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TANTIVY 
by Lee Gold

It's Wednesday, Deadline Day, and Barry's been sent off by business 
There's 20 stenci Is to run, a

So no ....
to Washington, DC for three days.
helluva lot of pages "to: coI I ate, and I'm kind of tired 
original thoughts this month, just maili,ng comments.

Paley; I enjoy your write-up of historical events.//According to a 
program I watched on NOVA (NET) a few weeks ago, the,ratio of 
carnivores to herbivores is 1:10 for cold-blooded carnivores, 1:40 
for’ warm-blooded ones.Perhaps the solution is in the existence of a 
large number of inexhaustible Skins of Water (and Wine), Dinnerpails 
of Feeding, and whatnot. Presumably these things are personalized 
and disintegrate with the death of their owners. Or in other words.
it's a done with mi rrors

Mahler: Barry's currently working on a system of classifying treasure
into seven or so groups of value from Trivial through Medium and 
Major alI the way up to Unique. This will go with a system of 
chance of treasure per type of monster/# and
dungeon level. It's designed to keep 2 MU3s 
guarding 20 gems and a Sword of Sharpness.

level of monsters/ 
and 12 skeletons from

Slimak: saving throws can also be thought of as, ;your chance to
ward off a host!le spelI by doing a purely defensive counter-charm. 
MUs are naturally best, other spellcasters next, and non-speI I casters 
worst. , „ .

Nicolai : It's not how fast J_ age my characters but how
Staves of WitheringandPotions of Senility age them.

fast the

Kay: J a 'a I a ' s
Have you thought 
a Iity/species to something 
and trying to market it?

story is one of the best I 
of expanding it slightly

ve seen in any fanzine, 
(and changing her nation-

other than Melnibonean, your own creation)

Sap i enza : 
will allow

Thanks for the new terms. I’m in favor of anything that 
us to,discuss the mechanics of D&D with more precision.

Perrin: I still fail to see any relation between Music/Song anci ,
I ) detecting treasure, poison, traps; 2) becoming invisible,;, 3) gener
ating pyrotechnics;....The list is endless, and I don't feel up to a 
detailed crituqe. Why;not just run a MU/C/F combination dividing 
EP three ways...and have done with the camouflage? ^

Unibank: good luck,
more rigorously. Do

You'd better define "1st leve 
you mean the average haul of a

out with a set of FI Os and MU I 2s and Clls. 
of other combat class one characters?

or in a

' s average hau l" 
first I eve Ier 
party composed

Bolton: In the Perrin system, a badly wounded character must roI)
the page of the remaining HP he has to continue fighting.

I think you'll find you'll get more comments after you 
1 your system for six months or so. Your, system may be 
by then too.

ve



perpetrated by Robert J 
Arlington, VA 22204'

SEN ILE 
Cl i f fo rd,

SAGE TOO
8 12 S. Ar1 i ngton Mill Road § I

1 have been asked why 1 didn't give my entire system of DMing in my 
last offering. I can only repeat that I am lazy and dislike taking 
the time. Also I do not delude myself that I am an unlimited font 
original id-eas, and I refuse to write unless I can that something 
new \s bein.g presented.

of

tMmi'iafraid that the systems used are rather mundane. I 
give”a- description of my method of assigning treasure, since 
amount and type are assigned intuitively accordingto what I 
Justified.. I don't have a aystem. However, I do have a method of 
disfribution treasure which I will now describe. ■ ;

can 
the 
feel i

This may be of help to the new 
dungeon. After I have drawn a leve , 
around which the level is built. For the rest 
a die. If it is 1-3, there is SOMETHING in the 
vacant dungeons, nor do I like overcrowding; I 
adventurers guessing.) For each room which has

Dungeon Master in popuI ating his . 
, I fill in the special rooms

of the rooms, I roll 
room. (I don't like 
i ke to keep the 
something, I roll four

different colored dice 
and TREASURE on I or 2

, one each for TRAP, MONSTER, ILLUSION and 
. With these guidelines, I then populate the 

room with appropriate items. Those rooms which fail to get anything 
on the populating rolls are made to look as if they have some 
significance but don't. There may be mysterious signs and artifacts 
which mean nothing, a gymnasium, etc. '

For exporignce, I Use group experience with modifications.
During the adven+uFe, ebch character is assigned positive or negative 
percentage points depending on how much of an aid (or a hindrance) 
that individual was to the; party and oh how well he acted in character. 
At the end', the total experienpe earned by the party is total led and 
diVidedcby the number of people in the party. Each character's share 
is then modified by the percentage that he earned. ■

' Ih■my opjnion this saves a lot of record-keeping during the 
adventure, and rewa rds the players in proportion to the effort that, 
they displayed. A iso it does not penalize lower level characters who 
are unable, to help much in high level expeditions, since percentages 
are computed with the ability of the character in.mind. It is..also
very handy for docking the turkey or pseudo-IawfuI characters who are 
always endangering the party or causing mayhem without quite going far 
enough that .other characters feel safe in feeding them to the-nearest 
garbage d.ispos.a 1 .; . '

As for acting in char.acter, i once had a cleric run who happened 
upon a dyinglawful cleric with a map. After, geceingthe map after 
the' c I eric's death, he immediately began running off to took for the 
treasure. I was a Neutrai Fighter who pointed out that-maybe ft 
would be nice to perform a burial service or take the body t-p the 
nearest temple. The cleric was very peeved that, he received a 
substantially smaller amount of experience than any other player. 
Fighters are expected to act iike fighters, ditto for every oiher 
class whether standard or unusual. The same goes for races.



Each race has its own particular enemies and allies. They should be 
treated accordingly. If a character is the;devotee of a certain god, 
this adds further mandates on his actions,. Finally, if a character 
has developed a specific persona, he is expected to act consistently 
with that persona.

This may sound as if I am being ;overly strict and am trying to 
force those in my dungeon into straightjackets. But, by Ghod, if a 

that he is a lawful leprechpun paladin and the greatestperson says 
lover in the kingdom. !xpoct him to act that way

character in the game, 
average 1st level figh ter

Mymagic system is basically Gygax. The MU chooses his spells 
before the:adventure starts and can use each ono once. It takes six 
hours of s 1oep tourecharge; to chango spoI Is, you study up before going 
to bed. While this.is one of the most restrictive systems around. It 
is that way for a nuraher of' reasons. It is my contention that, on a 
one for one basis, a MU is the most powerful 
even using this method. For example, pit an
against an average 1st level f'iU. The.fighter will have plate and 
shield ■; o r m a y b e c h a i n , ; b e c a r r y I- n g a s w o i'd ; a n d m i g h t h a v e a bow o n ̂ h i s 
back. If overly wealthy.- The MU has a dagger. If you a I low no saving 
throw, ala Greyhawk. vs. sleep: ' the fighter is unconscious before he 
can close to use his sword and awakes,with h i s throat cut.. Even allow
ing saving throws, he must ro1 | l6 ror better, a 25y chance. Even then- 
he must catch the MU who is running in bfindrt©rror wearing robes 
while the fighter pursues; wear i ng armor. Even.-ass urn i ng that the 
fighter had.a missile weapon ready, a very unI Ike1y situation for^a 
fighter who wants tO:live to 2nd level, he hits AC9 on a IO, a 55/o 
chance with no guarantee that it wi I I stop the mU. ,As for th©; chance 
of surprise or meeting v/ithin sword range, Ju4t consider the amount of 
noise generated by armour vs. robes. :My money is on the MU.. And_by 
the time that the fighter is irnn̂ une to sleep, he has to con tentr w i th; .
other spells, and the.MUgets more than one shot this time.

Continuing on my 1 1 rade ; aga i nst m'jgic users, I can ̂ only say
that;there*are too many of them. In general,, the distribut ion of
new characters is one quarter fighter, one quarter magic user, one - 
quarter cleric and one quarter thief. (I'll go into why. I'm not 
too happy with th.i s I ater.f ) However, as adventurosj go by,-it i s the 
fighters who 'i'ake most of-the casualties as the others, cower-i n the 
center of the formation. But replacements continue with thesamo^
ratio. * ' ' ' ̂

The result is that fighters arc undo.rrepre.sented at the; higher 
levels., i I attemp'r to iake care of this by.:'my method of assigning 
experienc.G, by having ti'oub I e' attack a party from any conceivable 
direction (some cf whicfi hit right in rhe center of the party), and 
by having a universe in which any party with less than 50'/' fighters
is a very bad insurance risk. ; . - w

My own persona! bias in Sword and Sorcery-is for the Sword.- This 
prejudice seems to be pre.vatent ev^:rywhore except in the playing of 
D&D. The preponderance of; fantasy op.'ises has fighters, or at least,.,
non-magical typos, as protagonists. Even in volume two of D&D,
Monsters & Treasure, the rules for generating non-playing characters 
make MUs e-xtremoly rare. For example, in the rules concerning bandits, 
Gygax states, thai' if there-are 300 band Its, ; there MUST be A magic,. . 
user. This makes them sound like raroties.



I roceived my initial introduction to fantasy from books, not 
D&D, and this no doubt: shaped my prejudices. There the hero continu
al lyr an into tho manifestations of magic but rarely into t he p rac- 
titioners. In particular, the higher ranking MUs were extremely rare, 
and tho lower ones had a phonomcnal death rate.

First of all, very fow people wanted to becomo MUs duo to local 
pro'judice in that there wero always mistrusted and often hatpd and 
fearod. A I so on Iy a small portion of the population had tho^aptitude. 
Compare th i s w i th D&D khere 25"t of the population is best suited to- 
be magi c-users.

1 have also mentioned 
was always a good bet that 
he wouId hot Iast 
usua t1 y caused by 
of magic; the klu'

11
that

the high mortality rate of the neWiMUs. 
if there was an apprentice in the $tory 

to the midpoint of i'he book. Their demise was r 
one of i'hree genera! situations. One was the misuse 
I'z systems being developed generally reflect this : 

aspect to some extent. Second and the greatest ki Iler was the learning 
and '(Researching of spells. Even the basic spells knocked out a large 
number of aspiring sorcerots who didn't ouite grasp the proper way to 
perform the spell. I know of no sysf'em That portrays this aspect.
(Hmm, I Just thought of something that might work. If I can firm it 
(jp̂  1 * 1 1 present it later. Bui' I see no way in hell that you'll be 
able to convince anyone to use it. That assumes that anyone out 
there besides myself really cares.) The final MU exterminators were: 
the specialized artifacts and the monsters that preyed only on 
practitioners of the arkana arts. It would be no real problem to 
develop monsters and artifacts whose only purpose in life is to 
destroy magic users. Enough on that.

My next diatribe will be on armour. Has anyone really determined 
what 'a set of pI ate consists of? I've heard arguments of everything 
from just a breastplate to a set of accoutrements that makes â  
fourteenth, century knight dressed for a tourney I oO;k I i ght. , . wi th 
everything from a gorget to colleret, with the helm not listed since 
it is given separately,, , - , '

of
then

Assuming that the characters being referred to in D&D are 
contemporary average size raTher than that of the middle ages,  ̂
the weight of leather is 25 pounds", chain is 50 pounds and plate is 
75 pounds. Using this weight and what little I know abogt the actual 
weight of armor, I have unilaterally, decided that in my, gn i ve rse, 
armour consists of breast- and back-plate, pautdrory and cuisse (shoul 
der and hip protection). Anything else costs extra and has extra 
encumbrance, ,1 f anyone has more data on the subject, 
openminded about reevaluating my stand. ■ ,

I will be

‘'■Speaking about armour brings me, in a roundabout way, to 
anotherpet peeve; missileweapons.

It takes no g r eat, i n s i g h.t to recog n ize the advantages of missi le 
weapons: you can hit the other guy and he can't hit .you, Unfortun
ately, in my opinion, the use of these weapons is greatly abused.

The chief abuse has to do with the armour class of the missile 
us»r. With the crossbow or any other weapon which merely needs to 
be aimed, I see no problem. But for weapons that take some effort to 
throw or fire the missile, it is a different story: the armour gets
in the way. To account for this with plate is guite simple: a plate



Dart of th^Ii M weapon which requires movement on thepart of the f rer. No bows, no slings, no thrown weapons, 'm all my
of military history, I have not found evidence that plate 
used such weapons, and with good reason: in order to throw
a weapon, you must contort your body. Plate doesn’t, leave

Even a breast-plate makes it almost impossible to 
reasons- mentioned, I make chain -2 w i th. m i s s i I es

studies 
wea rers 
or fire 
much 
f i re

room for this, 
a bow. For the

and -thrown weapons, and unarmored t2 . Prior to this ru 
carried a bow and used it. It seems irrationar to me. i ng everyone

weapons.
Equally as disturbing was the tactics developed around the use 

of missie weapons. The front line would engage with close-in 
and the latter ranks would fire at the enemy who were meleeing.
Anyone who fires into a crowd trying to pick off certain individuals 
is asking for troubIe. Tp refeIct this, if a missile misses, then 
there IS a second roll without adjustments to see if the missile 
has stpuck one of your own men. I had one expedition that lost two
+ use figures, there may be argument that
there is a straight line between men. My answer is that in a fight 
people are moving around, dodging and looking tor openings, not
!on?d'h® + '+ 's highly unlikely that p characterthe r. in the line of fire, the roN is made. I really think that 
the reason and rationaIe behind all this is obvious. If not ' I ’ I I discuss It mo re in la ter z i n,e s . : *

[J know no B&D universe in whoik missile fire into the meleeinq 
gvoû  ̂%s tolerated. Some groups do allow those with missile weapons 
to fzre beyond the meleeing group at the■ enemy • s back ranks. In this 
case the m'l.sŝ le user %s -I for indirect fire (and remember that

T'^<^apable of indirect fire) . Any miss has a 50% chance 
oj n^tt%ng those tn the meleeing group.-~LG3 >

^ALTERNATE SPELL LEARNING SYSTEM: If you don't Like mag
use this rather than Greyhpwk. In order to learn ANY spelI, 
roll less than or equal to your intelligence with the following 
adjustments to intelligence:t ‘

g users, 
you must

i f I Stan da rd speI L 
-+I each level MU is above 
+1 It spell is detect spell 
0 I f speI I i s defens i ve spell 
- I i f s pe I I i s of fens i ve spe li I 
-I 1f MU is researching a: new

minimum to learn spell

spe

If the die roll ^exceeds the adjusted intelligence or if a 
natural 20 is rolled, roll a 1 0-sided die on the following table; ' 

1-5 Did not learn spell, can try to do so again after going 
_ up another level . ' ^

0-7 ' S p eI I b a c k f i r e s
0 Magic User is comatose for 1-20 days
^ , J^9gi;g,Us8r becomes insane for 1 - 1 2 months
1 0 Magic User dies



■ ■ ' ■ KILL 3L:.VU3 CLEV3 'J ,7 '
■*' Is brought to you byi . ■ i:

. ; ' Glenn F. : lacô v- .
'■ :v ; ■ 13 Grove 5t. 7
i : , ' ‘oston, Lass. 02114

And is being typed 'on a Dwarvish 3CM eiectric v/hich types stencils 
rather poorly. Such is life. The‘ Olympia typer and the A.F. Dick - 
miraeo still await the arrival of a mechanical Patriarch. ' ■
Ar ISS/\Y O: GIOGG KLGIC.,.pne nets the impression (perhaps falsely '
in most cases, but certainly it's there) that there are entire •
expeditions' in some est Coast dungeons wherein every member has 
Giant Strenqbh'^rom some source or other, ’’ings of Regeneration on 
every hand, and-anyone with mere -i-S armor and shield is to be pitied.
If a ^^irst-level'lU has no \mnd, there are plenty of high-levels 
around. - noh-blkyer if necessary - to lend them one.; How, it is quite 
true that the' OF'S involved, have evolyed, adapted, or ?oorrowed. monsters 
to fit thisvsituation. This doesn’t solve the problem, folks.

