly
n,ra rot ro u’rar'w’-,.'i '. ■ 
V'.di; iuy oi'i x'.

; rralignad Petal Throae. Such sacriledge  
~>p.d it also g.l'/cn Jtie tx rtsaoon to pro-

c f  tl;e tao fantaay gancs.

Total Olhror.e fottrares the best developed fantasy v/orld 
for gaiiting, Coaiplete descrIpEions of the ititeirnal and ex- 

politics of an errpire are given. The history of trra 
crixpire and tha civilir^atlons v-hich h.ive gene before are v/ritten 
out for the player's reference. A nociai starncture is developed 
and, jnore isrportanhiy, a system is layed out for the players to 
react to it and becoian involved in it. In Jihort, here is a 
complete backgrou.nd for ti-e picking- you do not have, to spsr.d 
hours vrorking out u h a t  you v-/ill use and then try to expltxin it: 
to yr-ur charaoter.c, it is written cut for you. This lets tha 
tj.ii work on individual encounters and scenarios to a much greater 
extent tha.n .is possib-lo in DdD, as hi.s attention is not. di'/ided.

•3'ha urdvorBe of Tekuiael is deliciously different and alien. 
Gone are the elves ar>d dv;arves that everyone knows but no one 
agrees on the. capabilities and foibles. This is not to say 
that the univo:r3e i s  a stranger to you,, you grow into it the 
sumo v/ay that yO‘J grew into Tolkein. And, as for visiting real 
places, v'ho "car.ty t:o be stuck in the same situat.ion one is in 
nov.’? I play ftjntcisy games to visit <x nev? universe, one totally 
different from the one 1 live in by giving me nev; possibilities 
both in the physics of the situation (magic vrorks?) and in ray 
relation/importance .In tha cosmic Scheme of Things.

Given that the background of Petal Throne, is already made 
for you is there still a place for traditior:al DSD? I think 
so, as D&D allow.s you to build a more personal world, putting 
more of your own creativity into it. No natter how much I raay 
deviate from Prof Barker's viev; of hov.' Tckumcl will develops, 
the vrorld remains his. The? U5:raina is uniquely mine, hovrever, 
and .1 never have to v.’orry c\bout the consiatevicy of my actions 
v;j.th t'-'c original intent in the univ'crse. Tiie U’eraine is not 
static, but it is a part of me. I can not betray it.

In summary Empi.re of the Petal Throne and DKO are both 
useful and amusing fantasy gamas. Which i.s prefeirabie depends 
on the garnesmastcr. ?:f he vfant.s to put the majority of his
W':rrk int'o )'.a.akg,rouv5-.i, ho is hotter off with D&D as it is loss 
resLricfive. If he ?,s prisriarily i-nteu'ested in running good, 
cor.;p.l .i.cat»'.d adventures 'he i s  b-'tter off with Petal Throne, as 
none o.f h :i s imag.'j.nat.ion is si-.br<ned off coming up with general 
background and rona.j r.topcy. H.t can concentrate on the specific 
adventure at hand.
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RITUAL MAGIC
M;\cjic in oiir history has boon p e r f o r m o d  with many phi.l- 

C'5 i . b'a . Go;-»o have liacd tallsmam , potioTia and other physi--'
. • . ; rh.ieh iiuf.L:.. on t.hf* world. Some use

sy;.;.pathetic magic, that ia nahino n r»»pre.senfaticn of the thing 
to } •.:• .-.free i ro'd thv' jj .hm'.ng lo the roprest.-n Cation v/hat you 

; hrive I.\ y;'?) to ThiC oh-jcct. Some use words of power
to oirs v;i thiu thsosoivos 0 7: in the universe, using
the power unieauheJ to a f fect  the \/orlrt. But most to some 
clegr-e iswoho novo? sp-iriteal outity or pewur to do the X'vtill of  
t ie  mage.

It is iny fee'ij'ig th-:J: only i c:'* tbese philosop'u.as ere 
y well ri'presen:.c‘u by the ruios in D̂ iDi The potiax;a 

>j.r<: r,',of tijo s’l'.iicja 1 items repi'esent using specj.al iteras to 
affec t the • universe an unusual v-'uy. The spell syotc-.m as 
writt.en sooras closest to the. vord/iricrntation of power, n s  
no thing eJ.se works cm the time scale. Unfortunately this ig
nores the bulk of occult literature, a s  written, for most mugc-rj 
in x-;estern history have ur'-od ars "astra.l" univurse of f'Ome kind 
whei’c they could SiinTiion otduir beings to do their wil.l. By in- 
ciudiisg the ability to perform rifce.als this g.ap is na,rrowed 
and gives an additiona.l arcur fo.x* p,k.yer ingenuity to show. In 
a d d i t i o : ' ,  I feci. includ...nq r.ltueii magic helps to explain v.’hore 
all the magic items come .from.

hhile many different theoric-c .have beo.ti proposed for 
why ritual magic actually works or V'ho/v;hat the forces are that 
you are invokiiuy, the broad theory for hcv/ a ritual is to ba 
pe.rfo.vmcd seems to be fairly constant. Fou.c basic elements 
come to tlie fore-- prc;pa.raticu, timing, physical symbols and the 
oorernony itself. Of co.urs«i the actua). dct.ails within th.ese 
four elements di.f£er depending on v.?hose -occult text you study.
My discu.ssion v;ill bo based on Cabalistic theory a.s this is 
I'he theory I have found most accesnable. Ayiyona interested in 
a jvore mystGrious and unfaini.liar bacicground is directed to the 
Egyptian schools of thought. While I Iravo had less luck finding 
texts on tiiG Egyptian occult philoeophies, w’hat I have found 
has been intriguing.

Even within the Cabe.listic school of thought there are 
jreny disagreemxents. Perhcips thfs large/st division is between 
the "black" and "white" magicians. While there is even disa- 
gicement on w'hat those two terms mean, in g-oneral black rnrglc 
tend.s to include blood and,‘'or sex i.n the ritual and usually has 
a more dostructive or self-gratifying purpose, \7hite inagic 
also .seems to roly ranch more heavily on various Hebrev? namee 
for God as its v/orcls of pow’cr, black r-a.gic tends to call directly 
on the GT)irit world vrithout Divine intervention (although some 
celei>ratcd black nages .such as Alcdstor Cro’vlcy contend tliat 
the Divine Pam.' in Pour .Letters E.oly in trie Jcwic'i aili'.d
that .it; \'\ s .1'.'oich.;-! even in thvj Toyrah, is w'ritten in gilt let- 
tr-r.l’i!; n ‘Vi.r be ]:-vc.>nounced] is the tr.ost useful and
I'sr. ■■■.I \-'ord for i.nvd.ing especially powerful spirits and demons)
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This .5.r> th'.' f}..rvt pln-s*c. tUo g:tr\esrif>ntc‘r must make a choice,
VJho ce.n pei'forrn rxtual inaqic, i s  t!ier a d ist in ctio n  between 
black ,»nu v.i'iipo nuu.fi.c , aua i f  «o , rloe.s the d ifference l im it
t . . V. ̂ ■ j A i ^  i  ̂ t. ■.*. t ft Hi L L- I i> ftftft c } X t 'ftft H ft^ ̂ .ft. ft 1 ft.. tj ft ft X a i ft X H' X pat
lim itations on peopJe by their r e lig io n , as I discxis.sad la s t

' la I- /. ... a,,' i ' i ‘ v .. ca.;ft:txOYersy, 1 le a l  that
t ‘ .'.r f’i; i:.Y, m 5'. (hxciding Magic is
nua . i i b e  a JC-rcu. I f  \:s;'d fer a I 'n 'fu l purpose the actual 
form of the rituc:;.! is  of le sse r  iir.portanoe, Of cou.rae there 
.'•re devices erch :.s hr...;n r m i f i c c  that arc absolutely
■ft'.:-hvi--’-n to I ,r,, 1 V • c".-'OS a : : n fev-’ and fair! ■

vh:'.a, 1 P' d: a,.- : r : ' ' i., .iS cn ch.Otic IVi-aJ
c v r ' - . w’v-.vc the .“'••'llglor! vr-’-'d requii'O or rroMbi.t
syr;uxo;:j end int-raits { x e , Ciitbelhu Culti.sh.3 will alv/ays invoke 
the uCfti.'or.s of the Chthfti.lhu mythos, they wou.ld never even think 
of invoking a Divine Name) ..

The nert cons.ldcrat.ion to be made is what does ritual 
iragic make possible? In tl?.e Ukraine the emawer is anything.
If a first level mu 'w:\nf.s to try to make h-i.msclf a staff of 
wizardry that is fine by me, but hip Cfthance of succe.os is van“ 
ishirift'jly small. If you hove a pet magic item that you designed 
and want to try to Tx-ftke, that xs fine toe. Cur'jou, blossings, 
spells 1,0 r,..ikc t m i H - e u u fall in love witli you, every tiling is 
pop’3.''Vbio.. This rna.y unb,':ilance the g-ane but I doubt it. If 
everyone has free reign .with his im.xg.i,nation this mean.u that I 
too liAvc-: free reigii to provide for countermeasures. 2\nd if 
yc-u incrlude weme sort of concept of cosmic balance, viho-'ce es- 
peci;i.lly potent magic itvems v;ill have to be. tucc.st from the very 
fabric of. the universe, t.hiugs can be v-ery tricky for all 
concerned.

Next the c,.otual mechanism of ritual must be worked out. 
Sevexvil e.xcellent books have been viritten on the subject, but 
I thin the bent ,i.s David Conway's jM.aoic: An Occult Primex'.
It i s  available from Bantam books Tn^a“'pixpirB5(fdc'*editioHT tind 
has a fairly v?ell worked o'ut philosophy of magic as v.'eil as 
teaching you how to perform rituals, make talioman.s, mix potions 
etc. Tor th-ose who want loss work or mjore informa.t.io.n before 
using i"itual magic, I will present the sy,stem .1 use in the 
Ukraine.

Prepaxnation for the r.i.tual is perh-aps the simplest ele
ment to fulfill. Traditionally the maeje must fast f.rom food 
and sex for .Tbout a vjeek, depe-'ding on the dlfficu?.ty of the 
ritual he xviil per.torn. In addition, on the day of t he ritual 
he should avoid ta3,ftking v;ith anyone, taka a thoro\?.gh bath and 
ftXn.noir.r h,in.sa3f with oi3.s and pcrfui.tê s. .Any assistants should 
prepaxe Lhomaelves the same vmy.

T.iming prn^'idc3 the most vJor.k fo r  both the gm and the 
p3.aycj,'. fthccoiiJi.ng to occu.lt pliilosophy, d iffe r e n t s p ir its  
have x.fftft.'e .iriilv.-;vace .at dif.T'cront t-u.-es. O‘o i'avol.c a nivirit 
j. ft .ft b . - o ;  ca.iftJO'ft- a t. A-..; i)i s power is  nt a peak.
Tisis Lirdng i.';i usually linked to nstv'ology, so the cm is  
advi;;*:;-] to b\'y an cj-jbcmcris and a book of houses, then sot an



initial date and configuration. Once this is done, it is an
i to cc/ito tlic da?..:; v/ith its coniigviration an<3 fir;d
out rlar''t.s are r’’.lir.q and ’.;hat pl:'.not;' are doclj.ning.
lO’r.'M r-.'.t h.as i tc rr-.-:r> r:-pr •rir.Tti.o.o ard to im r.uccr>ŝ .f ul a 
liv-.-.-i, H.ust ho lir.ed to coxncid?:* the rid:ual intent voitli a planet 
in ; ro’cer v;h:'ch can * r-co’.'pl i r.i* the goal. In addition, con- 
h ;.X( -cte go a 1 r. should gcju'.rnJdy J>e unded. taV.en v?hei\ the ooon is
v:.»; •A'-ilc destructive goals should be undertaken when the
iuoon ; s v.';-i.nxng .
TLAULT r* ?-. % r D/J'.LTxkTICH RULEhSniP FAtiL DEPRESSXOU
' ' Ci' .'‘■ua i J 1" H.C 1*. Lt-'O — ~

’'iS C v.cer Capric^orn Gc;orpio
'lerc'.vy e.d Virgo Vi.vgo P.i;;cc.s Picres

Gemini Sagittarius Sagi ttarius
Venus Pri Pisces ■Libra .krie.n Vi rgo

Taurus Scorpio
Mars Tue Capricorn Scorpio Gemini Cancer

Aries Libra
j-!,pitor Thu Cancer Sagittarius Gom.ini Ca price.rn

Pisces Virgo
Sati.trn S.at Libra Capricorn Ca.ncer Aries

Aejuara us Leo
PIJU^ET ^ I L I T I E G

Gvxn Obtain peace, harmony,, v?aalth, patronage, youth
Moon Travel
Mercury Professional success, influence or peoplo, future
Venus Acquire beauty, love, friendship, pleasure etc.
Ma.rs Discord, disruption, war, tdlitary succes.s
Oupxter Obtain luck,■ health, v;eulth, gl^ory
Saturn Ocornlt knowledge/pover, anything to do with thê  home
In general, clerical and mu magi.c items must be made under 
Saturn's dominion and fighting men's magic should cop’.e under 
Mars. The Sun can in theory substitute for any planet, but 
this should in general be discouraged or penalised. Also, I 
think that this problem cf timing v.’ill be the biggest factor 
restraining the use of ritual magic, as it just isn't usually 
possible,

Physical symbcls are xnsually also based on the planets.
They are u.sed to make the planetary spirit feel at home and 
welcome, as veil as being a focal point for the magician's 
visualization. In addition, some occult teachers advise using 
various symbols to protect the mage emd his assistants. Oliese 
are pontacles (to control unruly spirits), a magic circle (to 
keep thorn av.-ay from the pjiysical bodies of the participants) 
and tallunans (to give tlu", r'.agician strength, increase his power 
of vvi su';liza?;ion i etc). Ts-.f' of t he planetary symbols is neces- 
Srtty .tor the successful etion of the ritual. Use of the
protective synho] s is op t.'r.-n.al, clcrjoiKii ng on vhc.t -the rage 
. is U'V.i .m; a n d  v.ho !io is Invc-!-. ,i g  ( t,.; taviis ts and Chthulhu (dJltists 
Consider using a magic circle an .act of weakness that will
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scverly hamvier the mard ci an, so they do not use them). As a
p'-’ u
 ̂ j. . • ' . .

.y.er,
he j e us i ng

.11'the p] :i.i e;o raust do is inform the gm what

PLAKiT COLOR MI'.TAL GEM PLAMT PERI'UML'
Or .■■.uge Gold Ti:,paz Sunf ]owor AlO'' s v.'ood,Cl -p '- a

b.' iC-ioud Cliicory Cini-ip-aon ,My:,-,.-LMoon Violet Si. Ivor Ouartz ha zel, Peony Camphor, Ja:;n.i nc
Pearl Ali.-̂ ond Fra.nk ir.t..';cnce

Mex’cnry Ye 1 lev/ Mere a.'.“v 1 ' r a t e Pa Im, Vei’vain Ci nnpjr-on
0. rl GX '■c i o 11 ri.’.o' i’ f '; .rca.; ■.'.

Venus EriOrocn Coppex' Turquoise Pose,Fennel Anbcrgri r ’
' , . xaid Maidenhair Myrtle,S a n a a ■

Mere Seal lot Iron Uut-y A )a s i n t h , R u e li c n z o i a , S u 3. p L u x 
Lar.b s tongue Tobacco

Jupiter Blue- Tin luma thy st Narcissus N u tme g ,B a1m
Sepphi.re Oak,Poplar Cii?n,Cloves,Aloe;..

Saiurn Indigo Lead Onyx Ash,Yew Civet,Mus k
Sapphire Cypress Alum

Ox course there are other symbols based on the zodiacal sign 
the planet: is in, the planetary spirit, the ritual being per- 
rorxind, etc,. i\nyojie to uso t.hoi.'i should refer to Conv/ay
or a standard magical text such as the Key of Solomon the King,

The actual ceremony performed varies substantially depending 
on the purpose of the ritual, no I consider it on unnecessary 
complication to have tl;c player describe the ritual he is per- 

Of course devications from the standard forras are 
very useful and will often increase chances for success, so 
the player should notify the gm of any brainstorms he has.
Alscj, certain stauidard devices such as sex and sacrifices must 
mentioned. Beyond this, I assume that mus of a reasonable (5-«) 
level knov; the ritual they need, as do most v/orshipers of a 
magical faith. Clerics and fighting men v/ill not know the 
ritual unless they hax̂ e participated in it as assistants or 
pay an mu to teach it to them (book lear.ning is also acceptable, 
but has a tendancy to be faulty).

Once the ritual and all its paraphernalia have been de
fined, At is ti.rnG  to decide if it succcds. After all, v\̂e must 
have some dice rolling somewhere, or it is not D&D! I assign 
a base probixbility of l?i per level for fighters and clerics,
2% for mus and clerics of specificly macfical religions. To 
tills base probability I add and subtract various modifiers:
Timing
Moon is corx'cct +2 
Planet is -ruling -i-S 
P1 a n e t; d e f x r e s c v d ? 0

Planet’ hour +1 
Planet is Exhaltod 
Opposing plinnet rules -10 Exhaltod -20

Planet's day +2 
•tlO Planet falling -10

Eyra'xels rnicning
r-'.-a is
(lOi i'i xs ti'.e

■ i T'lg
precnous versicu tlO “10 Plant “5 Scent

-g-



Religion and Irofession
O' tiian v ,!i level +.1 greater than 5th +5

rlor'in -5 ci:tc;r rsio'; ~l
J e''r:r-e o:;' r , ,'e n , f. r -rZ
Ct.oa.irst loagic user +15, o U ^ r  +10

t v.ner c ~  c,'c:*?e r o* )•.»• r +3
1 • -1, hi'j with r.::.’■ „i-.:■■ 1 +10
hrul'/i r,-h'ic " :  -:t  or c ’t-rio -lOO, other +5 
;’wt:o:i£'.L r„:;gic uoor or cleric JO, other +3 
Chthulhu Cuit magic unc.r or cleric +15 (+30 with detionn) 

otaer +iu ( + 30 with d'.rone)
P ia<o- ;.i i ■■ ji.' i t  r hoc. Id l-e fort  her!;e el
rr. irfioU h-j titu rei‘,.rco :k..-ending on tiie power of the item gou 
e i ’ V ' ■ get .'• ; .1.- e.td the like should probably
go r -tdj f j ad)  . The .■.hit',ty can be anyv;hoi;e from 1/2 to
2x the calculated probability depending on hov.' much tha magic 
item is likely to affect your gam,a.

Items that contain spells (such as scrolls and staffs) 
require special handling. To place a spell on an itora you 
isoiTully rroed to hnow I tie spell. If you do not }:row the srjell 
but are high enough level (you just chose another) then the 
probab.llityof tl»e ritual vrorking i& if tlie spell's level
iit one or Lv;o levels too high for you the probability i.u »25%
?u’i<i if jKora than two levels it is -SOi.. Par. a scroll it is 
only no ■■.'ear; ary to write the vrords of pov?er (usi.ng £i book if you 
do not know the spell yourself) and pjcrform a ritu.al to charge 
it. w'ands etc 3'equirc t-C’/o rituals, one to ready it to
rccei-v'e the spell and another to ciut.rge it. Staffs may carry 
more than one spell but they still require two rituals por spell,.

Using a system like t.his may not be to everyone's taste.
Some may feel that it v;ill raake magic too ’plentiful, others 
may fee.l it makes magic too hard to create (remember that Gygax 
feels that time + money « magic item), I personally feel that 
the Visa of some system of .ritual magic includes a major portion 
of occult literatu.re in your vrarld and increases the scope for 
p 1 ay e r i ma gi, na t i o n .
For those desiring more iu-formation 1 suggest:

!;-‘5 Kitg, GL MacGregor Mathers (Samuel Weiser) 
ta■'̂ h  -rbIe"ah<T~ 1 • h'e~'Satani.c Ri,_tualf .LaVey (Avon)

The book O.L' the ■Go.Idon l^wn, ein tlnthalogy of the texts of one 
* of the'western v;orlds strongest magical cults, 

publisher v.inknown
Pri.vicr, David Conway (Bantam)

ami, of: course, the works of Lo'/ecraft and Howard for what 
Deraonology really means.



DOWN IN PLAMES
to you from Jeffrey May, P,0„Box 68, Li- 

Hilltop Hermit Publication, dated and intended for Alarums and Excursions ^12,
After putting it off for almost a year I have finally printed 

a contribution to Alarums and Excursions. What you are now reading 
IS an introduction and apologia. I started playing P&D last summer, 
and for about 2 months I played almost continually. What finally 
stopped me and my friends (all members of the Kansas City sf club) 
was the moratorium we declared to hold ByobCon last July, We never 
really got started again. I ’d kept up with the supplements and kept 
telling myself I should look up the D&D players in Kansas City, I 
knew they were there, but I didn't know how to find them.

Last March I made it out to LepreCon in Phoenix, and while there 
I bought EMPIRE OE THE PETAL THRONE. I began studying the game with 
a view to refereeing it. Then in April I attended Minlcon in Minne
apolis; while there I bought all the back issues of Strategic Review 
I lacked (nearly all of them). To my pleasure SR listed several DM's 
in the KG area. I made haste to get out my phone book and wound up 
making contact with war gaming fandom in Kansas City. A lot of them 
are D&Ders too and so I'm playing again.

In the last 3 weeks I've played 4 times. My luck may be sur
mised from my title. I don't think my character was the first one 
killed on every expedition, but he certainly got it sooner or later. 
Eirst we sent a group of 13 into a crumbling castle at night. It 
was a very poorly disciplined group, and we made so much noise we 
were spotted. We found the tower guards waiting for us. They were 
6th level fighters and we took them on as they appeared. We killed 
all 4, but only 4 of our original 13 lived to tell, and 2 of them 
had to be carried out. Next day we tried twice to crack Bill Eessel- 
meyer's Eirst Level, The first group tried to break into the Lotus 
Temple (Chaotic). They scragged 2 priests and 3 zombies, but got 
v/iped out themselves, the 3 survivors being paralyzed as they made 
a final run for it... and the High Priest replaced his zombies. We 
had time to try again, so next we wound up trying to fight our way 
into a kobolds' lair, 9 of us plus the non-player characters we'd 
recruited, 23 in all. When last seen, after 4 melee rounds the group 
had lost 9 and offed 26 out of 80 kobolds. At that_point we had_to 
break off so our host could have his house back, Einally last night 
a group of 3 fighters and 2 clerics explored down^j^^i^ell and into 
a passage. We had fought once, then continuing we past an intersec
tion and straight ahead to a dead end. Returning* as our lead man 
passed the left passage he was hit by a monk with a wooden staff.
My cleric started up on the right to give him light and was killed
by a monk in the right hand passage who cracked his head with ano
ther staff. Since my man was wearing a helm I am just a bit dubious 
as to whether that could be done, but it's what the DM sai ,

The rest of this thing is, first, a sample Character Record
Sheet for EPT and second, the introduction I mean to give would-be 
slayers. Some of this is from the rules and some of it I in erpo 
dated myself. You may guess which is which. I noted comment on 
EPT from Glenn Blacow and others, and I'd welcome comments, 
in A and E or direct. I'd especially like to hear from EPT referees. 
Hopefully by next time I can report on a Petal Throne dungeon e p 
dition.



CHARACTER RECORD SHEET
Harae
Profession (Wj, P, M-U) _____
Born ___________Sex . Height

.Player.
level Total E,P,
Weight Gold

strength
Psychic Ahil. 
Hit Dice + ’s

_Intell.

_ r
Dexterity____
Dam. Dice +'s

Constitution 
..Comeliness__

-'s Hit Points
Skills & trades.

Profession_________
Professional Skills
1 ________________________
2 _______________________

3

Notes

4
5 _
6 _
7 _
8
9
10 
11 
12
Equipment
1___________
2 __________

3  _____

4 __________
5  _____
6 __________
7 ________
8 _________
9 ________
1 0  _____

11 _________
1 2_________

13 _ _ _ _ _ _
1 4  _____

1 5  ______

Bonus Spells (P and M-U only
1_________________________________
2 ________________________________

3  _________________________
4  _______________________________
5  _______________________________
6 _______________________________
7  __________________________
8  _______________________________
9  __________________________
10 __________ _ _________
1 1 _______________________________
1 2 _______________________________

13 _____________________________

1 4  _____________________________
!15____________ __________________



KORUNKOI MTEKUMEL
What here follows is a brief introduction to EMPIRE OP THE PE~ 

TAP THRONE, a fantasy wargame playable with paper and pencil or 
with miniature figures. EPT is similar in many respects to Dun
geons and Dragons,' and it is hoped that you have some familiarity 
with the latter ((Aside to A and E; Bear with me.)). However,.it 
isn't necessary.

EPT is set on the world of TSkumel. Tekumel is a planet in an
other solar system, colonized by humans after extensive terraform
ing and the subjugation of its 2 main native races, the Ssh and 
Hl^ss. "These latter were forced onto reservations so that Tekurael 
could be colonized and heavily exploited for its natural resoucces. 
During this time supplies of many raw materials— especially iron—  
were so depleted that they became extremely rare. Also, various 
non-human, spacetravelling races set up colonies on Tekumel.

At some time in our future, Tekumel's past, the world suffered 
a catastrophe which is still not understood. Tekumel's entire so
lar system became (apparently) trapped in a pocket universe, where 
the very laws of nature were different and strange intelligences 
haunted the starless skies. This caused massive earthquakes and 
volcanic disturbances, and the glittering star-spanning civilization 
..of Tekumel ground to a halt and sank into barbarism.

Ssu and Hlyss, now mankind'sAs human domination faltered the
implacable enemies, began to throw off the restraints imposed on 
them. The past life of Tekumel began to stir, and strange and 
terrifying animals and plants began to evolve. Gradually mankind 
dragged itself up out of the abyss into which it had fallen. How

jcovery is now. lost 
000

nomuch of its n
of all date back only 25,uuu years; 
nations before the Emperor Lly^n of 
modern Tekumel, but of them history 
rose and fell: the Three States of

one knows. The oldest records 
it seems likely that there were 
Ts^mra, the first name known to 
is silent. Other cultures
the Triangle,

southern Tsolyanu, the Dragon Warriors of N'lyss,
in what is now 
who rode on

animal mentioned in Tekumel's 
of any sort on Tekumel now,), 

Bedndlljan Dynasty, founded by Queen Nay4ri of the Silken
present Dynasty of the Seal Emperor, the

"dragons," almost the only riding 
lore (There -are no riding animals 
and the 
Thighs,
Lord of

precursor 
the Petal

of
Thi

the
■one

Presently there are 5 great nations in civilized 
well .as several smaller ones. In the south and west 
a land ruled bjr priests and sorcerers. North of Livyanu lies Mu'u- 
galavyd, as highly civilized as Tsolyanu and that nation's most bit-

T.ekumel, as 
lies Livyanu,

uter rival. In the 
east is Salarvya 
the scene o.f a‘J.1

north lies Ykn Kor also an enemy, and to the
, still another enemy. In the "center"lies Tsolydnu, 
starting action, Tsolyanu is ruled by the Seal 

Emperor, and this dynasty has nov/ endured for 2,354 
nation is a benevolent desnotism. The9  ̂ .is a benevolent despotism 
arch, and his power is applied sternly 
run bureaucracy. Most crimes are punished 
the usual form. In spite of this, though, 
most hospitable country to outsiders; most 
kill foreigners out of hand.

years. The 
Emperor is an absolute mon- 
and vigilantly by a well- 

by death— impalement is 
Tsolyanu is by far the 
other nations tend to



Generally Tsolyani culture, as well as that of other nations, 
is about equal to Renaissance Europe, with a few variations. Gun
powder is unknown, and may not even work (no one will know until it 
gets diaiiovered, if that ever happens). However, tho’e are various 
bits of)surviving technology from the days of the ancients, both 
before and after the Cataclysm, The Tsolyani are xenophobic and 
suspicious of strangers, but they will tolerate them as long as 
they stay in their place— at least until they have learned the 
customs of Tsolyanu sufficiently. Foreigners who wander outside of 
the Foreigners' Quarter of Jak4lla may find themselves guest-of- 
honor at an impaling, just because the crowd didn't like their looks, 
Tsolyani society depends heavily on the system of Clans; these may 
be hereditary and based on occupation, as is the Clan of Armorers, 
or purely hereditary and noble, as is the Clan of Sea-Blue, or pure
ly elective based on m.erit, as is the Clan of the Heroes of Karak^n. 
Regardless of their basis, a player must take pains not to offend 
the clans, as his life may depend on their good will.

In Tsolyani society men are the dominant sex; women tend to be 
treated as property, except that a woman has the freedom to declare 
herself "AridA,ni" or independent. This enables her to conduct her 
life exactly as a man, but carries certain liabilities--she is fully 
responsible under law for her acts, for instance, where an unemanci
pated woman is not. Girls come of age for marriage at 15, and it 
is the responsibility of a man to provide for his sisters, his wife, 
or his daughters.

Tsolyani religion--and that of other lands--is based on the 
worship of the Ten Gods and Ten Cohorts. Other cults exist and are 
more or less tolerated, but all newly arrived foreigners are expec
ted to be a declared devotee of one of the 20 divinities. There 
are 5 good gods; Hn4lla (abstract good), Karak&n (war), Thhmis 
(wisdom & magic), Avanthe (womanhood), and Belkh&nu (death). Their 
cohorts (archangels) are I)r4 the Uncaring, Chegferra the Hero King, 
Ketengku the Many-Eyed, Dilin^la the Maiden, and Qdn the Ancient 
One of Pleasures, The 5 evil gods are Hry'y (abstract evil),
Vira'Jihla (war), Ks^rul (magic), S^rku (death), and Ulamelish (depra
vity and atrocity). Their cohorts are Wuru the Unnameable, Chiteng 
Lord of Red Spouting Flame, Gruganu the Knower of Spells, Durritld- 
mish the Black Angel of the Putrescent Hand, and Hrihdyal, the Dan
cing Maiden of Temptation, The gods are real, and may respond to 
pleas from worshippers. Note that 1st level characters have no 
chance of being noticed. As you might expect, the cults oi evil 
practise human sacrifice. This is tolerated, as Tsolyanu has reli
gious freedom. It is therefore unlawful to interfere with any 
ligion, at least overtly.

In Tekumel at the present time there are four major political 
groupings. First of these is the Military Party, made up mainly 
of the generals and their families. Its head is the general K^ttukal 
hiMraktine, now in exile at Chdne Hd. Kettukal is a brave and noble 
soldier, but he is hated by the Royalists for not showing them the 
proper respect. He has, accepted his exile with good grace, even when 
his beloved wife was not allowed to join him. (Tisillandra hiVra 
sartinKdttukal, however, is of a different frame of mind. She has 
been pulling every string at her disposal to get her husband re-
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turned to the capital of S f ,  o r  to he allov/ed to go to him. So 
far the Royalists have managed to frustrate all her efforts. It 
should he noted that the Militarists are not pushing actively for 
a program of conquest, since their archrivals the Royalists would 
he granted all the johs of running any conquered territories. In
stead the military contents itself with training, with conducting 
xhe ritually formalized "little wars"--the Qadarni--and with occasion
al raids into Salarvya or Yan Kor, It should also he noted that if 
Kettukal has accepted his exile with good grace, others of his par
ty have not. Like Tisallandra they are working furiously for his 
release.

The Royalists are named that because hy and large their leaders 
descend from the rulers of the first Tsolyani dynasty, the Bednall- 
jans. They are the high hereditary nohles, including the governors 
of most of the great cities. As noted the Royalists would like to 
see Kettukal put to death, and they spend much of their time trying 
to convince the Petal Throne of his disloyalty. Working sometimes 
with the Royalists and sometimes against them is the Priestly Par
ty. The Priests are split hy their worship of good and evil, hut 
they do not hesitate to cooperate when it is to their mutual benefit. 
The Priestly Party wants to see an end to Military Party caution and 
the expansion of Tsolyani power (and thus theirs) into neighboring 
lands. If Kettukal returns from his exile at Chene Ho all their 
plans for prodding the Militarists into action v/ould he upset, and 
thus they would prefer he stayed there. If this cannot he arranged 
then they would prefer that General Kettukal meet an untimely end.