_ Fituatjon l; Characters from a magic-overflowing universe 
come piling into a guiet, magic—poor one. The poor DM sees weeks of 
long, hard work go down the drain as the visitors butcher the ip- 
habitants by the dozens without trouble. Sooner or later, even the 
most complacent DM tends to get unset by this, and tries to fipd an 
answer. I note that Lee responded by ar?oitrafily increasing the 
effectiveness gf her monsters vs. gross characters and iicolai has been 
breeding Magic Lbsorbers. One .of the more generous MIT :qms has gottep 
^ tired of it,, too, and began placing squads of fanfetic, magic— 
hating and rrjagi c-resist ant: men about his dungeon eguipped with Rods of 
Cancellation. rl don’t peally like any of the above solutions. Mark 
Swanson and other locals ihar certain things at eustomsi my solution 
is to send them dowp, to the-appropriate level of Ed^ryr. J eef ing up the 
monsters has a certain problemr if.'.the party wins, they have suddenly ■ . 
acquired even more neat m a g i c M a g i c  Absorbers are basically without i; 
qame-X'forld rationale -they simply'Hon't fit into any realistic ecologic- - 
al niche in a rational universe. (The II would starve to death in " 
tdwyr). My ow.n approach leads to. some unhappiness, too, as-outlanders., ; 
despite gross weaponry, get slaughtered on levels THEY think are in- ''! 
appropriate to them^
. Situation 2 ; You get a mixed party of characters from magic-

rich and magic-poor universes. If the flexkeys for the rich ones, •
the poor sods from the poor- universe are apt to get wiped out; if he Rl 
keys for the poor o.nes, his monsters will get stomped by the powerful H' 
group. If he tries in between, the casualties might be reasonable - '
but are probably going to be taken almost entirely by the pco-r;,-groups 
The results do not seem ,to be satisfactory. '■ ' ' ' . '
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from c h a r a , ^ s
people x̂ ho live in areas .without DNsr""^ " it crocks

i L v e  o n f  "rhL''rs pSJe!y"de?t?ucUve''c^^
leverspSrDSecrilf^^^^ allox/ing the first-
Sigh. First-level De^ec- L e ^ J ^  items,
in my book, /.llowino "focukd" DM^simDl?"aTi general information 
find out vhat their maaic i; without r i S  characters toleave the door open to'^demands that ? cost. l.oreover, you
he treated the same x>;ay. "i«m focue?n^ iw-level Detect spells
detect an Evil B i s h o p , y o ubehind the doorc" o n  '=T»m endn--: Utuk-hai, and a bandersnatch
have about his ueakness^s ” "Ô - ESP on any thoughts he miaht ■
half Of his men are:"vS;;able to Sleep!°""Gjehf'"^" fact that
OW P E R h M P T  a b i l i t i e s , b.I note that -npvr.vrv '' ' 
that stringent liraits’be’ Placed on ^ recommends
son_x.;itb.a Permanent spell 5 th- limi^ L  a single per-It is rather startlino-'to Vi X creature. So?
have , permanent this, that end th=̂  -̂'hose charactersa maximum.Qf tTfo qualities mav SI J My oxm opinion is that. ;
Should someone "enter the gam° x/ith^more one'■eharaGter.
going to lose all but tx?o lermai^nt- they'rebe chosen,,at random. oilities - and x-/hat remains x/iii

o f  d f  S f  -  most
and Peter rronson • s: THE ,SHA:rTESED TOdLsT - b .AdFhOLE, . ■
roofî  full of^rieinibonians^-^a^ • f ° f » helped overrun: a " ■
txro fighters- and havino tXTO others in combat x^ith..fter disposino- of them thi=; -FoJfi ^  from: the flanks i' ^
Charm P e r s o n f p S f r ? a i l e f  f h "  (naked) and threw =liohtly under th= ''‘’®P-'=a™e up and scratched him-
f a i l e d f G o r k i  - -

result ratfcr-d^df s i f k  ihi V a J f  e f  i,f’„ S  " f  f "  'rather Pleased hv̂ r“ m a  ' f '̂0-*-'̂ rhonia,'<---and seem to have

svisSiSd f iH sp;.;r;= sa- •GpiiPsn K*-Vfc^ i- Still one level ahead o-f Gorki.
canthrbPe ' dirfepflSu^:^^ i^to Dx.arfhole on Ly- .ac
killed himself tryxn'-̂  to^f l a h V ^ ' ^ o u n d e d  by x?ereboar .s, and then 
bright. -bh, VerJf ?r fovor r o T ? f  ® t o o  t:.. 
too b^ght^;^^c^ Duan x.ili return'̂ '̂'DSJn̂ rî ''°'"̂  ' f b
in Shadox-r vfllif-Tjisroi'sidrGor'Se^ '^and'^fled^to\r^^^?‘‘̂’XflTho had ever shoxm interest in h r  ̂̂ only person
Gorki’s interest in her x̂ a- on _ Old Gorki. (not that'
likes his x?omen x^ell-built^ and'b.p^ Pl^ne - but Gorki
enough, she recovered sufficientlv to oo ^^Idlyto point out that the reason for fvio ^ a g a i n .  evidence seems rmu line reason for tne failure of the Shadoxr x/aiiey



■ill Slavus the Clever: .7 page 3
expedition was treachery within'the:party. Che desperately wants 
to get her hands on the traitor'(with a constitution of 5 and onlyr 
7 hit points, this last death just about finished her career as an : 
adventurer). She'll begin with somethinv: like emasculation, andi .r 
then get down to the serious punishment... " ;
. Li riel has been on a couplsj of ejcoedi cions tecentlys

her first outdoor trip, made in company with her inseperable cousin, 
herimyl) ended in' the disasterous Cattle of .vythra Pahs. . oth- 
of the twit-elves received- the iCminoar) honor of being named hohOr 
Cantains of the Cows of Kyt-hra' by' the newly-formed company'-of the ; 
same namej mostly ex-jail sweepinos. The cousins are how 4th/4th v

7ayra Ochs managed , to.-.(barely) survive another triprinto 
.Owarfhola, and has reached third;., level. ''he remains shacked up , 
with heri'-5th iru boyfriend, howey.gr - it saves money.

Uncle olf and a high-level partyhad a minor encounter ■
with some Chaotic ijusicia.ns and , the were tiger da.ncing girls , 

rather odd'clepical scroll, c.unt '^olf (dear 
sitti.ng at .home .’niitting baby booties 
in Yacfui. . '.'̂’he blessed event takas .nla.ce,

which left him with a 
little Lobita) is still 
a.nd bitching, to herself 
this'ihohthi? -rj w

V'-'''' -U-aesandra, my poor dumb little ■ thief, was in ,.a partypthat 
underwent' the frustrating experience o-iT having to fight■tUalnibonians 
with half the party on .the-.other side of a Water-filled'.-.trap,,: part 
of it inside the trap - and with part of ’ it'^webbed. :Cassa.ndra had 
to try taking on a fighter in plate allgby herself. ..fter two 
roupds^ even she figured out that this loses, and dived back into 
th%.pit,... ';i'ade the'mistake ’ of'---accepting a Pealing Fotio.n from one 
Tsaikoy., .Pa "'vussian strelsi in the party, -s.iid when they-got baO'k,. 
the party had the bare-faced gall to search her.’ Even found the ring 
she'd hidden, too. f.nd then, this allegedly Lawful party insists 
that she sleep with TsaikoV because he-wave., her the potio.n. Lawfuls5!

Jack.'the Slasher went out several-.tiiT^es with a group of 
higher-level Cha'Otics called The Combine, ,whQ have .been imoressed 
in the oast with; Jack's al^ilities. Jac-'c's cousin ĴicJc the .bastard 
came along on the -first trio, which wasy-ui.ta entertaining. They 
ma.naged to -overrun a Lawful party on the 4th. level. The 8th MJ 
froze two o f the three., females . i.n the Lawful narty with her Cold 
.'anb, annoyin'” the male continge.nt badly, ■■'ut the 4th-level 1-elni- 

rboni,ap_.anti-.Paladin ma’oaged to subdue a fe.male 4th-level cleric,
.The, poor ^rue Catholic cleric-was promptly given introductory lessons 
in a subject she'd never'thought :to study, then clragged. alone with 
the party, "̂ he pa rty did make the mistake of deciding' that bears 
were basically rather harrales'̂ P animals - and pa.id dearly for the 
mistake. Tut they managed to make it out. Tvfter treasure-distribution, 
the males diced off for the captured cleric, who went to one ^ergutz, 
a; second-level SS corporal. Jack persuaded him that there was very 
likely a good market for his prize in Gorree. Jack in now negotiating 
for the sals of a 4th-level cleric, comelin3,ss 75, shaneliness 93.

.,gl;4 le .|^e .negotiat proceed, of course, ” training” of the female
, ,tob,̂ .>̂ .ack, Dick, 'and bergutz figure that even if the sale falls 

,g:h^Qugh,, they've corns'̂  out ahead... r-f
77/;,:̂-;, .. 'Shortly theraa.ftery Jack wasr invited, over to'C-laghorn by 
t-'̂he. .Combine. The expedition was a bit : hairy - Jack wound up in 
melee with a lOth-levei Lord and a tough dwarf, all by himself p went 
down, but rather wrecked the I/Prd). r Do fernalea, but Jick'Hid make
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V  hi;̂  poxnts, +2 ogre plate, a +2 shield, and a 

+1 2-handed sword. Going put with higher-levels pays; it is also ' r- 
gvident that Jack did his share - the Contioine has invited ' him 
to join their expeditions at any time. '

, -^̂ ^41ions; Dalin Terhalen, 2nd (brevet) dwarf fiahter and
“ 5hter I e v e r  rolled. s S t i l u c r  ar.,, l.J T5)/10/r/io/9/8. .-.as yet to be run,. iso new is Dorothea

or’S r ®  . , ■  riestess of Diana (lO/lO/ls/13/14/13 ), c o m e U ^ ^ S ’Of 4C, shapeliness of 09. scrawny, big-eyed young girl not
I S  ? S l S v e r S e S i S ?  d e l f h S l S i d A . r L v e
oi-̂ THISVISF MI3SLE ^ ^ P O n s . ..Let it be noted that throwing knives 
(unlike pows -. crossbows) do not require stringing or cocking
30 feet for close work and up to three times that for distance is
highly useful for dungeon work. I do not believe that a short-
Pladed throwing knife flipped through the air is going to do L r e
damage than a dagger with a blade twice as lon̂ ' wielded by hand
howevjr. consultation x.ith a friend who is very well-acwain?ed ■
\jith both throwing daggers and combat use of a belt knife has ’ '
tended to support this belief. A sling outranges a light c?oss-
the s L - n g t h T o  the o^iy x^eapons most thieves would have
is vK^'SIsv gyeat advantage that ammunitionIS very easy to get for it in the wilderness. ■

LAST COMMENTS OM AS.E 16
t i p m e S l ^ . . . 1  agree that \jith klutz-factored magic, there is a

throwing ye l l s  with only the smallest chance 
Mdni 1 th.,m off. This seldom lasts long. One ZiM (Zhar i

a particular offender. Hoirever, after offing herself
Jlcf tar more discretion! !n.act, the pmggest complaint these days is about people who insist 
on taking full preperation time for every spell. .///A^^double-klutzed 
Charm often means that you stand there, loving the world - i n c l u d S
t o l fatal.!? ° ^ charging you with a battle-axe. It can be all

^ ^ ,gn Lane...I refuse to believe in feebleminded swords, too./// You’ve run in Steve's dungeon? x:oo.///

■ S ^ i S S u r S ?  ^ S f g a L ' ^ S r s J L p L r e v e S t h L r i n ^  ht^
nothing duller than a party which goes around? opens^door 'cJe-ps 
the menster(s), and searches the room for treasure. Yawn' 'he^ 
parties involved x.ere Lawful, but also bored,///vriel was'chaSeter 
ized long before I ran her, and the wierd charisma i,s due t T h l t  
love_for puns, r.s long as she keeps her mouth shut or talks normally

start making puns, and they xrant to throw hereto the air piranha, bunch of soreheads, they are.///I’m writing 
UP ^ypsy ihieves to su’mit to THE DRyYGOif, since they're f L  less ^

atrocity character clasps t h a t have appeared 
primarily thieves, with some minor magical^^ a.:)iliti.,s, compensated for by various restrictions (can't^wear any 

armor, or se any weaoon other than daggers), with various penaltTpc-
also'Illusionists. Heguire highdextv^rity, high charisma, and .reasonable intelligence. ;\re auite
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rare, Thereis at present no player character C;.?,, just uuleika, 
whp. is now^ ahi-Sth level*' and who been used to playtest the class. 
///Consider the nit picked .-///There are vatchas in Edwyr (''tello 
there* dream creatures!'’ "iOV'! to, Glenii, not another goddamn vatch! 
Lots of fun, ;.)tit One day the players may throw me: out the window and 
burn my dungeon for using them.///’ice to see you: again.
' en Pick.■..' ot a bad idea, I've not used Talks as standard, low- 
level opoulation, but as treasure guards and merd;ena.riss (naturally 
the higher levels getting hired). If you're going /to be using them 
in large numi^ers, then the combination of characteri.^tics seems to' 
work. well. Excellent .///Good adbenture writeup. Locally, how
ever, dragon supdual isnjt easy at.all. Exactly two dragons have 
been handled that iray in Osklay - and, one of them was sleeping.
The other was when Edwyr .was young and I hadn't made the;rule that 
an intelligent dragon will Eh b.reath if. t h r e a t e . n e d •
Peter Cerrato...Lessee, LrchghoUls are mountain beasties;primarily, 
and oririnated in Ghulimar back at the:'beginning. formfaces (out
doors) li-ke swamps - their flat feet and grea.' strength hi low them 
bo move at ;:-ull speed over almost, everything while humans are up 
to their waists in sludge5 Slmll: /'arriors are "bound” to certain 
areas by the spells that create themi '-ellseyes are woodland critters* 
■"'elks are presinned to be agriculturists; Sirruks and axebeakS are 
nlains-dwellars.///You've presented some interesting ideas to Work 
on. Thanks. .

- COLLATIOn COMMET.JTS ' ' ' '
. , ■ - AIE 17 ■ '  ̂ ^

Lee Gold...Congratulations qn the electric mimeo. Looks like I : 
may haye to replace the old / . . .Dic.k 42P - no parts/bfor sale.///
I realize that your spell was Detect Poisoning, but somebody else 
in the same or previous'issue had a second-level Detect Poison 
spell;; by grotching was over infinite .Detect spells as such...///
Hartley Patterson...! like the.bit %irrth Charm Ferson, tend to use 
it the same way myself. ::
/Stewart Levin...The "young lady" is a "pet"i these are sold by one 
Durkin;t^^ Aesthete, the Chaotic .wizard who runs the Valley of : , 
Dangetbus beauty, : on-human, original stock unknown. Only females 
are known. Comeli.ness and shapeliness. 90+, intelligence D6 . The 
stithdard models go for as little as 1000 GP; the finest cost as much

15,000 G.P. For Spitting Cobr£ see the end ,o:f ,-the zine.
îco33ai Shapero.. , cAny real idea of when you might foe afole to drop

fey MIT? Could you be making it to Boskone?///Demons of;Sleep are 
interesting. text issue 1 1 1  probably have time to write up my 
right Demons; they"re all exquisitely beautiful - and ''pprribly sad
istic;., The low-levels enjoy hitting people xfith Blindness'(single
target)*. then Hightfear (you're terrified of the dark/ A nasty 
combo; the victims of both soells have to make saving thrqws vs. 
insanity every three melee rounds* They’ve aTready gotte.h a quite 
reasonablyfnasty 8yh-level Melniboniian MU afraid of the dark, and 
terrified of Might Demons,
Cary Martin...Local alchemists are great guns on tpad: blood, hen's
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teeth, ancJ eye of newt, ith.sodium theyjre not so good. But the 
general' idea is good ./// 'hile your samurai look rather more play
able than some of the other 'stats I ’ve seen, I still'dislike the 
concept.///I generally feel that "rolling characteristics for the 
monsters and allowing them to modify their Pb up the way players 
do is quite hasty enough. The players certainly think so... ,
Steven Davies...My roommate was looking over my shoulder when I 
was reading your list of characters and equipment and nearly choked 
to death on a eandwhich. .hat really got to him> I think, was the 
Constitution and dexterity rolls. I keep telling Paul that he should 
read more ofteni he'll get provibcial otherx>rise. ;
Charlie Luce...Beck, I'd be glad to shell out the extra money if 
TSR X'Tould db' a decent job of rewriting and proof-reading r///On 
monster’s damaqei the original Chainraail-derived combat system (the 
character gets the same number of httacks as he does hit dice),; 
the monsters ALSO get the same. This is why the originalAr’.alrogs 
were considered to be nasty creatures! The differentiated damage 
system for humanoid weapons and monsters were meant to be used with 
the::.!ilLTERNATIVE COMBivT system.,,, GREYHA^K clearly lists them as 
additions'to such. If the player character^ get the old system / 
of attacks, and the monsters only get those,listed under Attacks and 
Damage by Monster Type, boy, do your players get advantages! 'Use 
one system or the other, the Lxfo x,rere not meant to be mixed.///You 
have picked an exception to the case; the more usual result is that 
the party gets trapped, and the blink Dog goes ”I.link", the unicorn 
Dimension Doors itself away, the lycanthrope (which the ores can't 
hit) fights its x̂ ay through to safety, the Lawful Vamoire goes gaseous 
form, the Hoka - x-j-ho, being in plate can’t be hit by them - wades 
through them, ad infinite nauseum.///LOLiTS tend to place intelligent 
monsters oh a right-wing American scale; Rocs are cool because they 
look like eagles; suCcubi are auto^attack (obviously evil/immoral, 
dVc.; in general, assume that the further ax^ay it is from things dear 
to .the stereotypes of good in the American patriotic image, 'the less 
they’ll like it. Kokas are teddy-bearish, and are auto-charm, for 
example. Most intelligent monsters they won't like.///I do not 
qehdraliy 'approve of any ■'•Jfta'glrc esyi^em that allows magic-users to carry 
all spelihl Part of the intel3;igehce employed in an expedition should 
be shoxm in carefully picking the:.right spells.///Take the nasty 
potions ax'Tay! ;MostDespe6ially the::Shape .Ghange Potion!///As a side 
remark, if potion .'1 ihad its unfortunate little side-effect, OR POTIOM 
C JAS USED AT ALL, then your female cleric is a Chaotic. ; )ere any 
male in the local universe administered Type C for any other reason 
than a carnal assault on the female involved/ I|d-.estimate' at 9 ^  
chance of the male killing her out of hand, burning'thevbodyrto ashes, 
and cursing her sould to xixande.r eternally in hell . Anda if > t)fxf j event 
was brought to the notice of the courts, I doubt they'd punish him 
for, the deed.///'hat advantage i-s-' Tdleportal ov êr Dim. Door.?///Don't 
basically like,the idea of Imprdyev;-//Magic Deflector I would not 
-arlloxf at-, all; It gives the user'faP''too great an adbantage over 
''those, of Lowed levels.///As to youirDbharacters, I ceh only applaud 
your dice-luck. My stable presently includes 22 characters (too many) 
,of which 1 has a constitution of 17 (Dalin) - no, take that back, _
'it'’s only' 151 and' three have constitutions of 15 (.■ .unt . 'olf, Ignatius, 
and Jack the Slasher) Tx;o have constitutions of 6 (Liriel and Mother 
irutan). I have three l8-strength fighters, txra with percentiles of
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a/oout (65), of which one hasn't bean run aiid the other is derived 
by magical means (Old Gorki, Dalin, and Jack the dasher), FM 
strengths, however, I have ?oeen̂  luckyr with. I have a third-level 
MU .with int-al-ligshcs 18 - the next highest is a 15 on a split-elf . 
Highest clerical wisdom is 16, "lowest is 9. Txro characters have 
I7i dexteritiesj Ariel and- .juleika. You have 10 characters listedj 
three have constitutions of 13t FgadJ
M§£lS.,5Y^flsbn. . ./xh well, the local gods tend to take a short, sharp 
line with greedy clerics wanting to know about treasures! î̂’ome Stones 
and bailsman give lots of static, demons block lines of-communic
ation, ^ c .  ut it's still a crock.///' hat has grossed me out has 
oeen tales of oeople awardi.ag themselves the YPs they thought they 
deserted - and netting sulJcy when the DM told them the actual (much 
smaller) ually.///:.uit:e true about a single high-level with a 
usggls of lowTrlevels. .-cwsver, the /Aronson-'7ol̂ . belly group of Chaotics .;is;:doinCi bette-- ' ' . . . .  -
Chaotics into ihe action
Earl

er than usual at incorporating low-levelwitho^it losing too many.
fhat iP ta.bie looks like something Gary Brennan 
■ave you ever been to MIT? Me, i tend to

EPs and just

______-‘aker l.'.ggad i ,
_ (tte Elf) would do.
k.eep a list of what various monsters a.re worth in 
lcio]r it up. I'm lazy, ■ , ... . .
i ganClea^. . .I'm afraid that your Golden Dragon, regardless of 
rolled intelligence has to be both fighter and MU.///Parties have;

-you just haven"t been along, family with two children, 5 & lo HP, or'the 
iS ^ party ran into on the 4th level some time ago.///

. keep her gold - but charge her costs.///If a'
-iD.kher isn t carrying his Vorpal Blade, it would be left in the 

local center of his faith. There are any number of 
saf“ places to sleep - especially.the iarrior's Guildhall, if he’s 
a mem.oer, i.ost churches (esp, monastarys) have arrangements for 

^  afraid that dragons can't be clerics). ///Dragons
. f religious,” those that are are usually tehded by

Lawful), or attendpopen-air services at ' ̂  
-Lowv_n.orauist" (name change soon) shrines if neutral./// Your, competence" system, has, some resemblance to the maaic system I 

developing for Iar_ad-Tan, my alternate-universe world, 
which I raaj never finish, because of its great disadvantage - like 
,'r ^ players would have to look up -the monsters every
time L.hey 'had an encounter. Sigh.///Jhere the hell did a sword like 
THAT come from???///Jack also likes to kill because he's a sadist 
(sadism 93) .///Let • s put it this way, Sean-.- The players xje re wi 31 i nn 
epough.to let It alone. Unluckily, the c h ^ c t e r t ^ ^ f c e n o t . Hot ^  
with tw-its like Merimyl, Liriel, and Sigrid along.///Tails!icer 

sword-j; Liriel owns Daggart, which lilres to drac her 
into comDat ^-'^ithBundead- Gleh,///Somehow i doubt that f-rylng to'
serve a neutral goddess and a LawfulHSod at-the same time is" going to workrvery welli • . - ; xo y<axiig
gpl_Thomas.. .The troub'-e is that such things, have been done to
this particular turkey (on one occasion, he walked oiit of.the dungeon
rfnf ore,^armless, legless, and with his mouth zippered. "

lake your suggestions, especially

— .Lcipttan,,,Locally, spells thaf backfire don't ?o much help' the
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opposition as they do damage the spell-thrower. , r, .
ileffrey May.. .Yes. Jack does prefer to despoil Lawfuls, especially 
theialoof types like elves and clerics. Since he lives in Gbrree, 
xiras born in Edwyr, and the elf was carried off in Clachorn, there 
is little likelihood that the Claghorn elves will be able to do 
anything, especially since Jack is a member of the fighting 
auisiliary forces of one of the magic-using Guilds that rule Gorree.
BillJPaley. . . 1  merely provide a bulletin board, a set of rumors 
that can be checked out - and a map-vendor, usually selling'maps 
to either schmuCk treasure, or treasure with imposing guardianfe. - 
the players can then do what they want.///Regarding ideasi ideas 
are subject to Gresham's Law, too. The:proliferation of bad ideas 
tends to lead to the origination of vrorse ones. Stomping on bad 
ones acts lilce preventive medicinei keeps them from spreading.///
You have pet characters? This is a bad idea* on the w^ole*. It 
,tends to lead towards situations where the DM will allow said' beings 
to get away with all sorts of half-baked tricks, saving their bacon 
by divine intervention, etc, It makes those whose charactefs aren't 
pets very unhappy,///One of the most effective ways of getting a 
point across is satire (and it’s kin, sarcasm). ,
Eric Gaines.,, ,/vs said, I refuse to believe in records of research*
-If a player wants his character to make a Gold :land* then said 
character can go sit on the sidelines for-three months of real time. 
///Te; Trie and Cyril. The Old Families of Oskley long ago found 
out a great tiuthi nepotism is grossly ineffective as a supply of 
good leaders, z.-ny'offspring who go adventuring do so on their own, 
^^ith no m^igic and minimal money supplied. If the offspring sho\-r 
themselves incapable of surviving without massive magical aids 
then the deaths may bring the parents eorrow, but will improve 
the pouse.' /.Iso, why is Eric so intent on having Cyril as his 
successor? Surely there are other family members. Gross favoritism. 
///Locally, rescuing somebody or equal services gets one a Tavor 
liPG> magical only in being keyed to the recipient. These come in 
various grades of desirability, and are good for one favor of equal 
value,^2+ smaller favors, of a percentage of a great favor. One 
.use. i.‘he idea of two iizards sitting around for long periods of 
time doing magic for free is rather startling, to say the least.
///If a Faladin around here gets greedy, he suddenly becomes just a 
pretty fighter. ' \  ̂ ‘ . .■
Tuesday Morninr- Peport.. .Look at all "the bongsesl, i Psionic fighter 

ix^wers, ; extra hit dice, straight MU spell progression, acts 
as an eguiyelant-level thief, can leap around like a kangaroo,
CiV-L HEAL ITS:ELF li-T COMBAT???, can transmit "open-hand damage'' to
misslO)and/or primary weapons, and an auto crit'hit if missle is 
+4 over base hit* dodges missies lika a monk, getg up to three 
missies off per melee round, and nas such interesting spells/as 
Dragon Control and Protection from Magic Missies'??? ’ y m^'stars, 
a guadfuble-thfeat beino (fighter, cleric, thief,- and monk :- with 
a bit Of MU thrown in, all for just MU UP points with 'modifications. 
Congratulations* you-ve just published a class with even less res
traint than Demigods local g.rossity) . Let me also congrstulate 
you on your self-control,” had Dave Yepp shoxm up at MIT with such 
a character, the locals who were there xrould have matched coins to 
see xdio gravity-tested him and who got to burn the specs fo-r the ‘ 
class.///On the other hand, the last half-page is useful.
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Samuel (onkin.==I am a trained historian, the iayas did throw
Mayans indulged, .invirgins down the sacred wells, therefore th 

■ihuman sacrifice,///;::.s for the Irish, it took only a , few years for 
the Angio-i'Orman conquest pf Ireland5 thife ,xms unraveled during 
the ar of the Roses, but was firmly cemented by about 1590 under 
Elizabeth, most of the policing after that,being done by playing 
one group of leaderlcss ; Irislimen off agaihst another. "''he Pritish 
never had or needed to .hays a vary large garrison in Ireland; In 
fact', , got a lot more troops out of the place than, they put in. '
Took orld ar I to weaken the nritish enou.cjh to break their hold.
"ichard J . Schwe 11» » *I sfrdly fear you laave been led astray. Yes, 
there a-re two extremes of D5.D playing. .' They are hot ''skilled" 
and "role-'olaying", however. My ."heatet gabblings",- alas, seem to 
have ?'̂ een not well read by you. True, there are some games where 
rolled intellici'eiide'must Ibe ignored to.'. ■ s.urvive - Kevin Slimak’s 
HELLSGa T'E is a .good example.;. The ,other a.3:treme is the role-playing 
game where'.np. rea;l: danger e;:istss to. m t ,  ;Whe.re characters; either 
never get killed, ..or have .a was.t,,Vu'oply of. ̂ 'is.has, etc., so that 
the can butcher cardboard mi nsttrs, bu';iy the far less impressive 

' nori-player characte.rdf Nad'mhcorio'ch vast amounts of riches, magic, 
etc. Thera are - ooivtra^y to your assertion -- vast numbers of 
variations between the two ext.teiiee, .iiir/r is ciae. of .these, 'Mot 
only do players do rola--pla3’ing. 't'insist that they stay -in 
character, y.riel has gotten herself killed twice by staying in 
character, and coma close a .number of r-ther timesv - I will admit, 
though/' that your statement die result in considerafole laughter 
at'MITi'particularly by^Lincoln Clark:iHerimyl Terhalen^rDrynhilde), 
Petef iAronson y.i;ylem ben-Slven, Hedec); Ppul Bean (Hrolfa ̂ the :Un- 
wise)''ahd otheriiof':''the':'.s'i4me ilkii.^YD’i really should re^d ;the 
various adVdature tales I. run. ' .?
Charlie Luce... I think that most DHs i'un that ;ands are Permanent 
anci Gah'be .recharged.-/.//'Your second -commant reads, a bit strangely. 
;hat "tyoe; I don't liloe" got lost in the;: transit ion?///: Jayne, Ken, 
and GraciG;' are one of the few cjroups theit let you run your characters 
"fairl"? ;"hat: means "..fairly"?///You meam: tiiat you feel; shafted 
because you cam't throw'.sPeiIs every melee round? Because you 
can't the same■snail over and over again without danger? Or what?
Peggy Gemicfnani . . .Bure, piiblish away, Sean an? I' will speak up 

" if we: think you've 'mis&poken somethii:ig,///0h., ?h,.3nig -.and /.Qriunelda 
get Plenty of exercise - shaking down parties for casS'arifi inagic.

^̂‘-Sean Surrfciers .i .Kmm, ' your phoenix spellsrhave potential... Don’t think 
■-•■I'd allow tliSm as a character class-, thoucfhc///k'l'.e wedding: came 
- ■ o-Gf, Bueeii: Vandya has visited the .f.ccai u.n.ive.:cs-e a time or three. 

Midgard can be: reached''from Ojk-lĉ r,- put is net o.n the-world map - 
interdimensai: ■transit/pdi’jiti:: .. ■; . .c ,

. ...Petervgerra^:,; .Yes, we have issues' 5-11 in stock at the moment.
/j^I .T̂ puldn.rt have aklowcd 8 th ie cels in masse on my 5th level.
I *d... sugg.est .a m.uch-\na.sti.cr-than-oiormal iiand’om encounter on the 
way >,\tQ ...soften, them up a. little, and it hen nave the opposition ' 
fully prepared,.with traps laid outiahiad.pf'dime, and have the 
most, effective.plan,of action... I '■■ccul.d thitik of ready for them.

; The last time d party that .gre’es hit llGTp’r ' s .' Sdh ;level, they lost 
three dead, two stoned, and two ..paigilyzed out of 9 members, and 
burned two wishes to get out of the' .dixnaeon. . , '
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ay Jones.. . 1 'va pretty much scrapned ./alignment languages, 
the lingua franca, the debased -- -—-IS

(dead)
Common

speech of the streets? the
ancestor of most languages is f^rchaic. Lawful and Chaotic are northern (c ) and southern (L) branches that develobed from f 

Archaic, with loan words and. grammatical innovations from the 
immigrant grouns. both are "educated" tongues. Heutral is 
closer to ./.rchaic in grammatical form, but has developed a large 
number of sound and vocabulatiy changes,///The original Gygax 
system was carefully crocJced? spell points removed the largest 
part of the croc,hs. KF systems tend to return the original 
balance, but in a slightly different way. .
Jack Harness... '̂ he orm Lords look vaguely entertaining;
Chris Pettus...! was thinking of something like your spells for 
enchanting and recharging items, but with the highest-level ilU 
in the game at lOth, it seemed unnecessary as yeti
Spinward Ko, McIntosh?...Twits? (Snicker)///! will let my previous 
Statements on Kokas stand •• though I'm glad to see that they're 
no longer invulnerable to normal weapons while in plate.///! tebd 
to* use a lot of Petal Throne material, too. i’ much better thought 
out and written set of rules.///Ah, but most monsters don't tote 
their hoards around. They leave them sitting in their lairs.///
I have'a number of Courtesan modifications, xirhich ! may print if 
! get Dick Fney's nermission,///lf the type is too powerful, I 
wouldn't want it in ray world.///Ch, I'll believe in TK.ability 
with dice, who^e are two or three players in the HIT group who 
can really handle the old Icnucklebones. '-'"onestly, too, goddamn 
their immora 1 hides.' i
Mark Txjanson..,Poor "ul'garJ Getting the ding back for 8k was a 
dirty trick, Mark. (Snicker).///Mother Frutan wants somebody's 
hide, l ark. nd Jack the Slasher would like to Imow more about 
Goldoye's preferences in females. emphasis on beauty? Shape 
Doe^ he like them virginal or xfell broken-in? /approximate price 
levels? Jack also wants to make^ contacts with some o^ the Shadoxj 
Valley slavets. Me has a neat scheme in mind.
I-I. Steven Broxm. . .Some of the stuff useful, others too artificat- 
: quality for use in the local universe.
Ken Pick. . . ;ell, your ilazgul have suddenly come quite close to the 
ones I've designed! Their poxirers are inherent, though, not spell- 
derived. From my understanding of the Ring series, once the Morgul- 
blade xiras x^ithdraxm, Frodo x-7ent back to normal - eE'cept on days 
or in places xirhere the Shadox-/ x̂ as near .///Ore-mages x-rithout spells 
but able to use xrands and such? not xrhat I have, but not a bad 
soliAtion. I alxfays figured that Mo.rgoth and Sauron carefully bred 
such untrustxforthy servants so that they couldn't use magic and 
thus become competition. Your orc-mages could fit in''̂ ^̂  
backs to the original stock, x-ri th limited magic potential .///Good 
move? I just^ xxish they’d get the bloody book published! I've 
been x-raiting bloody years for it!///Your SHIELD Illis how more 
or less the same as out SFI 'JLD II, x-;ith the exception of., duration, 
which is only half that of normal SHIRLD I.
-'ox-rard Mahler.. . .elcOme. You're getting .;TES' 'ILD HU: T ■ in trade. 
There is little pressvxre on I'ark or I to become easier - in fact.