Juggling the other three parties are the Imperialists, The 
Imperialists consist of the servants of the emperor in his great 
palace at Avanthdr, in the mountains north of Bey Sy. They are 
committed to keeping Kettukal alive in case he is needed, to keeping 
the Royalist nohles happy, and to keeping the Priests from agitating 
the country into premature war.

To complicate matters even further, in this year of 2,354 'the 
Emperor Hirkine is almost 70 years old. Sooner or later there 
he a power struggle, and all the major parties have their favored 
candidates: Lord Eseln^ of the Militarists, Dhich'une of the
Priests, Rereshq^la of the Royalists, Mriddhu^for the Imperialists, 
and even a Princess of the Empire who has declared Aridani status 
and who may choose to compete for the throne.

there is a war scare. Rumor has 
'Aid of Yan Kor will lead an

As if all that weren’t enough, 
it that when the rains of spring st^^, 
army south. The baron hears Tsolyanu an almighty and consuming 
hatred, for it was Tsolyani forces v/hich captured his city of Ke'ir 
and impaled the woman he loved, after she would not surrender the 
city to him-. The rumors say that when Aid marches he will have with 
him terrible weapons of the ancients to shatter the harriers of the 
.^akhe Roads and annihilate the Tsolyani armies. This has the Tsol
yani in a ferment and men and materiel is flowing north for defense 
in a steady stream.
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It is assumed that all players are from the harharian lands to 

the south across the sea, who have come to Tsolyanu to make their 
fortune. Each character is assumed to arrive by boat in the great 
port city of Jakalla, the City Half as Old as the V/orld. Each play- 
or is assumed to have some clothing and money v/ith him, but not 
much else. Characters are lodged in the resthouses for foreigners 
until they can manage to find lodgings elsewhere, and this may not 
be easy, for it requires a special permit for foreigners to live 
away from a resthouse.

While still dwelling in the foreigners' quarter of the city 
players will be contacted by persons desiring their services. The 
referee will check as to the identity of these persons and their mo
tives. It is in this way that play begins. The object of the game 
is first, to survive, second, to become rich, and third, to attain 
success, by whatever standard you care to measure it.

The first step in play is determining the characteristics of 
one Qj: more characters. Eor this you will need percentile dice or 
someteasonable substitute. Step 1: Roll for 6 characteristics and
note any bonuses and penalties thereby”
Strength; 01-40 Weak -1 on hit dice 

41-60 Average
61-80 Strong +1 on hit dice
81-95 Powerful+1 on hit dice; +1 on damage dice 
96-00 Superb +2 on hit dice; +2 on damage dice

Intelligence; 01-20 Stupid -1 on h.d, & d.d., no spells past Or. 1.
21-40 Dumb -1 from d.d.; uses Eyes, not spells over Gr.2.
41-60 Avg. no bonuses or penalties
6l-80-Smart +1 on h.d., uses Eyes & spells easily
81-95 Brilliant +1 on h.d.,d.d,, 40% abil. find sec. doors
96-00 Genius +2 h.d., d.d., 60% chance spotting doors,

40% chance spotting traps.
Constitution; 01-20 Weakling, -2 h.d,, only 30% chance being revivi

fied, 40% chance failure healing spell or eye,
21-40 Puny -1 h.d., 40% chance revivification, 20% 

chance healing spell. Eye fails.
41-60 Average
61-80 Healthy +1 h.d., 60% chance revivification, heal

ing spells. Eyes alw. work.
8 1 - 9 5  Very Healthy +1 on both h.d., d.d., 70% chance 

revivification, healing alw. works,
96-00 Robust +2 h.d., +1 d.d.; 90% chance revivifica

tion, alw.' add +1 to points restored by healing 
spell or Eye.

(Each revivification by whatever means has a 90% chance cfc taking 
-5 from character’s constitution. When Cons, reaches 0 character 
is irrevocably dead. A very few healing devices v/ill revive with
out this penalty.)
Dexterity; 01-20 All Thumbs -1 on h.d., d.d., 20% chance an aimed

blow or spell hits the wrong target,
21-40 Clumsy -1 on h,d., 10% chance of hitting wrong

"b 3,3? § © •
6 ? 8 0  ClevSr+1 on h.d.. Ho chance of an aimed attack 

missing, subj. to combat tables.



Dexterity; 81- 
(con.) 96- 95 Dexterous +1 on both h.d., d.d. 

00 Agile +2 on h.d., +1 on d.d.
Psychic 01-20 
Ability; 21-40 

41-60 
61 -80

Comeliness;

Non-Psychic unable to use spells or magic 
Barely Psychic may use spells only through Group 2 Average Psychic
Somewhat Psychic uses all spell levels, + 5 % chance spell will work.

81-95 Quite Psychic +10% chance of spells working 
96-00 Highly Psychic +15% chance of spells working

01-10 Hideous-frightens own mother...
11-20 Ugly-frightens other people’s mothers...21-50 Average 
51-70 Goodlooking 
71-80 Very Goodlooking 
81-90 Handsome/Beautiful
91-95 Very Handsome/Very Beautiful-heads turn, plainer 

folk stare, character may be propositioned, etc. 
96-00 Wildly Handsome/Gloriously Beautiful-heads turn

& bodies follow, character may be pursued by sla
vers, abducted for orgies, etc. This classifica- 
tion is a mixed blessing.

Once these six characteristics are known you should decide on 
one's profession: V/arrior, Priest, or Magic User. Requisites-
strength for fighters, intelligence for priests, and psychic abili- 
to for magicians. Decide also upon the deity the character will 
serve, from the list on page 2. This decision determines alignment 
with good or evil; there are no neutral human characters, though 
how devout you are is up to you. You should also decide on the 
character’s sex. Remember that Tsolyanu is male-dominant society, 
but that women may declare themselves Aridani (independent) and be 
treated exactly as a man. The main advantage to an Aridani woman 
is that she has complete freedom to do as she pleases. The main dis
advantage is that she is fully responsible for her actions. The 
main advantage to remaining dependent is that it brings considerable 
security; the disadvantage is that you are subject to authority. 
Female fighters must be Aridani; priestesses and female magic users 
who are not will usually be subject to the orders of the temple of 
their deity.

When all the above is determined, check to see what skills and 
trades you have learned. Again use percentile dice;
01-35 Choose one from Group 1. 
36-60 One each from Groups 1 & 2 
61-80 One each. Groups 1,2,&3
It is possible to know from 1 to 
these;

81-90 2 each, Gr. 2 and 1, 1 fr. Gr.3 
91-95 3 from Gr. 1, 2 fr. Gr. 2 3.
96-00 4 fr. Gr. 1, 3 fr, Gr. 2 & 3.
10 trades. Group 1 skills are

baker
barber
bootmaker
bricklayer
butcher
carpenter

dyer paper-ink maker
farmer perfumer
fisherman potter 
glass-blower rope and .aet maker 
grocer sail make.c
mason tailor

weaver
wine-maker

carpet-maker merchant tanner
cook miner weaver



Group 2 skills:
animal trainer mountaineer slaver
"bird trainer sailor smith-armorer
fletcher (arrow maker) scrihe-accountant swimmer-diver
hunter ship-huilder wheelwright (cart maker)
jeweler-goldsmith ship captain
Group 3 skills:
alchemist 
artist-sculptor 
assassin/spy/tracker 
astronomer/navigator 
author
“botanist (plant recog

nition)

geologist (mineral recognition) xmusician 
courtesian/Don Juan orator
dancer physician
engineer/architect poet
interpreter (any language to scholar (his- 

Tsolyani) tory, philo-
mathematician sophy, etc)

For an explanation of any given skill, check the rules, pp. 15-16. 
It should be noted that player-characters who try to go into busi
ness for themselves will run afoul of the trade clans, often with 
fatal results.

Besides the above a character will have certain skills in his 
chosen avocation of warrior, priest, or magician. The initial num
ber of these is determined by percentile dice, as follows:
01-20 Choose any 2 from among the first 3 listed.
21-50 Choose 3 from among the first 4.
51-80 Choose 4 from among the first 5.
81-95 Choose 5 from among the first 6.
96-00 Choose 5 from among the first 7.
As players advance by levels they may add skills which they do not 
have. They must choose the least advanced skill first. Note that 
one may not use a weapon or spell unless he knows how.
Warriors; Priests:spearman

mace/flail
axeman
swordsman
slinger
bola-user
crossbow
bowman
broadsword & 

dagger 
sapper
catapult man 
strategist

Most of these spells are usable 
tically as the sun rises. Evil 
fects of any spells. There is a 
as noted here:

knows 2 modern 
languages 

knows 2 ancient 
languages 

can produce light 
detect evil/good 
cure light wounds 
ESP
telepathy 
protection 

evil/good 
control person 
remove curse 
revivify

magic users: 
control of self 
illusionist 
clairaudience 
clairvoyance 
telekinesis 
astrologer 
medium
nature control 
necromancer 
control Under

world crea
tures

the Gray Hand
once a day and regenerate automa- 
characters do not reverse the ef- 
chance of a spell not working,

Level 1, 6 0 % chance of failure Level 6 15% chance of failureLevel 2, 5 0 % chance Level 7 10% chance
Level 3, 40% chance Level 8 05% chance
Level 4, 30% chance Level 9 and up, 0)% chance
Level 5, 20% chance
These scores may be modified by one ’ s psychic ability.



1. Calm 10.2. Create food & drink 11 .3. Create creatures 12.4. Curse/bless 13.5. Disbelieve and dispel 14.6. Dispel evil/good 15.7. Door control 16.8. Fear 17.9. Heal minor wounds 18.

7
. j priests and magic users should roll percentile dice

again, A score of 91 or better indicates they can use a Group 1 
bonus spell. Group 1 bonus spells include the following;

Levitate 
light
locate gold & gems 
Locate objects 
Madness 
Plague
Protection from evil/good 
Shadows
Seeing other planes

After clearing customs characters will find themselves with 
1-100 gold pieces, and their passport. Tsolyani law prescribes the 
death penalty for any low-level foreigner who cannot produce his 
passport on demand. Lo raise more money players may try and sell 
their boat, if it is theirs to sell. It will cost to moor the boat 
if it is yours and you don’t sell it, and it will cost about 10 kai- 
tars a day for your room and board at The Tower of the Red Dome. 
Generally players will have little other than some clothing and per
sonal effects, the rest having been left behind or pawned to get 
money for the trip. There is a basic 25% chance a character did 
not have to pawn his weapons, books, whatever, to make the trip.
This will be determined by the referee as the game begins.

These few pages are in no wise a substitute for the full rule book. 
If at all possible you should try and read the rules through at 
least once, as this barely skims the surface. (NB, if you are play
ing with your author, he will probably be reluctant to part with 
his copy, even for a little while.) Appended to this is a sample 
character record sheet. To avoid misunderstandings it is advised 
that you create characters with a couple of witnesses around.
Have fun.
Appendix: The Character Record Sheet

"Name"-character' s name. '’Player"-owner' s name. "Profession" 
one of 3; cannot be changed. "Level"-character's _level according 
to experience points. "Total E.P," experience points from treasure 
found & opponents slain, totalled. "Born"-character’s^date of birth. 
"Sex"-or non-human. "Height" and "Weight"-Roll 3 six-sided dice for 
each; these are relative to one's sex and race, and they will affect 
your ability to wear strange armor and possibly affect your^combat 
and movement. "Strength, Intelligence, Constitution, Psychic Abi
lity, Dexterity, and Comeliness"-enter the percentile scores^ and 
any + or - effects on hits and damage. Total these in the "Hit 
Dice and Damage Dice" sections; a +1 cancells a -1 and vice versa. 
When hit points are rolled for enter the result under "Hit Poin s. 
Finally under "Skills and trades" enter any trades (e .g., potterj 
the character knows. In the next section enter data on character s 
prof, skills and any relevant notes. List equipment and Bonus 
Spells as noted.
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Equipment and Encumbrances
It should he noted that because iron is very scarce on Tekumel 

weapons and armor made from it are rare. Also expensive: steel
weapons cost roughly the amount shown for a chlen weapon xi00. They 
may not be available at all. The following list of equipment and 
its weight is far from exhaustive and is subject to additions and 
corrections. There are about 151.3 kaitars (gold coins) to the 
pound; 1 K. = 3 grams. The total weight a strong man can carry is 
about equal to that of a large ( 2 0 0  lb.) man: 3 0 , 3 0 0  K. /Note all 
printed costs are for cKl̂ n weapons_^/
sword 1 0  K 6 5 0 plate armor cost 50 9 0 0 0 wt.dagger 5 225 leather armor 30 4324scimitar 9 chainmail 40 6 5 0 0battleaxe 1 2 1 1 0 0 helmet 13 600flail 8 1 1 0 0 shield 1 0 1 2 0 0morning star 8 1 1 0 0 rope (5 0 ') 3mace 7 pole 1 0 ' long 1
spear 5 1 5 0 0 2 0 spikes & mallet 4pike (1 0 ' long) 8 1 9 0 0 small sack ( 1 5 0 0  K) 1halberd (S' long) 8 1 9 0 0 large sack (6000 K) 3poleaxe 9 1900 backpack (6000 K) 5two-^handed sword 15 900 waterskin 1 5 0 0
javelin 4 3 0 0 lantern 5longbow 30 750 flask of oil 1
composite bow 50 1 2 0 0 1 0  resin torches 2
light crossbow 2 0 2 0 0 0 flint,- steel, & tinder 3
heavy " 40 3 8 0 0 compass 50
quiver w / 3 0  quarrels 2 0 1 2 0 0 charting paper,.pens, ink 3quiver w / 2 0  arrows 2 0 7 0 0 heavy outdoors boots 15
garments 30 mallet & 5 wooden stakes 2
cloak 15 Tst.ral buds (bunch) 2
sling 3 75 Ng^lu wine (bottle) 1
staff-sling 8 8 5 0 Underworld rations 1 0
lead sling balls (2 0 ) 1 750 outdoors rations 15
bo las 2 5 0 0 Misc. equipment 1 5 0 0

Movement is in inches; 1 " = 10 feet in Underworld and 1 0  yards
movement: loads of

( 1 2 0  feet
outdoors. Encumbrance affects 
allow bearer to move up to 1 2 " per turn 
of 1 7 , 3 0 0  give movement up to 9 "| loads of 2 6 0 0 0  to 
movement of no more than 6 " per turn. Men in plate armor 
move
ness of their armor
regardless of the total weight they carry 
are stated as 1 0  minutes each.

1 3 0 0 0  K or less 
or 1 2 0  yds.); loads 

1 7 , 3 0 0  force
>--..0 . w a -  j . j . 'w '  x ix ^  X  x::x xxxxcxxx. w  ^ _ l  xj x x  .  u  y  i i i w  x .  Ca m O  t
faster than 6 " per turn (except running) because of the awkward-

Men in chain are limited to a maximum of 9"
"Turns" in the Underworld



ANYONE WANT TO BUY A COAT OF MITHRIL? #3
Well, as it is often said of Chaotics, "You'll get yoursl", 

our chaotics finally did get theirs. (We can hear you applauding 
all the way to Westwood.) A certain player here, deciding that 
there were just too many high-level types running around, took 
action. He knew from past experience that it is (was ) virually 
impossible to take action against any of our characters and get 
away with it. There are, however, amazing things one can do if 
one does not plan to get away with anything.

The plan was to get as many of the high-level types togeth
er into one room as possible by telling them that they were going 
to go out and blow up a few castles (for jollies), and then blow 
up those assembled. It turns out that blowing up a large number 
of high-level types with high constitutions is not all that diff
icult when using the final strike on a fully charged staff of 
wizardry. (Yes, 00's do come up occasionally.)

Before the story is continued, some furthur background must 
be given. VIZ, as many of the dear departed found out, was about 
as chaotic as a wizard can get. ; In the past, to protect himself, 
he developed a spell, called SLAyED DETONATION, which when thrown 
remains active for a period of about a week. If the wizards body 
becomes unrecoverable (down twiqe his, normal hit points) during 
the time in which the spell is active, then a fireball of one die 
per spell point, with a radius of 5 feet per experience level erupts (65 feet in this case). At the time, this wizard had 225 
spell points available. For those of you who don't know, the 
UCLA system takes LEVEL>( iPRIME^REQUISITE+C0NSTITUTI0N)*2 . Also, 
there were some very powerful swords present at this meeting, all 
with similar enchantments.

The blast went off, setting off the biggest chain reaction 
the world may have ever seen, killing all of the high-level types in the area, but not all in existence at UCLA.

It was soon afterwards decided that to avoid "nuclear war", 
(figuratively speaking, there are no anti-magic-users here) among 
the surviviors, that a new unive^rse would be started, with the 
properties that no person, being, or artifact would be admitted 
if that person, being, or artifact was created before March. We 
did this not to exclude people from play, but to maintain order and consistency within our universe. An additional property that 
our new universe has is that game time strictly equals real time 
in that a character who embarked on a two week expedition could 
not possibly be involved in a second expedition starting only ten 
tays later.

To those of you who had characters reduced to grease spots 
by our late troupe, we apologise (really). In this new universe, 
all the characters to live so far (one did go chaotic and was 
killed) have been either lawful or neutral.

Just before all of the above happened, We were getting set to publish what we consider to be the guidelines governing any 
self-respecting chaotic. They are:
1) Always have at least two plans, one to tell interested par

ties, and one to tell your allies.
2) Have another plan, which is what you really plan to do.
3) Be out to get everybody, but not nessesarily all at once.4) Pay your spies well.
5) Be flexible.
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6) Lie unpredictably.
7) Don't believe anyone.
8) Don't let your enemies know where you are^ or In many

cases, even that you are there.
9) Have decoys. Although it is considered unreasonable to

have suicidal player or non-player twits, one can often 
get another player's characters to unknowingly fulfill this need.

10) Try to take out all of your enemies in one melee round.
'TT) Be mean, rotten, and above all, sneaky.
12) Never place any two of the people on your side closer 

together than 65 feet. That is the distance that light
ning can travel, allowing for error in the estimation of distance.

13) Make certain that your enemies have no dangerous def
ensive devices, such as spell storln or spell turning rings.

14) Srtive to have all battles fought on your own f£uniliar territory.
15) Within the gaune never keep a binding agreement, and from your actual standpoint, never make a binding agreement.
16) Never get yourself into a losing battle. If you find 

yourself in one, RUNAWAY!
17) For that matter, don't get yourself into an even battle.
18) Try to get your enemies to fight amongst themselves. It 

is then easy to kill whatever is left.
19) Use player twits to do things for you.
20) Never give away free advice unless you plan to use it 

against someone.
21) Don't use the same trick twice.
22) Always have an escape route. i
23) When in doubt, blow them up. !lf you have a cleric along

with a SPEAX WITH GREASE SPOT, you can ask questions
later.

24) Always assume that all of your adversaries will make 
their saving throws.

25) Assume that you will fail yours.
26) Try to play faster than real-time by at least 25%. The

ref is (should be) playing real-time. Remember that you 
must not only keep three moves ahead of your adversaries
but you must also keep a move or two ahead of the ref.

27) Never give a party cause to aî tack unless you are ready
for them to attack. You should always be ready anyway.

28) Leave yourself enough spell- and hit-points to get home safely.
29) Whenever possible, set characters up.
30) Be suspicious if you are the only one on your side of 

the table, be it figurative, physical, or game.
31) As the guidelines above suggest, try to minimize casual

ties. You must assume, however, that someone is going 
to get hit. Make certain that it's someone else's character (s) .

32) Never underestimate the power of a pointed stick when 
you don't know all of its attributes.

33) Always keep your back to the wall, unless the wall has 
holes in it.





34) Wear white; they'll think you're lawful.
35) Ambush people.
36) Foster "accidents".37) Have no gross liabilities, such as homunculie.
38) Use armor class 9. Being as no self-respecting chaotic 

is going to be in or near the front line, you do not 
need armor. AC9 helps you to move around quickly and 
quietly.
Something I have tried recently that seems to work well 

is to give the players six seconds per melee-round desicions. This approximates actual timing, nessesltatlng the player to 
think as fast as he would have to in the actual situation. 
If, by the en<̂  of the melee-round, the player has not as yet 
decided on a move, then that melee-round is defaulted. A
defaulted does not move or throw spells, but continues to 
melee if his foe is still alive in the defaulted melee round. 
This technique is also applicable in ending long arguments. 
For exeunple; Ref; "Four more archers come through the doors. 
What are your actions?". Player; "Wait a minute, I still 
think that back around that last corner there should have 
only been...". Ref; "You have taken no action this melee 
round. The following peoplejfhave been hit...".

It is truly amazing fiow well this works, especially 
when you have a computer working with you that will resolve a 
melee in six seconds.
And now for a few comments on the past issue (#10);f ft ■
GOLD;Another New Spectrum use is to use polymorphs to trade identities with someone and have the bad things happen 

to him. Also, MAGIC MOUTH can be used to simulate such 
spells as SPEAK WITH DEAD and AHIMATE DEAD.

WISHERS;If the wish is top big, the ring may overload and 
melt, doing a whole, mess of damage to your hand.

JACKS;Is this bank player or non-player run? As it is seen 
here, non-player-run establishments should exist only when it is imppssible for players to run them and the 
establishment is absoulutely nessesary.HANNIFEN;Anti-magic-users —  yuchl

WEREMONGERS;Having were-creatures as player characters is 
nonsense. When not in were form, they are in all res
pects regular characters. When in were form, they are 
not in control of themselves. // I am one of those DMs 
that beleives your characters may never run in your own 
dungeon. (I am SOL).

GEMIGNANI;As for not killing your characters permanently, 
just what the hell good does it do to kill a character 
off for the weekend dot? Risking your characters is 
the name of this game, as you might put it. Player 
characters that cannot be killed off permanently are 
immortal; and that very quickly leads to a dull game. 
You can nag all you want, but we don't think that you 
should have your characters back just for the asking. A wish might do it, but you should be so lucky.//As for 
cheating!?I?{ We are all aghast that you should even 
make such a suggestion) The characters involved lied a 
great deal, but at no time was there any cheating at





all. As for the "Give it back or elsel" and "Bangl", if the 
theif involved had the power to do anything about his situa
tion, the evevents would not have taken place. Don't expect 
the universe to maintain niceness for you. It never has and 
it never will. It is reasonable for characters to do any
thing and everything in their power to one-another when 
chaotics are involved.//As for "Your heirs will get suddenly 
rich.", we have seen and made it through many a sure-kill 
dungeon.

FOR THOSE OF YOU INTERESTED IN PLAYING WITH US, WE 
STILL MEET FRIDAYS AT 7:30, BUT WE HAVE CHANGED OUR LOCATION 
TO 302if ENGINEERING I. ASK FOR HELP AT THE OLD LOCATION 
(3514 BOELTER HALL) IF YOU CAN^T FIND OUR NEW ROOM, OUR 
PHONE NUMBER IS (^13)825-5879.

THE UCLA COMPUTER CLUB
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COLORADO COMMENTS— Joel S. Davis, 2900 East Aurora #331, Boulder, Co. 80303
Graduation time approaches. Can you imagine the fear and terror this brings? 

One of our better referees, Chris Weiser, is graduating! What becomes of our 
characters in his part of the world? The rumors fly fast and furious...all around 
nis continent, tne spindizzies are warming up. Get out or be taken along! 
Reactions are mixed...but most are journeying east...to Harbortown...to the 
sea. It’s a long journey across the ocean...and perilous,..but it's the only 
hope. Travel to another land— another referee's game area— before this part of 
the planet departs for parts unknown.

COMMENTS ON A&E #10
Lee Gold

I really never regarded WEB as being all that useful...precisely because 
they are so grim! Run that back again? I assume that if;you web something, it 
will be nearly impossible to get at, unless it's very near the edge— i.e., 
almost freed itself. Weapons will invariably stick to the stuff— arrows will 
stop and melee weapons become unmanageable unless carefully coated with oil 
immediately before use. Worse yet, I assume that web burns rather poorly and 
very smokily, unless one has a source of very clean, very hot flame (e.g., a 
flaming sword). Trying to burn through WEB spell webs with oil is very time 
consuming*unless it's at the entrance to a large room or the outdoors— there's 
a strong tendency for the air to foul.

How long to remove plate armor? That's partly a function of how easily it 
may come off through accident or enemy intent in melee. If a player wants 
"snap-off" plate, it can be had. Of course, it will have a tendency to snap 
off at all sorts of inconvenient times. I assume several turns to remove or
put on normal plate— there are a lot of buckles, many in inconvenient places.
Ken Pick

You aren't the only one who went after me with hammer and tongs for the 
remarks about Ist-level types. Perhaps I should elaborate. One of the advantages 
of being higher level is increasing control over one's destiny. High level 
characters have little to fear in many places— contrariwise, they can select 
where they go for the balance of danger and reward that suits them. For low- 
level types, an3Twhere outside the safety of town leaves them choices ranging 
from highly dangerous to inevitably fatal. The world is a scary place. This, I 
think, is— gamewise--as it should be. If luck is to play any role at all, it
should maximally crock those who haven't invested months or years slowly
developing a character. Good play will improve any character's survival chances 
immensely, but there's no getting around the fact that in anything resembling 
traditional D&D, bad luck will often do in low-level characters. High level 
characters can endure a certain amount of it and still have options. I try hard 
to pull my Ist-level characters up...but I can't get too attached to them. It's 
a hard road up...not many make it.
On Spell Points

We now have a dungeon here where all characters are assinned to have large 
"X" signs painted on their armor/robes/whatever...for "experimental." We're 
using them to test out various new game system variations. One system now under 
test gives magic users spell points = (1/12) x Int x Const-^.e., a magic-user 
with 1=15 and C=16 would have 20 spell points. (Go to next page)



Basic points for an Nth level spell are (N+l)N/2 —  i.e., 3rd level spells 
have a base of 6 points. This is multiplied by one for "detect" type spells, 
about three for "capability" (e.g., fly) and "defense" spells, and by fiv^ 
for attack spells (e.g.. Lightning Bolt). Oh yes— almost forgot— M̂U spell 
points are multiplied by level— i.e., the MU described would have 60 points 
at 3rd level.

Spell point systems have yet to see real adoption here for the simple reason 
that they make magic-users too powerful. The experiments in "Dungeon X" are fun., 
but they also make it clear that magic will be too Important if they're used. 
We're still working though.
On WIZARDS vs. ARMIES

I don't know about most of you, but I really get unhappy about Wizards 
being an army's most vital need. Castle? No problem if a Wizard's assaulting 
it. Move the earth around. Drop V7alls of stone on it. Fill it with fireballs.
The Castle's only hope is to have another wizard! FOOIE!

A wizard should be sudden death to most single creatures...or even groups 
of creatures. I admit, no army in its right mind should march unprotected onto 
a wizard's home ground. The wizard has doubtlessly laid numerous enchantments 
to thwart such attacks. I still maintain that if you want to destroy an army, 
the appropriate weapon is another army. There may be advantages in having magic 
available, but it should not be like having tac nukes at your disposal.

As a result, I am seriously considering removal of most of the "army mangier" 
spells from the magic list. First up for removal is that all time favorite—  
FIREBALL. Instead, I propose to replace it with MINIMALL— like fireball, except 
that it's more like a magic missile. It shoots out, hits something (everything 
is assumed to be AC 9 against it), and engulfs that object in flame. Traditional 
fireballs would still be possible— but only as ths result of time-consuming 
enchantments— i.e., "landmines" for a wizard's home territory.

Another"solution"— already implemented— is a simple enchantment that protects 
castles and other stone structures from direct magical assault. It involves making 
an exact model of the castle or whatever, and transferring vulnerability to. 
magic to the model. The model must be kept within the structure. This makes for 
interesting adventures— ŷou can still assault castles by physical assault 
techniques (no protection), but magic users and thieves can try commando type 
tactics to find and destroy the model, bringing the castle dov:n.
VOX DEI, VOX DEI?

I was surprised to get so much flak on this one. Maybe most of you DM’s don't 
face players that will be shouting at you one minute to let them do something 
not in the rules because it's reasonable...and will be shouting at you a few 
minutes later that you can't do something reasonable because it's not in the 
rules! Maybe you like to reason it out on the spot. I'm not above being corrected 
on something clearly in error, but D&D is full of "judgement calls." If the 
referee lets himself/herself get into too many such arguments, that's exactly 
what'll happen— too many such arguments. Why shouldn't a player argue with the 
referee if the referee is susceptible to changing his/her mind on such things.

Of course, if a referee is "above criticism" at all times, chances are all 
the players will stop playing— the classic protection against chaotic dungeon- 
masters. But the time for such arguments is afterwards— v̂rftien the player has



no immediate interest in the outcome of the argument. It’s traditional here 
to get together after the D&D breaks up at a local all-night restaurant for 
a bull session. I don’t stand for much arguing during a game...but I'm very 
open to criticism at these sessions. I often solicit such criticism at "neutral” 
times, anyway. I even use occasional questionaires. I care very much about the 
quality of my game...perfecting D&D AS A GAME is a matter of endless improvement.
I simply don’t feel there's much to be gained by arguing with a player who— at that 
point in time— feels that he/she is being crocked. In the heat of play, player’s 
tendencies to "round off in favor of themselves" is all too evident.
Dick Eney

I agree about DMs who crock players just because they get out of a deadly 
situation. Such action is atrocious! I do, however, have one exception— if you 
want to call it that. If some trick is discovered that's too pat, it will work 
the first time. But word will get around. Next time either the monsters will be 
expecting it, or the universe may "flux" slightly— but ONLY between adventures, 
and the players are always warned. A classic example is that players were 
"defeating" the slight risk in TELEPORT by simply throwing "fly" first and 
then teleporting in high...or by building multi-story dwellings with 10' floor 
separations, and coming in on the second or third floor. One day it was announced 
that teleport appearance errors would no longer be in 10' increments (continuous 
instead), only locations on/in solid matter could be "carefully studied," and 
there was a 1/1000 chance of a "major error"— distance errors up to 1000 miles 
in any direction. If a completely reliable teleport were desired, HOMING TELEPORT 
(6th level spell) was available...but this required an appropriately enchanted 
artifact to home in on.

Another example was the easy destruction of castles via MOVE EARTH or 
dropping WALL OF STONE walls on them. This was defeated by a simple enchantment 
making most structures immune to direct destruction by magic (see above).
Note on Will O'Wisp

Why does a Will O'Wisp have to attack...or even stay near a trap? If it 
follovjs a party long enough, eventually there will be casualties and life energy 
for it to feed on.
Nick Smith

...But Balrogs have a number of advantages. If things get too tight, they 
can fly away. Being a man-type (sort of...it carries a sword), it may carry 
other magic it can use. It's +1 sword sometimes has other-abilities. Finally, 
it’s highly magic resistant. And who says it has to use its whip...ever seen a 
Ealrog grapple two heroes (one with each arm) and immolate a few times? Balrogs 
are strong!
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:OI<[M]ii>ITS ON A&E #11
Lee Gold

Yes...it only costs a Wizard 250 to make a CURE LIGHT WOUND potion...but how 
about the Wizard's time? Do you suggest that a 12th-level wizard charge only 
3000 for an entire week of his/her time? I think that's incredibly cheap, 
considering now much can be made just running around fighting monsters the 
wizard entirely outclasses.

I don't regard 50,000 for an X-ray vision ring as that high. For one thing, 
a closer approximation to the necessary spell is WIZARD EYE, since CLAIRVOYANCE 
requires a mind that can see to read. In addition, the Gygax magic system makes 
each spell quite precious. Finally, the direct advantage of a ring is that you 
can use it all the time without real difficulty...spells must be conserved for 
when you think they're really needed.

There's a game feature to remember too...the basic idea is that magic is 
accumulated by going out and fighting monsters for it. Selling magic...especially 
at reasonable prices, will tend to make player characters too powerful too fast. 
My general rule of thumb for prices on magic items— in the very few places such 
can be obtained— is as follows:

1. How much would Î sell such an item for assuming:
a) The buyer is a non-player-character that I will

never see again.
b) I currently only have one of the item.
c) The item in question is something I can use.
d) I regularly adventure in fairly hazardous areas.
e) I am sufficiently high level that the character

doing the selling is developed enough to be 
very valuable to me.

2. Now, because it is a seller's market, I double this value.
To put it another way, would one of your characters sell his/her only 

ring of invisibility for only 6000 gold pieces? How much per week would have to 
be offered to one of your wizards to retire him/her from the game to sit around 
the lab doing enchantments all day?

Before, however, you decide I'm just an irascible bastard, let me assure you 
tnat your values are closer to reality than many I've seen mentioned or implied 
in AiiiL...you just happened to come first in issue 11.

Wayne Shaw
Why do people over-react to force blades and such? I suspect it's because 

of resistance by the players to an endless succession of boons that are crocked. 
There are two ways to keep the game in reasonable balance— one is to keep artifacts 
few and far between, and to limit their usage...the other is to have lots of 
them, but crock nearly all. I prefer the former approach...that way, when you ̂  
get something, you can enjoy it, and not worry about the perrenial chance of 
a grim backfire.

I don't understand what you mean about my monetary system on wishes being 
complicated. It only requires a single roll to determine nominal value. If other 
referees want to handle wishes differently, that's their business. It certainly 
doesn't affect the complexity of my adventure.

Once again, I (as referee) am not adverse to crlticism/advice on rule inter
pretations. I "start rolling" when the issue is clear and the player is merely 
arguing with the umpire. A classic example is on wishes. I have stated time and
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again that LIMITED WISH (in my world) is really "Limited Time Reversal"— it can 
be used to change a single, decisive event that doesn't involve directly affecting 
someone else's free will without their permission...and that the main effects 
of the limited wish must occur within a few hours of the reversed event or the 
time stream will somehow readjust to keep history pretty much the same.

Nevertheless, there is one player here who Invariably starts arguments whenever 
a limited wish becomes available— generally of the form "You should be able to
wish for _________ ," a discussion that properly belongs in D&D Design Sessions—
not the middle of a game.

Similarly, I endure arguments every time this player gets a Full Wish. The 
player likes to play dwarves, and almost every time insists that a wish should 
enable his dwarf to have no limitations on advancement. Time and again I point 
out that, in my world, wishes do not affect the fundamental laws of the universe... 
but the argument is raised again and again. If I "start rolling," at least the 
otner players have an incentive to clamp down on the recalcitrant one to get the 
adventure moving.

One more example. Skeletons are essentially mindless. If they're chasing 
someone, what route do they take? I assume they'll take the closest thing to a 
straight line, but will take less direct routes if the immediate route is 
blocked— either with obstacles or lots of other skeletons. Assuming you adopted 
such an algorythm, how would you handle a player who— rather than tell you what 
his/her character is doing— insists on arguing about your method for determining 
movement by the skeletons, once you had made it clear how you worked it? My system 
is to assume they are cursing God for the way the universe is set up... something 
they are perfectly allowed to do. If well advanced in lawfulness or chaos. I'll 
even give them a small chance of divine intervention in response...but I refuse 
to nold up the game for such arguments or frequently change my interpretation of 
the rules in mid-game just to suit a player. You're quite right...they always have 
the option of not playing any more. If I get too unreasonable, I assume I won't 
have any more players. So far, this problem has not arisen.
Nicolai Shapero

For awhile I did prohibit second rolls for everyone. It was a matter of striking 
a balance— if a player thinks their character is a good-for-nothing, they'll play 
it suicidally, and that hurts the other players.

I'm utterly amazed that a Wizard— or one powerful enough to keep them captive—  
would ever lend a wand of cold so as to leave it in the hands of a first level MU... 
even for first pick on magical treasure found. Too much chance that the character—  
and wand— would not come back.

That was a good article on the Gygax Point System...I don't see how anyone 
in Lake Geneva made it to higher levels with the low number of points he allows. 
Under my system— vastly more generous— no one has gone higher than 12th level in 
some 2% game years!
Wes Ives

I'm inclined to agree on unconsciousness/death hit points. Assuming that 
increasing hit points with level is generally indicative of ability to avoid 
damage through skill, I intend to make death occur at D8 + Constitution Bonus 
hit points more than hit points rolled. We’ll see how that works.
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Seaa Cleary
I assume that undead run from clerics due to simple proximity to the "aura 

of God." If one assumes that undead are generally motivated by the forces of 
chaos (probably true, at least for Wights, Wraiths, and Spectres), then there's 
no reason why the equivalent effect for a chaotic cleric wouldn't be control.
However, to keep things in balance, I suggest that a^ most only about half as 
many be controlled as would otherwise be dispelled/turned away.
Jason Ray

The question of using a charmed ore to take risks is a question that can be 
debated endlessly. I still claim, however, that a charmed ore would not necessarily 
follow such instructions. Remember, "charmed" does not mean "enslaved." What would 
you do if your true love asked you to take some suicidal risk? You might do it to 
impress him/her...but chances are you'd assume he/she didn't know what he/she was 
talking about and act accordingly.
Glenn Blacow

VJhat we call "Great Balrogs" here are simply the Balrogs that do 4-% damage 
and are immune to non-magic weapons. However," rumor has it that the new D&D 
supplement, ELDRITCH WIZARDRY, will make Balrogs much more dangerous— giving 
them the ability to teleport, transfer to phase & astral planes at will, and to 
call in lots of other Balrogs, demons, etc., in time of need. Further comments 
on Balrogs should await the appearance of the supplement...but I also refer you 
to my description of demons a few issues back— essentially a combination Balrog- 
Wizard-Evil High Priest with the additional ability of command over all forms of 
fire and cold.

The "premium on teamwork" is much a matter of taste. To my way of thinking, 
each expedition should be planned much like a commando raid, and executed in a 
similar fashion. Good planning and teamwork is important simply because the danger 
level is adjusted high enough to make goofing off fatal. I gather from A&E that 
the degree of involvement necessary in implementing such operations are not to 
the taste of many— the game may cease to be fun when it's really difficult to 
play successfully. Is D&D an easy game or a difficult one? That's up to the 
referee. I d£ know this: Despite the fact that I'm very generous with monster 
points, and despite the fact that my adventure has almost no "ZAP!—  YOU'RE DEAD" 
type traps/crocks, I'd assure almost any other dungeon-master that they could 
feel comfortable about accepting characters from my world— whatever level they are, 
you can rest assured that they earned it!

Yes, I know that my "Station in Life" Table runs too heavily toward the richer 
classes for an accurate reflection of medieval society. It makes sense if you 
assume that the richer classes contribute more than their share toward those who 
try to become "soldiers of fortune."
MONSTER OF THE MONTH— The Stingwing (Coming next month— the Vatch)
Number Appearing
Outdoors............... Normal Flock (90%); 6-36 Great Flock (10%); 20-200
Move^ ............ 36 Treasure; 1-6 gems in 5% (one in twenty) of nests
Hit Dice............... Any hit or other damage kills it
% in lair.............. 25%— If not in lair, will be visible airborne at large distance.

Stingwings have bat wings, beaks filled with sharp teeth, sharp talons, and rough 
abrasive skin. They literally drip with a violently corrosive deadly poison. Any wound 
by a stingwing means instant death unless save vs. poison is made twice, in which case 
they do 6 dice damage; if made 3 times, 3 dice damage. Their venom also acts like a 
Rust Monster on anything ferrous. Stingwings always attack—  much like nasty piranna.



I have received A&E §\ and #2 and wi I I comment on them along with I I

MANY WORLDS OF Margaret Gemignani 
3200 NE. 36th Street, //907; Ft. La u de r da I e , F LA 33308

I always love good honest humor and I loved Jack Harness's cartoons 
I would like to buy some of them if Jack would sell. They are really 
great. I am collecting good D&D artwork, so if anybody has some that 
is reasonable, write me. Lee, yours and Jack's Dungeon Song was out
standing, really set the theme of the APA.

Here we go again; can the dice 
visited some SCA dungeon masters in 
no trouble rolling 18, but 18 is as

roll 18; sure they can. I recently 
Phoenix, Arizona and their dice had 
high as you get for human; older

races got +1, making it l9--and of course, the DM gets a twenty.

Some of you who have this issue may look at Mark Swanson's comments 
on Hold Person and Charm Person; when he made them they were v a 1 id for 
E. Gary standard D&D definition, but now they are rarely used that way. 
Those spells were never as complete as Ted Johnstone would want them; 
they were just not that definite yet. They were never meant to be 
complete; there is really no completely potent spell when you look at 
them.

Cal Tech plays a much 
precise version. Most eng 
D&D as a competition

rougher version of D&D...and a much more 
nfeers are like that. It is better to play 

between the DM and the players.

The Cheryl unicorn was interesting. It Is a shame she came across 
so poorly in the adventure writing about her. She really should have 
gotten a Bore spell roll on that. I hope the Unicorn-Centaur did 
better. How about Pegasi-centaurs? I had a delightful one called 
Leau in Midgard Ltd., just about pony size; she flew and kept her 
mouth shut.

1 liked Lee's discussion of Animals.

Ahem, Mark S., stupidity should not be rewarded except by its own 
consequences, which is not what your turkeys would like. No, Goree is 
not nasty; it just does not have free lunches about like a few dungeons 
You do your folks no favor giving them a free lunch; you make them 
easier to kill when they hit a hard dungeon. A solo would have known 
how to free the junior prince of dwarves because a solo knows the 
first thing is never do leave any stone unturned. You might tip over 
that stone.

When it comes up
with informative materia 
there a novel by similar 
kid you not.

magic and _ 
, and so 
name i n

Thou art God are very very good work 
— * s House of Red's . Wasn't
Diana Riggs played a nun? I

was
which

The question 

A&E #2

list always leads to a good discussion

More good cartoons. The crowd on the cover looks like fans trying 
to get into a fan party at conventions. Lee, your encounter chart was 
very good. It was nice to know there was a time when E. Gary used to 
write nice letters to this APA; let us bring back the so dear days.
The All Green Expedition may have been the worst for that time, but 
Turkeys have topped it long ago.



I really think 
chael Siemon, you

If you had strength and used it 
could use the Bard or Singer.

with restraint

Robert Sacks, I know you are trying to say things; I knew they 
are important. I know you are smart. But I can't understand you. You 
slip around and do not make yourself clear.

f i rst Brilliant Jade - 
Here is an i nter- 

because you made
fox

and the fox must pray for five years to Buddha before becoming 
ideas on character tables and suggestions on how a char-

Dick, I nearly died laughing about that 
litar expedition. It was a very good cartoon too 
esting point about f ox sp.J rl ts ( wh i ch I researched
them sound so good). I found out that fox spirits may come in good 
or eV i f
human. Good ideas on
acter/player can live a bit longer by not getting 
away. At least wait until the game starts before 
side of God; no need to hurry up collecting your life insurance

Ghod mad at him right 
getting on the bad

Jerry Jacks must have been a good DM, but he was not doing you a 
favor, giving out so much stuff. It gets you used to the soft life, and 
when you get some place else, you get zip.

Folks,here are some points. How much do you owe the mule when 
you take him down below, and how much do you owe your other animals?
You owe them something, you owe a blink dog more, and you owe a Pegasus 
a great deal more. Pegasi may not be magical, but they are highly 
intelligent and also shy. They can be highly trained and .. very loyal 
and excel lent fighters; you should not leave them tied up to feed the 
weretigers. You should try and get them out. Even the cowboy tries 
to save his horse, a man his dog or cat. Have a little concern for the 
poor beast. (How you get seven when they are so shy is a mystery, but 
there are many mysteries in D&D and when a fellow goes to the trouble 
of apologizing, I am not going to go after him about a mystery like 
seven Pegasi. He is much too nice to do any Turkey shooting upon.)
The last Pegasi we got were very, very shy. They are wild horses.

The next fellow who tells me first levels are dumb better have no 
dumb higher levels about for me to pick on. E. Gary always said the 
first levels were the most important; they become higher levels. They 
have to be smart to survive. And if they are tough and blooded prop
erly, they will make a hell of a character. Far better than the easy 
living higher level who got his levels and his things because the DM 
was such a nice, nice person.

There is no such thing as a hard dungeon. If you play fair, the 
trap must be tough, but escapable. That head should be used for some
thing more than a good target for an ogre's club. The treasure should 
be payment for risk. No risk, no treasure. And there must be rest 
areas. You might like to get into a philosophical discussion with 
Chaotics, if you were tired out. Remember folks, while you talk, you 
rebuild. Definition: Flunkie = ruffian used for monster fodder.
A hireling is a useful fellow. Don't call a hireling a flunkie. It 
is insulting.

What is a Lawful Balrog, folks?

Prices on magic swords In this area; 15,000 plus extra for 
bonuses. Use Iddles in your dungeons to get treasure, for warning, 
for anything. Really dressed up the place; it looks better than some 
of the things used to dress up a dungeon.



A&E ^11. Turkeys, here I come.

Cover outstanding. Really interesting thought behind the cover. Good 
cartoon.

Lee, have you ever thought of anti-matter as an AMU article. Phase 
spiders are non-material monsters in some cases. Low dexterity magic 
users should not use any spell near their own people under penalty of 
getting damaged by the survivors. I remember the natural half-elf half- 
Orc because of the delightful and meaningful wisdom of the Abbot who 
spoke to him. Fred Bloin used to have a Lawful Ore and somebody once 
used a Lawful BaIrog.

Did you hear the one about the party who would have subdued the 
dragon, if they had lived through its last attack?

Is that you again, Shapero? 
of the things they do and live.

ca n ’t believe you characters do some

Lee, the Live Ring game can be 
R&H Productions, 1301 Chalmers Road, 
Some of the rules have been adapted

gotten from WendelI L. Hill, Jr;
Silver Springs, MD 20903 for $1.50 

so you can play a live D&D quest.

Nick, 
hered i tary 
Chin Lee a

no Siamese cat makes that noise stalking 
brain defect that makes them irrational, 
brain defective. She's got good company

Tigers have the same problem.

They have a 
Are you cal I i ng 
Siberian White

Explain this, Nick. Take on good experienced character and run 
him through several dungeons using several different dungeon masters 
If he is any good and the DM is fair, he'll make a good job ot it. 
Some will be harder dungeons, but that wouldn't bother him if he
used to 
go down

the soft 
to Goree

life. Some 
or Edwyr.

of your folks are, and you'd better
i s not 
not

Jim Cooper, good work there, 
ca I I Unex i sted.

know about Steve Marsh too

the
Why don't we scare a 

Non-Existed dunqeons?
few Turkeys by telling tales of Steve Marsh

You're learning, Sean Cleary. I'm glad to see that. Write and 
talk to Lea and Manlu anytime. Your dungeon Chaotic and Lawful worked 
together. How could that be? But many of your ideas are good.

Hi Ken. How 
on one expedition
can't 
I can'

did Ch'i.n Lee go up four levels and get 40,000 GP 
and keep her mouth shut long enough to do it. I 

believe that .45, missile weapons for clerics. You are another, 
t believe anyone would do the things your characters do and live

Good work, Jerry Jacks

Jason, Icuk has little to do with using what God gave you to keep 
your ears from falling off has a lot to do with it. Some monsters are 
trying; others aren't. When I take out a monsfer, I do it for a reason 
i don't believe in going down and beat ye old shieId,"Here, monster; 
come and let me try and get your points."



Look at that Unicorn; she should get a Bore spell; I don't blame you for 
going nuts. All your hobbit thief has to do to keep out of fights witti 
me is be worth what I pay him--as any thief should be. That means 
keeping out of my purse. Good comments. Some DMs ge+ a bit too 
thri I led with the bottoms. ' . .

Markt'C: excellent work. Why don't you others get systems like
Mark C. I love legends and history; makes it so interesting and fun.

If you want to teach Chaotics to love, Fang, I'll send you over 
Lord of Darkness, fun person of the week for Corke Campaign. ThereKord , 

i s an 
Liked

you'd just love teaching to love.

Mark S, but you play fair. Liked your stone

anti-pa 1 adin, Memwright 
your work ’though 

You play rough, 
servants.

Oh there you are, Wayne Shaw. You charmed that thief 
responsible forhim. I always thought Fafhrd was muscular 
Grey Mouser would need a bow more than he. You must get many 
per burp with Dr, Pepper.//We retired characters at about 30th

you 
I 'd

were 
think 

augris 
level

because by then they can alI but tear the average dimgoon apart. Too 
much temptation to turkey shoot your monslers. You must be non-human 
to be +I8intelligence; age has nothing to do with level. Work has 
everything to do with it. Level is not a birthday present.

Err, Dick, err, Wayne, we'll let you off with Wish. A Neutral 
who I pay I accept as loyal and who keeps his hands off my loot and uip 
back. I am not hard bitten lawful when I play lawful; I do not feel 
obligated to get the Chaotics; I have to have a reason. If life is 
worth more than Just sport, some dungeons it goes for as Iittle as 300 
GP, but it is a fair risk, not Just a chance to beat my shield and make 
a name for myself. Sure I believe in risk, but I have to have a 
reason for doing it. Resurrections are not aiI that easy to get in 
some dungeons, folks.

Hi there, Nick. I can't believe your characters did that and lived 
You and other folks better stop telling Glenn and me what we already 
know. We know when you go underground, it's for more than to make a 
speech. I can see why your group got no treasure to keep last expe
dition; they deserved none. They did not act heroic. You should act 
I ike your head is on straight; try not to leave yourself open to a left
hook by ye old DM, and you've 
from the treasure. Stormgate' 
on an expedition because they

got a chance 
s characters 
don't try to

Then nobody 
are dangerous 
think; they 

noise.

can keep you 
to other people 

act too quickly.
A wolf or catASharin is almost as good as Chin Lee at making 

who makes noise while attacking goes hungry.
ERic Holmes, good material and funny.
Wes, come up and play some time. I will donate a ^age of treasure 

to Frangis, so don't try anything or you'll be shatting your own cleric 
The only thing I'll leave in your dungeon will be monsters; if the 
clean up committee ^ets sick at monsters on the floor, that's not my 
fault.

John B, congratulations on apologieing; you went up a level.
G 1 enn--congratuI ations on Ariel and Dworking; what a match. Save 

some other relatives for my folks; have I got a boy for you? Manlu and 
Lea are fine and want to work again. Someday we should tell the story 
of how you got a demi-god to back down, if Sean C. was not too embarr- 
assed--but he did back down, and that is to Sean'

I like to use arrowa and missiles on ogres; 
when I was beginning my career in one Wilderness FANTORGN.

My favorite Chaotics are the Illuminati Conspiracy. There is 
somebody for you to love. Fang, far nicer than Kor or Memwright.

You know the truth too, Glenn. Some dungeons are talk, others 
are action.

s credit, 
one nearly got me



BILLY BALROG’S OWN FANZINE # 1 0
by Mark Swanson, 9 Davis Rd, C8 , Acton, MA 01720, Intended for A&E 12. 

Printed by Lee Gold. Greetings fellow editor.
THE V/ILD HUNT is a Boston based D&D APA, whioh concentrates more on the 

DM and less on adventure reports than A&E, Collation for #5 will 
be June 2 7 . Rates are much the same as A&E, with Glenn Blacow 

handling ^ hole raimeo stencils. I have less time than Lee does to 
retype letters, but I handle offset zines at $l/page. Copy count is 
7 0 . TVffl ftk' was almost the size of A&E #11 !
BABY BLUE DRUMS IN THE DEEP; comments on A&E #11, 10, 9...
LEE GOLD- Did I ever mention that Billy Balrog uses as a symbol double 

Baby blue B runes? That he is lawful (mostly). That parties 
sometimes encounter other groups being sent down by the True 

Catholic church,(escorted by Orlando the Grimhanded and his sword 
Reptilebane) to finish his conversion? The Billy Freaks? V/ould you 
be just as happy to hear no more? Probably.

Judging by the ' lack of elves, I suspect that elves ovulate 
every century or two in the LOTR, Once a v/eek in the average D&D 
universe. Sherna has a "clear" spell at the exit of Carnelian's 
new section- demagics any equipment or treasure not yet checked out 
in the classes it's affecting that day. This seems a little mechanical 
to me.
(WHO GOT RICH IN ''4-9?) My preference is to make the analysis and 

sale of unexamined treasure an expensive and occasionally dan
gerous adventure. The best that I've achieved so far is the time 

that the two dwarves accepted 5010 GP for the party's treasure and the 
persons of the rest of the survivors.. More typically, they merely 
face the possibility that for any great magical item the analyzer may 
try to cheat them- and in any case may inform a rich patron.

I agree with you as regards Gygax's business.
Skip Morris, a fringe local that I saw at Disclave, had attended 

DunDraCon and was unimpressed with the games he saw, including the 
Leiber dungeon. His 4-th level FM, magicless, was the junior party 
member and the only magicless one, His mention of the two staffs of 
wizardry, 4- 10+ Paladins, the thief with the the Robe of Eyes, etc 
made a somewhat unfavorable impression, both on him and me. Magic, 
miagic, uber alles... Perhaps I shouldn't be so forward in offering
m.y poor Gorreo to the mercy of such favored Children of the Ghods.

(Actually, of course, any such party would bo ambushed on their 
way to the dungeon by a local troop of brownies and sold dov/n the 
river to Edwyr. I have no mercy.)
FANG- You forgot another important morals "Never wear a stolen cloak

in the marketplace." Somehow I am reminded of my Lawful fighter, 
Triphammer, holder of the unshakable conviction that while clerical 

advice on the management of maces or Masses is to be sought, in matters 
of business or honor it is at best an inevitable nuisance. He serves 
as a nice contrast to the usual charter member of the ACLU attitude, 
having also a firm prejudice against elves, and a conviction that the 
situation/danger estimates of lycanthorpes are not entirely to be 
trusted. This is a Lawful? V/ell, he was an orphan, the child of
a Free Company, shot a Patriarch at I6 - then left his service at 23 for 
neglecting to shoot another.* 'Very dense type, often misunderstands orders.
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comments
SK'tV'' Elpiin ifiay v;... i i> v. ■ i-..............  i--,
! bu't its such lull?) liov/ever. you sxill gt-u ‘-‘C easil.y-
iny comment a few moirl.lio ba.ch on "the harmlessness of the average 

seems to a.pply here. And Glennbnaotic Wisaib
cojiueiunod for the harmlessness of Edwyr

is rather consistantly 
.basip i'd;: 3ctivn'.is

sLcot the scale of reward seeras entirely out of keeping with the risks i 
ooth by Gygaw'B standards and ours. Yes, yes it is just paper goldj 
DU'l' rea.son calls for a. raitc that will not attract mobs of treasure 
see-kers and also for gj.ving the poor Chaotics a fighting chance.

I I'lrr/e upon occasion rolled the player's atxsi,cks v/hile trying to 
sx'-eed up mellee v/ith Khuotio parties. As creator of the original

al abilities 'oable. I would like to request ycur advice on what 
''ompotance vvitn Inanimate and Static Conditions" is. There .was once

spe
r ; , q  ; v'irh 3 Mb's wi h it-- sei'ves me right no doubt. Does the 

.Imrcor'cal heal back from death? This table looks reasonable, though 
1 miss the possibility of the cleric who is +1 with daggers and battle
.̂ilGS •,

lIlCCLAI SKAFERO- I agree with your comments on Jack's prices. Those 
are the raw materials costs for enchanted items. My wizards 

vht'.rye high for their time. 1 liked the adventure- far different 
from one all too usual "-..and then the elf detected a secret door, 
so we slept the ores..." Eo fireballs in the Robber's Roost occupy 
\ c-lu'ie? Just how large v/as that ore room? Believe me, there is more 
.'usci.ce in Robber's Roost than In the Gorree Towns. Rather more magic 
r'-ior. parties would .normally find on the second level. In Gorree, a 
'i.i...okp party miglrfc get that much (m the 7th,
i,:iC .hOLMES-' You seem to have forgotten Ajax’s cut,
■'.ll.- WGLK0I’'F-- Happy to see you. at DISCLAVE,. Actually low level parties 

oe,.n surosive suite nice.ly (o.r at least 50-75% can). Some cautio.n, 
keeping in medium size g;rcaps and a lot of running are the ti’icks 

it als' helps if m e  local dungeons don't have Bal.rogs on the first 
leve.l- That leacer sounds .i.ike a good candidate for "Clerical Sleep," 
■i.''’'-i.phanriier vru.Ld have been, delighced bo help,/ The wilderness disaster 
is funnjr and interesting. Maybe I'li. have t- lock at that Dippy
nari.eort. -hr > whax am savLiy

s..uERi'i
oven
f,.ake

onw ma'be

31st le"/ei. is about as high as l ‘m pr-epared to believe- 
:ha 'c is a bit unrcas-onable, Sixtieth level wizards who 
their living building c.-idwands and selling them at 80/ of 

ials prices, faugggh. It once got suggested that the right
bn.i.ng tu -do if ywu 
iiic no .rest gilded : 
ocorp xhen drop it-, 
■'.-i chest xreasure on

are a sixtieth level Wizard is x.,.' stroll out to 
hole in the ground, TK it int̂ . the air, turn it 

This kills mos t of the monsters and puts the 
t..-rc Dig down till it‘s no longer ŵ ortli it, then

p:, i.ome and leave the 
'.'Alvo cone around,,

res C of it to the two legged v/clves that will 
Give Slavus his auntie Edina's best wishes.

Wonder what the character that got the 
in A Very Bad Mcod will do v,0-th it? 
sleep spells are net needed. Sleep current- 
best to crock t, -saving throws, coffee, 
(Only the laborers sleep.. The 2HD soldiers, 

3 .bO nonooms and k'r HD eficers all resist magic as 3 levels higher, 
ohe officers v;ho look lilce hi.tmans can block detects, also, 10-10,000.

■'..•.X, Fenris has 50 hit diee 
Scroll ■- f Summoning Henris 

.Agree that high order 
ly is a bit gross? i do my 
■'..nd these dresaiiy pit ores.



MONSTER RALLY by Glenn F. Blacow

ARCHGHOULS... These nasty creatures, despite their name, are NOT undead 
They are immensely strong and tough. Upon sighting their prey, they 
will give a piercing scream that has a 30^ chance of paralyzing any 
given member of a party (except Elves and Werewolves; check each 
member of the party) for three melee rounds (Elves can counteract by 
touch). Weapons include a bite (1-8 points of damage) and a weapon 
attack (by type of weapon +2 on damage). Archghouls most closely 
resemble hairless baboons with leprous white flesh.

§ appearing Armor Class Movement Hit Dice % in lair Treasure
(2 legs) 4-6 20| E

air) 12" (4 legs)
will be a 7th-9th level commander 
a 5 th level magic-user and 5%/

POO

2-20 or 2 6"
I 0 - I 00 (i n I a i r) 12"

For every twenty Archghouls, there 
with spells equivalent to those of
level chance of magical weapons,and .rrrngs (ad.armor). For 
then© wi-.lt be ©h Arch'§hOu>l Lord (]0--12't(it dice) with 5^/level chance 
of magical weapons, rings and staff/wand. Able to use magic up to 5th 
level spejitsi^ ;{e <+4 on damage.

Arcbghou 1 King (of the House of! Tocksar) has 15 hi t'dice, magic 
u.Se^as an, I'itb-level maglo-user. LS' -+6 dn darl>ag6 with we'apons. Will 
always be wearing two magic rings. Treasure (if in lair) is type G. 
Archghouls are usually nocturnal. Werewolves and Ghouls will attack 
one another on sight.//It is not advisable to have archghouls on the 

I eve Iupper they are very dangerous beasties

AXEBEAKS... These are large, 
high. They are unintelligent, being 
appetites. They will always charge 
terrible slashing beaks do f-10

flightless carnivorous birds, about 7-8'
little more than walking 
and never check morale. Their 

points of damage.

# appea ring AC
2-20 7

Movement Hit Dice 
I 5" 3

% i n
2 0%

Lair Treasure
Type C + 10^ chance 
of 1-3 gems i n crop

GANGBATS...SmaI I flying mammals. They are at least semi- inteIIigent 
and highly vicious. They attack by the horde, doing damage by sheer 
weight of numbers rather than individual effectiveness. Do 1-3 points 
of damage per bite and have 1-2 hit points.

appear i ng AC
40-200 9

Movement Hit Dice % in 
30" (fly) 1/4 l W ~

air T reasure
N i

GIANT TERM ITES... These are derived from "aquirt-gun" tropical termites 
(the nasutitermitinae). The glands in their heads produce a very 
sticky fluid which, if it hits, "webs" one person. One mutated sub
species has developed a symbiotic relationship with green slime and 
squirts that substance instead (roll D 6 ; on a roll of 6, termite is 
of the green sIime-carrying variety.) Giant termites are very accurate, 
Roll their attacks on the 3-4 hit dice monster table. On a roll of 20, 
the termite's attack will hit his victim in the face. This is deadly 
regardless of type. Green slime Is obviously bad, but a gob of sticky 
fluid in the face will cover mouth and nose, suffocating the victim 
in 3 or 4 melee rounds unless removed by his friends (use of unpro
tected hands or gloves will simply result in such adhering to the glop; 
it is advised that oil be used on the hands). Soldiers are about 3 
or 4 feet long; workers about 2' long (workers are harmless). The 
average soldier has sufficient fluid to "web" only one opponent.



Larger ones can fire two or three times.
// appear! ng AC Move Hit Dice

8 - so 1d i ers 9" 3 -
9- workers I -

i 0-100
1/4 soldiers

soldiers
workers

> lair
T5|

T reasu re 
D

GOLD/YELLOW LOTUS... These two varieties of lotii are identical to any 
eye but those of a highly trained botanist (or sage). Gold lotus 
blossoms are highly valuable, being worth an average 50 GP on the 
1st level, 2 X 50 GP on the second, 4 x 50 on the third, etc. per bloom 
and are perfectly harmless. (If great care is taken, a highIy-trained 
alchemist can turn them into a Potion of Extra-HeaIing; cost Is 1000 
GP per gulp). Yellow lotus, on the other hand, has no value and 
paralyses on contact (no saving throw). If disturbed (as by picking), 
they will release pollen which has the same effect. Since paralysis is 
chemical, being touched by an elf or hero has no effect on the victim, 
(little Old Ladies in Tennis Shoes \_to he described in a future Monster 
Rally ~ LG'] utilize yellow lotus in the preparation of Mace).

GOYIM...Goyim are a combination of enchanted/manufactured/undead
creatures with unpleasant characteristics from all 
requires a living child and ends in an Undead one. 
resembles a hideously misshapen child. They drain 
(once per hit) doing IDS of damage as well. Any c 
but must roll a 12 on 2D5 to do so. DISPELL MAGIC 
wild each do ID6 of damage; if the goyim passes through a 
vs. Evil spell, it will also take ID6 damage. It reacts 
Undead to fire (2D6 in 
not bothered by stakes

take a morale check 
on 2D6, they will

y ,

The process 
The end product 
life-energy levels 
eric may turn them, 
and DISPELL EVI L 

Protect i on 
i ke other

passing through WALL OF FIRE, for example. Is 
or mirrors but will avoid running water. CHARM 

as VAmpires. CONTINUAL LIGHT will cause them to 
(but not otherwise harm them). On a roll of 1-6 
rout. On a roll of 7-12, they will attack berserkly, +2 to hit
Regenerate I point per melee round. If an attempt is made to entrap 
them in a Mirror of Life Trapping, there is a 1/3 chance they they will 
disrupt, destroying the Mirror in the process. Only +3 weapons do 
ful1 damage. +1 and +2 weapons do half damage; normal weapons no 
damage. They are not affected by si Iver. Must 
# appearing Movement AC HIT DICE % in

6’71 5"' 2- I 0 40| F
injured and in danger will revert to gaseous form.

sleep in a coffin 
air Treasu re

I -4
If severely

HELLSEYES..Are vaguely tarsier-like creatures, about 3' high if stand
ing in normal mode, but would be 4' high if standing erect. Are furred 
intelligent, but lack sufficient dexterity to employ most tools and 
weapons. Neutral. Their eyes are usually covered by a transparent 
nictating membrance and when covered by it are harmless. When the eyes 
are uncovered, they inflict severe damage on they being they are 
focused on. A small Hellseye does 5D6 of damage; a medium-sized one 
5D8 and a large one 5DI0. {20% of the population is small; 00% medium,
20;̂  large.) Eyes can only focus on one being at a time. There is an 
80^ chance that their keen senses will detect beings employing 
INVISIBILITY accurately enough to do damage (about 65$̂  normal).
DARKNESS Severely impedes their ability ro inflict damage (only a 20%
chance of 
Are often 
% appearing 
T3‘.i

looking at the 
hired to guard

7

right place, and damage is only 25% normal) 
treasure.