:̂ ill Slavu's tha Clever; -1 paqe 1 1

tha players seem to pressure other Di's, to be harder. The feeling 
seems to be that if a player has made it up to 6th+ level in 
one Oi the better' local dungaons, he's good - and more worth it 
than a I2th+ in other games.///! think you'd like Cdwyr. ire you 
going to be at yOSKOiC (February, Coston), MIT IMTETCOb (Jan. 14th- 
16th) or 0;Ĉ-:2-I.i'3 ' (i'ew York)?///If one has handed out an odd magic 
item.,to a-player; who doesn’ t know all about iti and the player 
T^ante to play in another game, standard practice is to type a 
description df article & power, seal it, and tell player to nive it 
to thg other DM.///Mono! Mot another Gandalf arguments HELP!
I can.feel the flames nowS

ai, about it for corm-nents,.
Oil HOUSE-PULES. . .riark Swanson just published the I-jQuse ■'lules for 
Gorree in The ild Hunt ,.■11. 1 ow, I tm tjoi'ng to be doing the same
for Tdwyr, but as a booklet, giving much more definite information 
on every aspect o f h i s t o r y ,  fauna, .magic systems, etc.
It will be illustratecl.■ Uovj, if sufficient demand exists, I may 
have it doi'e offsetJ seperately stapled, etc., and sell it to those 
interested for a bit over cost# . Cost may weil vary enormously 
with size of run (oast is 40d, fd^h .setup, a penny per copy after- 
that). If there isvftiuch demauad/T' 11 do it as a booklet and sell
It for a' 
through ;

■'Out .jil ner, copy 
:'he :ild Mupt. ■

+ postage, 
ny takers?

If, not, l/ll,;just run it

aUG
may

MOitSTERS... .1 do a pretty fairiamouht of monster design,
I would therefore like '

an oyer- 
'plus a ■

OM DESI
and' if I may say so, do it rathef.,-well I would 
to offer some general gunidelinestiv5l) \rhere is
supply of dragon types. I use original DSS' .......
few G ISYF.:; ;i: dragpns, and not much else._ Lee’d dragorinette types, 
corresponding, to;; the larger;, types in their; breath, weabens, yes.' 
Ecological nî ihes- for such huge beasts/however,''areMlifliited. M • ' 
2 ) .̂ .endoro mixing of animal paf ts for hew-combinations doesn't ueu- 
all^/lead to inspiring results - even tf they were otiginal myth-‘,, 
olqry.///Eceptionally random”!|30wers are 'ju.st .that - exceptionally ’ 
raridom. Try to think of why this beast hvdived this ..pox'/er. lloxi? ' 
does ,its body produce the effect? Is it - except for its single.; '! 
pox'/ar — , a viable creature?  ̂in other x.xords>, try to provide some ! 
sort o-fv-fo niche and some rationale for being there#
bell, sofne T.j;i monsters fail the test - Beholciers being the perfect 
example b:f a truly random monster that makeg/nd real sense. .
GTJECG,,!-’11 fill in with ’ ' ' ’ 'a monster detiVe<5 f rbm .the real' x-rorld;

SPIT';"!.'G CO'' _ ... (From-.^Ihd^^J-#' A small cobra which can spit its 
venom about 30 feet. ''its,:̂ s a ^  hit-die'monshernbh a roll of 20, 
the venom hit's the'eye. .- Its venom'ls a nerve .paisdni if it hits the 
skin, x^ill take 1-3 rounds to penetrate, >pe<5rhagp giving the victim 
a chance to_wipe the toxin off* If?it penetrates, save vs. poison ; 
or die. If the poison hits the eyes, if takes effect immediately, , 
and even if he saves, the victim is permanently blinded,. A :
Limited .'ish or, Remoye Curse by a 14th-H level Patriarch-is needed " ; 
to counteract -the effect. . , A r.;

^appearing AC Movement ItLt Oice % in lair Treasure ’
4-40 •  ̂8 ■' ,.9 " , : ' \ T ~  70/ . . Used'"as treasure

n A ■' ; A ' guards by others .



r

Firstlyjfor all of you out there who have never had the misfortune to hear the
name Don fiollins,lam the ,person mainly, responsible for the liD.mess,( I . mean plub ) 
EXPEDi!ElQHS LllD«j>..I have been playing IM) for almost a ye%r now,it v/as,introduced .. 
to-me by a persdn(wha's name escapes me) from UGI durring a regular session of 
the' wargames club ate'Fullerton, Imediatly like so , many others I became addicted, 
ahd within the week L.had a copy, of the first three books, a copy of S.partin 
(sugested) and a Dungeon of my own, ^Ihough I have, rather strict ideas of. hovj D&D should be run I, do not suffur from 
a'case of the Gygax disease and though I may have comments, on method of play L 
will as a rule, refrain from making judgements on systyms, ' . ' .

]ln .thedoonthŝ ^̂ ^̂  ̂ followed my indoctronation a suvere disease known as Dull 
geaiiltis -befel,. a. greaf number of QDLIF students and,eventually.,through the mist 
and smoke a. gigantic figure began to rise and it bocame kmWn aa.t, , : ,

., . ■ d .. \\ ' ' ■ ■' '

Firstly it. started with asmall group of playing friends.,never, expecting 'to 
exceed. 2D people. But, there were infiltraito.rs,.inifemoua names like John from Gdk— 
tech,the'Shaw,and others'. How we are a tlirivihg club experiancing gr.outh pains,.:,, 
as we attempt to organize a unifojrm systym of play,from so many systyms around 
In our mild beggining we played a progressive experiance systym ŷou needed 
2 ,0 0 0 to. get. io. secon d,4,000 more to get ta .third, 8,000 more to get. to. fourth, 
etCu.,. Ihen when the club first came into, being it used a 12th level dispell, to 
abolish that,in favor of. a accumilative systym ., 1 was opposed to this syst^
(.even though at the time L had tlie highest, level of the area and was definatly 
getting mired doivn in my level., diming), but. was well troden under, V/hen the smoket 
cleared terlble. things happened,becausg the Duengeons could not' imedeatly cope 
a great many high levds(.12th), arose, Ilhoughva great many people will scream 
bocauseL of thia,it"s the... way it is I at first 1 was feeling noxious at how fast 
my levds were, diming (.Lwasnt used., to the altitude) bu.t now 1 actually' look at 
it as possibly being goo.d, mainly because It Le.ts people run all levds not just 
being restrioted becavise they havent the time to play up to-a lilgb. level* It lets 
people get what they want out ef -tte game,enjoyment,. By bdng able to play.a level 
you feel likeCnot saying low levels arent fun. but. they can. get frustraiting)* 
E(ecently dungeons have ala. o, been getting tougher adjusting as you. might aay to 
•tiie hew systym.Hiere are definatly three types of Duengeons evolving, ones, geared 
for low levds,.medium levds, and high iLevels, I myself prefer running low- 
medium, level Dungeons and charlctera,whereas another person,.for instance the 
infamous Sracy lemplin current posesor. of . the highest level. charicter.(̂ 25fd level 
' cleric), mu da en^oya any high levels, he can fun, ■ •
• l̂lae.r.e hqw you. know,a .little of the lalstory . of, yhe notorious Full.eirtdn;''̂ rQup 

1 wohid like to rap, up ny, virgin artide. introhucing.: a' new character telass,>
. ( : !EM EMEa TE- : . v'To XV ■ ; ■
Empaths hacieve. per 1 eve,;! .after. 7,%.paths gaini.exp as iE.U.ilt first-levd'^ '

-'' " ’ ' ̂ . , , ,, ,, an Bmpath .imay. qathe. 2ptps damage for each one’ tĥ 7' ’.
1),, Begginer/. Cure . /. , Empath has.#']Ilasy do this by placihg It 6n tKeniselves

kdper / Empathy / then removing tliem at. .2.-12 laamslper-pip,At each
5), Bolder / Olairvoyance / levet the _Empath reedves a dility :Miey .may'u

1;time each per level they have gained. For an 
Bmpath t̂ . raise dead he must revive ail. the dead 
persons Kits«i»1 An Empatlamay raise as many, pips 
as he. can take with no trouble,for each pip after 

he.,has. a %a oh, |i.Q die if an Empath heales more than twice his hits he dies.Em— 
paths may lift wepons only against undead and Demonds,their prime, rec is Const, 
î rfe on'this next issue. Bemem her to plan ahead I **

4V Eeaoher /
Bealer / Cure Disease./

dl Tdepath / lelepathy /
Enipatli / False Dead /



Jim Thomas - Oakheath Drive, Harbor City, CA 9 0 7IO - (213)530-7325
OUT OF THE BLUE ’ ’

Anything with "ONE" in the titlerealls for som.e intnoduc- - 
tory comments. I am James Burnham Thomas, born 19^^ in Boise,
Idaho, a tax research consultant with two Irish Terriers.
OCTAGRAf.'I (not to be confused with "octogram") <or "octogenarian" 
or "candygram")- is a sort of D&D 'zine-thing designed for publication 
in ALARUllS AND EXCURSIONS with the professed goal: of promoting the 
free exchange of ideas and flaunting.,my_..wisdom and folly_for the 
scrutiny -of--alii (and sundry, if any of you h a w e n  to be. 'sundry). 
OCTAGRAT.i comes in six parts, oddly enough, each of which has
at least^ two possible names and' none of which, are guarante'ed to 
appear in any given issue. My Imaginary World'̂, Kosm, is a close 
parallel to. the world we all inhabit,' with certain variations in 
geography,-'‘history, theology,- chemistry and'such. . Miagic works, 
gunpowder ■■'doesn' t̂— I thinli it has Something to do .:with phlogiston.
I'seem to'Spend more time worrying about general things'like;. 
biology 'and thaumaturgy than I do about the nuts '.and bolts of what's 
hanging out in'Rocklyffe Castle, the City of Rock Harbor,- Old 
Minaqua and the caverns behingd Thundermist Falls. . . .

^ THE LEATHER V/INESKIN" t ^
("Collation‘Comments"— If this part is ever called "THE ;
CRYSTAL GOBLET',' you'll know I ’m in a particularly nasty mood)

re A&E 1 7 ■
BPP2-Pattersons I wholeheartedly agree about there ain't 

.no lawful thieves, although they can be good— Ulysses, Robin Hood, 
Raffles, Simbn'Templar and James Bond are candidates.**There*s. 
an unavoidable difference betwKGen understanding an language and 
speaking it fluently (and, less unavoidably, many other shades 
of ■oomprehension)--On Kosm'A only very talented diplomats (see 
THE YELE0W-SCROLL belov/) can be fluSnt in both Law and Chaos.**..... 
En.ioved Edmund and the Daleks— per se^ for. jts British touches, ; , 
and for Its indications of the nature' of Siwenna and environs.
Its depth fits my-fancy. . . •, t- ' ■ : •

H&M3-Martin: I like- the built-in behavior patterns of your.;
Samurais— Hoshanese Fighters on Kosm^might very well act along ,' 
those lines (if I ever run across any) 1**100^ Kill Rate is Certain
ly an understandable motivation for a Dungeon Lord, but. it̂ -S: not..; 
the only possible motivation— the mysterious owner'of Castle . '
Rocklyffe, for instance, would consider it an obsession far -v - 
beneath his dignity. And the motivations of the Hi; need -not■ be.; ; 
those of the Dungeon Lord.' . . .  . ; ■ ■

TMTl-Davies: A tenth-level thief v/ho has never stolen
anything???. On Kosm, he would havO: been the recipient!, of dozens 
of divine omens and several major; disasters--tomorrow morning 
X he'd wake up to find a ’-'note on a brass platter, reading: ;
"Guess where :your sword and-rod and bov/ and-'helm and cloak and; ;■ 
boots are.* '-'**Your ThA.Escher monsters ;;are' great--How about trying 
Salvador Dali? . . . .  v , - • ;; ■



OCTAGR'̂ '5' ONE - THE LEATHER WINESKIN
TGQ3f-Luce: Fantastic characters! Especially Johann

Sometimes-I-Fly-Like-etc. And I'm glad you have access to other 
campaigns with people in them, , . .

BB0F13-Swanson: Rewriting/updating/fixing D&D is a. fine idea—
it must: he, there are so many of us doing it, Either as such, 
or with House Rules, or with stacks Pf notes all over the house, ' 
V/riting The Official Rules of D&D. however, would probahly meet , 
with as much enthusiasm as writing the Official Rules of Sex.

tlVm not sure that was responsive to yoUr 'zine, Mark, but ■'.'■'J:. 
it's something I wanted to say.)

rVMvlAGPDB-Seligman: F u n n y . l i k e  the idea of the 3/1 combat ,
system,' and I like your handling of it. Or how about giving each 
segment (instead of each character) a number, figuring_ out xkxsii 
ah^ad of time v/hich segikents each character will be using, and then 
calling out segment numbers like a card stunt?. . . '

TOG-Baker: • Your EP formulas show a lot of thought and make .' 
a lot of sense. EPs have to be one of those things that IMs 
work out themselves, based on their own values. . . .  ,. _

FOFTSF-Thomas,E.Ai: ■ Not bad. tProfessional advice might also 
help— any elementary-school teachers-out there? . . .

POD-Blacowi Definitely a Good Idea (from my viewpoint) to 
tailor-make clerics accorcding to their god/goddess,*^The picture's, 
very nice,*‘̂So is the cover. . . .

CSl-May: ((I had a hunch the abbreviation convention might
backfire--If I come across a 'zine called Fighting-Underworld 
Characters etc. I'll give up.)) EPT was also a major source of- 
inspiration for me--a lot of things Important.Jo, .a..coherent-.... " ' n
world, or campaign— basic talents, for instance.'=^*The great mass" 
of non-aligned is good— Esurien would, I presume (like Kosm), :
have only a minority of inhabitants capable of advancing in the 
Character classes (i.e ., having the classic six dice•rolls)
Your Critical Condition Rule looks good^-and a rule in that-area 
is^needed. I may be accused of trying to make D&D realistic— may 
be. If so, it's because I'd rather DM something that makes sense 
in my mind than something that depends on remembering a bunch ,
of arbitrary (albeit simple) rules. And it makes it OK for me ■‘ > 
to respond realistically to a charcter's action without having 
to make sure it’s covered by a non-realistic rule. . . .

S3-Paley; Three cheers for your DMing philosophy!**And ŷour 
ecological note, v/hich brings to mind the question of what ■ are - ' 
all those monsters doing down there in the dungexons- when they're' ' 
not fighting adventurers? Do they live on each bther--if so,' t ’ ■ 
where are all the new young monsters coming from? Doesispmebddy ' 
take care of them— if so , might hot a fairly common WI.i bO" the :
dreaded Zookeepper?**Carnivores generally smell like carni^r'es 
and smell H n  the other sense— NPI) well enough to tell the 
difference.X. . .