Movement Hit Dice in lair T reasu re
9" 8- I 0 A (or may be 

any treasure type 
worth guarding
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It is pub lish e d  irregu la rly  (sem i-m on th ly , a p p ro x im a te ly ) fo r 

°  e xch a n g e  w ith  o the r S c ience  F iction  fanz ines  and  fo r the  
fo llo w in g  A m a te u r Press A ssoc ia tions: A P A -n u , A la ru m s & E x cu r s io n s , F r e fa n z in e , and  any o the rs  
the  e d ito r is in v ited  to  jo in. ctesirettterS is ava ilab le  on ly fo r trade , le tte r-o f-com m en t, or in APA. 
c i.i’effiiKiirS w e lco m e s  fa n a rt!, Iocs and filk  songs; the faned  will a lso co n s id e r o the r faan ish  m a te r ia l' 
and  even  se rcon  fo r inc lus ion  if he can th ink  on an excuse . All co rre s p o n d e n c e  shou ld  be sen t to 
N ew  L ib e rta ria n  En te rp rises, P.O. Box 1748, Long Beach, C A 90801, A tten tion : SEK3. □

who has sealed off Earth !̂rom the heavens, and thus we are 
known as the S ilen t P lan et to the noisy heavens.

What do eldila look like? Well, normally they are wave-like, 
observed in the air as a shimmer of light (or dark, in the case of 
the bent ones). Since they are waves, they can occupy huge 
volumes of space simultaneously. Then again, they can localize 
to assume any form they wish,

Eldila would be unbelievable powerful if their supreme ruler 
(Maleldil, roughly equivalent to Christ/Holy Ghost) did not 
restrict their nature. They never interfere in the concerns of 
material-matter beings except where they touch their sector. The 
straight ones are "laissez-faire" towards us mortals. They may, 
however, be summoned.

The basic rule is th e eld il w ill on ly  at i f  su m m oned , a lon g the 
p a th  g iven  to  it, an d  o n ly  in a ccord a n ce  with its  nature. Further
more, it must be paid. (TANSTAAFL is big in the heavens/hells; 
in fact. I’ve made it my next highest-order eldil.)

The price of an eldil is a soul, to be saved or—if a bent eldil— 
consumed. Only Lawful souls can be saved and only Chaotic 
ones consumed. The eldil will not come if no lawful soul is in 
danger so there is a built in limitation to using this high-level 
miracle.

On the other hand, the bent eldil will come if properly 
summoned, but will take the caller's soul in payment if no other 
is presented.

S p ec ia l su m m on in g . This differs considerably between law 
and chaos. In the lawful case, incredibly heroic efforts for good 
—or extraordinarily charitable acts, etc.—can lead to a DM 
awarding an eldil to the lawful paladin, cleric, or even damsel, 
mage, etc. Usually the eldil will be around only for the next 
mission, and will only play "guardian angel" against high-level 
evil anti-clericalism. The 21st level patriarch (see below) can 
intercede with the DM specifically to assign it to anyone (but n ot 
himself) as well. It should be used only for a major defeat of evil.

C h a o tic  v ersion  o f  sp ec ia l su m m on  eldil. This is usually pre
ceded by the sacrifice of a lower-level lawful, and is ended by a 
victory (or defeat, Maleldil save you!) of Good. This does n ot 
require a chaotic soul for consumption of the bent eldil, but if the 
plans go awry, the bent one will attempt to self-destruct the 
chaotic forces by madness and temptation to murder and suicide 
(see T hat H id eo u s  Strength by C.S. Lewis, the fall of N.I.C.E.). 1 
believe there's a "spell" called C onjure D em on  which matches 
this.

Eldila are capable of p o s s e s s io n —that is, the vessel offered for 
their occupancy on this plane is the cleric. Lawful patriarchs 
must roll for the possibility of madness at the end of. the 
possession; chaotic clerics for the possibility the body will not be 
returned after use.

Finally, the principle of hierarchy is important, especially to 
the Chaotics. Chaotics can compel eldilic aid by dealing with 
arch-eldila, and arch-eldilic aid if they can make a deal with the 
(or a ) bent Oyarsa.

The straight eldila follow their Oyarsa, but voluntarily in a 
pattern called the G reat D an ce. (See Perelandra by Lewis.)

One can think of all sorts of things for eldila to do, based on 
fantasy works. Let me codify what we have so far (clip and save): 
Eldila; Immortal, impossible to destroy. If they take material 
form, hit dice defined by that form. Move at speed of light (non- 
corporeal) or at speed of their material manifestation. Three 
levels found on mortal plane: eldila, arch-eldila, and Oyeresu, 
usually one Oyarsa per planet. Mainly subject to high patriarchal 
miracles, but can be used by DM as "guardian angels." Eldila can 
block even non-saving-throw "fingers of death." A lign m en t: 
Lawful or chaotic, the latter being "bent.”ySent eldila can be 
substituted for evil demons, exorcised, etc. Eldila are n ever rolled 
as wanderers; they always act in accordance with a divine (or 
diabolical) purpose.

This issue is Number 10 (of Volume II) and 
is intended primarily for Alarums & Excur
sions 12 (June 1976). Next ish: Back east 
for APA-nu, possibly some fanfic.
NOTtCE

I have received a post card from some A&E reader wanting a 
trade for my "D&D" fanzine. This is a good time to notify readers 
who skip over colophons that A&E readers get all the D&D issues 
of C lea r  E ther! Other issues deal with other interests of mine, 
namely, a New York University ApA to keep up with old friends, a 
libertarian fannish APA, and a general personalzine. The next 
issue of the last case, for example, will be Mythopeic in nature.

You can  get all issues of CEl, but read the colophon carefully. 
Money and beggary won't do it. (Money will g e t  you  a

You can  get all issues of CE!, but read the colophon carefully. 
Money and beggary won't do it. (Money will get you a 
subscription to a semi-prozine of mine, but that's another story.)

Write me a loc (letter-of-comment) on an issue, and you're good 
for two more. Or trade me your zine (all for all). Or s8nd me fanart 
(can't get any—name your price! [if you're any good]). Or finally, 
write an article/story/whatever you think I'd like to run in CE!

One last piece of practicality-fandom. Those of you who 
wonder what the hey my title means will find the answer in the 
Lensman series of E.E. Smith. It sums up my "sense of life." And 
if you don't know what a s e n s e  o f  life  is, read Ayn Rand's 
R om a n tic  M a n ifes to .

Enough. Blast jets to the D&D universe. On Green? QXI Clear 
Ether, readers. C lear E ther!

NEW CREATURES (CLERICAL)
Your faned is a fan of C.S. Lewis even more than Tolkien. So 

my overland/wildemess etc.. Terra Supra, has a strong influence 
from the Narnia Chronicles and the Ransom trilogy. Since Gygax 
and Arneson short-change us on lawful "monsters," I have 
borrowed sorn s, h rossa , ph fltrigg i, floating islands and such for 
my all-lawful land, as well as talking animals and calormen.

That part is no different than Gygax's wholesale addition of 
Burroughs’ Barsoomians. But one creature definitely differs—the 
eldil!

E ldila are generally taken to be Lewis science-fictionalization 
of "angels" (Lewis being a hard-core Christian), but they have an 
important difference in that they are far better-defined. Terra 
Supra is loaded with them.

E ldila are simply immune to magic (which involves nature 
manipulation) as opposed to clerical miracle-working (which 
involves spiritual manipulation). By introducing them to your 
D&D world, you will sharply distinguish between mage and 
cleric, and the difference between spells and miracles, and even 
the greater importance of alignment to the clerics.

All miracles are performed through eldila. The cleric has an 
eldil to whom he is attuned who will perform the act for him. At 
the level of patriarch, he becomes a "prince of the church" and 
rates an archeldil. (This was not in Lewis, but keeps up the 
analogy with angels.) Finally, over all tha eldila on a planet, one 
has the Oyarsa (in theological terms, a Principality). Uh, except 
in Terra Supra, where there ar two Oyeresu—but more about that 
later. O yeresu , like kings, are named after the planet they rule. In 
the language in which they converse they are matched with the 
planets: V iritrilbi (Mercury), Perelandra (Venus), Thulcandra  
(Earth), M alacandra (Mars), Glund (Jupiter), andLurga (Saturn). 
Lewis also gives them the attributes of the corresponding Greek 
god/titan. Thulcandra is a b en t eldil, corresponding to Lucifer,
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SUGGESTED CLERICAL MIRACLES FOR LEVEL 8
Summon Eldil Usually only one at a time, unless higher level 
eldil to order several lower-level ones. Requires sou! in payment: 
either lawful to save or (for bent eldila) chaotic to consume. 
Eldila will follow their nature, and the patriarch (E.H.P.) must 
direct his will in accordance. If no appropriate souls is in 
jeopardy, straight eldila will not accept summons; bent eldila 
will consume summoner.
Eldilic Possession Law ful Requires Patriarch to fully give himself 
over as the human vessel for eldilic action. May be driven mad: 
Vb%  chance at 21st level, 66% chance at 22nd level, 50% chance 
at ?3rd level, and dropping 10% until finally at 1% (cannot drop 
to zero). C h a o tic Same but E.H.P. must make saving throw 
iigainst soul being carted away to lower plane and consumed 
( use same percentages). Straight eldila may be directed to enter a 
lawful to protect him/her from overwhelming temptations (eldilic 
attacks), and will always leave on request. Bent eldila can be 
directed to invade any alignment— bu t on ly  fo llow in g  a ch a otic  
a c t—and then must be exorcised by cleric. (.Exorcism  may be 
r('(|Hired as a separate miracle for clerics to choose, or can be 
iissumed as basic equipment for any cleric of Village Priest or 
above.)
Summon Soul Requires Sum m on Eldil and C om m une. This 
allows thie patriarch to find the soul of any dead character 
(sending an eldil after it), and then allowing it to join him or a 
willing recipient for assistance and advice. See Operation  
C h a n g elin g  (also published as O peration C h aos) by Poul 
Anderson for an example. Bent eldila can be used to "marry" a 
cliiiotic soul to a recipient and destroy them (see W ar in H eaven  
by diaries William, fellow Inkling of Lewis and Tolkien). Soul 
may o n ly  be obtained from aligned plane: lawfuls from higher 
plane, chaotics from lower. Sum m on Soul is required for R ecrea te  
Life.
Recreate Life Requires Sum m on Eldil, C om m une, and Sum m on  
Soul. The ultimate in R aise D ead  miraclesi It will put the 
returnee into the pink of health, but wipe out the patriarch for a 
solid week. E.H.P.'s can use it as Damn Utterly, which disin
tegrates the body and casts the enemy's soul into the lower plane, 
where he or she will be plied with temptations and tortured until 
he or she succumbs or is saved. (For an invasion of hell scenario, 
see Anderson, op. cit.)
Restoration of status; Note that these eighth-level miracles 
finally put the cleric in a (potentially) superior position to the 
magic-user, or, to be exact, the ultimate cleric over the ultimate 
mage. And as nearly all fantasy agrees, that's as it should be. 
Druids (magic-users simulating clerical spells, neutral in 
alignment) cannot use eldila because there are no neutral eldila. 
However, Lewis does assign the d a em on a e (aerial spirits) to the 
neutrals (see Merlin in That H id eou s Strength). Already G&A 
have given us pixies (sprites), djinns and efreets, and elementais, 
all of which would be most attuned to neutral magic. One could 
add to the d aem on ae, creating a class just under the eldila, 
should one wish.
TERRA SUPRA

"Welcome to my world/Won't you come on in?/Miracles like 
this/Still happen now and then ..."
Geography As suggested by Gygax and Arneson, Terra Supra is a 
flat world; therefore, you can indeed sail off the edge. To "outer" 
appearance, it is disc-like, but those not viewing it from "outer 
space" but travelling on it will find that it appears to go infinitely 
far to the north and west, and to the south and east. (Taken from 
the I?oncept of the "True West" from LotR by Tolkien.)

Terra Supra is a highly compressed world, and densely 
packed. A hundred mile journey in the right direction can take 
you from tropical jungles to frozen northern wastes.

All terrains are found here. The continent has a mountain 
spine near the West Coast which breaks in a large pass (one hex) 
and then ends. To the north and east like the frozen northern 
wastes. These are divided from southerly regions by two forks or 
tributaries which come together somewhat east of center in a 
large, lake-like areas which empties into the great river Zetona, 
which nows south to the sea, slightly to the west.

Now, to the lee side of the mountains, south of the tundra, is 
the Desert, fading into prairie and meadows as it approaches the 
Zetona. East of the river, as far as I have mapped, it is thick forest 
country. This is in the northern half of the continent.
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An incredibly wide road runs East from the coast to pass 

through the large pass in the Mountain range, then jogs north a 
hex and continues east to bisect the continent into northern and 
southern halves. This road is the Via M edia, and from it sprout a 
road to the north and west (on the windward side of the mountain 
chain) called Via L egus, and to the south and east (across the 
Zetona) Via C hao. The Coast moves south and begins slanting 
eastward (like Southern California) and that truncated quadrant 
of the continent is (as we go south of Via Media) savannah, 
jungle, swamp, and coastal marsh in that order.

Finally, two areas are mainly farmland; the northwest coast, 
which is known as L eg u s (land of Law) and the southeast C hao  
(land of Chaos). However, as could be expected, as one goes to 
the northwest in Legus, one enters an incredibly good-climate 
parkland where the sunlight becomes progressively dazzling, the 
stars and moon brighter and clearer, and everything seems to 
solidify and get progressively sharper. "Farther up and further 
in."

Now to the south and east, past the farming area, one comes to 
chasms and canyons, volcanoes and pits. Darkness, gloom, 
sulfurous pollution increase; distinctions blur and everything 
seems to lose clarity and focus.

Dead center, where the River Zetona crosses the Via Media 
(obviously the key trading point) is a town. To the south of that 
town are ruins and graveyards, said to be filled with the undead. 
The northern suburb, winding around a hill, is a fairly well-to-do 
area. And just to the north and west of this town called Free, only 
a few miles, is a large (one mile by one mile) box-like object, with 
four gates exactly in the center of the north, south, east and west 
walls respectively. It is known to the inhabitants as The Maze. 
Major Forces As I explained elsewhere. Terra Supra has eldila. It 
is unique in known worlds in that it has tw o competing Oyeresu, 
but that occurs only because of the "infinite" extension of TS in 
two directions. (Ask mathematicians what happens when you 
throw an infinity in.) To the far northwest is H ypercandra, most 
powerful spirit of Law; to the southeast is H ypocandra, supreme 
spirit of Chaos.

Each of them has a material manifestation (or if you don't like 
poly-entities like Trinities, define them as material servants). 
H yp erca n d ra  manifests N eo-A sla n , a large lion with Redeemer 
attributes. H yp oca n d ra  manifests Sauronoid, a symbol of total, 
unrestrained power and appetite. Finally, to rule over the land of 
Chao is a Chromatic Dragon Chrom a (pronounced with the 
throat-clearing "ch"). To protect and defend Legus (but not rule, 
for the land of perfect natural law obviously has no rulers) is 
P latitude, the Platinum Dragon.

Farther up and further in (and farther down and further out) 
one finds an increase of Lawful (or Chaotic) power. Dead center 
(around Free, centered on the Maze) one finds neutrality.

J^eutral Alignment In Terra Supra, neutrality is simply a mixture
good and evil. If you threw a D etec t Evil spell on a chaotic (or a 

D e te c t  G o o d  on a Lawful) you would get a "direct current," give or 
take a few spots, sparks, and sputters. On a neutral, the spells 
will give a blinking Good or Evil. Those using W arlock's D etec t  
A lig n m en t will get an "alternating currem" of Law/Chaos/Law ... 
The Maze Structurally, the mile x mile enclosed area is a "maze" 
with two hundred amd fifty-foot corridors. The walls are thick 
and nearly impervious. In the center, if you can get there, there is 
a large building, several blocks on a side. No player-characters 
have got this far. Wandering Monster concentration is extremely 
dense, as all sorts of creatures are trappeed inside, especially 
expedition parties. Also, the outer corridors are lined with lairs 
and passing photoelectric cells will randomly trigger doors 
unleashing even more monsters. Basically, it's a one-level potent 
dungeon.

So far only one expedition has entered the maze and none past 
the innermost corridor (Craig Vaughn’s magic-user and cleric, 
and one of Charles Curley's hobbits.)

M e s s a g e  to  D M s and O verland M asters O nly (no character 
should know this): the Maze is a combined effort of Magic and 
Anti-Magic. A gigantic space-time-warp generator was combined 
with an Amber Pattern (see N in e P rin ces in A m b er  and subse
quent books in the series by Roger Zelazny). The result was a 
space-warp and teleportation vortex, integral to the make-up of 
Terra Supra, and a "black box" exploration for some of the weird 
properties of this flat world of infinite length.

Those who penetrate the very center of the Maze (legend has it) 
can attempt to "Walk the Pattern;" should they succeed, they will
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have temporary omnipresence—they can see all of Terra Supra 
and all worlds opening before them and can simply step where 
they wish to go.

The Maze makes T elep ort anywhere near it incredibly risky. 
Random scattering of your atoms is 50% probable in the hex 
containing the Maze, and inside of it, you can kiss off your 
D im en sion  D o o r  spell as well. Other probabilities are tht you will 
remain together but be sucked in the Pattern, sent randomly to 
any teleportation booths (several connecting Free temples to 
their headquarters), and sent to random worlds with teleporta
tion receivers.
History of Terra Supra Recorded history begins with the estab
lishment of The Maze. In the adjoining area, an imperial city 
N eu tro p o lis  was built by the fruits of conquest, and the Neutral 
N eu tra n s formed the E m pire o f  Neutra.

After those who created Terra Supra (Arisians? Eddorians? 
Some One else?) left it alone, they perhaps did not realize that it 
would break down dimension barriers on its edges to other 
planes. Since Terra Supra is artificial in origin, it had no native 
Oyarsa, and the populace drifted into neutrality. The Anti-Magic 
User (scientist) servants of the Maze-builders slowly fell into 
decadence, and Wizardry Colleges fluorished.

A bent eldil (of another plane) was promoted by his Oyarsa 
(perhaps Thulcandra) and, the legend goes, contacted AMDs 
who had formed the N eutran In stitu te fo r  C on trolled  E xperi
m en ta tion  (N.I.C.E.). N.I.C.E. bridged him and his eldila 
followers over, and turned chaotic. A heroic Wizard, discovering 
this, threw his mightiest spells on the fringe of research, and 
made a gate for a lawful eldil to cross over to combat Hypocandra 
and his forces. The battle ended with both Oyeresu losing their 
first material forms, but established permanent bridgeheads on 
opposite ends of Terra Supra.

Followers of Neo-Aslan, the latest manifestation of Hyper- 
candrajMtablished the first church, and the Chaotic followers 
followed suit. Other churches were founded, and clerics 

^uorished. N eutra crumbled, and the mighty capital fell, leaving 
only the trading town of Free, and ruins and graveyards. 
Inexorably the forces of Law moved south and east, and the 
forces of Chaos north and west.

Sine the Lawfuls would not agress, the remaining small 
Neutral Army holds off the Chaotic forces, retreating slowly back 
up Via Chao until now they stand at the very crossroad of Via 
Chao and Via Media. The Chaotics fear provoking the Lawfuls' 
attack should they simply crush the remaining Neutrals, so they 
have established a truce.

In particular, the Chaotic leader Chrom a fears the Platinum 
Dragon will challenge her to personal combat should she leave 
her palace at the end of Via Chao to lead her armies, so she waits 
for her chance, ruling her land cruelly and wantonly.
Free Press has a Lawful northern half, including the hill suburb 
mentioned earlier, a chaotic southern sector, including the 
ancient graveyard and Pyramid Ruins, and a neutral strip in the 
center, with trading and a town "government." Mayor Salvo is not 
exactly known for his stainless purity, but upon him rests what 
was once the Imperium of Neutra. He is aided in alliance with a 
Wizard who lives just outside the hex, past the rich suburb, and 
can call on the highest Neutral Wizard, who runs a college inside 
the Maze itselfl

Why do these Wizards live outside Free? Well, the C ovenant 
established that no one of one rank below Castle Lordship or 
higher could enter Free. Thus the temple and churches of Free are 
run by Bishops, Magic Users leave jown when they become 
Necromancers, and the only Superheroes work for Mayor Salvo 
(who is himself a Master Thief). The Covenant keeps the city free 
from heavies who could disrupt trading, and allows inter
mingling of alignments.

The town is riddled with neutral police whose only functions 
are to break up fights before they become wars and to grab 
anyone the Mayor wants. Only the Neutrals are truly bothered by 
them for the Lawfuls don't believe in police and the Chaotics are 
under their own orders.
Entering Terra Supra Entering and leaving Terra Supra isn't 
easy, so it is advised that players be prepared to leave a character 
in for several expeditions. One way to enter is to be born there; 
several players have chosen that route. Another is by control of 
the Pattern—but nobody has figured that out yet. Finally, one can 
be "Monster Summoned" in. My first installment of adventures 
will discuss a certain Anti-Magic User and his basement 
experiments.
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There are many ways to leave Terra Supra, but only three will 

get you where you want to go for sure. One is to conquer the Maze 
and Walk the Pattern. Two is to have an eldil escort you home 
(high-level patriarchs needed). Three is to find a pair of red 
witches' shoes, put them on, and think, "There's no place like 
home , .."

One party has come in so far, five players, two characters each. 
Next issue, dear reader, I shall relate to you their saga, which, for 
reasons that shall become obvious, I call the WyTinthy. Save this 
ish to check details on!

LEFTOVERS FROM LAST ISSUE: THE FEM FORCE!
As we switched generations, I was about to being a group of 

neutrals, having played Law and Chaos. For a switch, I made it 
all-female. H ip p o ly ta  B eta is an Amazon fighter, 18 strength with 
bonus. As "beta" (second) in the line of Amazon nobility, she 
grew up reading her way into a "sense of wonder." And 
questioning the female chauvinism of her culture, she became 
outcast and entered the world Out There. Though far more 
inquiring and tolerant than the average Amazon, the culture gap 
would create quite a strain between her and human males in the 
same party. She is exasperated by damsels, incompetenjemales, Tj 
and repelled by courtesans the way a "macho" man in our culture J 
reacts to a gay in full drag.

A lly syn  is a witch—a Neo-Wiccan, that is. A modernized, non- 
sacrificial druid. She's being played as a "Harness Neutral 
Cleric." Considering the fact that she started out with one hit 
point, is going up as a magic user in hit points, and has to work 
up levels by acquiring sume of M-tC E.P.s, her survival is quite 
an accomplishment. Allysyn is compatible with human males, 
but if they are not of her tribe, they are merely for use and 
discarding. She wears wolfsbane and, as Harness suggested, has 
limited polymorph.
Irulan  J ess ica  began as a Bene Gesserit (read D u n e by Frank 
Herbert). Basically, she is an "anti-magic" (scientific) Neutral 
Cleric/Courtesan. Her weapons are a Maula pistol and a Gom 
Jabbar (dart gun and poison needle). She has prana-bindu 
training to effect "unaligned" cure light wounds, "Voice" for H old  
P erson , and various technological devices for the other Clerical 
miracles. Her aim in life is to get the best genes for producing the 
Kwisatz Haderach. Since she doesn't care how she get those 
genes, she's part courtesan—and thoroughly neutral. (E.F.s are 
split evenly between N.C. & Ct.) Highest level is called a 
R ev eren d  M other, rather than Fatriarch or E.H.F.

Alas, in the second expedition the Fern Force was on, she 
picked up a "Tract" (Clerical "Scroll") and was turned lawful. 
She became a Cleric-Damsel, i.e., V esta l Virgin, in the D un e  
universe, so what else but an Orange-Catholic V.V.? She may be 
replaced by a "sister" Bene Gesserit on subsequent expeditions, 
and sent on lawful expeditions. Oh yes, for her conversion, she 
acquired use of the tract which gives her (at her level) 10% 
chance of W in d  W alk.

To balance the group, I created a dwarvish fighter-thief, Lynlil 
She was turned lawful (instead of dying from alignment shock) 
when she picked up a sword.

Their strangest adventure so far was running into an animated 
statue of a "love" goddess who turned everyone she touched into 
sex fiends. Allysyn escaped, Irulan and Lynli were hit, and made 
out as best they could with two hokas on the expedition (who 
were also hit) and all of them tried to drag down Hippolyta who 
kept swinging away at the statue, finally clobbering it with 
nothing but an armored fist. Things were weird until the effects 
wore off.

Hippolyta also went up to a scale, after picking up a sword 
which gave her alignment shock. She took a chance on dying, and 
ended up getting the sword converted, and another as well. She 
now has an anti-Lycanthrope sword and a -M D etec t M agic one 
—both neutrally aligned.

When all spells are chucked and such, it usually ends up with 
my renegade Amazon standing alone against the monster. And 
she ain't down yet! The broad's got ba . . .er, got it on the ball!

EN GARDE AT THE RIPOSTE OFFICE
Lee Gold Sorry I missed DunDraCon. I assume I shall see a con 
report in next ish?
E. Gary Gygax Welcome, neo! Always glad to see someone new 
attracted to fantasy simulation. Want a xerox of the rules cheap?
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H Seriously, it is a shame you have to justify' charging what the 
market sets as price. Unfortunate in that it means there are still a 
lot of people out there who don't understand elementary 
economics. One assumes that there are no government regula
tions or controls on "rule books," hence a market price must be 
reached. That is, the point at which you are producing as much 
as you want in exchange for what people feel it's worth, and both 
are sufficiently satisfied.
Lee Gold (again) If any expeditions in Terra Supra decide to prey 
on my peasants, be sure they will throw a T hreshold . Obviously 

■“?( limited applications to most player-characters. H You got it 
, wrong about the damsel. She is to commit suicide b efo re  rape is 
consummated to have it count. Afterwards, she's dropped to 
r.ourtesan, has chance of absolution, and no motivation to take 
her life (i.e., she's faced the "fate worse than death"). As far as 
inherent "MCPism"—so what? Look at the irrationality and 
mysticism in the rest of the D&D universe. The damsel has the 
b(?st justification—she belongs to the genre. Once again I repeat, 
no female character has to become a damsel; fighter, mage, 
cleric, thief, etc. are all open. It is strictly a choice for advantage, 
and discriminates against males. (It also gives an incentive for 
[ilayers to make their charisma-characters female, which helps 
balance out the genders in the game.) H Thanks for the armor 
timing. Will use.
Harry Andruschak Read this before, but it was interesting 
(moiigh to read again. Did you call the LB D&D hot line yet?
H Obviously my premise was that we need characters for 
charisma. 1 agree with your argument for free-will on make-outs. 
Note that the damsel w ill reject advances without a proposal of 
marriage on pr in cip le . H Agree on N.C. Note Bene (iesserit 
A-M N.C.! H Speaking of characters becoming ghouls, all 
characters not buried under sacraments or burned to a crisp in 
Terra Supra will be animated by some Wizard or High Priest— 
and sent after the Party they were last with!
Hendrik Pfeiffer Everyone in Long Beach uses spell points but 
me, so you may get some converts. 1 prefer incantations, which 
must be begun at least a full melee turn before effective. Thus a 
fighter can simply break the Mage's concentration by raining 
blows upon him. The Mage can complete an escape spell (only), 
such as D im en sion  D o o r  or In visib ility  if and only if he stands 
like a statue and takes every blow, few of which will miss. That 
seems to limit things sufficiently for me. 1i On p a st exp erien ce, 
roll if you must, but I prefer inventing it as part of the character's 
personality-building. It should be (in my opinion) the job, nay, 
the art of the player.
Steve Rose 1 should have met you by now but I don't remember. 
Thanks for the egoboo on damsels. H To be fair to Gygax, 
B la ckm oor's type is far smaller than that of Greyhawk. Re
calculate per word rather th^n per page to get a fair comparison. 
John A Brennick You cannot D etec t M agic on a S nake S ta ff (at 
least in my world) because they are C lerical and do not operate 
by magic. That might take care of Lee's objection ., .oh, it could 
be a Neutral Druid's (magical) pseudo-snakestaff, heh, heh, heh.
H Gotta agree with Lee, your Overland was a giveaway. 
Steven Weinstein Much thanks for the spell compilation. Must've ' 
been hard work.
Dick Eney Torquemada is n ot Lawful in Terra Supra—strictly 
Chaotic! And how could one confuse alignment with integrity? 
Well, Torquemada had plenty of "integrity"—he was integrally 
evil. "Directed personalities" is silly; do you really believe

fil»ar 10 May 17,1976
morality is just anotner name tor a psychological state? And of 
course Chaotics are deficient—since when has evil been as 
effective as good? H I agree with your b a sic  distinction between 
Clerics and Magic-users; Mages seek power over nature and 
Clerics subjugate themselves to gods to be their vessels. All this 
is historically verified. But a "personality difference?" I guess a 
"personality difference" seems such a trivial little mundane thing 
in this larger-than-life world we've created. And I opt for keeping 
the metaphysics out of the Freudian sewer. H Agree that 
running away (i.e. escape) resolves an encounter. H OK, let's 
tackle your comments on my D a m sels : "Lawful maidens" are n ot 
damsels, Dick. You got to w ork at being a damsel. It is a 
demanding profession, like Mage and Fighter. Of course Lawfuls 
will wish to rescue other Lawfuls—but the damsel can take 
precedence over all others, and can givetthem stronger incentive j., 
to get to her. H Come now, what as the last movie you saw or j  
book you read in which a damsel wore armor? And I certainly 
would not be turned on by a suit of armor (Hey, lookit da breast
plate on that one ...!) I I don't understand what the hell you 
are talking about in your section on chastity. H No, dummy, 
"mandatory" suicide b e fo re  rape. It does no good after rape 
because you ain't got no damsel no more, jes' a first-level Eney 
Courtesan. H Asking a "higher price" subject to market supply 
and demand cannot be "stealing," Nor does taking money from 
other members of a party make her a thief, unless force is used. 
Now, on the other hand, politicians and bureaucrats are thieves 
because they live off plunder—just as in real life! Finally, just to 
make it clear, I am a pro-feminist, have gone on record in my 
semi-pro publication (JVew Libertarian W eek ly ) as such, and was 
a founder of the Southern California Association of Libertarian 
Feminists. Perversely, I think the D a m sel write-up would make 
great feminist propaganda, and around half the female feminists 
I know agree. H You got your wish on the Illuminati last ish. 
Margaret Gemigani Thanks for the memories!
Dan Pierson So that's what rea lly  goes on in the Bay Area!
H Uh, no, Taoists are highly Lawful.
Barry Gold I assume Fundin has found his lawful task. If not, 
TANSTAAFL, over-God of Terra Supra, Melluria, and worlds yet 
to be created, would be glad to transport Fundin and his 
company to TS to thwart a Chaotic expedition. I've already given 
such a "mission" to Sandy's Wyrinth. However, it would keep 
Fundin and friends in TS for a while. (Pick a terrain.)
Mark Swanson Weil, you asked for attitudes on Dungeon 
rationale. See previous pages for Overland rationale. H We've 
got a character in Long Beach who's old man is a demon! How's 
that for "Lucifer as God of One's Fathers"? H I note we both put 
Castle Guard/Civic Police in neutral category. V ery generous 
from my anarchist point of view. U I'm using B lackm oor monks, 
but I haven't figured melee very well yet.
Wayne Shaw So you don't care for Damsels and Courtesans? 
Then don't use them. I get a kick out of playing different 
alignments, genders, and races different from my personal ones.
H Like your Saga.
Nicolai Shapero Much better repro and readable content too! 
Steve McIntosh It's all true, folks. Hokas are weird—and they 
make DMs th in k !
Jack Harness Can you give some examples of A arghacity— 'fraid 
I don't see to whom it applies and in what context.
Next D&D ish: catch up on Comments. —SEK3
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NOTES FROM THE REALM FANTASTIC 
by R i cha rd J . Schwa I I 

216 Hickory Court 
Northbrook, ILL 60062

typed by Lee Gold

I) Concerning the name of this column: REALM FANTASTIC is the name
of a eet of ruies and mechanics for a game very similar to D&D. Like 
D&D, it is a refereed persona I-adventure game, and some effort has been 
applied to make it sufficiently compatible with D&D that players from 
D&D campaigns can be brought in on a one-shot basis. REALM FANTASTIC 
is also the name of the particular campaign the author is running 
using these rules.

II) Background reasons for the REALM FANTASTIC rules: one of the main
problems with D&D is the change in the very nature of the game as 
characters go up in levels, from weapon-oriented to magic-oriented.
This is the source of the very common comments one hears about the 
uselessness of the high-level fighter s. Even worse, the normal 
impossibility of changing character-type means that the high level 
fighter is permanently penalized for a decision he made early in life.

In REALM FANTASTIC all character may use both magic and weapons.
A character may choose to speciali ze so as to become better skilled 
with certain spells or weapons at the expense of others, or he may 
remain a generalist. Players may switch specialization, being penal
ized in the skills of their old field of specialization.

The D&D hit point system seems to have characters growing armor 
like fur as a result of being more experienced. This sounds very 
magical, but I don't recall having heard anybody mention that it is. 
Short of magic, I don't see how any amount of dragging gold out of 
holes in the ground gives one the ability to laugh off a dozen quarrels 
in his guts. Thus RF has no hit points, and a high level character 
depends on parrying skills or magical shields to fight tougher monsters 
than neophytes do. This tends to slow down the party of eleven men who 
thought they had good odds against the old red dragon. In this game, 
such heavy monsters are handled by armies of archers, high level magic 
or how i tzers.

Death followed by resurrection results in i I e die roll to deter
mine what percentage of the experience points were lost in the process. 
Further there is a 1/6 chance of losing a point off of each of the 6 
abilities. There is an opportunity to repair this damage to the soul 
when one gains a level. Thus characters no longer have a monotonic 
rise in levels, but follow a path that would be a stock-market anal
yst's n i ghtmare.

The combat system is run by the players (all D&D refs should get 
the players to do as much of the administration as possible, so they 
can concentrate on the behavior of the world rather than be tied down 
with bookkeeping,) Results during combat are "incapacitate" (Character 
is out of this fight), "light wound" (character may fight till he gefs 
3 of these), or "no damage." Only after combat do we find out which 
of these wounds resulted in death, broken arms, knots on the head or 
whatever. At the end of combat, the collection of incapacitated mon
sters are not ali dead, so the live ones could be tortured, healed and 
kept as slaves, slain or whatever else the players dream up. Also, if 
it was the players that were defeated, they may not be killed outright 
but might be carried off to an ore city for a prison-break adventure- 
scenario.

If enough interest Is expressed in these rules, I may be persuaded 
to publish the whole thing in ALARUMS & EXCURSIONS.



Ill) I would like to know if other DMs allow players to own more than 
one character each. If so, do they find that time to heal or recover 
from death & resurrection has become cheap? Do the players all band 
together and say, "We all take 6 months off to enchant x-ray rings. 
Invent gunpoweder, etc."? Alternatively, do the DMs find any problems 
with multiple characters that I haven’t mentioned? Is it possible to 
run a I character per player campaign?

IV) I arrange that ^  
even magical swords, 
with a
than keeping track of how

J_ magical items have a limited number of charges. 
This allows me to distribute the magical treasure 

free hand without making the characters too powerful. Rather
many charges are left, I just roll for ex

haustion each time it is used. If the device is supposed to have N 
charges (on the average, for this type of device) a roll of below I/N 
on ^ile dice indicates it burned out just before this use. This also 
provides a chancy fear feature for the players.

V) DMs still using the hit points system may want to try this new
system for handling critical hits and a variable unconsciousness level 
in a single rule: every time a character or monster takes a hit, the
fraction of his full hit points he has left Is the chance that he will 
remain in action. For example, a character with 30 HP who receives I 
point of damage in each of 5 consecutive combat rounds would have to 
roI 1 below 97 on the first, 93 on the second and so on to 83 on the 
fifth. He thus has only a 59/3 chance of still being in action at this 
point, although he has only taken l/5th of his full damage. After com
bat you can roll to find out exactly what sort of critical hit he took. 
This system will improve the odds weak creatures have when fighting 
strong ones in mobs.

VI) Random keying is a method of scaling the monsters in your dungeon 
to the size and strength of the party. To use It, the ref must know 
the value of all characters and monsters. The value of a creature is 
the ref's estimate of the number of first-level types (with a sprink
ling of silver and cheap magic swords) it would take to be a fair 
fight against the creatures.

Let us assume we have a pack of first and second level characters 
with a total value of 7, running around on level 5 of the dungeon.
Since they are out of their depth, the ref decides they would normally 
be outfought be 3-to-I, so he needs 21 units of monster value. They 
blunder into a corridor containing mantichores according to the map. 
Mantichores are value 5, ? I -r 5 x 0.4 (a fudge factor for 4-sided dice) 
to get 1.68. This rounds to 2, so I roll 2 D4 and get 3 mantichores. 
This is not the time for the ref to get cold feet about killing off his 
players. He should take control at the time the 3-to-I overkill factor 
is decided on. Each ref must decide for himself how bloodthirsty he 
needs to be to maintain play balance and set up in advance charts of 
kill factors as a function of the level of party members and the level 
of the dungeon.

Incidentally, the same system can be used in the wilderness. 
"Levels" oif wilderness difficulty will not be correllated with altitude 
as in dungeons, but you can arrange the legends the players hear in 
town so they will know that certain forests, canyons, or mountains are 
too dangerous for them to enter yet. There is not reason the wilder
ness has to be uniform in danger.

VII) Help! I saw several D&D zines mentioned in the last A&E but no 
data on where they are. Somebody please tell me the addresses where I 
can subscribe to: APA-L, FAPA, APA-nu, Frefanzine. Is there some 
publication which lists the known D&D magazines.



\iThose four apas are not D&Dz-ines; they are sotenoe faction fan apas. 
--LGl

VIII) Some comments on A&E ^10:
Joel: 1 think you had the best column of those appearing this

issue, most 1y due to your discussion of occupations.
Peggy : Reading comments

already hard for us newcomers.
on other zines in previous 
because we don’t know what

i ssues i s 
is being

I y around 
you discussed without
case, especiadicussed, and your zine was a particularly bad 

paragraph 4, page 4. Was that 2 or 3 subjects 
any transition indicators? ,

Eney: I s i nee re Iy hope the discussion of printing costs has 
ended. It bores me to tears! Anybody still interested should get "How 
to Sell Your Wargame Design" (available for $5 from Lou Zocchi, 7604 
Newton Dr., Biloxi, Ml 39532) to learn the difference between printing 
and publishing.

Sherna: As a DM 1 do not take over the
I Just tell the player a generalcharacters

Wizard says-thinks at vou, 'You
party!' Now get to work!" 
a better job than 1 would 
chance to treach on their

're on my side 
In every case, 

have. I think 
buddies as Iong

control of charmed player 
order like "The Evil 
now; raise hell among 
the charmed player has 

these clowns just drool 
as they can afterwards

your 
done 
at a
show they were charmed and so "it wasn’t my fault." And the rest of 
the party has regarded it as the fortunes of war, after subduing the
charmee .

N ick: Please tel I me the name of that Dunsany story where the
Gnoles appear?

Sacks: Since when does the DM need an invulnerable character?
I use a regular character, weak enough he cannot take on the whole 
party. If they kill him, they lose the advantage of the inside know
ledge he has. You must be a real tyrant of a DM if your players wi 1 I 
jump you without provocation.

Nicolai : The average roll of a D6 is 3.5 so your levels 7 and
8 werewoIverines have more HP than an average level 9.

IX) Thus ends this NFRF. Comments may be sent to A&E or directly
to m e .

Monsters from Alf by Lee Gold
trosc Demons— Only fire can hurt. (molotov cocktails, fire arrows, 
flaming swords, fire elementals, etc.) 6th level, armor 2. Hurl 
icicles, fight with +1 stalactite swords (which melt in the hands 
of anyone not frozen). Maximum hit can paralyze with cold unless 
saves. Any use of any cold-based spell renews their HP 1 HP per level of spell.
Emberites--glowing charcoal creatures. Armor three. 3rd level.
Any use of fire vs. them will raise them one life energy level and 
1-6 HP. -2 vs. cold. Quenchable by water (3-8 damage). Maximum 
damage by them to standard protoplasm sets it on fire doing 1-3 points damage per turn until quenched. They are Chaotic, but strongly dislike mummies (and it's mutual).
locusts. Sat all non-metalsincluding leather armor, bags (and 
hags of holding) food, and maps. Very hungry. Come in huge swarms... or groups of 11-30 2nd-3rd level in the dungeon.



PLANERIUM’S PULSE #\ by John Kingsbury

Greet i ngs. I am 
open for the last few 
put something in A&E.

My dungeon is located

the master of a 
months. I f i na

new dungeon, which has been 
ly decided it was about time

between Sean McCaw's Frog-hole and Greg
Howard’s Grimson, and in the same vicinity as Wayne Shaw's Temporalana. 
Also within spitting distance is the ever-famous Blackhole of Steve 
Rose (that’s the neighborhood). So with ail that going on around my 
ears, I have come in contact with a lot of different conditions.
(Farout)

I want to deal with a few of the burning issues which seem to have 
been scorching the pages for the last few months or so. First; For 
Glenn Blacow, I’ve been reading your contributions for the last few 
issues, and 1 think you 're right about damage averaging. However, I 
think you have your head in a bucket when it comes to the new character 
classes. For instance, you used the highest level possible when you 
talked about the Monk’s abilities, but acted as if it were any low 
level turkey. This is a "slight" misrepresentation of what they can do.

Glenn, what do you define as gross magic? Daggers plus I? A 
Ring of "Boggie" control? Gross magic is Planetary Defence Lasers with 
the fusion reactors to power them. (Hell the Books give away more 
stuff than I do most of the time.)

Second; for anyone, what is the density in your local environment? 
How many rooms are full of traps, monsters or treasure, or combinations 
of said? Around here, about two-thirds of the rooms have traps, two- 
thirds treasure and two-thirds monsters. (You should see some of the 
monsters you can bump into.)

Third: Is it really necessary for Lawfuls to slit the throats of
prisoners? I have seen it done, and it is a bit gross. (Most of the 
ores I've bumped into have had more class than to pull

Fourth: some new treasure ideas that several of
out include chocolate, cinnamon, pepper, coffee and

that trick.) 
us have been try

ing OUT include chocolate, cinnamon 
goodies. They are usually rare and therefore 
bear, Balor, almost got killed when,he downed 
bar, w o w !)

Fifth: Glenn Blacow should be screaming
powers as listed in the new supplement. They

valuable 
a "Three

other similar 
(Wayne's were- 

Mu s ketee rs"

a lot about the new psi 
should cause a lot of

fuss. I find it hard to believe that you would always lose followers 
but what the hell?

S i xth: Creature
has proved remarkably 
FRISBEE-STIRGE. This 
armor class 2 on the back 
a hole in one melee turn, 
hit, top or bottom (AC 9) 
people killing themselves 
(Whoops!)

Next on Creature Feature, 
one subdue Godzilla?).

Feature; A new improved first level monster that 
effective in making expeditions smaller: the
little bugger is about the size of a frisbie.

They cling like limpets to plate and drill 
I run it as a 50'/ chance of which side you 
With the clinging, you get things like 

when stabbing at one on their own chest.

Japanese movie monsters (or how does

Typing the above reminds me that I ’ve hitherto neglected to mention 
that SURGES are a typo. These lovely Greyhawk monsters are actually 
the formidable STRIGES from Roger Zelazny's novel THIS IMMORTAL, 
anthologized in the magazine as "Call lie Conrad. " It also contains 
a number of other interesting ideas for monsters^ chiefly mutants but 
also some off-world beasties,..and aliens.



This is The 
A i hamb ra S t . #9 
i s putt i ng this 
Lee *s kind offices

SUBLIME PORTAL #2 brought to you by Jerry Jacks, 195 
San Francisco, CA 94123. Many thanks to Lee Gold who 

thing on stenci I and running it off for me; without 
this thing would not be appearing here.

Sinoe a curse gained it for mej my curse lies on this ring!
Though its gold brought riches to me^ let it now bring deaths

death to its Lord!
Its wrath shall yield ipleasure to none; let no fortunate 

owner enjoy its gleam.
Care shall consume the man who commands it, and mortal envy

consume those who don’t.
Striving vainly to win that prize, and he who obtains it 

shall find no joy!
It will bring no gain to its Lord; only death is bought

by its gleam.
To death he is fated, doomed by the curse on the ring;

And while he lives, fears will fill all of his days.
]Iho owns the ring, to the ring's a slave!

Till the gold returns to this hand from which you have torn it.
In anguish and sore distress, the Heiblung blesses the ring;

You hold it now; guard it with care!
From my curse you can’t escape!

Alberich, THE RHINEGOLD, Scene 4

thought I'd share the above with you- don't think an ordinary 
quote, by 

Opera Com- 
i s slowly 
The

Remove Curse would have any effect per above, do you? This 
the by, is from the absolutely magnificent English National 
pany's recent English language "Ring of the Neiblung" which 
coming out on record, and I cannot recommend highly enough, 
translator is Andrew Porter (no, not that one).

Since there seems to be a certain amount of miscomprehension 
involved, I think it behooves me to describe briefly how D&D started to 
flourish among those BayArea people I deal with with any regularity.
My main activities centers on the Monday Night Game. The recurring crew 
for this was originally Clint Bigglestone, Hilda and Owen Hannifen,
Steve Henderson, Steve Perrin, Dan Pierson and myself. Recently the 
above were Joined by Nicolai Shapero, and in this latest adventure we 
have been joined by Tony Fertuchio.

The Monday games rotate DMs, so each adventure is with a different 
DM, allowing a great variety of playing your own characters and killing 
off the characters your friends bring in. We continue the adventure 
from week to week until a final conclusion is arrived at; the longest 
adventure thus far is 5 evenings (about 17 hours); the shortest, one 
evening. As we all have gotten to know each other's playing style by 
now, the game moves rather swiftly. Game speed is also aided by the 
fact we tend to use only one or two characters per player. Most of 
our games have been with high level characters. (lOth level and 
above). For example, the current game is in Hilda Hannifen's "Witch 
Hills" and the crew is 12th to 18th level, 
level mage-werebear, Larry Talbot.

Yes, the loot we give out J_s fabulous, but the characters going 
through are high level types and better yet, the menaces are truly 
stupendous. I can remember the weeks in Litchpit where we got to 
fight 5 Fire Giants at once, followed without pause by two Orc-paI adins 
with ail kinds magic goodies (a flail that did threedice damage, a +5 
sword, etc.) I myself have lately gone to the system that you never 
find a magic weapon in my dungeon; it comes after you, (usual Iy with 
an owner) and is out for your blood!

m ta k i ng i n my I 5th



These games are also hotbeds of invention; new items and monsters 
are thought up literally every session.

Therefore, to settle the "contreversy" once and for all, I issue 
a blanket chaIlenge to those who seem to feel BayArea dungeons are a 
new version of "Let’s Make a Deal" to try one (after, of course, being 
given a chance to go over the play modifications "standard" within 
our play group.)

And now onto the moat of this issue, as I promised Lee last time, 
here is SAGE as a playable character. (brief pause here for background 
and credit). About the time of DunDraCon, I was becoming more and more 
interested: in "squaring" the technological type goodies popping up all 
over with the abilities of our characters to be able to understand and 
use them. I realized that while the D&D Megauniverse was primarily 
magic-oriented, this did not preclude science and technology. I pro- 
ceded on the assumption that where not modified by magic, the basic 
Laws of Physics will occur (aside here: some of our people have gone
back to the "earth, air, fire & water" type universe; such complica
tions! )

Steve Perrin had lately become interested in the project and was 
working on his own method and player characters to handle the situation 
I had originally been thinking in terms of a very modified Anti-Magic 
User I had called "Technocrat," and Perrin had also been thinking along 
those terms. When I finally picked up BLACKMOOR a few weeks ago (I had 
been in n̂ o hurry, as those of you who have seen it can easily under
stand), i looked at the two pages on Sage and realized that here was 
the perfect way to handle the situation.

Recently Perrin and I sat down and brainstormed up what we felt 
would be the most interesting and amusing way to handle the situation; 
therefore, the following material is 50/5 Jacks and 50^ Perrin:

SAGE Chance (;6age) of Knowing Answer to Question
in Main Discipline Outside Main

Level Studied Not Studied Discipline
1 . Novice 5% 0/ "0/
2 . Apprentice 1 Ofa 5/ 2/
3. Student 2 0 % 1 0 % 4/
4 . Undergraduate 50% 1 5/ 6/
5 . Graduate 40/ 20/ 8/
6 . Master 50% 25/ 1 0/
7 . Tutor 60/ 30/ 1 2/
8. Teacher 1 0 % 35/ 1 4/
9 . Mentor 80/ 40/ 1 6/
10. Sage 90/ 4 5/ 1 8/
1 1 . Loremaster 1 00/ 50/ 20/

Any character. subject of course to the intelligence requirement
may be a SAGE. Sage abilities are in addition to your basic abilitie
and your sage abili ties may be used to augme nt the basic abilities.
A SAGE rises in levels by means of money and time; no experience
po ints are necessary. To become a novice, an initial expenditure of
1 00 ,000 GP is requi red; each 1eve 1 beyond that requires 10,000 GP
through Loremaster (see secondary techno 1ogy below). Time required
i s based upon the character's i nte1 1 i gence.

Intel 1 i gence Time required for study
13/14 (Sage requires 13+) One month
15/16 Three weeks
I 7 
I 8

T wo 
One

weeks
week



SAGE DISCIPLINES: Sages will specialize in disciplines, as outlined
below, and will have their primary chance to know an answer in the por
tion of that discipline they are currently studying or have studied. 
They have a secondary chance to know further in the discipline than 
they have actually studied, and a small chance of knowledge outside 
their main discipline. NOTE: it is possible for a sage to know more
than one discipline, but he/she starts in that new discipline as a 
novice; a sage may eventually learn a I I the disciplines; alt it takes 
is time and money. (A note on time: what we mean here is that your
character must be out of play for the time mentioned; he/she is 
supposedly studying his new books and is as occupied as if he were in 
a dungeon.

The Disciplines:
ARS BIOLOGICA 
Botany LeveIs 1-4 
Zoo logy levels 5-7 
Biology levels 8-10

Medicine I 1 +

ARS PHYSICA 
A I chemy I-4 
Chemistry 5-7 
Physics 8-10

(’’Newton i an" )
EIectr i c i ty 11 +

OR Radiation 11+

ARS PHILOSOPHICA 
Legend & Folklore 1-4 
History & Sociology 5-7 
Ethics 8-10

Ph i 1osophy I I +

ARS GEOLOGICA 
Minero logy 1-4 
Geology 5-7 
Geography 8- I 0 
Astronomy 11+

AiRS METAPHYSICA 
Log i c 1-4 
SymboI i sm 5-7 
Demono Iogy 8-10 
Theology 11+

ARS ARTAS 
Mathemat i cs I■ 
Music 5-7 
Graph i ca 8-10 
Rhetoric 11+

The levels listed after the topic of study refer to the level of 
SAGE that is studying them: i.e, a first thru fourth level SAGE taking
up the ARS PHYSICA will be studying Alchemy; a 5th level he goes on 
to Chem i stry, etc.

The above all refers to PRIMARY instruction; Secondary Instruction 
is available to SAGEs beyond Loremaster. This study would be in such 
fields as: Robotics, Electronics, Energy Weapons, Specific Alien
Race technology, etc. A SAGE who goes into secondary levels gains 
the title DOCTOR.

Each of these levels takes four months (modified by intelligence 
per basic levels) to learn. The first secondary level costs 100,000 
GP to add to previous knowledge; each additional level costs 25,000 GP.

Each level of Secondary knowledge adds 5% cumulative chance that 
you will be able to answer a question In your specialty, 2 % chance you 
will be able to answer any secondary question. i.e. a 15th level Lore- 
master-Doctor speaializing in Energy weapons comes across a blaster, 
he has a 2 Ct% chance of knowing \yhat it is and what it can do; should
the same character 
the thing out.

come across a robot, he has an 8/ chance of figuring

COMMENTARY: Some of the disciplines as outlined above will be of
obvious and immediate use to the character. For example, a cleric that 
has worked his way through the ARS BIOLOGICA to Medicine, would have 
gained on the way better abilities to speak with plants and animals and 
additional points of curing ability. Some of the disciplines are not 
quite as obvious, but we felt they were necessary. We figure that you 
can find a way to make this of use to your individual characters. 
Comments ?



Lastly, but certainly not laastly, the latest spell for sale by 
Crocker-Denizens: STEPHENSEN LOCK. When thrown "welds" normally
moving parts into one unit; i.e. 
Spell will work on anything that 
oniy moving part is the trigger.,, 
into the wall. The spell can be 
scabbarded weapon, one at a time, 
scabbard, unless the weapon makes

■ ! > t; ■

clockwork/relays/an''thing mechanical 
is not fully solid si ate, even if the 
As a door lock, it welds the door, 

di'Te\Qted against a sword or other' i 
any^ w,i|..l.i seal the weapon into its ,' 
its saving throw.

Area CoveredLeveI of Caster 
7th-I 0th "

,! I th- i 5th 
'l 6th-20th '
2 I st-25th 
26th-30th 
3lst-35th 
36th-40th 

Spell points:
./ i th i n i'he area 
guns, the throw costs 44 points.)
•K  -X X  X X  X  X  X  ) i  X  y. X  X - ,k  x  x  x  x , - x  x  x  - x  x  x  x  x  >; x  X  x  X  X  X  X  X  X  X  X  X  X  X  X  X  X  X- X  X  A -X- X  X  X  X  X  X  X  X  X  X  X  X  X  X  X  X X  X

' ' D lirat'jlon̂  of Spe I I
' 'L' 2 hours

3 hours 
■ 4 hours
‘ V ■ five hours 

' ' ' -'L 'i * six hours
seven hours 
eight hours

four points per hour or four poin 
covered. (i.e.: if tee spell i

20 
30 
4 0 
50 
60 
70 
30

feet 
feet 
feet 
feet 
feet 
feet 
feet

s/object affected 
thrown on II machine

Some final comments:
Steve Perrin has an A&Ezin 

distributed by hand to 
I wanted to add to his 

reached the top hit dice allowed him 
allocated one half of the nunibor of 
fake him from a sixth-level fighter to a seventh • ieve I fighier as 
allocating the points necessary to raise him a mage's level, he could 
go up one-half hit die per new level of mage. i.e.: Talbot is now a 
16th level mage and an 8 hit die wore-bear.

elsewhere in this issue, a zine he 
the Monday night group some time ago.

comments on were-critters--When Larry Talbot 
as a bear, I figured fhat if 1

«  X  f j  o  r  i  P i n  r  o  o o i i r i s  n c r r  r y

Last note; to those of vou who commented 
of Crocker-Denizens goodies, ! wish to point
list was what C-D ££ys 
stated to be 1.5 times 
manufacture any magica 
Dank acts as a re-sale 

The price/(purchase 
on the market; if the 
charge more.

Apologies are warmly

on the low seiiitig price 
out to you that the price 

not sell; sale price is
Crocker-Denizens does not 

goodies except pofions and he'a I i ng oils. The 
outlet, not Q manufacturey.

to ^u_y tiie goodies, 
bank purchase price

i ’ st 
bank

Vi a  S

has
also S0 i up during a "glut" of goodies 
to pay moi'G for gocdies, of course we

xxxxxxxxxxxxxxxxxxxxx-
accepts 

XXX X x >:• x:
d ,
X X X X  X  X  X  -i ■ X  X  X  X  X  V  X  X  X  X  X  X  X  X  X  X  X  X  X  X  X  X  X  X  X  X *  X  X

Upcoming in this space; 
More on SAGES 
C-D sale list 
At least three new spe 
Du nD raCon II info

I s



i WAS AN EIGHT-SIDED DIE FOR NAVAL INTELLIGENCE 
by Charles McGrew, 919 W. Johnson St., Raleigh, N.C. 27605 
for Alarums and Excursions #\2

Well folks, Eldritch Wizardry has at last come to Raleigh. It 
seems kind of silly to me to have nine full pages of rules devoted to 
only those players with a 15 In Intelligence, wisdom or charisma - and 
then only 10^ of those! There are 14 pages of new treasures, each of , 
which are (as the rules say) one in the whole world. (The Invulnerable 
Coat of Arn, The Sword of Kas, etc.) I will say more when I run these 
rules in my game, but at first glance, I just don't think it'
$5. (I intend to give each player one 
them destroy the world) 
weapon: the BULLWHIP.

We I so
of those mojo 

much for that, now
terns
onto

worth 
and watch 
a new

The Bul
cord of 1eathe
use: 1 2+. Dex
1 f a hit. ro I 1

0 - 1 5 :
16 - 30:
31 - 50 :

51 - 80:
81 - 95 :
95 - 00:

Cost 20 GP.

Iwh i p Is a 
str i ps

short wooden handle held by 
attached (to the handle, si

% i
ity: I4+.
I e dice: 

head hit 1-6 
Torso hit: I
arm hit (1-3 
hand. Cannot

Range (max) ; 7 feet

the user with a long 
Iy). Strength to 
To hit: as sword.

3 turnsdamage; 2 0 % stunned 
-4 damage
rt, 4-6 It); drop whatever 
use for 4-12 turns.

was in that

leg hit; 1-4 damage; 45^ opponent is tripped and falls 
special hit: 1-10 damage
neck hit; 60%, strangles in 1-2 melee turns; otherwise 
takes l-IO points damage
Note that this rule might be substitute for the B a 1rog 

whip and simply say that on a torso hit the opponent is dragge-d in 
against the Ba I rog' s body. [_Seems to me that given the Balvog is an 
expert with its whip and is trying for just such a hit^ 30% chance of 
success is too low.-~LG~\ BuMw h i p s  are reasonably quiet and may be 
put to good use by thieves.

New Monster: the Flying Ape. These creatures are more accurately
flying chimpanzees. They are very dexterous and can wield a sword 
(their favorite weapon) and melee from above. Flying apes shun both 
armor (too heavy for easy flight) and missile weapons (too cowardly). 
Due to their proficiency at swordplay, six can attack a single man (In

three): three on the ground and three in the air.
ike to fight on foot, though, and will attack from 

These creatures will always fight to the 
and resist magic like a 6th level FM. (A

make it 
do n^t

a carr i dor,
Flying Apes
the air whenever"possibIe. 
d0-ath, never check morale, 
good description of them is the wicked Witch of the West's flying 
creatures from The Wizard of Oz).

A C ’- 3 (due to dodging abilities). 
fj: appearing 15-150. 1000-10,000 in
lair 45‘p. Treasure: A class.

Flying apes are quiet when they want to be, 
surprise. They are semi- inteI I igent.

Move
lair.

9/35.
large

HD I . 
caverns I n

and thus double chance of

NOW, ONTO THOSE COMMENTS:

Lee Go Id (Tantivy)-- A Clairvoyance spell is 
ve got a MU to throw it. A 
cleric or thief any good at 

if the player 
e. put the

swords rules, won't the poor 
sword to talk, control user.

Ring only if you 
doesn't do a FM, 
gems and Jewels. I think that 
is, he has to find out himself (i 
■fhat horn by himself, etc.) On your 
worked DM be rolling all day for the

a substitute for an X-ray 
clairaudience spell 
all. Assayers work for 
wants to find out what it 
ring on himself, blow

ove r- 
o r



iiiitiate itself, etc. I ;f'hink that rolling the dice once when the 
player first picks up the sword and at times of strees is all that 
are necessary. [.Agreed, The rules were -instituted to take care of 
the FM with the Ego 3 sword that Detects Gems and insists he should 
be kept informed about all gems within range e-oen when he hasn't
lately queried the Sword about wha\ 
--LG'j

it’s detectinc or similar cases

Mark Chilenskas (Al Araaf): 
players stay alive through" 
deus ex machine, etc.) they 
qual ity of the game wi I I go 
their toes and makes for an 
geography, etc. are much goodness 
w o r k .

If somebody dies, you haven’t failed. If 
ntervention by the DM (changing monsters, 
will get sloppyin their play and the 
down. Constnat danger keeps players on 
enjoyable game. Your notes on History,

and a great help. Keep up the good

i^ang (I’d like to Slit...)
which sounds about right.

(Brant Lou i s-d ’ or--wow ! 144 possibilities!
especially 12-12.

Your neutrals sound like mercenaries. 

Your table Is great,

H^nj_fen (Mighty Mockturtle)H i Ida_C
fighters reflected 
the body dees not gain 
(stomach wounds, heavily 
ere probably the character^ 
trt.cks of the trade and like 
how to parry, etc.) The rules 
cards go back i n 
begin with? There is a Deck in 
black cards! Cursed swords with 
dumb enough to knowingly buy a cursed

_____________________  Isn’t the increased prowess of
in the added hit points gained per level? Surely 

the ability to sustain more actual damage
bleeding wounds, etc.). I figure hit points 

staying power in melee as he/she learns the 
stuff (where best to hold your shield, 

say on Decks of Many Things that the 
But what’s to stop a DM from crocking the deck to 

the Nameless Dungeon that is entirely 
a value of 500 GP? Who would be 

sword ?

Joim Brennick: Those
Nameless, but in the 
Chaotics and Lawfuls w 
magic, tiiey should've 
fanatics, I thought. 
Word of God, the Light 
IS highly disi'asteful 
this light showing and 
v i n c e d and kill the s h 
IS a high level type), 
be destroyed.

noni sound far-out. I'll include a few in 
ower levels. Those things are dangerous. 
ith "like minds"? No matter how they felt about 
ki I led each other on the spot. A i I undead are 
A cleric turns undead by exposing to them the 
of Truth, Justice and the American Way, which 

to them. If the cleric’s ability to do all 
word exposing fails, the undead will be uncon
it out of him. If he does it very well (i.e. 
the shock will be so great that the undead wiI I

I c o Barnes (the word from 5000 feet)
ring quite true. A 1st level FM 
(truly a remarkable fighter w e ’d 
melee turns with his sword! A mere 500 GP/week? 
ivcuid do anything for that. (Wizards have pride 
playei' who is an N t h  level MU to spend his time 
500 GP/week instead of going into the wilderness

________  Those point spells don’t
with 18 Strength and 18 Constitution 
all agree) could fight for but 6

No Wizard I know 
too). Try asking a 
enchanting armor at 
there to find tens

of thousands of GP treasure and a good shot at magic with low risk.

(li'iost crearures simply :an hatidle an I ith level ‘wizard.)



Margaret Gemignani (Many' Wor i ds )__________________________ You're right about DMs being fair
but--if a DM isn’t fair, he's going to find that nobody wants to run 

his/her dungeon. Who wants a game when you don't have a chance?I n

Ken Pick (KCC/!^3): Love those Tra I f amador i ans . hadn’t thought of
keyholes, but it sounds like a poor man's clairvoyance.