TV/F5?-Baines ? A '<re.T'j gooc rationale for nagio-use, spells 
and such being they way they are. I recommend that anyone, who 
thought it was a story about Tork and Fortas.rneet the Hunks; read
it. again. , , ' -3x,r,:;a

 ̂ cel8-Konliin! My alignment system looks a lot like, yours—  
a subject for a future issue of THE YELLO',/,SCROLL— and there is 
considerable room, for disagreement about what is meant by good, 
evil, lawful, chaotic, neutral, amoral (cf. our feelings about 
■thieves);., i;;arrange things so they'll be fun, anyway, because 
Thats-the.-way-things-sre-on-Kasmr I ; acknowledge that elementals 
probably should all be smack-dab in the middle, but the coincidence 
of four corners; and four elem.ents was too much for me, And they 
fit fairly well, ;as.,do blood,'phlegm-y, black bile and yellow bile.^* 
Apologies, on behalf;-of all of us who use ''anarchy" in a. ,non-poli 
sci fashionc^^'^A va,mpire would get in as much trouble from Tpan 
on Kosm if he didn't vampire right as that aforementioned, 
tenth-ievel non-stealing thief would have from Ocroco. vOr more. . .
■ ■ MFT.RF-Schwall! Ihe problem ab.out a player and his character's 
intelligence not matching up can also happen with wisdom and cha
risma--!: reason for extensive use of non-prime requisites as 
modifiers! to. various skij-ls, talents and abikilities. To force 
characters to act smart or stupid is indeed hard to do y^ithout 
forcing'their owners to act smart or stupid— which is either . ; 
impossible or unpopular.''^^Dash-of'-cold-water-in-the-face DepT.:
A ring of three wishes;should respond only to its wearer, and 
wouldn't .listen to itsel.f talking to itself; Create Food ,& V/ater 
should^KX produce manna, not minestrone^-^^You-re right about gods, 
of course. . . .  . ■ ■ .

MV/-Gemignani: Thanks for the unicorns, Peggy. . ;. .
KM5-Jones: On Kosm, priests of Khelash can use Blade Barriers,

if, authorized ..(same like sacred crimson swords)— I , doubt if-it' d 
work, for any other kind of-cleric ,-«-̂ =-Liked, your answers, even when 
I didn't know.'the questions. ... . . , ■ ■

SH5-McIntosh: "Twits ,and Hpkas are real nice. Dandy drawing 
of .Gandalf S*--‘;Hard t o -scoffTat your TK hypothesis— Haying little 
faith in the trueness of exotic dice, I only use good^^quality 
six-siders during games (which has meant a lot of rewriting into 
an 1 1 - 6 6  format)— nonetheless, two of the five characters rolled 
for the first run in Rocklyffe Castle qualified as combinations. . .
_ :B1 -Mahler: I . find myself in sympathy with you on; :the question

of visiting adventurers. The situation hasn't arisen ,o.ncKosm—
I suppose'that .if someone could convince me that Thrud the-Heavy 
actually had just walked into Rock Harbor from some alternate 
universe, complete. ;with magic sword, shield .and shoe-horns,
Id have,to let him'fummage around.-- Of ■course^ heiwouldn't speak,.' 
the language, and it's anyone is -guess whether ;the enchantments-'-j 
made the journey in good shape'.^iind chapdcters have dojfigure'fvI:_ 
things out by trial and error '(o r 'expert appraisal) .unless they - ; 
have the v/isdom to recognize it, .(not to mention the -Intelligence-- 
to figure it out and the dexterity to use it). . . ,

SDISOAV/Cd-Ulrich; I'm no'l; completely sure you're serious. . .



THE GREEK BOUGH . '
. , , And I'm not too sure about myself, either. All of the 

above is experimental, hypothetical, and absolutely true— After all, 
my dungeons have only been run once. The characters, all first- 
level, were!
, Bilbo, a male hobbitty thief, neutral/amoral/godless (with 

delusions of grandeur) -
Kissy, a female dwarvish diplomat, good/lawful/godless
01e9,nder, a male elvish magic-user/civilian, good/lawful/Uldaz 

; Dr Strange, a male human;fighter/magic-user, good/neutral/Carica 
• - Sister Ulda, a female human cleric,' good/lawful/Uldaz.

On 9/ 1 9 , at daybreak, our highly-assorted paty gathered at 
Padraig Point Park in Rock Harbor, with four heavily-laden mules, 
and set out northwards toward the rumored location of Rocklyffe 
Gastle, By sundown on 9/20, they were encamped outside its walls—  
fast traveling, even without the arguments about directions, 
time-outs to: look for :(or avoid) sasquatches, and an extremely 
careful, though uneventful, crossing of the Sasquatch 'River Bridge, 
(Knovdng me, this crew v/as sure it would turn out to beua-Troll 
Bridge--it may be, bydhe time they get back,) Of wandering 
monsters there were two (of note): a mountain lion who felldn 
love with Dr Strange, and whom they named Freds and'Fred's-mate, 
who didn't, and whom they slew. They slev/ Fred too, later, under 
unfortunate circumstances, but that's another story.

The next morning, they braved the castle v/alls (walked in 
through the main gate) and found the castle grounds apparently 
abandoned. Heading toward the keep itself, they managed to find 
some ghouls hiding out in one of the numerous huts, on the grounds. 
'After a false start, they burned down the hut, destroying ..the ghouls-- 
on sifting through the ashes, they found.some silver pieces and 
a couple of incomprehensible artifacts. (I'll never tell.)

Eventually, they located a secret tunnel into the Rocklyffe ■ 
cellarage. By day's end, they managed to find a couple of caches 
of treasure and a magic sword, to survive the traps related 
thereto, to avoid all the inhabitants of the upper levels, to 
charm a visiting third-level thief, to locate another secret tunnel 
out of the dungeons, and to find the front door. V/hen last heard 
from, they v/ere standing around v/atching the sun set.
. THE YELLOW SCROLL . 'c .'

in v/hich one may read of Oharacter Types 'q
, It,seemed to me that Charisma and Constitution desxxerved to 

,be Prime Requisites--Kosm therefore contains Diplomats and 
Civilians, Diplomats are talented along the lines of attracting 
follov/ers, learning languages, detecting lies, interrogating, 
and such. Civilians have the opportunity to reach advanced levels 
,'in such fields as carpentry, psychology. and alchemy, Kissy, for 
example, can detect lies, when concentrating, of the time.
Eight of those 58 are wrong--if she reaches second level, that 
.Changes to seven of 5 7 --unless she chooses to augment her lie-detecting 
skill, in which case it would be four of 79• Oleander's a stonemason.
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I won't go into further details now. Responses are welcome.

 ̂ characteristics are as close to fixed forever
as,makes no difference— any increases and decreases are few and 
far between and temporary. And points, as in EPT', cannot be 
shifted from one category to another. Other restrictions are 
fairly standard; elves can't be clerics, dwarves and hobbits can't 
be magic-users or clerics, clerics can't be* amoral or godless, 
thieves can't be lav/ful.

Everyone but civilians must score at least 12 in prime
Two scores adding to 33~36 qualify for a two-way ‘ 

combination; three scores adding to 5 2-5^ for three ways; straight 
il8 's for more. Experience points are divided by three for two-way 
combos, by five, seven, nine and eleven for three- four- five- 
and six- way guys.

THE IRON HAMMER
. S p e l l  usage by magic-users involves at least four things^
 ̂ — Ability to lehrn and remember spells
'■ — Talent at casting spells ;

' — Quickness of spell-casting ’
--Effectiveness of the spell when cast. ^

Each factor is gx’xgsM gauged by a different combination of 
characteristics:

Wis, 13>̂  Con, 7?̂  ChaM"'Knowledge 
■ Casting 

' ;Quickness 'i 
Effectiveness

67̂ 5 Int, 
15̂ !$ Str, 
6p7; Dex, 

Str,
Int, 30?J V/is, 15^'Dex, 30fo Con

12^i V/is, Con, Int,
llfo ea Int I7is Cha dYo Bex, Con.

Str

Knowledge is recovered over the course of a month. A spell 
already known costs half as much to maintain, which must be done 
every month. A spell once known, but forgotten, costs 73fo to 
relearn. Study must be done in uninterrupted solitude.

Casting ability is recovered over the course of a'i _
Attempts to cast at over 75/^ capacity make backfires possible 
and extended recovery time inevitable.

Effectiveness is used as an optional Extra Oomph— it recovers 
over ten days— sort of a F'orced March rule.

.„ And the £ u i 9 . ^ . Q ® . s ® . s i m p l y  modifies the time^ needed
to cast a spell, knocking off or tackihg’''on'a few ’se^ehts"^^^ 
melee round.

It's all kind of based on a parallel in my mind between 
magic and music— learning, practicing,performing— There's probably 
room for sight-reading, improvisation and tape-recording in 
the analogy somewhere.

Looks like I won't have room for THE OAI^EN STAPPi
-  30 -
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To become an Expert you must have a 12 or better strength and a 15 or better 
-dexterity. Expertsg being a sub-class of fightersj with a little bit of thieving 
mixed in, can only be hixnan.(Elves are experts with a sword and a bow. Hobbits 
are an expert with the sling or bow and Dwarves are experts with swords, battleaxs, 
daggers, and hannners.) Humans can use all weapons, this is why Experts can only 
be human.. An Expert must pick one type of weapon in which he wants to become an 
Expert In.(Such as a dagger) He receives a +1 to hit probality for each level 
that he attains using this weapon. They must use this weapon for their whole 
level of experience.(i.e. he uses a dagger until he reachs 2nd level, he then 
would get an extra +1 besides his +1 for 1st level). He receives a +1 for each 
level he goes up using that weapon. He may choose to use other weapons, but 
not to often.(i.e. He uses a bow to shoot an Ogre, but only uses a dagger to hit 
an apple from a near-by branch). VJhen, he tises another weapon, besides his Expert 
weapon He receives a -1 to hit always, all strength bonuses'are dropped. Only 
dexterity bonuses are used.

Experts may only wear leather if they want to use their thieving abilites.
They may use a shield. If they wear chainmail all moving silently and climbing 
walls are reduced to Zero. An Exijert has the abilites of a thief ^ his level 
(not rounded down). They receive al3 dexterity pluses. An Expert may stop 
practicing with one weapon when he reachs the next level and start to become an 
Expert with another weapon.(i.e. he uses a dagger at 1st level and receives a *1 
with it. At 2nd level he changes to using a hand ax and receives a +1 with that 
and still has his +1 with a dagger, which'he never loses. vHe may only get a +1 
with one type of weapon per level he goes up).

Treat as Clehics for saving throws and Thieves and Fighters for jise d>f magic.

At 3rd level he may aim at any part of a person, object, or monster and has his 
level plus his pluses for that weapon as a percentage chance(i.e, a '3rd level Expert 
uses a dagger and throws it at a Fighter. He has mastered the dagger for three 
levels of Experience.' He would then have a 3/1+ 3 =  6^ chance of hitting the 
man’s head, arm, etc. Use Blackmoor for hits of Victim), To do thes he must be 
, using a missile weapon.
’ ' At 3rd level he becomes Amperdexterious, vrhich means he could throw two weapons
instead of one. He also gains the advantage of increasing his damage done for that 
weapon at 3rd level(for every three levels he goes up using a weapon he gains the 
advantage of increasing his damage done for that weapon. See chart below). He 
Only receives thes once for each weapon. :

EXPERTS DAimOE CHART
Weapon

Bagger
' Hand Ax .
Mace, Hammer, Milatary Pick ' 
Battle Ax . ,
Sword y. i -
FlMl
Morning Star 
Spear thrown^thrust 

Spear set vs. charge 
Spear thrust vs. charge 
Pole arms '
Halberd 
2-handed sword 
Mounted lance 
Pike
Arrow or Quarrel 
Sling stone

Damage
2-5
1-6
2- 8‘

1-12 
' 1-10  
1-10 
2^6 
1-8 
2-l6 
2-1 2 ' ■ 
1-1  ̂ ' '■ 
2-12 
2-12 
2^21+
1-12
1-6
1-6

^Damage done to monsters is not raised.



k>>/LOS!VE EXPERT  ̂ ^
are many ways to malce bombs. This is left up to the Referee ^  to what

the player may or may not make. VJhen gunpowder is set to go off with a fuse, or 
other method, there is a 60^ possibility of the gunpowder not working.(Referee 
should roll secertly to see if it was delayed a turn. Base chance is 25/-n (i.e.
when the stupid dupe goes to retrieve the expensive gunpowder Gunpowder, should 
cost 500 gold per keg of gunpowder which will yield five uses). Gunpowder should 
do 2-16 points of damage to each monster or thing which us in the blast area(20 ft. 
To things in leather or no armor it would (|ill instantly. Things in chain ^ave a 
k0% chance being killed. Things in plate-type armor have a 10^ chance of being 
vniied Tniapplies to man-size or near-to~man-size things.
" '’Tf a'person w<^nts to become an Expert with explosives of an Arquebus than he 
should subtract 1'/ from the base chance of blowing up. (a base 20',. for an^quebus 
which when it blows up, back-fires, it instantly kills the user)(a base 25.» for the 
gunpowder being delayed). For every 2 levels an Expert goes up using an Arquebas
he subtracts 1/i from the base chance of blowing up. x tt +

The Expert sub-class was created because of the necessity of a James West
character or a Expert assasin that uses fire. Experts are a little boring to 
play when they afe at lo'A levels, but when they attain their rank they will never

EXPERTS: created hy B6b Giglio

X <t> X <!> X <1> X <!> X <!> X <!> X <{'X <{> X <f> <1> X <!> X <5> X <t> X <!> X >1) X X'fr'x 4> X X <l> X <!> X <!> X X <!> X 4'X <(> X <!> X X <!> X <{> X ̂ X «1) X <l> X <!>

Some Thoughts from Chery I P L 1 pyd _ ' v- ;
(see ANNALS OF AVALON in thi'sh Tor Cheryl's zine) v

Enchanted Items: ...'
.JB.AUBLE OF LIGHT. Use as a Light spell and can be used as a

Magic, when the light falls on an otherwise "blank" scroll. 
CFrom the Taran series by Lloyd Alexander!] ..

M i see I Ianeous 
Nexus (lit 

handed sword; 
put down.

Barrowbane 
killed by thI 
Gaodbye ..staf f 
of the body a 
' Barro'wbTnd

mag I ca I swords : v;
erally in Language/LatIn "entwin 
once taken In hand and used in

,,̂ '̂resurrect tons 
GaiT'ester : 

thIrd, etc.
Fugax (the 

InteI Ii gence
aced, even if 
enemy.

Def i ant:
TraI tor: ; .
H i 1> ( s c u s  ' ( 

vs. everyfhin
V i f .t urn : Swd rd , +

: mace, +1 flaming, +2 vs. trot
s weapon, body and everything on 
, scroll, potion. There is life 
ffer one melee round. ■
; mace, ft, t2 vs MUs and Encha 
~f hdfti deaths; i nf I icted. ,t 
swof d,' a Iway s m i s ses first blow, 
Norma I damage.
fugitive), two-handed sword, +1 
2, Ego 12. Owner will run if o 
only by kobolds. Sword can cou

sword, +!. Shouts out insults w 
sword +2' vs LaW- '& ' Nê u - 2 vs
■'marsh mal low") , Sword +4 vs. Wi 
g else.

1/6th chance of being

|ng, grip") +2 , two- 
battle, cannot be

■Is. IVhe'n creature Is 
it burst into flame. 

r a U y  nothing left

0ted Monster5. No

hits seCOn d , m i s ses

hit probability, "  
utnumbered and men- 
nt but not assess

hen owner is cowering 
. Chapt i c s .
I I s the Wisp, - 1



, Die ADilites
1 '■■■ man
2 ■ ■' man +1 ■'
3 - C 2 men '■
' 2 ' . ■ 2 men +1
5 . 3 men ' ̂
6 . ■ 3 men +1
7 Hero -1
8 Hero ■ ’
9 Hero +1

10 Superhero -1

J-X
" 1+1 Supernc.- o -x
11+1 Superhero +1
11+2 Superhiifo +1

Hame 3 /■ . ,j
Practicer ;  ̂ :;i=iir
Skillsraan : : ;̂oq.
Specialist ■ :
Targethitter ■ , . . ■
Marksman ■ ̂  .v ..
Sharpeye  ̂;
Sureshot ; . : ■ :
Great shot '
Master ■
Expert :

Master Expert ■' ■ '
Master Expert 12th Level .1.

Master Expert 13th Level
Master Expert lUth Level

- .acperience joints necess^y to attain the
**Hit die are one b-siaea aie per xevcx u or
next two levels. Then +2,. ̂ ;,

. . . OPTIONAL
you may become an Expert a t  f i r e s  or bombs(a pyro o r tak e some gunpowder and

make a sort Of  bomb)(i.e. , Referees decision).
FIRE CHART(using flasks of. oil)

: Roll on 20-sided di^ to hit.
Object Aimed At | ;i
no armor • : ■
leather or shield _ _
leather & shield or chainmail ;^
’ chain & shield, or plate r i v; : ,
plate & shield _
Miammies, S p e c tre s , W ights, W raith s,
Gelentanous Cubes, Ochre J e l l i e s  ■ ' \ '

*Roll on two 6-sided die. th e  flask or oil you then must hit/lightAfter you hit the c r a a t ^ ^ d . b r a ^  the ^lask^or^oi^y^
“ c l i ^ s V S ^ o ^ - l S / n r e n o  S t ! % «  b reak . L  U g « )  it takes a
roll of one on ar6-sided die to li#ht a torch per ̂ melee rou , ,

To BreaR^ 
11-12  
8 -1 2  
5-12 
3-12 
2 -1 2  
12 
12

■=: S5 'S:
A Word from the Editor: . , ,,

' I'd iik. to apologizo in advance 
pepro osaociated «ith these thvee pages of Boh ff. fTr'et
They stem from the fact that Bob typed ffj''
Stencil and emergencu surgery nas needed to sgve the zvne.

--Lee Gold



ABZ-0Z/V^#2 . . : , , ^
,or. . .;THe campaigri begins!
Larry Stehle, 1144 Nth St., Santa Monica, CA 90403 (213) 394-4421
: age ; I 9
'' ' 'l̂ l̂stake: THE MANlUAL OF AURANIA is $2.50 plus 50<t,'postage and
handling. Sorry, Hugh and Dan. . . ,

As the title says, my . camapign has started up at last. Srpwly to 
be sure -but started neverthe I ess. ’ ,

Credit where credit is due:
To Stay.© Perrin forhit critical hit
it î'n A&E î l̂2 .
To Joe I S. Davis 
And Iast but not 
occas i onaI swift 
girl friend Janine

I've used some ideas from
chart and to Lee Gold for putting

for his occu p a t i ops dh a rt in A&E it\0. ■ 4. ^
forgotten, to someone whose i deas , : i,mag i nat i on and 
kicks to the rpap helped this campaign get going, ray 

Thanks, love. '

My own - cr i t i ca I' h i t , chart has been sa i d to‘ be , too gross 
intepested;to see what others of you think of it. I use the 
hit location chart to see where and'wh'ich criticai hit if is

, I'd be 
BIackmore

Stehle Critical Hit Chart: ,v , , i,

1. EYE OUT: 3 timos:damage, S (ashing weapons wIJI rn a roll
5,6 (on a D6 ) put both eyes out with six times damage. Bleedihg is 
2 points/melee round ti i I cured or stopped. RoJ I D6 : |-3 right eye,
4-6 left eye. No fighting or defending due to pain shock for two full 
turns. With one eye out, character/creature may not use long range 
weapons and,is -4 on medium range missile weapons, -3 on short range 
missile weapons. Melee is at -I on hitting due to lack of depth 
perception. One is l2 chance of instant kill. .

2. NECK WOUND: double damage. I in 6 chance of cutting off head
(slashing weapon) or breaking neck (blunt weapon). With slashing 
weapon, blood loss is at 5 points/turn. No spslls may, b,e thrown
until cured, as can^t talk. With blunt weapon,if neck is broken (I in 
6 chance), there is a 4p^'chance it is a non-fafal break, par»lyzlng 
the (Character from the neck down. Internal bleeding,.is at one point/ 
turn, if neck is not broken or head cut off, damage causes character/ 
creature to retreat till cured,;gue to pa i n/shock; ( check ftiora I e ).

3. ARM HIT; normal damage. 50,̂  chance of arm being cut off/brgken.
S I ash i ng weapon will cut off on a roll of 1-4 be 1 ow e I bovy,: 5-6 above 
elbow, (using 06). Cutting off arm causes triple dampge, and bipod loss 
at 4 points/melee round till cured or blood fIow; stopped. Causes 
automatic withdrawal from combat till cured.,. : v:

For broken arm,,roll D6 : 1-2 below elbow, 3-4 el^ow# 5-6 above
elbow. Double damage plus break causes i pte|rna I. b I eed j ng.̂  et 2 points/ 
turn if clean break- 40;! chance that the,,break isn't c)o?r. A bad 
break causes thpe© times damage and b 10 0d loss at one point/melee round 
till cured or blood flow stopped. May fight/defend at,,ha if value due
to pain/shock, RolI D6 -4 sworm arm hit, 5-6 shield .arm hit,



4. LEG HIT: normal damago plus trips opponent giving two froe strikes
and first strike next round. 50p chance for leg being cut off or
broken.  ̂  ̂ . j. /Leg cut off: triple damage plus bleeding at four points/melee
round till cured or blood flow stopped. Character/creature can’t stand 
and will not defend/fight due to pain/shock till cured. Movement in
I "/turn with leg off.  ̂  ̂  ̂  ̂ k :+Leg broken: 2.5 times damage. Character may try to stand up but
attacks/defends at half value due to pain/shock. Internal bleeding is 
at 2 points/turn unless it is a bad break (40  ̂ chance); then trip e 
damage and blood loss at 3 points/turn till cured or blood flow
stopped.n/shoc^/biood loss causes characters/creatures to withdraw from 
meiee automatically till cured. Movement with broken leg is 2"/turn.
Roll d6 : 1-3 right 4-6 left leg,

5. HAND HIT: 
or s h i eId is 
f ree str i kes.

Cut off: 
ti I 1 cured or

normal damage plus disarm or de-shield enemy. Weapon 
lost and a new weapon may be drawn, giving opponent two 
50j chance of hand brokeiH/cut off. , ,
triple damage plus blood loss at ’ 2 points/meIee round 

blood flow stopped. Pain/shock causes auomatic
withdrawl from melee.

Broken hand: double damage plus
hand. Blood loss is internal at half 

autmetic withdraws I . from melee 
5-6 s h i e I; d hand.

unable to hold 
a point/turn.

causes 
1-4 sword

for u 1 I

anything in 
Pa i n/shock 

tuPns. Roll D6

that

hand■r '
6 . CHEST HIT: 
puncture causes 
lost permanent Iy

double damage plus 30^ 
four times damage plus 
. One chance in 8 of

chance of lung punctured. Lung 
half strength and constitution 
i nstant kill.

7. VITAL HIT: Half again damage plus 10'/ chance of lung punctuTe.
|*?n 10 chance of instaht kill. . V
8 . (§R01 N HIT: Triple damage and opponent stunned for four melee
rounds and unable to attack/defend due to pain. Slashing weapons: 
blood Tdss at 3 points/turn. Blunt weapons: causes tntfernaI b I eeding
at 1.5 points/melee round. I in 12 chance of instant kill.

9. HEAT HIT 
Damage:

I in 12 chance of instnat kill, 
without helmet: 4 times damage. With hetmet: double>

damage. Creatures with a "natura1" ' armor class (skin, sea Ies, etc.V - 
of 3 or greater are to be treated as if wearing a helmet.

Slashing weapon: 30/ chance of eat being cut off with 50/^hearing 
loss There is also a 50/ chance of the wound being in the forehead^ 
(if fiohters are facing each other, otherwise 30/) w !th bIeeding at • 

poTnts/turn, and blood will run into eyes with no fighting for 
melee rounds (clearing eyes) and defending at half value.
Thrusti ng weapon: ’ (spear, etc.): 30/ chance of eye out: cf I
Roll f stBehti t'e dice for further effects of heat hit:

stunned for 1-4 me Ie e ro u n d s  ̂ , .
unconscious one turn , ,,,.f
stunned i- 6 rounds,plus amnesia i-iO hours .L , ' '
stunned I- 6 rounds ' p I us /age regression i n years:^ ;40/ permanent 
unconsciouS' l-2 turnS plus permanent amnesia
stunned 1 - 6 rounds plus 2 0/ chance of concussion cuas i ng •
loss of Tpoint intelligence. '  ̂ i. ■ i
unconscious 1-4 turns, 40/ chdnee" ebnOuss i on , cuas î hg i osS ' of 
|-4‘po1nts of intelligence > -
unconscious 1 - 6 turns plus loss of half intelligence 
wisdom points permanently.

two 
1 -4

1-60/:
6 1-70'̂
7 I-80/
8 I-90/ 
91-93/ 
94-95/

'96498/
99-00; and



10. NECK HIT: Artery Cut. Triple damage. Blood loss i.s 5 points/
melee round until cured' or blood flow stopped. Unable to talk. t 
Slashing weapons only: 60,6 chance of decapitation. :Wiith blunt
weapons, no artery cut, but 50,-" chance of fatal neck break. Pain/ 
shock causes character/creature to withdraw from meiee ti I I Ciured.
II. SPINAL CORD; I - I OOf. of points lost. EAch,20;i I oss; pa ra | y zes 
limbs, starting from the right log (20'/-) to both legs (40/) tc? the

) to left arm (80/). If loss is 85/ or greater, the: 
point loss is fatal. If totaI Iy para Iyzed, I in 12 chance of death,

. . . . cured. Curingpoi nt s damage
right arm (60 

1 o s s i s
checking each turn ti.l I points damage 
doesn't remove paralysis of limbs, however

I s

Some Of 
temporary as

the effects of 
the DM wishes.

these critical hits maiy last or be

Now I Wish to make a request tor 
people, and if anyone out there can’t 
feel free. At this point, however, I 
only. Sorry. And if anyone knows of

players. I could have more 
find a game or wants to Join more 
am geared for 1st or 2nd levelers 
a place to have games regularly,

please tell me aS I will be very grateful.- I am having difficulties 
in Having games at my house. :

Also if you should hear 
screaming children, I beg to 
and as for 
a group of

from anyone that I play with a group of 
-differ! Bill Bleuel is hardly a child,

when I’ve ref fed for 
rolled a 5-6 for

the rest, they make no more noise than 
adults. The noise quickly stopped as

wandering monsters. So there!

CREATURE FEATURES OF OOLBA:

Redheads 
AC :
H i t Dice

appearing 
5 Move:

1 - 1 0 Treasure : n i
None Lair; 100/

I A M  nnmen t : Chaos

flowers have 50/ chance of being awake underground‘  ̂ Nocturne
Flowers breathe lotus dust if anything passes 
7t on 2D6. Dust may Sleep or Kill if save vs. Dragon 
made. (Thanks to Aimee Karklyn. Credit for pains goes

w i th i n 30’ on, a roII of 
Breath isn’t

to Troy Hughes.)

Black'Leeches:
AC: 7 /■' appearing:
In Lair; 40'/ # in
Movement: 14/12/10

1-3
air:

T reasure 
l-IO: 55/

D Alignment: Chaos
Hit Dice: 2/4/6

, Jet 
scores a hit, 
a I so wrap the i 
hit and maybe 

Damage :

black land type 
its jaws 
r b o d i e 5

of sea lamprey. Cr-awls like a snake. If one 
lock on and drain blood from victim. They may 
around their victims, making them harder to

Unless 
remova

the V i ct 
2 HD 
4 HD 
6 HD 
a re

I

w I 
+ 
+ 
+

removedleeches
does 1-3 extTa points damage

I I h i t h i mseIf.
1-4 blood drain/round 
1 - 6 blood drain/round 
I- 8 blood drain/round 
carefully after they lock on to victim..



And now, due to request. THE SERPENT PEOPLE

to ;j:y^rrro:e' ^riho^oIdost Vaces^on Oolba. next to.CaCai
i L  clt people of ihe East. They d » o H  in their great stronghoid of 
Thlssaliss deep In the swamp.

The Serpent Peopie have ensiaved Lizard^Men as ''

; - e r ; o i h : p : ! : h i : g : ' ? n , T ^ L i r f o ? : p : o . ^
^ f ^ b -  ^-^e?rd^:g;?L^-y“r s e i r : ^ ^ o p g f h ; '
failure to know people, etc. unless they have 
friends or whoever they are doubling for.

Serpent People dwelt in the great swamp of Ool, far

I n s 
i ng like 
hit dice 
actions, 
victims’

studied
their

their

Serpent assassins may also wield the fc 
unholy blades will, it 'a ^human is killed by 
serve the blade's wielder until it is dispe

areti serpent blades. These 
one, cause his. ghost to 
1 od by a cleric-. (The

k^c+ i c wraith that can't be killed unless a Bless spell is cast^
uv a Curate or hiaher (the ghost has a saving throw vs. magic) 

r " n l L f  it i ^  Sy-a weapon blessed.by a Cerate or higher.,.
This will send the ghost to its final peace.) . '

A n d 
sword

the
can

s i ght of rone 
st r i ke fegr" The serpent Lords are powerful fighters 

in full plate using his saw-edged two-handed 
into the bravest fighter.

The Serpent People are also adept at magic, and in 
great magic-users dwell. Many are magic-users/cIerics.

If found outdoors in swamps or Rand?ts tvol
village, etc., they ;^n|n groups 40400  ̂ 60C of’
M) for supernormal t'gh+e;®*  ̂ ^ , , ke horses, armor
C L r o ? T ° a n r b i ? f ^ o r  -I'p^ufs. They move ilke horses:: i2/i8/
2^  They ire scried horse-iike reptiles. . ,- g n ! 3 r o ;

trained lizard men, very well armed and armoed,. ■ -
‘ ' For the record serpent men have a human body with a
^eed^het^^L t ; ; e ^ : C - : : e d - d ; w : : ; L ! % ^ e ^ f  f

Serpent fighters get; a DIO, clerics 
, Thi-s is due to their strong

T h i s s a 11 s s

will be armed
If so armed, they do t2 damage, 
a DO and MUs or MU/Cs a D6/leve 
constitution.

<;ornent men don't use bows, so modify Bandit composition of 
follows: short bow becomes I i ght crossbow and " 

becomes medium c r o s s b o w L i z a H  men^will carry sword and: spear or 
sword and three throwing jaye I ins .

force

Comments on A&E i'M 7

Stewart Levin: Lost Mask «:> Barbarian 
the high experience points looks 1 title 
based on?

class I ooks i nte rest i pg,j but 
too h i gh 1...- ' A I so- what i s- i t



Bi I I Seiigman; Platinum Dragon §2\ I for one Iike your stories and 
look forward to more. Star.Trek never had it so good. ,

Sean Cleary: Defiance Dungeon: No, the MANUAL OF AURANIA has nothing 
to do with Lee Gold. It is a col lection of monsters and player 
character types from our D&D campaigns. . .

Glenn Blacow: Priestesses of Diana: Nice but what good are they?
And how often does one meet an animal that isn't a monster?

Margaret Gemignai; Many Worlds: Hi! Like your write-up on unicorns.
We have had un i corn horns and cups on our treasure I i stŝ  f or some 
time,, nice for thieves to detect poisons on Ig.cks.', e,ffc. 'Glad you like 
the Manual. A newer edition may be out this year. (If Hugh would 
tell me what and how to type it up. hint, hint)

Sean Summers: Untitled: Phoenixes....ah...oh...ommm...I think not.
AHA5ASAHAHA5A5AEA5AHA5A5AEAE:AHA5AHA5AEAHAEAHA5AHAHA5A5A5AHAEAEA5A5AEA

Whispers from Serpentfang
by Bill Bleuel, 1123 19th St. ,î3, Santa Monica, CA 90403 
Notice: This will be a comment zine

Glenn F. Blacow: So?? ,

Stewart Levin: ‘Lurkers Above, below and sideways? How gross. '

R-. Steven .Brown : Yay! Brave! Encore! More! More!
Nicolai Shapero: Demons of Sleep and Nightmare make good demons, but
I hayej seme suggest i on s : t) they should only be a,b I e to operate at
night or in the dark. 2 ) they might appear as the most terrifying 
thing, in the person's nightmare and act as a double fear spell.
3 ) if they don't appear as someone's nightmare, what do they look like? 
I don't tell people what they are fighting. | describe it.