Robert Sacks (What Trap Charts?): That stuff about MUs can go even
further. What about out'-and-out fake stuff? One DM allows my MUs to 
carry scabbards and hilts (no blade). Nobody can figure out just what 
they are. (MUs? FM? MU/FM? Weird Elves? etc)

Jerry Jacks (Sublime Portal): I think the Mage's Sword spells are just
beautiful. Is not the plural of Djinn--djinni? I think it may not be 
strictly lawful to waste a captive of any alignment. Look at Superman, 
a Super-Lawful type, and he never kills anybody. Zapping someone 
helpless doesn't seem to be entirely right. 1-2 melee to take off 
armor? Make it 1-2 full turns, and I'll believe it.

Jason Ray (Tyidarien Postcard): 
Life Trapping; just roll once in 
supposed to look at it does. He I 
every time you catch him. Sooner 
Remember, cheating is an Unlawful 
so-and-so is now a Chaotic. His 
it. An ore who has been charmed 
Since he will not do anything aga 
and trusts, he simply cannot do a 
ore to push a button is a Chaotic

Glenn Blacow (Kill Slavus)

Don't bother crocking the Mirror of 
a while to see if someone who ain't 
I, if a player cheats, just kill him 
or later, he'll get the message, 
act, and so simply announce that 

Lawful ex-buddies will take care of 
by a Lawful becomes a de facto Lawful 
inst the Charmer whom he ‘now loves 
nything chaotic. So sending this 
act! Self-destruct Vest! Great!

Stafft of HeaI -___ _________ Sure, let ’em fight with a
ihg' Every hit restores 2-7 points to their opponent. You're right 
aoout doucing the flaming swords, etc. Dungeons are dangerous
places! What the dice say, the dice say. Weil spoken on Phantasmal 
Forces. My PFs usual!y just run around and yelI and make a commotion 
to distract the monster from the real people that actually attack it. 
Remember folks, if a dragon c 
been touched) and chances are 
that.

aws a PF person, he disappears (he's 
the monster won't believe any PF after

More Stuff from the 8-Sided Die

In Raleigh, most DMs allow a basically infinite time of decision 
(the players always aecide in under 2" or so, but that's not the point) 
during which time one assumes the monsters freeze in mid-charge or 
mid-breath and wait for the group to bring forth their best weapons 
and fighters toward off this threat. So, simply give the players a 
time limit for decision.

Example: the party is motoring down the corridor when-- 
D M : 5 ores shamble into view. They charge. You have 15 seconds, 
fhe group now has 15' to come up with a play and tel I it to the DM. 
Caller; Oh, Jesus, who's got a sleep spell. Dingus? Dingus! (to 

DM triumphantly): Dingus throws his sleep spell!
Dingus: No man, I used the last one on that spider, rmember?
Caller: Oh wow. OK, the crossbowmen will loose a volley!
Dingus: Wrong again, man. We lost the last fighter against the

BaIrog.



Caller: Oh yaah. Well...uh (thoughts race through his head and
through those of the rest of the party, and alI lead nowhere) 

DM (cackling gleefully) V\le I I here are the ores. Those in
front (consults marching order, reads off names) are now in 
lusty melee....

Thus endeth 
getting the 
cy plans and 
faster and

the old practice of looking down a long list of items and 
absolute best against this particular monster. Contingen- 
so forth wi I I have to be formulated, and the game will be 

more exciting. Well folks, is dis a good idea or what?

A ROOM FOR YOUR DUNGEON

The Asylum: upon entering this room, the party is met by a disting
uished looking chap in a white coat and glasses, who looks the party 
up and down, hmming and tsking. Then he says brightly, "Well, you got 
me fair and square...foI Iow me, and I’ll take you to my treasure." If 
the party follows him, they will be led to a door and issued in. The 
door will lock behind them (Wizard Lock, 15th level) and they will be 
in a room with other "insane" people: John Carter from Mars, Conan,
the Three Musketeers, etc.

Upon attempting to escape, the party will have to fight their way 
through the brawny keepers who are armed with sleep-dart guns.
Sleep dart guns fire as light crossbows, and if tney hit, act as a 
sleep spell. The Keepers are also armed with short swords.

New Miscellaneous Magic Item: CLOAK OF ITCHING. When the wearer of
this cloak comes into danger, the cloak causes him to have fearful 
itching on all parts of his/her body. The wearei- will, of course, 
scratch. This renders him unarmed and unshielded (drop any implements 
in hand) until the cloak can be removed. (Once triggered, the cloak 
keeps going until a Remove Curse is applied.) Note that the player 
can run away while so afflicted. When not in danger, the cloak func
tions as an Elvin Cloak. However, when coupled with Boots of Dancing, 
this fearsome duo causes the unfortunate wearer to simply collapse in 
a scratching, dancing,writhing heap, totally helpless. in this case, 
the chap's fellows are the oniy ones who can save the afflicted one by 
carrying him out of danger to a cleric with two Remove Curses.

See y ' a ater, maybe at ORIGINS

Proposed New Use for an Old Spell --by Lee Gold
It occurred to me the other day that most magic spells have little 

effect on the Undead. They cannot be Slept nor Charmed nor Held nor 
Confused nor Phantasmed in most Dungeons I've played in. I was 
looking down the list of spells, noting those that would affect 
Undead --and I came to Reincarnate.

I would like to propose that immaterial undead (wraiths, spectres. 
Vampires who've gone immaterial, and liches) should be subject to 
Reincarnate (with a saving throw, of course). The Reincarnated 
undead would be bopped into a material body (chosen at random on the 
Chaotic list by the DM). He would lose his undeua characteristics 
from that point on. Bear in mind that only an MU 12 is capable of 
doing this-~and another of his options is to carry a Death Spell,
This would be the logical equivalent of that for the undead.



a n  e s s a y  o n :

BALANCE
i n  D & D

By Glenn F, Blacow, Dungeon-Master of Edwyr,
One of the most desperately needed qualities In a good D&D game is Balance (sometimes known as restr^alnt). Without It, 

a campaign can deteriorate Into either a gigantic giveaway or Into 
the continual slaughter of player characters. The first of these 
alternatives tends to be a lot of fun to neo players, but Is no 
real challenge and certainly falls to develop good players. The 
second type Just tends to turn off players (If It's Impossible to 
win a game, why bother to play It? After your fifth character In 
a row has been wiped out by an acid-filled Indetectable trap before 
It could reach 3rd level, why bother trying)? Balance Implies 
many things; the difficulty of the game, the amount of treasure, 
the type of characters allowed, the type of magic allowed, and the 
way experience Is handed out. If all of these elements balance 
out, then you have a good game whose players should be welcome 
anywhere (allowing for time needed to adjust to the parameters of 
the new universe). This does not mean that all games could or 
should be run the same way, because innovation Is the life-blood 
of D&D, the source of all Improvement,What do I mean by balance? Well, a balanced game 
Is one where a player character must risk his/her life to gain 
treasure and experience (but where death Is not a near-certalnty); 
where Intelligence, caution, and familiarity with the parameters 
of the local universe adds greatly to survival possibilities; 
where experience can only be earned by placing oneself in some 
danger; and where the rewards earned bear some relation to the risks 
taken. The monsters should be capable of defending themselves 
(with some intelligence, if such Is indicated), A game where 
a player character can reach l6th level MU In little better ft than 
a month or so of running, and In which no player character has ever 
died (true of one local neo dungeon) is wildly unbalanced; so 
Is one In which the DM arbitrarily reduces the EPs given for a 
certain monster because It didn't hit anyone (another local neo 
dungeon). If a local dungeon has lst-3rd level player characters 
running around in mlthrll armor and vorpal swords while the poor 
monsters can't even use the magic weapons In their own treasures.

The worst thing about an unbalanced dungeon 
players; I have heard reports of allegedly 
didn't even know that ghouls paralyzed by 
from an unbalanced dungeon are either grossly 
themselves out), or strangely timorous 
corridor several times before crossing It).

I prefer players who neither charge recklessly through every door 
nor cringe slowly down the corridors; It makes for a more Interesting 
game,

this Is unbalanced, 
is that It produces bad 
experienced players who 
touch. No, the players 
overconfident (and wipe 
(checking every foot of



One important element is restraint in the kinds of 
character types allowed. Fighter, cleric, and MU were each thought 
out to have balancing advantages and disadvantages. Some DMs, in 
their enthusiasm for new types, have foisted some atrocities upon 
the world; types which can fight, use clerical and MU spells, wear 
armor, etc. and which appear to have no corresponding crocks. 
Lycanthrope types. Immune to normal weaponry, but without the 
crocks which would act to discourage players from choosing such 
(double EPs might work, for example, with the rationale that both 
man and wolf forms must earn equal amounts of experience). Hoka 
character types, also Immune to normal weaponry If in plate, with 
dodging bonuses above and beyond dexterity bonuses and many other 
gross benefits. And then there's the Crewing plague character 
type.. .monks, paladins, Deml-gods, etc. ,]*^o are Innocuous when 
low-level, but become invincible terrors once a reasonable level 
is reached. There should be no great incentive to take out any 
one type of character over another; advantages should be set off 
by disadvantages. Otherwise you end up with parties consisting 
of monks, paladins, rangers, Hokaa, lycanthropes, un&corns, and 
suchlike strange types, who tend to be Immune to magic, melee like 
dragons, can't be affected by normal weapons, and so on. But 
then, some people like to DM games in which players go out as 
Tttans, Spectres (Lawful), Platinum Dragons, Beholders (Lawful),
Blink Dogs, Purple Worms, etc. (All of the examples cited have 
arls4n in New England games, I might add), A player character 
should not earn any EPs for destroying things that simply cannot 
hurt hlm/her/lt,..

With regard to difficulty; too many DMs treat their 
Chaotlcs as if they all had intelligences of -18. Spells are 
selected for them by rolling dice against the spell tables (hence 
Chaotic Wizards with an amusing array of Magic Mouth, Ventriloquism, 
Rope Trick, Water Breathing, Massmorph, and other harmless spells 
(including a lot useful only for outdoor adventures) sitting in hlhelr 
dungeon rooms,waiting to get taken apart by the first group of 
adventurers to go bji.) Leaving the Cold Wand in his treasure chest, 
to boot. The inhabitants of the dungeon should (at least if 
intelligent) act rationally. MUs should choose useful spells, 
monsters with magical treasure should use it, if possible. Fighting 
types should set up ambushes, and if and when possible, should try 
to take out the party's magic-users first. In a good many dungeons, 
the Chaotlcs seem about as effective as Denebian Slime Devils,
After all, what sort of turkeys, meeting a group of adventurers, 
would expend their missle fire on the only lycanthrope in the group? 
The other extreme also exists; DMs whose Chaotlcs, regardless of 
intelligence rolled, always do the most intelligent thing possible. 
These are rare, however, and players from these dungeons deserve 
every EP they get...Treasure should be restrained also, A game in which a 
bunch of 1st levels can charge into a room, glsh a few centipedes, 
and walk out with thousands of gold pelces, a Vorpal Sword, a Robe 
of Wizardry, and a Flying Carpet should be ceased. At least some 
attempt should be made to ensure that the guardians can protect the 
treasure. Some sort of restraint should also be exercised in the 
design of magic. There are games in which the simpler types of 
magic do not seem to exist...one seldom hears of +1 swords, shields, 
or armor, every sword seems to be "artifact" quality, with attached



A

spells; every fountaln/bar/whatever dispenses beverages that grant one 
Permanent powers (spells. Giant Strength, etc, ). and so on. Players 
scorn any sword not at least +2, throw out +1 shields to lower levels 
as charity, 1st level MUs carry around multl-use scrolls with 9th- 
level spells, etc. Considering that some neo dungeons have 1st 
levels trundling around fixed this way, what do these characters 
have to look forward to? What possible monsters are there that can 
threaten them?

Experience should be handled with care. A good many DMs 
still use straight D&D original systems; 100 EPs per level of monster. 
*̂ hls leads to certain...ah...eccentric (to be using understatement) 
events, like the 5th-level m.u. who Plreballed 300 kobolds at 
long range, thereby acquiring 30,000 EPs at one stroke. Or the 
MUs who take out piartles to hunt Purple Worms with Fireball and 
Lightning Bolt, earing 1500 EPs per beast without the slightest bit 
of danger. Experience should reflect the dangerousness of the 
monster and the way It was taken out. I prefer to use a system 
based on Greyhawk times Greyhawk normally, counting the
danger involved for the modifier; If a party has to take out some
thing especially nasty by melee, then extravagant bonuses are the 
result). Pure Greyhawk Is too much the treasure hunt for my taste.
One type of system tends to award all of the EPs to the person doing 
the killing. This offsets some of the flaws of the party-division 
system, but has others of Its own. I have yet to see The Perfect 
System, but certain parameters should be conslsered. If a player 
character goes up a level per expedition at low levels (unless he*s 
with a higher-level party), then you're giving out too much In the 
way of EPs. If players can get their characters up to base-level Lord/Patrlarch/Wlzard/Master Thief In less than 50 expeditions, then 
the same Is true, (On the other hand. If you've been running your 
game for six months, and no surviving player character has reached 
middle levels, then you're being overly nasty), I know It's fun 
to run high-level types, but remember that characters who reach 
the upper levels without difficulty are apt to be a bit half-baked.
I'm a little tired of butchering innocents who think that they can 
overrun anything in the dungeon by sheer quantity of muscle and 
magic, having picked up all sorts of bad habits In "easy” dungeons.,,

This lecture Is, alas, somewhat later than it should be.
It repeats many® lessons in print already In ALARUMS & EXCURSIONS 
and THE WILD HUNT. And, as I recently discovered, repeats some 
of the same remarks made by Gary Gygax In the last Issue of THE 
STRATEGIC REVEIW. It can't be helped, and It may do some good, 
so It'll get printed anyhow.Apologies are made to the DMs who don't need this; other 
apologies are made to DMs who have developed their own playing 
styles with their own methods of keeping the balance. For those 
who will be angry, I express my sorrow; this was not meant as a 
personal attack of any sort. It was Intended as a guide of sorts 
to beginning Dungeon-Masters and to those who can't understand why 
other DMs will not accept characters from their games.
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VULTURE'S ROOST #4 (I think) Dan Pi erson 
1735 47th Ave San

564-2568
Francisco 94127 CA

There has been a lot of random griping about Bay Area D&D the last 
few issues. Much of this griping seems to be based on small .scraps of 
data and a lot of misinformation. This month I will try to provide 
some more data (which may not make anyone happier) and Dispel some 
misinformation about Crocker-Denizens and Golden Dragon Manufacturing 
Company .

Dispel first: Crocker-Denizens (hereafter known as C-D) is a
trading company and bank. They do not manufacture anything (except 
Lydia Pinkums). The ’̂rices they quote are the prices they will buy 
stuff at. These prices times 1.5 are the prices they will sell stuff 
if they have anything to sell. Golden Dragon Manufacturing Co. (GDM)

The last I knew these were: Lydia Pink-
been reduced and the price raised), some 

types of spell pills, arrows and quarrels (price range 150-500 G P , 
most are one use only), javelins (5000 GP, one use only) and Bags of 
Holding (1000 -1500 GP, I forget the exact price). GDM also does 
spell research and acts as a trading company. The characters who put 
the GDM together are the highest level group in our D&D group; they . 
are about I8th-I9th level.

does manufacturesome things, 
urns (of which the supply has

For data I will talk about my high level group. They are nowhere 
near as powerful as the GDM group, but they are reasonably potent.
As far as possible. I’ll t e  I. i iiow Th e y  got each of their magic items.

This group is composed of the survivors of my first eight char
acters. They were started out at 3rd-4th level because there were no 
dungeons up here for lower level characters.

AMNERAN 7 - I 4-1 I - I I-8-I 2 Wizard (12)
Amneran is a man, dark, about 5'8" tall and 150 lb. He tends to 

wear colorful, intricately patterned clothes or armor. He is a Neu
tral, because he refuses to kill Chaotics just because they are 
Chaotic. In fact he prefers not to ki M  at a M  . His spei Is tend to 
be defensive or analytical, though he does carry one or two attack 
spells (usually Ball Lightning) and will use them when he has to. He 
is a mins trel and he carries a harp with a magic brick. Amneran's 
magic i terns;

Alabaster Mountain (Clint Bigglestonc 
Iron Mound (Clint

Ef reet bottIe
Ring of Protection +3

traded for Ring of 
Wand of Enemy Detection 

same trip as a bove 
Disappearance Dust (two

Protection +2
Iron Mound (Cl i nt

B i g g 1estone) 

Biggleetone)

fall off if you move)
( J erry J ac

pinches, w i
St. Cunnigunda Prison 

brought back by Alfred and Camus as a present 
Dagger +1 (int 2, ego 4)

purchased from the Vulkus in Hilda's Nameless Dungeon

ks  )

Scarab Pro/EHP (5 charges) 
E I ven Cloak & Boots 
Rod of Cancellation

purchase from Micheal 
Bag of Holding

purchase from GDM

Snow
Snow

Cone
Cone

Steve 
S feve

Pe rr i n 
Perrin

McNiel's characters



Potions: Invulnerability (3)
Giant Control (3)
Flying (24 hour (2)) 
Growth (2 days (I)) 
Diminution (2 days (I)) 

Scrolls: Haste (2)
Protection/Maqic (2 hour

Tro I
Protection from Undead (I 

i Ho I d Porta I ( I )
Conjure Elemental (2) 
Contact Higher Plane (2)

Trollheim (Terry Jackson)

(25) )
I he i m 
)

unused
(Terry Jackson)

Snow Cone (Steve Perrin)

EROOGAN TEKBEN 13-16- 
Erdogan is tall (6'), 

he is surrounded by secret 
Erdogan is Lawful, but he

0-6--I2-5 Wizard (13)
dark and greasy. He gives the feeling that 
doors, pitfalls and poioned daggers, 
s also violent and quick-tempered. He used

n e s t i I 
magic

I I i kes 
i terns:

to mix it up at closeto have Hill Giant Strength, and h 
quarters occasionally. Erdogan's 

Staff of Control (173)
won in single combat at the Temple of the War God in 
Clint Biggiestone's City
of Control of Self Litchpit (Steve Henderson)
of Protection +3 Limbo (Steve Henderson &

Dave Hargrave)
Tanarive (a +3 Staff that strikes as a Wand of Cold and can 

create 3 WaI Is of ice a day) The Leiber Dungeon (city) 
Jerry Jacks (won by Cal low who had to sei I it to Erdogan 
pay off a 10,000 GP debt from a Roulette Wheel of Many

R i ng 
Ring

to

Things within the 48 hour time limit). Tanarive was then 
given the power to store four spells by Lilith, a Chaotic 
goddess, in Temporalana (Wayne Shaw) At this point Erdogan

Litchoit (Steve Henderson)
p f m p m ■ 
S k u I I

S T andard alternative
Tower (?) (Dave Hargrave)

paid Callow an additional 15,000 GP and decided to keep 
Tanarive.

Helm of Teleportation 
Book of infinite Spells (full 

universe spells)
Rod of Cancellation

purchased same as Amneran’s 
Bag of Holding

purchased from GDM 
Dagger+2, +3 I
Potions: Phase Door (i hr (3))

Longev i ty (3)
Flying (30 tnin (4))

Scrolls; Wall of Swords (I)

forget where it came from

KALF 5-6-I 4 - I !- I I 
Ka I f is the loser 

comes from a group of 
of Thor. He left his

-ii Patriarch(IO)
of the group. lie is 5 ’3", about 90 pounds, and 

displaced Vikings. To top it off he is a priest 
people to try and prove himself as an adventurer

/Along the way (from Tor Vulkus in Hilda's Nameless Dungeon) he picked 
up a flail named Soulshadow with a Special Purpose to Destroy Evil.

owns him. He goes berserk a lot 
P I a f e +3

altered to fit by 
Shield +2 
Sou I shadow (■

shifting 
Levitate.)

F i a i I
reads

o f

nowadays 
I forget

GDM
I forget 

Disruption, Int

Ka I f ' s magic i terns 
from where

12, Ego II
magic, detects sloping. Detects

Notes 
Magic *2,



Soulshadow was purchased 
Dungeon (order as you go 
come up )

Staff of Metal Detection
Bag of Holding
Ring of Mammal Control

from Tor Vulkus in Hilda's Nameless 
down; pay (and receive) if you

Nameless Dungeon (Hilda Hannifen) 
Iron Mound (?) (Clint Bigglestone)
Snow Cone (?) (Steve Perrin)

(40 min (2)) Trollheim (Terry Jackson) 
( I )) (20 min (2) )
(3 days (3)) (4 days (I))

from one of Dave

Potions: Giant Control
Flying (24 hr 
Plant Control 

Scrolls: Create Food (2)
Cure Disease (perm) - purchased 

Hargrave's characters.
Find the Path (I )

19 +1 Stone Bow (or sling) stones from Tor Vulkus

ALFRED I 6-9-I 2 - I 1 - I 3 - I 3 Lord (13th)
Alfred, sometimes known (to himself) as Lord Alfred the Unki liable 

is a large (5'3" - 210 lbs), strong, ex-farmer. He ran away from home 
at the age of 15 to find wealth, rank and glory as a dungeon advent-- 
urer. At 23 he is doing rather well. Alfred’s magic items:

Plate +4 made by GDM from mithril found in
Skull Tower (Dave Hargrave)

Brass (Shield +2, repels undead) Alabaster Mountain (Bigglestone)
Wasp (spear +1, int 

enabIes user 
a I I about any 
only work 2/3
Hi Ida's Name less

9; Lawful; Detects Gems, Traps; 
to fly. Wounds will not heal normally. Telh 
other magic weapon--all of these abilities 

due to a misadventure in 
Originally from Alabaster Mount- 

Brass and Wasp were found on the

of

Ego

the time 
Dungeon)

ain (Clint Bigglestone). 
group's first adventure)

Sarkedalane (Lawful Sword +4, Intelligence 12, Ego 9, Sword of
Sharpness that wi I I work for anyone d rawn to p rotect I i f e 
But If drawn for any other reason, the sword will lose all 
powers for 1-4 years, unless the owner goes on a righteous 
quest. (it will work during the quest). When drawn it will 
raise the user's strength to I8°° unless he has giant 
strength and will raise his fighting ability by four levels. 
While in its "scabbard of Holding" (the sword has a 1.5 
meter large blade) the sword has Enemy Detection, ESP, 
Telepathy and Detect Treasure. from St. Cunnegunda Prison, 
Jerry Jacks.

Safeguide (Sword +3, amoral, Int 9, Ego 5, Detect Invisible,
Detect Poison, Detect Traps). St. Cunnegunda Prison (Jacks) 
taken from a Chaotic group we fought

Gauntlets of Frost Giant Strength Trollheim (Terry Jackson)
of Life (wearer cannot be killed; this is a mixed blessing 
when you put it on first, save vs. magic or it is a Ring 
of Death for you) Litchpit (Steve Henderson) 
of Flight (+ Secret Decoder & Dog Whistle) Litchpit 
(Steve Henderson) 
of Shoot i ng Stars 
purchased from one of Micheal McNei I's characters 

Torque of Protection +1 St. Cunnegunda Prison (Jacks)
removed from one of 8 dead adn very nasty hounds 

Whistle of Monster Summoning V (5/; chance cumulative with use 
per day that it will explode when used) St. Cunnegunda 
Prison (Jerry Jacks)

Bag of Endless Roast Thoat - doggie bag from O'Reilly's Tavern 
Jerry Jacks

Ring

R i ng 

Ri ng



A l t r e d ' s  ma g i c  i t e ms  c o n t i n u e d  
Bag o f  H o l d i n g  
B o o t s  of  Speed  
P o t i o n s :

p u r c h a s e d  f r om GDM 
1 f o r g e t  

(I hour (2 ) )
40 m i n u t e s  ( 2 ) )

P o I y mo r p h  S e l f  
G i a n+  C o n t r o l  
L o n g e v i t y  ( 2 )
F l e s h  i n V i s i h i i ; t  y ( 3  d a y s  ( ! ) ) 
G a s e o u s  Form ( 2  h o u r  ( 5 ) )

Qua r re 1 s : + i ( 8 ) ., 1-2 0 )
■ i- i , T 2 , + 3  F i Q i n i n g ( 1 0 )
•r I G i a n t  Punc h ( 6 )  2 - 2 4  damage  
B a l l  L i g ii t  n i n g ( 1 0 )  3 D 6 
F i r e  B a l i  ( I 0 3 lj6 
L i r e  E n e r g y  D r a ; n I n  y ( 2 )  ! level  

J a v e l i n s :  L i g h t n i n g  ( 2 )
G i a n t  P un c h ( 4 )  ( 4 - 4 8  damage)
Life Blasting ( I ) two levels  

and J a v e l i n s  p u r c h a s e d  f r om GDM

r o l i h e i m  ( J a c k s o n )

0 u a r r' e i s 
At  home:

f i ame f oe ( s'Vo r d -I- 3 , LaV'/ f u 1 , i 0 I 0  ̂
f i r e - u s ■ ng / d we  ! i i ng c r e a t u r e s .  
Me t a l  A Whai'  K i n d )

S w o r d +4 Law ' u 1 
S w o r d -!■ ■ ! L a wf ul
Sv^ord -i-1 L o c a t e  O b j e c t s  a b i l i t y .  L a wf u l  

1 a t  e + i

Ego 1 , +3 
Dg r e c t  S l o p i n g

damag: V3
Trans

CAMUS 
Camus i 

in h i s  d wa r f  
■f o u n d both.

1 1 - 1 4 - 1 0 - 6 - 1 1 - 1 0  D w a r f .  S u p e r h e r o  ( 8 )  Book  
s a n o t h e r  r'un c way . Wea k and s i c k  i y , iie was ci

c i t y ,  s o he l e f t  i t  t o  
C o m u s ’ s m a g i c  i t e m s :

s e e k  renown o r  d e a t h

end W i , 
u t  c o s -f 

H e has

e e A ! r r e d * s f o r  e x pI  a n a t  i o n
S t .  C LI n n e g u n d a P r i s o n .  ( J a c k

i s  C h a o t i c  g r o u p )

Plate +4
Shield +2 with ESP

(more i oot f rom
Druii'Qod (Sword +4, Lawful; irii' 10, Fgo 10; Detect Magic, Mus ! ca i 

Items, Bards, invisible. A m p I 'f i e d effect of all magic 
musical objects used oy owner +2) from Random Dungeon 
(Clint 3 i gg i estone)

Kobald Splitter (Axe +1, Ini' 7, Ego 2, Lawful. Detect Evil.
purchased from one of Miciiea! McNeil's characters 

Gaunrlets of Ice Giant Strength Trollberg (Terry Jackson)
(Ice Giant is next level above Storm Giant)

Ring of Troll Renenerarion
purchased from one of Terry Jackson’s characters 

Ring of Hypnotism St, Cunnagunda Prison (Jerry Jacks)
Disk of Damage S'f. Cunnagenda Prison (Jeiry Jacks)

^Frisbee does 2D6 to target an ' 5$ of time to user)
Cube of Force Skui I Tower (Dave Hargrave)
Bag of Holding purchased from GDM
Sco + s of Vi/alking on A i

(that Chao'fic Gr oup  
we a pons  viers  C r, a o t  i ;

S t .  C u n n a g u n  da P r I s o i 1 
ofaga i n P i t y

P o t i o n s

Sc  r o ! I s

( 40 mi n (2 ) )
, 2 0 m i n ( 9 ) )

Giarri' ConTro 
Pol y i i i or ph Se 
Gaseous For-in (10 min ( 3) ) 
P r o t e c t  i o n / E v  i I ( 6)  
P r o t e c t i o n / M d g i c  ( 3 )
A n t  i - M a g i c S h e l l  ( ! )
1 N V i s i b i ! i T V ( ! )

ti l  a t  mos t  

T r o I 1 i i 0 ! rn

( J e r r y  Jac! - ,  
hhe i r good

( T e r V  J a c k s o n )



Camus’s magic items continued:
Roughly the same quarrels as Alfred 
At home: sword +1 , Lawful

Shield +1
Boots of Levitation

In addition, the group bought one of the only two cases of Lydia 
Pinkums ever sold. It cost them 700,000 GP. The members of the group 
have an average of about 1,425,000 GP each, due largely to a lucky 
Trollheim adventure.

Comments on A&E I

Tantivy (Lee
I f s i m i I a r

in

Gold) 
to

I agree with your 
our Perrin Conventions

new way of handling Fire Balls. 
[_The Perrin Conventions rule 

that ''Fireballs shall have full effect on anyone within a 5' radius of 
the point of blast (saving throw for half damage then being applicable) 
Within greater than 5 ’ up to 20' radius of the center of blasts others 
recei ve 1/2 damage , - - LG']

A I Araaf 
; + '

(Mark Chilenskas) //I-//3: Saw #2 and #3 in The Wild Hunt;
It'S the best part of the zine. As mentioned last time, Terrizon 
Arcades is becoming one dungeon on a large (7 million square km) 
section of the continent of Gonwonda. This project is started and 
will undoubtedly take years, even if I do limit the orher dungeons 
a reasonable size. (Terrizon is 250+ rooms per level. Two are dr 
three or four are needed. 13 are projected).

tc
awn

Fang: 1
up i n my 
you get them?

like Leprechauns. Don’t think I’d 
universe. Syntarians sound like a

P I ay one, but they'll show 
loser to me: where did

Bill BaIrog 
Thanks.

(Mark Swanson) m adding Stone Servants to Terrizon

Portal to Temporalana #6 (Wayne Shaw): I agree with most of your
letter to Glenn Blacow. However a limited Regnerating scroll is 
more powerful in concrete terms than a normal scroll because you can 
use it again in the next expedition. If i have one scroll with one 
use of, say, T i mie Stop, I will probably not use it in anything but a 
last ditch situation. if I know the scroll will be reusable next 
week, I will tend to use it once per expedition. (Erdagan did have 
such a scroll once; it was burned up unused in Litchpit). People up 
here keep threatening to introduce Arrows and Sling Stones of Cancel
lation; some of us think the universe is better of without them.
After all, if characters start carrying fhem, so will dungeon monsters 
Erdagon and Amneran both want Tentacle; so does Raheem Nader. Your 
new chart is much better.

Notes for the Underground #5 (Nicolai Shapero 
and Sir Nicholas.
Notes #6 -. Gygax style D&D 
campaign a la Petal Throne 
in such a situation.

Like the story.

seems to be best suited for a full-fledged 
Rate of progress should be less important

Mockturtle #50 (Hilda) Phantasms

Gary Gygax 
out with a

You wouId 
revised and

get me for a 
collated D&D

second 
as per

t i me 
Sean

customer, 
Cleary.

i f you came



Me: Sorry. Strength and
fight Florentine out here

dexterity and I eve 30 is required to

TyI darien:Posteard (Jason Ray): 
lost the trip tic; no one got any 
Personally I’m just writing it off

Re comment to Hi Ida; Micheal McNei I 
loot or experience out of it yet.

KSTC //2 (Glenn Blacow): I would only ai 
characters on one Wish by wishing to set 
before the fight. I doubt that he could 
ers would remember anything. My feeling

ow someone to bring back 12 
the time sequence back to 
word it so that the charact- 
is that a Wand of Cold does

much more damage than a Snake Staff and should therefore cost more to 
make. One way to make a Snake Staff: take a good wand (or other'
staff ) ,and

a) enchant to t| (1,000-2000 GP and 1-2 months) 
animate Objects
Limited Wish (to concentrate Animation in certain objects) 
Permanent
Full Wish (reinforcement and sealing)

with this recipe is that the result is more magical than 
see nothing wrong with someone fighting with two compat-

b ) 
c ) 
d )

The troubIe 
clerical,
i b I e (type, ego and intelligence) magic weapons. You wouldn't be as 
worried about Sleep III and infinite low levels with the Perrin con
vention spell point system (one point per being slept).

See my comment to Wayne Shaw.