Jim Eckman: Good klutz system except 0-9 are just too mean. Spells
shouldn't be that mean when they backfire,

Carl A. Thomas: Thank you for saving me from the turkeys. I have
had many thoughts about using them.

Jeffrey May: Good on clerics, better on critical condition. I
haven’t run my CPT yet, but it doesn't seem that hard.

Serpentfang is coming! Beware!

X“ ,
dbhatisen of 82 16-7 ST., SW, Calgary, Alta., Canada, T2V-iG6 

writes, "I have noticed that the,magazine seems to be getting quite 
immense and a large portion of the space is taken up by corriments on 
past issues. I don't mind this when it applies to the last issue, 
but when they talk about what someone said two or three issues ago, 
doubt if very many people remember what they're talking about."



MANV WORLDS

by Margaret Gemignani, 3200 N.E. 36th St., §901, Ft. Lauderdale, FIA

Nicolai : I could give you a page of quotes of the rash Russian, but it
was about ftl that you compared to me a childish turkey. It's your 
mouth, pot your dungeon, that I object to. A person who brags about 
a 60p kill rate, who brags about permanent death, who wants people to 
see his dungeon and then die, is coming oh too strong. I am anxious 
to learn that you are a pussycat like Lee Gold and Kay Jones say, not 
the BeaSt of the Dungeon, like Charlie Luce, Jason Ray and v byne Shaw 
say.
Ken P i ck: 
know that! 
them:; they
the expedition that brought back the S'^aff, there were both 
magic users who risked their lives, so how do the Jacobsons
They got 25 mag?

I didn't ask how you got the Staff of the Priest King. I 
I asked how the Brothers Jacobsons gotMt. You remember 

do not I i ke women and will hot work with magic users-. In
women and 
get it?

Sean. Cleary-; Good taste forbids me, to tell you and 
Slasher can't rape and kill and h i d'e h i s activities 
leave his mark. Did it every occur to Jack that 
the trade of ;macho i?ecau:S.e it hides the evidence 
kill and it is an acceptable outlet to off chaotics 
in dark alleys like Jack's kind used to have to do?

Glenn why Jack the 
es, but htj wou I d 
some Lawfuls follow 
of the i r Ii k i ng to

i nstead of w i at i no

A Vatch is a dreamer, 
might be a m  isspelling of a 
for dwarft. [_Margaret also

It is not in Eldritch Wizardry. It 
D&D word. I do that like spelling swarft 
spelts ’’dwarf" as ”dwa.rft."--^LGl ’ ‘ ^

In the first 
Arneson favors his.

place, E. Gary never gave away a secret. Second, 
friends. Only Arneson's pals got treasure in the 

tournament; I everybody else was lucky to get out alive. That is the 
big Ej Gary treasure: you got out alive. You said E. Gary and 
Arneson should change their ways; yes, so should some DMs in whose 
power it is to change things that distract from their dungeons. But 
many will not do that. Ifthq litfje folks will not change> 
you expect the big folks to be different. You want change? 
your’powe.r to bring it about at any level of D&D.

how can 
It is in

If you need miniature rules fOr large battles, try Ahtlent 
Warfare, 900BC-ll00ADrules. That good fantasy section is still 
there. Try Heritage Models 
attacks before closing with

Most basic battles open with missile 
some ogres or such. :

How about a natural 
that goes about trying to 
noise when he does.

enemy for the Glass Goblin? A Hip, WerewoIf 
shatter the Goblins because- they mb’ke-e-rn i ce

had a nice place saved for you and the Dwarft Steve 
Wintergreen but you didn't show up. You don't Ti Re 'Ounkscavern? Your 
fountai;n is still there, the one with blood in it that Korvack likes to 
bbttne i n . And Deomon and Snakes ‘Worsh i ppers . They sure m i ssed'iKorvack 
and Dwarft. -How abopT your cute paT who was chaotic and used to ;
boobytrap: h i s r-body and poison his ho I y ,water? 
Korvack<:was .going to try and assassinate Varo. 
girlfriend.. Ariel can't 
Kinf is one of our allies 
couldn't be surprised and

h f m f'tdo. 
goes another

We've missed 
Gdps, there

stand you; neither can Annexa of Nodo. That 
. But we had a nice place with this Titan who 
a great quest for Old lorn Mask.



Lee has some back issues available, or you could write Hilda for the 
spell directly? I hope your friend is rich.//Glass Goblins come from 
"Shattered like a Glass Goblin” by Ellison. They have small bodies, 
large ears and eyes and are sensitive to light. ’

Stu, you are right. You didn't step on Wayne; you stamped on him.

Glenn: excellent cover and rules for Priestesses of Diana. Are
you going to publish the rules for Dianist fighters next? You and mark 
and the rest at Boskone will be the envy of Nicolai; you' I I get a 
chance to off me, whjje poor Nicolai has to content himself with 
:01 he rs at Dun Dr aCon. I hope Leau and Cymbal is a Tayyis meet some day
but: are centauresses.

Glenn, would you allow the Holy Halberd to go against Vekkaya to 
return the Cth level old Orthodox cleric. You can be sure the one,, 
using the Holy Halberd could only use it once. The experience points 
of such a trip would take care of his using it again. I'm not> pressing 
her on this matter; I know wargamers too well to press. I'm just asking 
you. ,

I work every day at D&D and I study and read the rules and play
many fnair games and a few live games. I traveT to get more live games.
I wonder why I do alI that work to get some people to make cracks about
things I do, saying I don't know anything. '

Did you know some dungeons don't allow neos or low levels 
no matter how they act. There is one place where chaotics all carry 
amulets against Detect Evil and Magic and all speak perfect lawful.
//I can't figure out how Chee Lan stands Zed and the brothers Jaccebson.

Leau is a ha If-centauress with wings from Midgard Ltd and- Symbolis n' 
Tayy isa Dianiit fighter centauress, ruler of an island in Os k ley,.

Sear: We a re., p Ian n i ng a rescue raid on Gpideye's Slave Camp, me and
my big mouth.

Jack Harness: thanks for mentioning Alexander. Mondayi. Did he empty
that robot bef ore he got i nto Ty I dar i en? He diidn't? nnh f

Someone tells me Jim Hayes is working on a Elvin Bow which has short 
range but high accuracy. Good news for elves,. ;

When.John and Pepe get back from the Goldeye raid, they will sue Jack, 
They can't sue Goldeye, you know, so Jack'll get their business.

Tim Hain is working on En Garde Rules for new D&D realism. Also a 
birth table is currently being playtested by him.

Jack Harness; I like worm lords.

Kay: Have you
craft monsters 
I don't think there's

read many Lovecraft stories? If that'e 
do their pondering w i th .e I ectr i c i ty and 

much need to show the rest.

how the 
snow S'*

Love- 
orms .

Seligman; good -Star Trek story

Hilda: You didn't give that Demigod,much choice, 
demigod right away., Witch Hills only allows 12th' 
I guess that' way. everyone is sure Of a promotion

He had to become a 
I eve I or:be Iow? 

if they come in.



Hartley F-’atterson: If the ore was charmed to the dwarf,
try to get the dwarf to safety? You published your House

why didn’t 
i Rules? I

he

wish everyone would. It’s a-rgood idea to 
history and rules when you start playing.

pass about ithe dungeon 
It save's trouble.

Eric of the Towers is almost as strong a pa I adin as Great Swoendy 
There are paladins, and there are paladins.

Steve Perrin; you should have my monsters ify now.

Stove Marsh published some beaut ifui mystic rules.

Spinward Ho and CIear Ethor L ibertarian; Hi, sweet 
those,Twits.i We cal! them ZTppo ot Nuts down here

peop ie i I I ove: 1: 
T h b ;ab t i T p a I a d i n

I s ni n some dungeons 
cha-risima and- iarei j 
you are an expert on

t 16+ on charisma as most chaotics harve little
I agree .with you about Dorsaiust not I oviab I 0 . 

the subj.Qct.

Kon: ' for(chaotics, moanness is a quality of 
chaotics get their position of leadership by ^

don’t need to bo too intolligenco to do this

Ieadersh i p . Most 
boat i ng up on all the

others You
5 §5 § H§ E§ H§ E § E § 5 g E § E § E § E § E § H § 5 § E § E § E § “ § E § E § E § 5 § E § E § E § 5 § 5 § E § E § H § 5 § E  5E § S §

Rick Elloman of 57I0 Leavenworth Rd Kansas City, KS 66I04, writes:

Under the heading, of NYOSA SPELLS, at the on-d̂  of 'Hoof 
you proposed a Gate spell, considerable different than the 
Gate in the corrected version of Groyhawk, though they arc 
level. Was this intentional, or didn’t you know about the 
version in Greyhawk? Anyway .... Demon worshippers? Maybe? 
didn't k̂now about the spell oorreotions Gre-ythawk. It s 
TSR can't

//3,& Mouth 
C I eri ca I 
both 7th 
correction

LNo ,  I  .. 
a pity

it to old customers 
spell.--LG'}

auouly ^ -------- - . -t, j.
make un a list of these addenda/corr^genda and d%str%bute

In any case the Chaotic Gate was an alternate:

Upon perusing 
the Warlock rules. 
n9.--LG}

my. copy of A&E #0, I find 
Which is the correct one

two different listings 
, [_The one in Spartan

of

Great renditions of Basilisks. Think I’M  pirate that Idea too.
y R ?. Q y a y R Y R t R T R t R Y R Y g T R t R T Q ¥ 0 Y R y Q T fi T F2 y R Y R y R Y R y C Y R Y Q Y Q t Q'1'R t R y at Y Q

Graham Buckell of 341 Croydon Road 
England, writes: ^

WaMington, Surrey, SM6 7PD

contributions from Britain in I 6 .I was interested to s_.. ...... _ u + ,
do not have my copies of A&E at hand to comment directly but Mthink
some of Hartley Patterson’s comments on the general D&D scone in 
Britain are wrong. The rules are fairly well pub I i c i zed he re 
and h suspect that there are more groups than anyone except possibly 
the distributors guesses. Any comments on the way it is p I ayed̂ h.©,r,e 
must be very general to be in any way correct. 1 could name other- 
styles of play very distinct from Hartley’s style and doubt less nthe r-,e 
are more. Just to give one example, DS.D was introduced at Cambridge 
Universiity: (atdwhiich 1 am the moment) almost 2 1/2 years ago by^ap .
Americah,.dRoger Lightly, with his own ideas on I v
where he played. As he was the only experienced player with the only 
set of rules for several months, naturally his influence was very
significant.



Bably-6n #3 (For A&E) Jan. 17,1977 
Howard Mahler, 135 Bayard Lane, Princeton, N.J., 08540, (609)-924-4990

This past weekend I went up to Boston for the WinterCon. I only 
heard ;about it less than a week in advance, in C a m  Dura a Diplomacy 
zine. Firom the attenaance I suspect they did a poor job of publicity 
in the/.New York and Philadelphia areas. A far cry from the excellent 
turnout two years ago when I also attended.

I took the train Friday morning and arrived in Boston just in time 
for the .rush hour on the subway. Well I got to -the I'ilT student center 
intact, only to find one group of three people waiting a mere hour and 
a half before the Con officially started. Well things picked up, but 
nothing was really scheduled for Friday night. I ‘played a game of King
maker and watched the set up of a gigantic war in the East game.

Robert Sacks and I sacked out at his friend Myron Pauli's room.
Bright and early Saturday was Diplomacy tine. As France I manaaed to 
get a 4 or 5 way draw, inspite of the Mcgee brothers allying as Austria 
and Turkey.

Late afternoon and evening was iri.y sole D&D. We played in the world 
of Louis Allen of the.Boston area, I believe Brookline. (He'd been 
England in the Dippy game, and after an intial misunderstandina had 
allied.) It was set in meoieval Japan, and Louis was very knowledoable 
on the subject. Before I go into more cetail let me say T enjoyed this, 
totallly new and different experience, althouah I've my dou.bts, on 
playing in it on a continuing basis. .

I rolled up a Shinto Cleric named Baya, and eauiped him according 
to the advice of Terry marks. I took c'ucumlDers, since there's one monster 
that seems to adore them. Well the major character 'was an elf Galin 
(Terry Marks) who was acting as a fighter for this expedition. He took 
along two powerful non-player characters , one of whom was Balin,
Galin's brother. There were three other players whose names I can't 
remember, .but who like me had first level characters.

Before we went out, the ultrarich Galin went out shopping at a 
Magic Shop, and KincTy bought a small item fo lend to each of the 
beginners. He also conductec some business of his own.

V/e left ancient Tokyo and went to the Shima (?) pass to investigate 
rum.ors of strnge occurences. Louis had a large amount of detail about 
his world available for the asking, ano we had a choice of thinas to 
CO. Well we eventually got to our chosen goal of the fort guardina the 
pass.It seems Terry's character Galin or friends had helped the lawful 
forces previosly. Well, althouch the lav/fuls controllec tire above ground 
regions, a. gigantic spider from Japenese lecfend had dug 
allo;ved chaotics to infiltrate the below around levels.
battle- line-

tunnels which 
The current 

e were areeted with muchi-v'as the third level of the dungeon, _
respect, or at least Galin & co. were. .
.. Well just after we. ,wexe ushered into see the forts comande.r, there 

occured an attack on the fort. I will not ano cannot go into areat 
detail on what happened, but I will give you the flavour. Kzinti (from 
SF) were coming on space sleds, ano thev and a Balrog teleported (beamed 
down) into th© castle after blinding many of us with explosive missiles. 
V/ell Balin, Galin and the other high level fighter used many good items 
to beat them. The Balrog had a Helm of Brilliance and we got interesting 
items from the Kzinti. Monomolecular swords are interesting. However, 
the chi', f item was a cievice that allowed the manipulation of time.

Galin used this device to enable him to kill the source of this 
attack, who was a Slaver (frora a Van Vogt book ?}. This le-.d to the 

(continued next page)
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capture of a device that allov/ed the control of a 'mass of beings 
within a radius of about 10 miles. Galin used this to clear the whole 
Shima Castle of Chaotics. Althouph my cleric v/ho dicin'’! do anything of 
value cot very few experience .points, he got two fantastic magical items,

A few comments on the world and Lotus's style of G’Ming seem in order.
As I said above, it was far different from the Princeton of N.Y.C. type
of game I was used to. Firstly the magical items tended to be very strong,
In the case of Galin, Balin, etc, perhaps things have gotten out of hand. 
They were on intimate terms with certain (ods who helped us more than 
once. Louis via the Gods was getting very involved in the expiecition; 
there, v/as not the detaciiment I prefer in the Gh.

Terry Marks had essential control of the expedition's three high 
level characters. However, he oic l;is best to give the other players 
a chance to do things. Inspite of iis best efforts, vjc were largely 
soectators. I didn't mind since that was one of my reasons for coming.

Louis's gamesmastering stive, invovlco alot of inventing of details 
on the soot. In the case of wilderness encounters this was fascinating 
in its results. During combat he was too ad hoc for my taste. He vrould 
decide what was rteeced to hit on the spot, without consulting tables 
or other "nitpicking". Also the results were determined in the case of 
a hit in like manner. Also all die rolls were visible to the players; 
in Princeton the olayers see no die rcnlls, save those for resurrection.

Do not get the wrong icea, Louis didn't seem to have-a world with 
strong items for their own sake. Fitting into the world in question is 
the important thing, anc loaded terms such as"gross"shoulc be avoided.

Taken in its own context, Louis Allen's world is an extraordinary?- 
example of variety being the spice of life.

After my visit to this v/orld, I watched part of an expedition, Mark 
Swanson was running. Besides the fantastic voice effects on Mark's part, 
it involved a crystal ball. It seems that a character managed to get 
a golden curtain to go up around it, with only himself inside. Well a 
voice said it would answer a question for a price. The character didn't 
like the price of the eye of a friend, and after attempting to leave 
was Isot down some sloping shaft.

Also it so ha.jpened that playing in this expedition where such 
well known monsters as Vfastey (Liri Naman),(Rich)-. Berg, the Dwarf (Paul 
Bean), and Peter Aronson. I met Glenn Blagov/ ad Lincoln Clark during 
the course of the Con and was sorry to have missed meeting others.