I nV i s i b i I i i ty

Lee Gold: THANK YOU (for typing this)

Rinqs/Brace Iets/CoII ars (my version of 
I -3^
4-9 
10-14 
I 5-6 
I 7-8 
i 9-23 
24-5

Wayne
68

26-7

28-32
33-7
38-40

4 I -2

4 3

4 4-5 
45-9 
50

5 1 -8
59-63
64-7

Primary Power 
Mamma I Control 
Water Walking 
Plant ControI 
Human Control 
Battle Fury (fight 
higher per melee 
of continuing to 
enemies are dead 
round
Strength (+2- +8) 
arm worn on only 
Wea kness 
Protection +1 
Shield (AC 4 vs. melee 
AC 2 v s . missiles) 
Super-Shield (AC 2 vs. 
AC 0. vs. missiles) 
Ultra-Shield (AC 0 vs. 
AC -2 vs. missiles) 
Protection +3 
Three Wishes

(see Sword tables)

as one I eve 
round; chance 
fight after 
is 5^/meIee

for hand and

melee.

me I ee

Desire to 
(req u i res 
character 
remove)
Delusion
Fire Res i stance
Cold Resistance

Avo i d Dungeons 
Full Wish to remove; 
does not want to

69
70-7 I 
72-3

74-5
76-7
78
79-80
8.1-2

83-4
85-6
87
88-91
92-93
94-5
96-7
98
99

00

Shaw's)
Lightning Resistance 
(immune to normal elect
rical damage, +2 save vs. 
lightning, -l/die of 
I i g h t n i n g )
Protection +2, 5' r 
Extraordinary Ability 
Reg ' Gneraf 1 o,n - 70/̂  
norma I , 25? Troll,
5? Vamp i re)
Protection/NormaI Missile
Dj i nn Summon i ng
Wind Walking
Shooting Stars
Striking (-2 hit, 2-12
damage)
X-ray Vision
Telekinesis
Special
Contra r i ness
1n f raV i s i on
Spell Turning
Spell Stor i ng
Detect Curse 10' r
Substance ''50? stone,
20? bronze, 15? iron,
10? mithril, 5? adamant
ine (See next page).
Many Wishes (4-24)



r

Rings of Substance (?ile 99): hand becomes substance
(idea from Steve Henderson) -2 hit probability

Stone: Hill Giant grip. Can hit anything a tl weapon can.
1-5 points damage

Bronze: Stone Giant grip; can hit anything a +2 weapon can.
2 -  I 2 damage

Iron: Frost Giant grip. Can hit anything a +3 weapon can.
3 -  18 points damage

Mithril: Fire Giant grip. Can hit anything a +4 weapon can
4- 24 points damage

Adamantine: Cloud Giant grip. Can hit anything a +5 weapon can
5-30 points damage

Character type: PURE PSYCHIC - Steve Henderson

Experience points: like Mage
Fights: like Veteran at all times. Cannot be

Can use any normal weapon, but no magica
i ncreased 
(or super-

logical?) weaponry. Can only use those magica 
icaI) devices which tie into psionic powers. 

Must have normal or better psionic potential.
Hit Dice will be one four-sided die (I D4) for every 
Gains abilities from all three psionic powers tables

Must have a Basic abi Iity from one 
gain a Superior ability in that same

(or
techno
techno I og-

penalties 
charts to 
Has twice 
abi I i ty .

two levels, 
and suffers no 
of the three 
category.

the psionic potential chance of gaining a new 
Starts with one random ability.

' V § ' V § ' V § ' V § ' \ < § ' V § ' V § ' V § ' V § ' V § ' V § ' V § ' V § ' V § ' V § ' \ . § a . § ' V i § ' V § ' V § ' X / § ' V § ' \ > § ' V § ' \ / § ' V § ' V § ' V § ' \ . § ' V § ' V § ' V § ' V § ' V § ' V

Some Monsters from Alt - by Lee Gold

Vultures— these are best as wandering monsters. Vultures are 
typically average level for floor (rounding up). Thus 1st level 
vultures are 2 hit dice, 2nd eve are 3 hit dice. 3rd level are
4 hit dice, etc. Vultures are armor 7. They appear in groups of 
3 to 18. They do not attack a fresh and healthy party but follow 
at a safe distance, until there is a fight. Then they zoom in on 
any dead, wounded, sleeping, or otherwise immobilized creatures., 
peck their eyes.out, peck out the liver, etc. Depending on 
morale, they may or may not fight back on being disturbed 
feeding. Vultures are of the fourth alignment: Hungry.

i t

and
their 

when V

Baku--Jppanese mythfra! creature: it devours bad dreams. It 
resembles a cross between a unicorn and a goat, about the size of
Shetland pony, white, 
it eats phantasms (as 
basic from each host! 
placable disposition, 
eat Illusionist spells 
Baku attack). The Baku

straight horn. My Baku is Lawful, 7th level, 
a Dispel Magic) deriving I HP additional to 
e phantasm eaten. It is armor 3. It has a 
being a Buddhist at heart. It has a chance to 
too (give each spell a saving throw against 
attack is run as a hit. Bakus are +3 against 

animated Undead (i.e. those with a MU or Cleric running them like 
zombis and skeletons) and +1 against Chaotic enchanted monsters.
They are -2 against anti Magic-Users and -I against Fighters.
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I ho LOo'i' MA^'K #1
Cor I \±hr- te  luarr-’? Ariwl i f  I could jn s t  F^t A?icxa o f f  rv  : ack)

i f  St®m rt IftTirj'

I would lik© to st@r-t o f f  th is  with a d'imgoort adx’‘orituro

TRA'VERSING THf; DARK DUNGSm^; Ilf TER^XOLIMOLgllM

Eirstg ferr io lin © l«u ®  is  a dungeon goYerysed bv a senil-s "GoHoOoDo’^
(Gf3V«rniag H«aiapk©r«ric®l Occillstirsg Dusgsaa) c®«watsr. Its actiTiti*??
ra3ig@ r ipp in g  o f f  p layers o f  goldpiec«-5s t© sistir.guisM ng torches^

that th is  functicm  do®s not featpoa v®rv @ftoa dtj® to  ffm ltv  
c ir c u it s .  ON KITH THK ADfSWTURS!Sn!!^

Aft®r a brisk  ©a® da-- h ike, t-fefs daring law ful adY^sa-turisrs 
«nt®rod the dungeon in th is  fashieas

Heppity 
Giant Toad

Kairror
I6.ai^^2=:i2^16^17
4th l€Y «l b«3astaast®r

BOOGIE
C®ntip@d©

Baasa©r
Giant

Buggy
C#ntip®de

3rd cl®rlc
Aka

Big Koutk 
Gian-fe B ootle

Cla^r©i&or«

4th IsY el c l® r ic

CruB c fe or 
Giant BEISTLE

CHICKEN 
-OiaRt W^aslc-

As thn adventurers wer® rounding a c&m»r^ K®rv©r y®TI®d-j,. 
all of you • c&m«s look at thisT’̂p Following kis' orders all the'an.l®al«, 
insocts and whatnot rushed forward toward Korvorj nearly crushing 
bin along with th® other two husanso

"Back off turkeys3 just CLAYMOORB and Aha.” said Koreonr.
Roluctantly the ani»als backed off and let CTAIMOORE and Aha though,
Th« clerics, saw Korvor standing in front of a siultl-colored ®®tal 
plate with- a grill y button and slot and smll shelf iabedded in the 
?a#taloIiS0B«ediatly clouds of sasall silver »otes surrounded the - torches 
of the grout? and t he torches went out,, Then suddenly a d«•”•?>9 b®n«iRg 
voiCtt ca.»® out of the g r i l l ,  "PLEASE PUCE lOGP IN THE ST/)Tc i oPLEASE 
PLACE lOGF IKS THS SLOToo«*o.o", "Awww go suchk your thimb!"j, y e l led - 
CU''MOORE« "IMPUT REJECTED 9 « said the-voice 9 "PLGA'-E PLACB lOGP IN THE
SLOTo o ...” K©rtr©r saidp "Alright, fine, ^K."' And he out the won®? ..-
in the slot. Nothing happened« "Give you shouted
J(0 0  and he put another lOgp in the sloto Nothing happened,

' "’’’ou 9" shouted CLA7I-100RE anci he uriniated in th-«- slot -.
The group was suddentlv silent as all realised what CCANDORS had don®,. 
And all jtaiped when heard three thuds as sowethjng bit ths 8h;>If,

"What is it?” asked Aha»’■How wo'ald I know? ”©xcla5v-̂ «d Korvor,,
"well g» look9” urged CLAYM00R5Xorvor’ went to the shelf and picked up three slightly wet 

cr'lirsdrical aJigobjects with two buttons on thea eacfeo Y'lthout a word 
K®rv«r pushed one ©f"the buttons mil it, Taaediatly a tw©=>f®ot Irng 
fiasco shot out of the object and lit on CLAYMOOREB rear,"OOOOOOOOUUUUUmJUUCCCGGCCHHHHKHH! 1!!'% screaaed CT,A''’MO'̂ RE 

"Careful, -gou are lawful vou know, "reaiaded Aha,
"BorrysKorvor grinned, trying t© hide a s»ile, Korvor tk^n 

pushed the =t«cond button which produced a bright light.



psge 2 LOST MiiSK

t'h€.= p a rty  I'^groupsd and k®ad®d dovm VM® wssterri ŝ: co rrid o r

a door on, t t e  n®rt.';,. K&rv&r and CW'^TOnas 
a g a in s t  t h e . door a.vi apea«d i t „  Th« dnor 

ach«r. j e l l y  wfe.lth gu rgled  in  d e lig h t  and
I.-u ckilj, CLA,(]'400RF /as r^rndv v;ith two Mfisl®t©v

w ith ou t any fu r th e r  in te r u p tio n s . After tuev had tr a v e le d  forabout th e y  cajs@ to
both threw their weight 
CFfl»akf«d ©p«a to reaEvsal 
slitk©risd tov/ai'd tkean
c o c k ta ils  ( c o s t  5 ti»® s as M ick’ as r-t'g'o.lar '3,11) and thrr.'i tk e e  a t  thsa 
b«»asti^fe w ith  th© cry ,̂ ”Die P“̂o B«jtk kit. and tk® ©;rmst®r
ser®ata®d in  rag® and agony as tk& ' f lh im B  ooj;sur/i©d feiso Tko Bionsts^r 
w ith  h is  d ’"lng g u rg le  (?) sen t two p.seudopjda toward ki&  h is
a g i l i t y  CLA7 M0 ORS I S I I S I I  3lud®d th@Ky bu t kpin/r^r was ca'isgkt .and 
3 cr®asi#d in  agony.,

Th® party co.atiMU«^d ®n and casi© t o  tbs ©n’l ®f tfe® corridorj., 
they p©st®d A\ka to prevent tho® .frosj b@i>i,> ,surpriss:d and t-h®y 

pr®c#«d®d t & search for secrot d®ors,-, '='ong two giant crabs
caRfi down th e h allw ay and th® a d v e n tu r e r s  g e t  residy fo r  battle...

help croora#d Kisrin^r’'Ploas® Mro crab don’ t  you want to  
a-3 k@®Ksad@ h is  b®astiaast®r cast.-,

■’Ogyl@ J.A<~E©© 3aid tfeo gi: crab (Tran.slates t© CHAM IT CLOll'l)
Undaunted K®rv©r' tr l« d  th e ot-her on*o
■ 1̂ f#©i s a id  the crabo (tr a ts la tis s  to  n-'’’ COtJRBI-; T WILl)

and
arid

nd

th e  r®st ©f h is  b e a sts  t® 
t@ ll  a f t a r  the? bi-ittl#; was

a tta c k  tk® ©tker crab  
■(. gia.nt c-rab.̂  Ibypcity

K©rv©r- erdesrsd 
tk® deffith 
B ig ,M®utfe„
Ths?. adven tu rers a f t e r  g e t t in g  ksal®d i^f/tk&ii' wounds rio3ibl®d 

down a passageway to  th e south., Th®''' £>i®e to  a dsfl r̂,
back 
( I t  i s

„ .i« v ita b l0  you know, th e re  are alw ays deers i a  -iuageons) A ft e r  l i s t -  
o;:ri.!Jg.„ th ey  heard harsh, g u tt e r a l  sounds<> K®rv<ir g e t  hi?. cr<ob p e s itie iie d  
ana th« d«^or t® re v e a l 3 lisardiaen -sating a eerpsa,.

With c r ie s  o f  «Die HHIATHENIU® AMD ’'GO GMT THW CRASF’'! "  th e  treo p  
osM'ia la  *;nd siads sh o rt work ®f th® l.lsardi«erir,

A ftv r  thffi battl®.,, th® B«ast&sast®rs Vinisals nud «̂gd K®rv®r and 
Si f»«w words in  con feren ce Kerver saidj,

f®ll©ws^ »y anim als ar® kimgry., s© i f  '••’•ou w i l l  klT jdl- tiirr.
y©ur back.“;ooo^

The anim als d ived  la  w ith  sn r e l i s h , and CTAYIIOOR and Ahs; s ta r te d  -  
pi'a'-^'l-Ug'but it. to  n€? us®, Tkev both kad tk» i l l  lu c k -to  t-hs; -  

siB k h is  1©wls i& to  xka tbo a lrea d y fealf-^"atfm c©rDS«g <th® 
ana background^ n o ise s d id n ’ t  h elp  « lt h v r „ ) and thew be ran tu rn in g  grooii,

in... l a t e r „ shaken bv nausea th e groxip made ready
■ '' .  . « - » -1 tci> 1 @» V# 

th'rcT h ir ty  ...........  ,, - , , .
tk® But atea f®3i«d a s@cr®t doer th a t w.as bai.i'waiv ©-pon tui-io
bod  been hidden br th e crabs bulk as he mts ©ating-^ Keryer 
.r--.pr©ach«sd th e door c a r e f u lly  but sh in in g  h is  1 1 t ba r®o» 
h© found and d istu rb e d  som ething th a t KOBnDY wanted ta  c i s t u r h ,

6 "waspso 
a OIAfT. WABPB

W-5'his^^ 3̂ k"X©C *’bATCH OIJT!'«« ’’F W I DO ''̂ OUR DtlTH’’ AMD 
cdEOi0.% ^^llCik% i.bLPPPFPPPPP^ n  n  n ! n  ? ! ! !  ’ k̂  n  j?? Tk«? ad». 

vt?vrtu»t^&.. b»;a^al>feasty r e t r e a t ,

v / wlfTfv
' "■ — . "

■/r V/ .. ,



A

brolfTii; and v th e trl-fi adventnr.-r-!-': on
Oexcian V'̂ np.,

Di.‘73\llu&:'.o}jnx
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THE PORTAL TO TEMPORALANA §1 
by Wayne Shaw 
9644 LundahI D r . Pico Rivera, CA 90650

. As the address above shows, the school year's over, and the 
Claremont group is gone. I'm back to the Pico Rivera-Whittier group 

Before I get to comments, I want to deal with a problem I have 
noticed arising: the notorious "too much magic; too unrestrained"
complaint notably arising from CalTech Dungeoneers and Boston groups 

Certainly, people, we have a lot of magic in the local groups. 
Certainly our spel1 system allows our magi to do a helI of a lot.
But for God's sake, people, look 
you talk about how easy it makes 

First of all, we completely 
ining occupancy. Too much empty

at the dungeons for a while before 
th i n g !
scrapped the Gygax 
space. Played one

system for determ- 
game i n a dungeon

stocked that way and was bored out of my mind. My dungeon (and most 
of the ex-Claremont contingent) have monsters in two out of three 
rooms, treasure in two out of three rooms, and traps in two out of 
three rooms. Then, just taking my own for example, we have more mon
sters than usual in a group. Except for human types, which I developed 
a somewhat complex system for determining number by level of humanoid 
and level of dungeon, the number appearing is the number in the book 
for outdoor encounters--and that Includes wanderers. And as you get 
deeper, you can also get as many as this number times the level 
number, - or a normal amount, but the level number of different kinds 
--not even to mention the level number of different kinds of traps in 
a room. Add to this the numerous kinds of nonstandard and deadly 
monsters (since that bunch a while back, I've started using about 
30 more) and you get a pretty deadly place.

in one of Blacow's first couple of p i eces, he 
down on the 
level is

offer any one of tiiese people a game in 
of ignoring the whole thing afterwards, and 
our characters have it, shall we?

Somewhere, 1 think
wrote a dungeon tale in which some people found themselves 
8th level involuntarily in some dungeon. Faugh! My third 
rougher than that. I flatly offer any one of tiiese people 
the place with the option 
then let us hear how easy

LEE: Rather liked your system for pricing, especially on Rings.
Assuming anyone ever sells anything to the T-town pawnshop ever again 
(I've got one crock ring, one cursed sword and one chaotic special 
purpose sword in there at the moment), I may use some of it to help 
figure cost, both ways.//I don't believe Ken was objecting to the 
natural aura seepage that takes place when some object is used by a 
Chaotic for a long, long time. But there are people who tell you that 
the armor a first level Chaotic fighter has been wearing for five 
minutes is Chaotic. Un-Uh.//I tend to think that Nazgul were about 
equal parts spectre and lich.

MARK CHiLENSKAS: I agree about the complexity of backgrounding
a wilderness. Especially if you're going to fit in one-time space 
travelers, technology, and other such things seemingly at odds to a 
ma g !caI/mythicaI world and have it ail work, it requires careful 
planning. I found this out recently when I star'ted on mine.

Greetings. It's always nice another NeutraI 
at DunDraCon. 
Vh^t

FANG
fancier. Sorry I didn't get more time to talk
As to your comments about Neutrals, I should also add th^t occasionally 
a person will be called Neutra! because of inconsistency: such as one
moment killing someone out of anger, next risking his life to save 
someone else. Arlan of Pentathon is a class example of this.
Equal parts Lawful and Chaotic.

running into 
to you 
so add

i-f



M â RK SWANSON: Around here w o ' ve always run it that you can throw 
one spell a melee turn for two reasons: One has to do with the whole 
problem I discussed at tho beginning of the battle: i.e. staying alive
when faced with 12 Soul Feeds and two Ogre Magi in the room. The 
other is that it is next to impossible for any even reasonably high

let's say) to have a chance against a party of
e exactly riaht and he has 
and then gets mushedby whatever 

out by it. In 
chance against

un I ess cond i ti ons a 
He throws his spe|1 
have you 
system a

that aren 
magus has

't taken 
no rea1

other 
a fighter

magus (8th 1 eve I , 
around 4th level, 
severa1 friends, 
fighters and what 
words, under that 
around his own level.

NICOLAI SHAF’ERO; Have to say I've very r e c emly begun to almost 
agree with you about reroMing, mainly because if not watched, it 
tends to get out of hand. There was one turkey wh.> wanted to ro 1 I 
eighty and keep ten. *Sigh* But we mainly did the roll twice as many 
as you're going to keep routine because peculiar things happened when 
we did it roil it and use it. One local player tended to legitimately 
I'o 1 I higher than anyone else and bug the he I I out of everyone else.
The new way evened out the distribution, and also 'ecogn i z-e-d"'i'hat 
most people with characters that are inferior to a large degree--'‘e{ids 
up not running them much anyway.//As I have noted, my character tofal 
is somewhere around yours and for the same reason. Besides the 
dungeons that can't handle a wizard, there are aiso quite a few players 
wno can't send in people to compete. Thus, most of the games that 
come up are too low level for liim. It is very difficult to play a lot 
if you've got six characters.//The 
bright. They should have used the

group in Robber's Roost wasn't too 
Cold Wand Into the room and saved

fhe fireballs. Admittedly it's harder to catch escapees with it and 
not fry 
tend to

yourse 1 f 
do a he I

but if there 
of a lot to

the room.i s treasure 1n 
t.//As will be noted from my 
I tend to ^eeI somewhat the

CO Id doesn ' t  
comments  
way youat the beginning of this 'zine, 

do about "traditional" D&D.
WES IVES: The idea of dogs in the game is one I've been consider

ing for quite a while, and 1 may use some of your ideas to implement 
it,//Very bizarre things can happen with probability. I rolled three, 
count 'em th ree Vorpal Blades on the damn first level of Temporalana,
On the other hand, 1 have never ro1 led a Sword of Sharpness and was 
down to Level Three before a Dancing Sword showed its face.//Around 
here we still feel Wishes are generally able to raise you at least 
one point per wish. More than that is chancy. After all, if they 
want to use their wishes that way, fine, but some day when they need

there and it's amheir own tough luck.//I 
campaigns per se because it seems to

! not into painting, you can always
use the six to determine if it's

that wish, it won't be 
basically not too fond of 
restrict mobility. Even It you're 
ro II a six-sided dnd a twenty, aid 
the top half or the bottom.

g r a n t  LOUIS-D'OR; Interesting set of Charactaristics, though 
I am still opposed to charts that put in personality factors.

HILDA: I've since changed my mind about wishes directly raising
level. But 1 do allow EIves,Dwarves, etc. to use one to allow them
selves to go up a level when they otherwise couldn't, even though tliey 
have
the EPs.//You 
Several of my 
Cone of Cold, 
prohibitive.
trade for several of my

bring up the same question as I've been wondering, 
peop I e wou Id like cop i es of such spe M s  as SI eep .I-') 
etc. but using single purchasing price seems to be 
Is there any system for buying wholesale? F'erhaps

s for several of yours up there?



Fanphasms sound a lot like a monster I have cal led a Protean. Nasty 
beasts.//I also have a group of Chaotics. On their first expedition, 
about a third of them were wiped out, but they have since been replaced 
and with the addition of the son of one of the characters who was 
destroyed (he went off with the Death Goddess) whom the DM indirectly 
gave to my group and who is a very low-level DemiGod (the only special 
powers he has are weapon poison-saIiva and immunity to poison) my 
group is thirteen. Haven’t got to use them much, +-hough.

JOHN BRENNICK: Glad to see you cooled down//Don’t think I really
understand your magic system//The idea of having a starshfp stuck in 
the wall is great. Glad to see I'm not the only one who has Star 
Probe.

SEAN CLEARY; Another anti-magic dungeon. Sigh.//Undead run from 
clerics because they emanate a little of the Force of their god, some
thing undead can’t stand the presence of. People who use the Perrin 
conventions allow Anticlerics to speak to/control undead with the 
same relationship as turn/dispel.

DAN PIERSON: Uh, Dan, I don't know how to say this, but when I
said third level, I meant third level monster chart. In other words, 
Vance Dragons show up on the first level once in a while.//I already

magic slings and stones.//if your players won 
quite a bit to find out what it is, don't tel 
is. That's what we do around here.

Around her$, you occasionally get intelligent 
amoral or as usurlly called - unaligned. And even if

away as long 
so the swords

sometImes put in 
the stuff or pay 
what their magic 

ERTC BAfN’BS 
swords that are 
aligned, we allow people to carry weapons one alignment 
as you are willing to take the zap when you pick it up.

' t try 
them

could have been Neutral.
JERRY JACKS; I presume each Mage's Sword is a higher spell? If 

they’re all 5th, that’s a nutty spell. As an aside, I have a magic 
item called a Spellsword thSt can be used legitimately by a mage, 
since it takes spell points to use it.

DIANA MYERS: Thanks for the chart. It helps a lot.
JASON RAY: The whole expedition into Temporalana was somewhat of

a fiasco, due to time I Imitations.//I 'm not sure that all spells 
require gestures. Force spells, yes, but things like Sleep might just 
require concentration on a specific area.//The questions of Paladins 
and Neutrals is one that has by no means been resolved. Everyone I 
have played with in either of my two groups flatly threw it out, 
because he would never get used. I have never seen a totally Lawful 
or totally Neutral party.//NO! NO! Doesn’t anyone get things 
straight? First off, I either run it my way or the way the creator of 
the scroll ran it (usually the latter). So if 1 was running it my way, 
you wouldn’t get the seven uses of Monster Summoning VII unless it was 
a seven Spel I scrol I and that was all it had. You'd get one use of

was a seven spell scroj1, you’d get seven, 
of the spell. I have only one-eighth of my 
people would get it straight that I don’t 

you’d see that in the short term sense they are less 
Is with several but limited uses.//The same thing 
you consider excessive magic. If a party is on the 
them, but have loads and loads of magic, the 
system cuts in and drops them a level or two.

the spell a week. If i t 
but look at the duration 
scrolls that way, and if 
comb i ne things, 
useful than spe 
applies to what 
right level for
proximity magic

LEW WOLKOFF; One of the weirder predicaments 
expeditioners getting themselves into.

ve heard of



GLENN BLACOW: Sigh. Well, here we go again.
Fir-t, firearms don't destroy the nobility i n the D&D universe 

because the nobility tend to have friends with robes and tall pointy 
hats who can compete surprisingly well with even futuristic technology, 
let alone everything else. Second, firearms may be rare, as may be 
their ammunition. The really significant ones are probably in the 
hands of adventurers, who found them in strange places, and who can 
make it rather expensive to take them a\;ay. As long as it is reason
ably rare, magic can compete with technology with no problem at all. 
After aii, what's easier, having a mage spend a night memorizing 
sipells, or having an alchemist spend weeks making gunpowder?//There 
is a certain amount of false advertising in referring to the abilities 
of the Grand Master of Flowers as though he were any old Monk and not 
i6th level, the highest you can get. Look at all the things a 16th 
level mage or cleric can do.//Except for the SR Bards, which are much 
too quick at rising, all the other "official character classes" rise 
at least as slowly as their nearest equivalent iri the originals, 
o f t e ti slower.

I am not complaining about giving people exactly what they wish 
for, but the fact that most DMs can and do play semantic games so 
that it is next to impossible to phrase something without their 
interpreting it differentiy. Nicolai Shapero says he can phrase a 
wish perfectly, but with no insult intended, I'il believe it when I 
hear it. Under these conditions. Wishes are a waste of time.

That statement refiects’fhefact that I play rhe game to operate 
ciiaracters and watch them interaet. The fact thai they formed a 
coaliiion is a consequence of that. Tel! me during a game that my 
-nciracter can't do that because of Strength or Intelligence if you 
wish. But tell me that my characters can't live together and share 
some equipment and you take them out of my hands. Do that, and I'M 
find something better to do with my time than monster butchery, which 
is c I I the game will b e .

The fact that your appai'ent stiffness preclunes your liking hokas 
as cliaracters does not mean ihcre is anything wrong with the idea.// 
Either you haven’t interpreted ^un_d properly, or your idea
of v/het "restrained" is is much too strict for me.//Any first level 
that o o u 'd take on m^ Witch King of Angmar w o u !d have to have damn 
higl'i level types along. I am not i inp ressed.//See my comments last
Issue re artifacts.//As to 
this z i n e .//i don't know w h a t you 
of suggesting rape is Lawful; I can't 
Tliat i nterp rotat i on cf Charm does not 
‘1 reat it as rnentai domination.

1 have goard good things aboui' one dungeon, but when I got in 
if, I found the DM gciieraily incompetent. If tnings had gone bad 
enough wrong, I would have lef'“ wifh no qualms whatsoever. As it was 
i ignoreo the results of the exped't’on: treasure, eps, and all.

If you give the people witn several characters credit for some 
honesty, that problem does n-'t arise. have coiit: a ra t i ve I y high 
levels with +1 Swords and comparativeIy low levels with Swords of 
Cold and swords +4. 1 here are not trades taking place, because the
higher type doesn't have anything the low level wants. The only time 
an unbalanced trade tooK place is when a iov-level Lawful fighter 
gave the Vorpal Blade he found to the Paladin. But that was logical 
t-acause he figured the Paladin cou i J do more good with it than he 
c, c u I d .

number appearing, ! -•e
?

see 
ererr i ng t< 
be i i eve he 
follow a I !

f ■ h e first part of 
when you accuse Dick 

said any such thing.// 
over. We used to

NrX'i ISSUE: Crestcats, new weapons, and maybe a review of
''' I u r i Tci; W i z a rd rv .
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4.iPŴ' J
' 1 - r l

\ /
N

\
X

' . V  / ^ 1  \ \  f j

i

\‘ \i f / i

V 7  -^iLr, :̂ ■ j \jj ! /

i i C"^' //

f,-.f p >‘.:-;-«Mf’V'v

w ^ mfe\.- t/;̂ f

p.f!; •̂•' v,̂

10-:
■1

l;vi%.v' ♦»
■ ji

m- •• ,.*»' ;■*' ■'
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jiiiaXs woek is Uc:̂ *3 ■, imd
the Glaranont. UCii) ai-z’̂up i,s brc 
u*».5 Grsj^ Ilo’riird be ,ai A rx .
iJt-fflCaj 7n%;7ic; li .1 0X03
to tiio iiMfctiosM’l w  l l l v o r a  
oiid the c’V»ioT‘3 ar’c. ̂oii,r' i>i'j!?ir 3o;.ki-« 
I’Ate vrayoo i fba'»t kiov ĥr,.- r.a:v,? o £  
us ’./Jll tha £i<:vap thi^ .iJJ,.-
bat at l.cast 'Uk; arc stai-'tiip. uev; 
'*3in>33 fox- '~i?2/j:j_., xî so- iciĵ uP 
is top in tiho OJ.aiXjrr-it i>av‘json-., 
arid iJohii "Coviioy'* lCiĵjsb'.«Tŷ t:jy> ''
' txoup practical Jol'er viitl). iii-j 
of tho yljui,T3'“.i'Vj0d PL.bkitL>o 

.Vi .v3L.i;v.î GXara!;iorjtcr3j 
over bee. bî Pio ,.X*'

;k>iy, fco rellvo past {p.o;;-icu Ixx 
t..ho of the Ordr.xsoK i'diJbi.
conGJ.i/.sion of tlrat DmiDraion roi:ipi;

G-tXi Lijfoi'i

ixraDpalsg A rieddira'-lo * •!.'l. 'a'.>r.paUBiveiy^'rva'. T sre . »x> ■ *of aUlt peop.1.0 a.ni tlireo cltrij.'iiec! 
hae entore<i ono of tho J.yvtto,rlc 
iiooas of aij.d boon
doorcU pat-0 .i iiP'o-ati.dn'̂a ffl).ov<?apo 
f̂ber lociitj tbe?.r iiiiof Jar a opi«.-3 
th lotvis, ‘̂ ticorasj and ,iiad“

tloy ha-n,! Pivlrca into.dUr
nuU-t.-oy ot̂ jfKj tou'oy aciid the srioi.;, 
vVoa y .cP ;.ur6g' tiip̂ ; Iso-ar*
nc la.-s :i.;:i j,;j tonaop o « »

.. VO .;a ivoii p;w uc'is
X X ' ^ K i  I'.-.i'i'. V'li-j \ - i O X  i  

, :olLci -Anoxia hi'lXJ f.-\>u 
• H . ;..ul i*2-jC‘a3 .y.̂ coutou 
■ . — to,: ■ .‘,0 ;_'0OCi vlOt-OCtO
t. ■- ■s-'.u'''iOu AA.it,auicl 
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_i ' T •n br? bO;-: ’
a ;i y/

'̂ hi

r. 1
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,p;hh;:a hh.

-.q ■

■: ■'; - h; , .a. , ' a.'h: ..h i'h.h. vh-.±,.:a h'.'
co-̂io i:uiek QjqjlalniAi th:Er;-iqh ic;TE'di% a:id tho

'■■ V y. : ■■ ;d.̂
a 2/-hi /--’aytrcl ixiv'^ ?.:il ^d^ard.;, aud di"aiudbch Delia an onl̂ ;-

h’r.-’-; V •v ' ::;-' La.i'h/î  .loodj'’;; tlhdh- coimhry- of ''D8no2ua':.d”
; v:̂  ■ r,ha  ̂ v̂f 'd;'.vb’'X'̂rid'' imtihs- lan;̂  Gor'lc-o 'dCIo Jiisu hivi. bi33:ii
■'.-. Da :h i>and .dy a Gevje '?f â'iccilcnEi of Carco  ̂irjhtjrs the 
y - ■  ̂ .-■■-■■■i ix>a±5.n; : :u.3 Uoldry Dluvco yaasoneiĥ  Vhen boah ha aad
nada, aad been k'jluof̂ p̂ yd -aid djâ rdoonod 'oho to'K?r ihiriil fhc ptirt-y h2;d
■ ■j'l.? 3Ca.vlO<> ' a rt

nr!.

corn.
Ixi.h:

t:
. I 'i h;.:
h

O ■( 
■ . . X '. y-..

v-o
a ‘̂vj-

x£ yn tV'xX’r ''oo hnij,rul̂  h M  py oiir sidso Ifer
■--■ -trorlV-) ^ * -1 tho -aisuieo of Ormrŝ  haf>h not that
Ovnarxv3i.;ĥ tb .e rnpjedition e,<;o3 n;e4 the irarltotiorio In the «,%)xdh 

^̂ 'hD'.dt-'Piae otatue lath a tai3po:?t button ibr a navoly A lyttl/:;
(id fhie nXr-;on artiih/it for enqx̂ ditica fooŝ  and its narol uan laxas'/xh

starting t-o lireal" ovai' Garcl̂ 'vdien th^/’ jaatoiDinlî cd ±i\ the 
.titliio i*in;atos the nairs had r-pro-.-.d through the tvrê s "ina'ig «I-us«

10 h x j l : i nd n> brou^it chaiipicms to fight hy our iddosj’*
.1 L ‘j x  loD conferonue \-rv-2 held in tho Icingtento The hitclilaurfisnr

xT>ru« '•■ • vuy;: ao jŷv- c,ie 'it dâ r. in ?;p d to^pu to biisak t h e oeigeo D'ith ^̂ lng Incfs 
and Joh-.i x'stumr.lj, the edrx of battle -/oye ousn| 'dAh the e;ipodlMon iii
tho oolgo, XUS 3-:x>ôiJ-£n.ia.ba land t.}'- T r u a n t If thane i/oro roro tiinoj, tdiô' 
rouid I v-frah adxaiftogo to tlr' fuU.,e0>2.; as things otuod̂  I>ong Jus3S (30uld
Oitbrt.l'ry tba'.\ 3j; ;;-o ato ccastiiig ';;■■£',]« orders

The baft lx ŷ ifer x/ao traditional, r d ohariplon nonld load each srnv n,dt into 
the rr: '.aats* respestii/e ch;r;;; .ons in single conbab xfiilo tlie‘

snabE nhoK?; 1'-i3 clnoard. „
T m  sJ-'v c-satin"ted bo 3i,gh:lion<s Jtdr Achnod iffiroHod ilia proyo/mg aid knoito 
hie 'T.a ;l.la,ba 'ilia r.ll.ah" eo'iocd̂  Ghi.ef orofioden painted M.s face for v-ar 

and ira'ja dio ?at3Kuiroh cost lie-xtliisg spells cn viioovos* aooded theSo as they 
id.-iisiaod a.' '- 3f'v;i.7ed bo their unitSr the sun rose ;md horns o,nd druas sounded 
h’l'o,!. •J.r.rc. '..

Th? Exib-; r̂yo;," • ■pansdi; x̂^n. tbr ns.tclil aador host poured o v t in. a fuzi patherno
■ ̂.l D yil vnlo''' ■;..£ npr,c:io Eippear::'.; ao tne on':?:r̂’ exalts depJcyad in OfAtO-e order? at 
thr ao'b-, C;,y>c.rite iojog JiKvŷ. x/as ttiai (ferlco hinselbfo Tlio DerjoaLandors dooed
■ o.:GiMd tlurx„ EyiA-rcljone of aixfuntry in chai.rw,il and homed sala{fe*-aiKH3eijor hiUia/

rbeij i li ctxr„u)go= XcoĤ V;; figuios^ ooino ni'ir-dryrisiblo in grejr aloakSo 
.Lra.f-'3tK,r.r '. 'flarles z^eed in fcho 3un2.ight and the biAblo began.>

IClihb 'ianlo-s liGoifcatad an iiif̂tcuit at the sight of King Juss^ then Ghar'gedo 
The tv-o Ici-vys clr̂ .siodj, t’len tlielr units o-lanucd into eaoti oth.er and Ixjth xiore 
Ic'st- to v h m  ■=■’ flaa' .es of Id-ghtnljig,, blasts of S’irebaHs^ rdsts of CloudldU. vjo're 
all that s?;Ovjnd of -'he two i:lags'' dualo

Ohj.-rf iteorbdon xras iMxct to cng.ugeo The enaiqu ffnmpion =“ a huge .-imacn -• go,u e 
at .biig her t*.x»-4iaad3d siifor-c upran.sed to strikso dith a tdiooping batble-̂ ery. the 
xra.-p-’Pidirbod F'j.ghter ::f].Gx; like a stidld.ng eâ jlej, and Ids flajrdng halberd ca£io <Itoijn 
uO johead the idtohlandero Then th.o tv» uni.ts cla-ŝ ied? X'dien the dust clojirad̂  the 
o i’op^ f unit xras all littering the gz’oimd rdth dead and near'K.bado .-«ith thou lay 
(VOk of Cidof iJs;-oi:i>d3ii"s niGUy

visxt to ,'Tj;.i lyrroaul's oharsseo i-bntgoners'' l i . j  dead ardd M s  dead xjjnlt̂ and 
til® Glttfilyjyoers poured through^ led by GorinSaiŝ  an ojaa-suiuging lOiih-lofvei LoMo 
Ohisf BTOnbden .-fLeiz o'rer to Co.rdnius| his surviving uiait ran att<r£‘ I.iiri in
an rttexipfe ';o nl̂ ĝ the gapo ’•̂ hc Chief *3 +2 hoJ.berd ilasMd in the s m  ifLili CoriMaa" 
■ »-2 aaa for a lung iaouorjt̂  then ruaLlglrb fainted off only' the m v t xiut xtLth 
the dbiof*c b'-loou. alsOo

xi.ci, liib:,.ea in. hir .irnn C.Lualr̂  xjus x;o.fcchi;ig tno ad\rruiGe of his C!y>i>o...It;.'
':;h3)j Chi^f b5;onjdcm*3 second’'in-eo>xi;,Uid i>au up,, ‘’Tliy cjonrada cf t)ir oo;-?pci:y

11 in Is iiri;,' , ■■ d,e J;i;ranlxjaier iuopod., '*ile sn:ire of a EtEgical, :X)tion ifcich t r'u
rrrrd2iyt iivb,.r t M  cir-at , „ .b'

Cog irit̂ riv a 1,’eiiuM.., tbon uvl'-u cirt h:lo fSil'-.'rv ootblyy of iia,I].-3;\; Jr,
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A JiTOvi; IcVte”,-

' .•■- Ah^ i ! c ^ ' ..(A:v- wi,, •■•,- . iAri;

tha Dto Ptooo'^ ■x)5il/l(- a’vpffiy ?'ud

UC'

■ A;i*‘
’ooy ..',;i.;;ivi :u;ovc tAo --‘.ii'Iv on.08Gd o\i. -u;;. I’ /xdcluj;

vrj:- if ;u.a hrOA;3:rdj a j i J j a hcj died,, ao:; 'J J J i i tlie of ui.3 'irito
Aod thr3-: baok biu s3.oSk-'- '̂ •ia-bsd 3i’:)'!;u;:'rlc.

h/vx'oi' b. blood-ijV'd loTblie?-- r’vsii a.; adi did. eX),, Aho td7.0ti,t of •„,
ooijBfted and .«EmdD.i?. ctosceiidad to ahattar a h-^i and *?.loaw a -..la i

II .'
•ea. :' 

■vxjxdi: 
/.da c:.;

j ■ :■
.'1.1

iha 'ijo-a'.Kted dad bhfia. coiiil̂ iuod, on £Pd.;o2 ina: into Joruvid*s aa/x-o i'lr<xju 
3oaoi3 in hiu oj?..'iot,’',, ;-’.rid lie too i'oll,-, A fox; i-iiiiutas i;',tas.'., c, aai'̂ rlvi.
■mth ytodd^rod i®undO'i cv;>,r t-iio jxxviiriy of dor’andto kj’!.,

CoriJ-id’s son 'At/djxs, ia8a:r,.4iiXs, x-jas 'iliordn̂  iiito tl’.u /fjiAe of fa?o of ;':;,r<-v.; 
tha i'X>nl'.“3 coDp.oall 0 AoiTo IncTtont lator,... V'd̂ avSv :-. 5ti..-lov.3l x;a-'?
'x>ir oiTox/o iho nolta rxet̂. end the. .jitchloaidors '.obvad oat ■ xjtx-.o :.>-j;
o f  Jaax;nde s-im,,

'fedi to hiaj dcu:ies t]xo iatiXLaroh n;..s txoing Idilod,. boon 
lord) lod bis unit o v e r  tfoixes^ and Jc-bass" uon’s 'bedieso Jacn tljjfAoal: ;..'..vî the 
.itr.hlondBi's tliroM/jh .-md̂, lilce Chief droriedor.j r xciiad .tvi to iai.iv' itu Oo. Uw
oaxr h,la as tV3 ssarchad J.;-.’rs3G* bor\/- a)i,d attackedo Jason .fband. Jrjoos® <>45 '= ■* '••.' 
Clori.c had dl.acl ba.foro ho could e v u n dnar It •■- and }vu<.iji>3d < <vtc» -Tcx'-siie
befexe t h a  ea o u jr  ito rd o’xt hiu to piooaso

.r'd,r Aclitiod prf.ocdj oali].̂  x;a,tohi:.;t ths advancoj, led by Cox-.aad'i? oth. :-
sop Oa'i'̂ ol-o (3fcb/-'d 3vel ifVihtor).̂  Tlio .d-ii.r ralard bis sbaff,̂  vvintin-; 5,t at- ii..' 
'iliaarjint’ .dtahl.-'ncbra.; ills lieJji of Bi-illiamo bia:sed| bio wico -shour-ad ■ 
ai±i?;3fl,l'i t h e m  tai30'r-3d into the sori-id of a apal3..o Jiiros bvjTat, :1 a a aserecA
saroad patta'i’a. dvo;-' Caj;p;o.le aixd hds unji ., .oiler tl.,'? bm>st,, noth!;!),,; - ■■■•ec,.

liyardln 5Gs;-in''edp said the ’,.*D:rds oi' a Cham Parson spell laffc ia*.;; X:i}xa . P’i;.'.' 
Priixce La Fia’oea (5tb“lex?'ol i’ljhtan).̂  .̂eac.'uig the aivtack on aiv'fi’c. '.1 ,
'\fe;.x_5 Kasr̂ .ex’?" the eneny Prince .asiced.>

"hoxx-on'M ir yourself aiid yGo.t- Lion^" 1-iy.ikP’< r. ealiod to lifixn lie did,;,
Ibxj' the Idnis® battle ;fas h r o c ld x ij , up̂  tho laai'ic tapcrlrj o;u . .Ihei) if-::.f > 

niloiica auid tlio devas?t3.tion in the. cerlai?̂  a.o.d the berxinlandm’s tocnx •...,,! :. i
''Qorlea ia slain,? Cn to Carctf? lon̂ ” il.,'.re liing Ĵ ssS**

Gorlaiiur-i an.] Gorsus rsiH'iinecl for ,iitc.hlajad<> I.yri.li'.n took ;ori,irlu.v.. J. ::v.' 
Achned took Gorsunj and tiis I'ireballs fierro Tiion sileacep oxcopt crljo o i  
v.oi.vnde-:! <and roarii\~ of four .fires senddntj s’’.olce into the Ci?.:.’ne nivd fai.Len-.

■ ■ho.vi :.ilx'3 Jug-: en.ter'ed the £um-er>tleied e x t y ^ ho .tovxid t l x x  h'l.i Latol-L. ;.3’''ac 
S9L«:v.lc3 had been. rjd..Ktakon-lord Goldiy xna actually bo:ln:3 hcliL at it„ Ino}.!' , 
.JoloK'i.,, The '■'.’ar idt-h .,'at-cbland vras not yet oxTer,,

It irjB for the Qxpc.dltloaa Patriai’chs v;ore as raro in tJvit land no Lir.a'A „ 
but t-ho e3r:;>3d:<.t:ioa“'3 doad ’.'rare i’.ai.sed “• ell but tho ahair.ieo ir>vit .;o’.io.ry,, j!oir.n>a:r,. 
A'ati'ia.mhB heclors iTox-e soaovii’Uit bu^ vrith oil iha easxialtio.ŝ  so it tc-:»i: .a 
foxr dcij-rr-- T,.j3?{rra \bQ paity J.’oady'' to lo-axreo

Th.Oi“G :;as a brlo,f csorerionya p'rosided o v e r by Jujo f  h o
I'luiTQd si/i/io ei'' his b.at-tlo v.llh ibaos ‘l>rice)<> The 3:̂ )odit5.on 't.a'.r nrosontri ’xx.'hh 
the a-inis ;uk1 ors.'Or of th» anany cheitpions wiKxa tlxey had dofeabad., in
to o'"‘.3 sllxfor .sivatuo.. Thun. .i3i:',ondo(?h Jixha foĵ'.jax’d to uyn'.Ml',!,., and >'rooc iteh.
/il.ig at? exp; jation iGader.; nit}, hie sx-jord '’.irrO;:” ( a £opIaiA<IeaL<iA jX,.o3'<i
th::)t coiii,b bo tlu>r:xi :.HA! the ixui'e .iid accuracy of it;̂  ■‘'bon Uii."? party
•U)ok its le.ive xic, a ’-nused tho teiepurb-erbatxielti aa»e3.„

-.0 tt;;;/ ol.o ;yod biic’c to th.i C3Uiensio:a--door5 tiioy ;.rid;lenly rci'.xrocrat.. lu.- 
iAOuae:;.“s b'*Gŷ  foryuttu'n ra ti.'.o e:axlto-wnt<> -ift-ar x xruitleGc tiio,/ Ui.Cf
■r::S..i iilo r ,'ea ,/PJia f m :  \,c luinre Gxluisonj <JCC'ef ji’cGjIv x-dt)i ... > ..Ini ••■in of ihw:.-,, 

‘Xrrxi..:' . suyyrrtad 'idle 3;uarl)7 iticyX'St .'.o cxl , ai.feli its tulaport“bja3l.p35 ..Ailab 
tv. hi' i j jv t l i e . "'i .̂, w.i.au;; Uv.i a.:'./ -A.i alojOi-. uu':.a.

uo.}o..!r!i5, x\ ran t/u x 
..id .x.-itor OH '.inrdo

Tlvo i-joithe.•■•iSt. ••]• /or o x:.-.

j.u rx>ut.n3ie; battle urde.i.’ -:t ..k'uia >r';ar or o;T..l,? .lb
Jit »*’/■

;?£d r.ia,;:i<'.iLjyl.iA b'lAC .uraa
I.axŷe c;...,.rvu..Lii* roo:x,., :d.U; 
r> t.'. ;v fl-.n i a rob.;d

.lo ll'y iiU u „>; iU'.iA;Oi>u a.id a ■v7>,..i.piv> befuro- ,uiyx>.i.; rx»\?J..xi a o v j„
.;rd
.L oiU.j.'

loop 
. -1ft



■■ -V ■. iJ.'i :V ::V '

' b. , vb '”' - 3 i 3;} b:;,-- ;;vlcor'lo
^.V■ 3 vv-o i-'kX

e7'3; y "n'ij-'l >737-'V 7 -.,-yb ; l Uiotonb'- n!Gcl;i)do
. ■'""’■'..i;-: \!OU‘.X iurre tdO'rj to h:ri d’”; rest hi:.', bI';>.-'3 77.

'■■: :■ ■:7.':d-3 d "Boao/ux'd'h. dhi.K v',:t7.:';;u orrfco a t.7h]'!3«
-i-h ''fi; ;.i;lrs and siKJfiidiTU,;hl;u:7; ŷaẑ shJj ■' ca'oirad. aiaid bmdy '̂iiâvia ,'.;'td
. a .5d f;’,:yaoi-c;,'t,;r;;.. h'le e;a:adddia»xi inirrie_Ĵ ,rou(§i5 o;\lv to bo stopvxjd by 
.7? 'ko :r.’. rd !,‘diyj;os a.idor hlb coâ,.o "hanna s?oU. hbo boŵ sV'' ho dc7
'7.V., %o ks70;7o'' He poi.n'nod..

■:; .Oo B<,>aoo-'' eoald 000x1 a very Licho iVio7  did:i®t '-'rcilt to ;dij'i.d o'ixfe.
,.h : ■' . hio an ;xl fi'0 7 ran -aat t'lo oppoaito d<yx:p 'îo a»lo3 niira it vxiuld
a:; .. ’ oo; d a a-iiH a:•̂;. Ashi.'od uuod thoir' Oixiaao of Cpaxiiu:̂  on ilao fiv,.

i-oan,, - l-aadv- a'a-otoha'l ■̂ aio ,iufii:oh/ ■■ K'lEEset.?T-
• :‘7v. ■; of o'f-.aiAa îid ^x:u ” ibrchli; a'lirisad-, •''fbu'd,! toloiXiit

xx:':PPi- b \j,P' ‘-hoy naan'tod :.'XirC3â 0;i.d vioae oixtaido,

0 at-ixi. .h:.; 1 1 ,, ''o'.:...'-d. 00.3 the ,fa> X .ladirfeo -::ff.. x̂ oadorB ir
-■ ■-? pIXKiiMoCs Arisona aro.a to net lu toncli i±th hf ;.)

-’-r-'-'-op, nayo:, ;>aGc3J.cj cf .;s (■.'dh'=icrvalj fan'Aeji Xa;txf-dl) is proooiAdy 
raj a;, a', 1 v‘ooo: Aoirô rcxj s>io is sLiij. in ohook oror the pomavent
oo±h of oar siotor .ioratunra in. ■li.LvjdHy, oc ahu isn"t too hussy i1>o -h::pstift 
Ah? 3T)oI'‘75 no couo aaif. oaor the r‘3;± foi: ;aoiiths„ 

of a'ool'i.s. a roiisfeoru

O’lOiX; Xi'n X-h axsosar., \aiso:i:' /jo iicire d/fh-. 4 iiio dice  ̂ 5h in lairo
I'los a â sanon i;vy;ie xoa:7,ir:, in lairc OhiOtiC;, 14i;U:vo to

.■c-:a.hoâ ,3 ari iirtrioible to c3.1 b’lt xfcy;:ic-usors,, to xdxoxt fcb jy appear as 
.?3.'iv1..d-jr-'.Jlarj lavian baacls, flyiirs on thoir 'oreiranitouo x-rinn-oarso r a t l v o  onlLy 
'•.A n-Mlrhy i:.h?.y horro tl'io ..Jin -̂iassru. plus a 2'4l6 bit<?«
h'j yyrxx'g Ahoy raroly- aoo ths bite,, because of tJxair they .are
.'’L.A53-':. i.pca.-'ib.le to Iiit by non-<uatss (ixlt on 2 0 )̂  'thouj-h cxi .dli' or ec:uiv.alont 
eau hiA ■■.A -h b y liaainh on. the Ghonc]’ou*'s axy 0 1  ‘I n o V ^  1% is ruiiaerod that the 
Ghoncaou ie eithea a hofv̂ Torphod Ai.i;ard or a but aid. sources a;ir3o on
its - ir l Mcr-j!i)iIib</2 a n?;,3o Josj*- lay his cloak open on the r̂ouxid ond ootsxjand the 
Uhonehor to ,f.:aiio (5;̂ ch.ar.3o of suoess/3..ev©l) il-xe Ghoxichon v;ili then f.;jll oii 
'the? cj.e?a.'.ej helpless until, -rmother Ohonchon touchos it« Xhen it 'riJ- 1 fly o.£x4  
bQarJ.rsf :. llfalon^ 3y.a:inst tij:3 najo tliat !;iade it .fol.3.„ Xx’oat as
I'.???], for attaok.S5, saTina t’arenj-ŝ  a,nd e.i-pe.rxans®t;

* a&b 11 GOiLxX.O’G

G0Ji"IG lest aTtirork I"v3 ewsr oosn in .'.iora?
■IdQ I'AGLDs On yciir c'Xiiionts tc J31aco\.r̂ ruj.riinG o:f itlreball sounds no2"3

ch:n?a,eteristic of e.x-̂.plosions,, . 1 1 1 1 t z y  to ^et out ,;roujj to adopt it for .1 1 1
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ialladerâ  ileutrul. /ith-korel Chicane uace» his i:hilcao-!]x; .U; /.rlv.' /
ninifam risk,," %  the ■hoda. io nor 2nd-Xw.r̂ î  a*'id fools rcrc a s s - . -e 
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offo HopefifLlŷ  Inil have Ĉphiauxs roauy foi’ 15,. Paiti.d; tiuuyhrr/ 

Forpet tJiat liadt ed dodole epaod ability .for .b'ltiriuaoo l*va opax-ui
tbi’ouryi rdiio 2 '̂'̂ “ ■••rithout ar.inj; it ones, -urd .ted it hi
orouid Clareiucjuk is that ikTit'dar,s bear litters of 1- ■■,■;. 
i'bout 1 5  sons ;/a.e>’2o All .-itidareou says about ti-.is ; irre.
■iiti' the 1 mother and uro c.‘;i.".m''orou’s fr-oii b.irth,

.jpe.ltuvi of .aidorson̂  I J v o  b"!on yarx:s0id about Uic UGarl 
lie orl-finaCed ti;.c dyuthi:idno X rlttod tne.) i.uvo -cAo : 

lio th.i/il's of td s  ■ ■eopecA;'A/-,' aee:rr, \:v-‘d:- I::< :’j ■'
■’•'’T ^yaria'u"o ...eri.ousjy, f ’ /i seax-ei,, .̂ \r advice';

l.n'fdy unde;::’, 
and ip x n : to //I- 
^s that vile nr

ic;

i:io- A
i./ ; ̂

: ,,'b

0,.-: '-X /; ,30b 1 ■;-e



jvi f*... /•-‘‘tJ-

V'argaB̂ 'M"': ; anc3 at u'
5wci i'* Si:. i' .i.' 'j
■.;; .v,rey_ -':
•,. ; away r

- ■>

■-•■Vi" :- . a .j ;'W .'.
f a"’;-'; lay i.'-' I huM tn. y a.:.: - 
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* 1

f f  j  f t...which is a pretty obnoxious title for anything— but then so is Savonarola, the 
above. Sav is a lOth-level J'lU in EncTore, New York's largest campaign, who is fairly 
average except for his excessive skill in dying (or getting killed), and his excessive 
egotism, as above (greed, luck, and egotism are three new characteristics most NY Gfi'-fe 
include). He sits around saying things like the above on most expeditions, until he gets 
killed--which has happened to him at least 20 times.
Actually, DSsD in New York (or "dudging, " as some of us call it) and the surrounding areas 
seems to be split into two groups : excessively serious players who tend to play straight 
Gygax and fret when confronted with non-rulebook anythings; and the rest of us. Fortunate
ly, the first group tends to dwindle, and the second grow.
The core of NY D&D (or at least the core of OUR NY D&D) is mostly composed of Diplomacy 
players (and ex-Diplomacy playerŝ . NY Dip. players brought a flippant attitude and non
competitive stance to the game, which most Diplomacy players from other areas didn't follow. It was natural that v e would do the same to D&D, which, after all, is much more suited and 
susceptible to that sort df thing.
We still occasionally run into the "serious" gamer.
including one GM who, alas, couldn't take us. 
there was one classic expedition.

We met some at the Princetion Dudgecon,
Princeton wasn't all like that, tisDugh;

There were about three or four GiVIs all running expeditions in the same large dungeon com
plex. Parties were running around and could, in theory, meet up with each other. A 
party of five--Ben Grossman, Nlatt Diller, Jerry Paulson, Ray Heuer, and myself— met another 
group. When we saw them we began shouting "PlagueJ" and similarly enclianting expressions, 
(later,we discovered ttiat they actually had come into contact with some Bubonic earlier.) 
They were fighting some mummiesj the mummies were between the two groups. So, with two 
parties hacking away from either side, the mummies didn't last long. With then dispoded 
of, we told the other party to watch out for the large band of ores we had just escaped 
from. An MU used ventriloquism (a rare occasion!) and Phantasmal force to simulate the 
advance of a band of ores from behind them. They turned to fight--and believed, of courE 
Vv'e closed ranks behind and did away with them.
There were some touches of finesse in there that I've probably forgotten; but it was a 
neat trick. Later on another party did something very similar to us— though, if I remember 
right, they just charged us (no style), kbst of us died immediately, including one with 
a ring of wishes. The only remaining live player dived for the ring, with fighters hacking 
at him from above. It was a losing proposition, of course; so we resorted to screaming "Ariochl Ariochl"
All this time one poor guy was running back and forth between us in the basement and the 
other parties upstairs, telling each GM what the other had done. Our GM, Stephen Tihor, 
rolled and declared that our cries for divine intervention had worked; but some spoilsport 
serious GM from upstairs— Howard IVlahler, I think--reversed the ruling. We ended up with 
a ''Most Chaotic Party" award at the end of the con.

>

The dungeons and worlds that are the most fun for the players are those with a propoer 
balance between flippancy and serious organization. Greg Costikyan(publisher of FIRE THE 
A'lGUEBUSIERS.', a 'zine that includes nearly all the products of the NY GMs ' dementedly 
creative minds, including extensive sex rules) has a world that most nearly approaches 
this, for instance, one player is a blink dog with a pack of blinking followers. Another 
carries around bai’ding to be used as an offensive weapon. Another is a Ddppelgangei- 
turned-Maoist who normally looks like the Chairman.
And then there's the one about Egbom and the baby rust-monster...



EGOTISM OF 20 (Rosenberg) continued -2.

A BRIEF GUIDE TO THE NEW YORK D&D TORLDS
E'WDORE is a conglomerate of many individual GMs' efforts. Stephen Tihor is "Worldmasjfer 
he GMs some^ and so does Ben Grossman^ vho has his own little section. Jerry Paulson is 
working on a section. Tirien, my own world, is ostensibly Endorian (it’s somewhere on the 
same planet), but not really connected.

The central group of Endorian characters have been playing for a year or more} the 
average level is tenth or eleventh, with some up to fourteenth. Endire is fairly serious, 
and many players have devoted huge amounts of time to it. Characters have become fairly 
powerful.
Edi Birsan runs the most carefully and painstakingly designed world. Edi is much, much 
tougher on players than Endore— highest character after about six months is probably 
fifth or sixth level (though I may be wrong), but there's no resurrection, and Edi rarely 
pulls his punches. There tends to be less magic in Edi's world, and more knock-down-drag- 
out -fighting. It's very fun in its own way— with Edi's damage system, for instance, obce 
a character has exceeded his number of hits, he doesn't die immediately; Edi randomly 
figures out a spot of his body that has been afflicted (of course if it's a vital place, 
you usually do die immediately). It's PIOW he randomly fig;ures it out that's fun— he 
picks up a dart and throws it at his dartboard (which is conveniently mmabered 1 through 
20). When Birsan throws a dart, players tremble. It's fun to watch them writhe.
Greg Costikyan runs Intas and Thalassa (the former rapidly being phased out). Greg's 
world, as described above, is a haven for players who want to be strange things. Once I 
was a clerical phase-spider, homosexual with an oral fixation, masochistic (hhe sex 
characteristics are determined randomly, not by choice)— and soon dead. Thalassa tends 
to be a little disorganized, but few notice or care.
Ray Heuer used to run a dungeon strictly by the rulebook, but nobody liked it because there 
was virtually no treasure or experience. I guess Gygax would like that; but you really 
can't cliallenge anyone's ingenuity with a lot of empty rooms. I've got nothing against being 
tough on players; but keep it interesting, at least.
Tirien is my own world, starting up in bhe near future. I'm trying to synthesize flippancy 
and organization, infused with whatever else I come up with, but we 'll have to see now it 
works. Tirien is described and run through my own D&D 'zine, THE COSMIC BAIANCE (SOf-̂ /copy- 
$l/U--12 pages monthly).
Down at Princeton Iloaard J&hler runs some sort of a campaign too, I think. The only taste 
of it I got was at the dudgecon. It really didn't impress me— it was too dry, too logical, 
and lacked that element of fantastic inscrutability that makes D&D interesting.

* ***** *
I don't like EMPIRE OP THE PETAL THRONE. Oh, it's not that I think it's a bad game--maybe 
a little overpriced, but ths board ^  nice. I object to the concept. What it is is one 
person's concept of a world of D&D. He's taken things and made them specificrdrawn up a 
wilderness, invented cultures and backgrounds, even alphabets.
Now that's great. But every D&D GM should be doing the same thing.' It seems to be a 
cop-out (though I don't particularly like that word) to have somebody else do all the work 
for you. Now you don't have to have any imagination of you don't want to. Of course,
TSR doesn't make anyone buy it— you don't have to wadte $25 unless you want to. I'd 
much rather enjoy myself designing my own world, thank you.
ELDRITCH WIZARDRY seems a little better than that colossal rip-off, BLACKHOOR (a/k/a 
BLACKMANURE). But "psi" rules, t o my sensibilities, seem a little al|>L]n to the nature of 
D&D. To each his own, certainly, and I'm sure there are those D&D worlds that have many 
a touch of sci-fi; I prefer to stick to straight fantasy.
"I HAVE AN EGOTISM OF 20.'" comes toyou from Scott Rosenberg, 182-31 Radnor Rd, Jamaica NY

11^32.
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Intended for A&E #12
This Issue, I am quite pressed for time, so I will start off

with
COMMENTS : 
Lee_____  ̂ I think a Full Nish is worth about 175.909 SP*// I have a detect

alignment spell. It works only on creatures that are intelligent 
and is 3^d level. This is fair, I think, but I would like your 
opinion.//Aurifax (Fang's character) is going to research 
Anti-anti magic shell.//Try running fireball this way -- You 

can throw a fireball with a minimum burst radius of 2 feet and a 
maximum burst radius of 20 feet.// I like the Druids from Eldritch 
Wizardry,bht I don't think they are quite perfect yet. I am going 
to research some of their spells.// I am no longer letting people 
get things analyzed in mj?’ Dungeon. It was getting out of hand.
AI Araaf : Lovely write up, Bravo sir, and welcome to A&E. We need 

more people like j-i// you.
Fang :Nice definition of Neutrals. I am using that in my Dungeon.// Why 

do Syntarians have more disadvantages than advantages????
Mark Swanson :Stone Servants are nice// Where can I get one??// Twit 

monsters indeed.® J
Wayne Shaw : I hate to say this, but your now Special Abilities Chart 

has little improvment over your first. Your advantages are too 
great, and your disadvantages are too great.//The Blachmoor 
hit location system is too visious(or viscious) ((or whatever)
Too nasty.//Tentacle should be at least second level. You are 
getting more advantages than a Web spell, and are getting a 
limited use Rope of Climbing. J x d  at least.Powerdiso is within 
reason. Force Burst should be 4th. Firebeam is within the limits 
of reality.//

Nicolai ; LOVE THAT WRITE-UP!2! // I don't agree with you about Gygax. 
If you don't like the wajr he runs D+D, than don't run it his 
way. Simple???

Eric Holmes :Normal shares PLUS 599 gp a man. Warriors are not that 
easy to come by, 'specially ones with 1 5 + strength.

Grant Louis-d'or; Like your special abilities. Will uje it along with 
the others I l ik eS w a n s o n , Root, Davis.

Lee (again) ; Nice thoughts on swords. I x\rill have to modify that, 
being I run sword etc. ego on three d 6.

Jerry Jacks : Like your saving throw system. I will use it.// Mages 
Sword is OK as a spell, but I don't like the idea of WU's using 
swords.?/ The Dungeon of Tyldarien would Ilk© to have an outlet 
of Crocker^Denizens. My Dungeon is one of the more popular at 
LASF3, and people want an outlet for Crocker, Hmmm???

Want to comment on all, but no time. See you all next ish!!!
Jason Ray,(or Tyldar)
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