Sunday morning saw another game of Lincmaker followed by a ride 
babk on the train. The latter featured a spirited discussion with 
Robert Sacks on Diplomacy Hobby politics. When I finally arrived in 
Princeton at mi'dnight, it was belov? zero and windy! It had been fine 
up in Boston, but I got back to N.J. just in time for the x̂ rorst cold
spell in many years. Arrgh!
A&E17, Lost Mask/Lcvin--I'll be usinc Barbarians v/ith only a few minor 
changes. Other than a fev/ which had to be modified for my v/orld since 
they'just don't apply, I do not like the idea'of mov.ing 15" or climb
ing like a thief, going'up an A.C. per level, and the bit of being, 
unable to use for example any magic ring if they once have founda bad 
ring. Also the chances of rolling Strength, Constitution, anc Dexterity 
all'of 15
transfers 
option to 
the htree 

see

or above is about .1% under a straight rollup svstem. With 
into strength perhaps .5% of all characters v/ould have the 
bo barbarians. You could make the reguirement instead to have
reouisites all be above average 

Hope to'^some of you at PrinceCon, March 18-20.

and to add up to at least 45.

or call for info.Writs



THE WORD : FROM 5000 
BY ER i c C . Baines

ijhis will be my last installment from 5000’, but I may 
a lower altitude if I find the time. If anyone wants to 
write the clerical engineering department of M.I.T. . 0

write f rom 
contact me

A New System of Experience Points and Prime Requisite

In this system, experience points 
acter’s act i ons : dur i ng the adventure i, 
advance one level regardless of the I 
acter. Experience points are gained 
on monsters during melee, 2 ) hits by 
3) casting of spells,, 4) solution of 
actions.

are gained by , individua I char- 
1 0 , 0 0 0 points are required to 

evel or the class;Of the char- 
by I) hit points damage inflicted 
thrown weapons or arrows, 
traps, and 5) intelligent

t) Melee Damage: HP = (Monster Value) (# of HP) 
divided by the Fighter’s

(Monster Level 
Level squared.

2 ) Missile Hits: EP =300 X (# of hits) divided 
Monster's Armor Class -2))

by (1 + .05 X
3) Spe 1 1 east i ng: EP = 

level
500 X spell level divided by caster’s

4) Trap Solution: EP = 10 0- 2 0 00
5) Intelligent Actions: EP = 100-5000

Monster Value = 1000 to 6000, norma II yr, 2000. ;  ̂ i , ;

With this system, a fighter must do a I iftt I e . more than kill a 
monster equal to him or herself to advance to the next level.
Clerics and magic users generally fet few points for casting spells 
with the main points coming from inteI Iigent use of the,spells.

- For this system, all characters start with I Os in a I I character
istics. These values are then adjusted to suit theway thecharagter 
is played. Th i s a I I ows the p I aye r greater f I ox i b i I i ty w i th his 
c ha rac te r s a n d e I i m i nates the d i f f i cu I ty of trying to play a charaiCter 
with greater ab i ] i ti esi than the player.: Eventually the character ;
should reach a steady state where the only increases in characteg;- 
istics are by magic items or as gifts from the gods. oan see
how a player oould p lay a character as ■more or less 'intelligent^ 
wise, or even, perhaps, ' oharisma'tit, but fail to see how a player’s 
dhoioee could influence the character’s strength, dexterity or 
con8titut.ion.^~-LG2 , . V -
Strength: The abilities based on strength are similar to those in
Greyhawk, but the hit probability has been i^emoved, I prefer to have 
strength affect only damage with dexterity and intelligence affecting 
the hit probability. ,A-strength of 12+ is needed to handle two- , 
handed weapons. Fighting men need a strength of 12+ to reach 3rd 
le ve I'i'n i-F i gh t i ng men need a strength of I 4+ to reach 6th level. 
FightT'hg men need a strength of I 6+ to reach : I eve I s over Oth. , , .
Strength is increased by pa rt i c i pat i ng i n melee -of f ect i ve I y . An 
effecti'Vely p I ayed f i gh t i ng man shou I d advance 1-2 points in a normal 
dungedh'Vadventure. ' Mag i c-users should be requiTed,,j;:o do some fighting 
each adventure or they lose strength points.  ̂ j ;



Intelligence: This factor controls the power of magic-users by
limiting the maximum number of different types of spells a MU can know 
and the maximum spell level the magic user can use. The spell tables 
in D&-D, volume One, and Greyhawk list the maximum number types of 
spe Id S-, th;at the magic user can know of each spell level. Double those 
numbers (for each spelI level separately) to ^et the total number of 
spells of that level the magic user Can cast per adventiure; (or^a ; 
reasonabie time period for long adventures). Clerics with a high 
intelligence can get a bonus on the level of spells they can cast.
An individual can normally only use one weapon effectively. With 
h i ghe r. i nte 1 I i gence , mor weapons can be used effectively. Weapons 
that aperson is not skilled in using can be used at a - 2 hit probab.l- 
ity. The intelligence of the character is norma I Iy 1imited by the 
intelligence of the player. ‘
Wisdom- This factor controls the power of clerics by limiting the.: 
maximum number of different types of spells a cleric can know and the 
maximum spell level the cleric can use. A magic-user with a high 
wisdom can get a bonus on the level of spells he can cast. The wisdom 
should be limited by the apparent wisdom of the character as pIayed.

Dexter i ty: 
attacks per

This factor affects hit probabilities (weapon and spells), 
round, and thieving abilities. With a low dexterity, 

' ot the speI I 1 backf i ring,me I ee
a spel I caster has a percentage chance of the spe

dexterity will give a non-thief the abilities of a low level
A I so

a high
thief.
Constitution: This facctor affects total hit points and -resistance
to disease (as listed in Blackmoor). I prefer not^tb use .constitution 
as a factor in resurrections. In my world, resurrections are done by 
high level clerics or gods with the price 'being having thei p'arty, go on
a quest. ' <
Charisma: This factor affects the number of hirelings you can,have,
your sexual attractiveness and your ability to talk people into 
th ings., The percentage under sexual attractiveness are. the chance 
a member of the opposite sex becoming totaMy infatuated with you.
The negative percentage indicates chance of'total disguse. The 
talking ability notes advantages or disadvantages in talking; 
intelligent monsters Into various things. ;̂ Cha r i sma ' shou 1 d be . , 
adjusted based on the character's 1eadership and convincingness. ^

of

Lee Gold: " On'Lord' E r i c ' s 'two wizards: the two b rothe r s: we re famous
Lawful wizards of the southern country of Mag. They were..captured by 
the.evil Lord Hogg. ,(A difficult feat, but not impossibIe)._ He then 
spe^nt a year trying to convince (i .e. torture) the; brothers i.nto,. 
working for him, but as he was a servant of evil, they refused. After 
a year. Lord Hogg gave up and left them to rot in his dungeon. The-y 
were there for ten years before Lord Eric rescued, them. : ,

During this time. Lord Eric' was on a quest to kill a hundred ; 
chaotic dragons of adult age or o v e r ( T h i s  great task took_him 
approximately two thousand years to comp Iete. ) After Lord tRic had 
kiired twenty dragons,. he ■ dec i ded to have a special sword made for 
him'l The sword was made by a group of five wizards, for 500,00-0 
pieces, a Staff of Powe r, a n X-r ay V T s i on Ring,, a Cebe of

comments continued, often cnavts of Chanaotenistics

gold 
Force, ‘



DEXTERITY CONSTITUTION
Prime P/pn Spe11 , Wpn Tkief^ /7on- disease ""
Req Hit Bit Att/Mel Skills Thief HP Resist.
3-4 - 2 -2 (10%) 1 /2 -1 03 Norm- - 2 -13 ‘
5-6 - 1 - 1 ( 5ĵ ) l/l ■ _ ci - / ■ ' Norm - 1 Norma 1
7-8 Norm Norm l/l Norm Norm Norm Norm
9-1 1 Norm Norm 1/1 Norm Norm Norm Norm
12-13 + 1 Nortn l/l Norm Norm + 1 Norm
14-15 ^ +1 + 1 l/l + 53 Norm + 1 + 1
le-i'/ + 2 + 1 3/2 + 5 = Tf 1 + 2 + 23
1 8 ’ + 2 ' + 2 3/2 + 1 03 = Tf 1 + 2 + 23
1 9 + 2 + 2 2/ i + 1 03 = Tf 1 + 3 + 33
20 + 3 + 2 2/ ! + 1 03 = Tf 2 -+3 + 3 3
2 1 + 3 + 3 2/ 1 + 153 = Tf2 + 4 + 33
22 + 3 + 3 5/2 + 153 = Tf2 + 4 + 43 ^
23 + 4 + 3 5/2 + 153 = Tf 3 + 5 + 43 ^
24 •+ 4 . + 3 , 5/2 + ! 53 = Tf 3 + 5 + 43 '
25 ^ + 4 , + 4 ' 3/1 + 203 = Tf3 + 6 + 43 i ^ ■ ■

L- CHARISMA s t r e n g t h' WISDOM
Prime tiax § Sexl Height Open ' ■ ■liax Ty/pe Max Cl
Req BirZqs Attr ing_ Umq AllowB. Door Cl. Spells Sp.Lvl
3-4 1 -5? - 1 0/ - 2 -150 0 0  ̂- i , t
5-6 : 2 No rm - n - 1 - 1 0 0 • r :■ ■ 1
7-8 3 Norm Norm No rm -50 ,2 1
9-1 1 4 N orm Norm Norm Norm - 2 ■ ■■ : .3 , : 1
12-13 5 Norm Norm + 1 + 50 - 2 ■■.5 ' , 2
1 4- 15 ’ 6 Norm +53 + 1 + 1 00 -3 6 ' ■ ■ . - i 3
16-17 8 Norm + 53 ' + 2 + 1 50 -4 7 - ■■ 4
18 , 1 2 , + 5% + 103 + 2 + 300 -5 1 4 5
1 9 " 2o‘ + 1 03 + 1 03 + 2 + 500 -5 19 ■5 ■ ..
20 20 + 153 + 15/ + 3 + 600 -6 ^ 28 6
2 1 20 + 203 + 1 53 + 3 + 700 -6 l- 2 34 6
22 20 + 253 + 203 + 3 + 900 - 6 1 - 3 4 1 7
23 20 + 303 + 203 + 4 + 1 200 -6 l' 3 45 7
24 .. 20 + 353 + 253 _ +4 ; + 1 700 -6l'5 48 7
25 20 . + 403^ + 253 + 4 .+ 2200 -6^*3 50 7

1 NTELL1GENCE W 1SDOM (contd)
Prime Max type MAX MU # Wpns Hpn Hit i'faa; Cl ;¥aa: ,¥1/ . : . •
Req MU Spells Sp Lv 1 Usable proh Sp. Lvl Spell Level
3-4 1 1 * - 2 -1 - 1
5-5 2 1 1 - 1 Norm Norm ^
7-8-m 3 1 1 Norm Norm . Norm ■:
9-11 , 6 2 ' 1 Norm Norm Normj ; : .
1 2- 13 9 3 2 Norm Norm Norm . . . :i
14-15 1 3 4 2 + 1 Norm Norm : ; ,
16-17 1 9 5 3 + 1 + 1 + 1
18 26 6 4 +2 . + 1 + 1
1 9 30 7 5 + 2 + 1 + 1
20 38 0 6 + 2 ■ ■ + 2 ^ + 2
21 50 9 7 + 2 + 2 + 2
22 54 9 O .r . - L> ■ + 2. + 2 + 2
23 58 9 9 + 2 + 2 + 2
24 62 9 10 + 2 + 2 : - + 2
25 66 9 11 + 2 + 2 + 2

# 3-4 n te 1 1 i gence : no throwing allowed as well 3S no weapons
usbbIe.



Pro i'ect i ona V/izard’s Robe, a Cloak o 
earth elementals. The sword took 
sword is a special dragon slaying 
8-80 points of damage on dragons.

3 , nd c stone controlling 
five years to consturct. The. 
sword'with a +4^hit probability and 
The sword, has a' sSt of stlids: on the

hilt so 
slaying

that any 
power wi

chaotic dragon 
1 operate on.

can be selected as the t^pe the dragjbn.

After Lord Eric received the sword, he went off to investi
gate the rumor of a Red Dragon controlling a castle to the southeast. 
The rumor was not exactly accurate, as the castle was that of Lord 
Hogg. The rumor was based on the fact that Lor4 Hogg possessed a ring 
which transformed him into a Red Dragon. , i

When Lord Hogg saw Lord Eric approaching his castle, he 
decided to have some fun with this apparently lost fighter and trans
formed himself into a red dragon. The bat-lie was very short. iLord 
Eric was hit with one blastiof dragon's breath, and Lord Hogg was dead

Eric's special sv/ord. After seeing this battle, 
deserted the castle and fled into thein one blow 

Lord Hogg's 
forest.

of Lord 
ent i re househo1d

and
Lord Eric then entered the castle and freed all the slaves 

prisoners. The two brothers were still in possession of their^ 
magical powers, tut had iosi" their sanity as^a resu 11 of the i r | mpr i s
. On'theTr release, they pledged their lives to Lord Eric.

insanity did not make them dangerous if carefully handled. 
Wizard's Workshop constructed for them, so that they

When Lord Eric returned to the 
installed in a dungeon workshop

onment.
As the i r
Lord Eric had _ _
could be kept busy and contained. 
Northland, he had the two brothers 
as resident wizards.
E§E§Z§E§E§Il§Z§E§S§E§E§E§E§I§E§E§E§E§E§Z§P§E§E§iil§E§E§I§Z§E§E§Jl§T§^§^§^

Letter '
from Michael McCausland, '230 E. Myrtle, Virginia, ILL 62691 | ,, : .. . , -I

One of my main disagreements ’#ith D"D is that the money isn't 
worth enough. In mos-L worlds, copper ar^d silver pieces simply are not 
worth picking up. I savr one recently printed price list in which an 
arrow was worth 4.75 gold pieces, an iron spike worth two, a backpack 
2 4, etc. . ■ .1! .. . .

You might think that this has no real effect.ron the g a m e , 'but it 
does. It makes gold relatively w o r t h i e s  as treasure. It is impos
sible to carry out enough gold to make an expedition really worth- 
while--without tesorting to such strategems as Bags of Holding, mule 
trains and the like. I think that lowc. inc most prices improves the 
game quite a b i t . i : : .

Some Ideas froin--Cheryl P. Lloyd (see Annals of Avalon) ,

How about an Enchant Objects that works like a Legend Lore? , -

Harp of Truthfulness; string breaks wh :n bearer tells an untruth.
The bigger the lie, the louder the breaking of the string. [Sounds 
like a reference '--o the Tar an s iriec.--LS]



THE PORTAL TO TEliPORALANA #12 1
Wayne Shaw, 2020 #8, Fullerton, California

Greetings again, one and. all, A warning to those of you who  ̂ ^dislike new chatacter types. If all goes as it should, this issue will 
see the apuearence of John Sullivan's Demon-Fighter, and Don Rollin's Spytracker/Bounty Hunter, and possibly even his Empath, And as for me,
well.. . .• A MBi:CHATACTER CLASS? THE NINJA _ , .

Requisites; Strength 13« Intelligence 13. Wisdom 10, Constitution
^lack^in^AijE’number 5 or 6, Lee Gold published the basic putlines for a. chatacter class based on the ninja, Japanese assasins with unusual skills. At the time I knew nothing about such things, ana so the column 

somewhat went past me, and was apparently let lapse by everyone else.
Since then I became interested somewhat in oriental weapons and_ 

related fields and began to read about these silent killers, and decided^ 
they might be workable, if re doKH somewhat. Also since then, the Assasin 
and the Monk came o\it as chatacter classes, which aided in this. _ I 
made several small alterations, such as eliminating as spells things that could be done with extant thievish or monkish abilities. I also 
adapted the other abilities so they could either be represented by 
spells, or for the purist,by simple alchemical and mechanical devices.

The Ninja gets all the abilities of an Assas5.n. plus those of . ; 
a Monk two levels below his own. The Ninja has the additional ability 
that for him the percentage of hiding in shadows is the percentage of 
hiding anywhere, rather than just in the shadows. Note tha.t he can 
use this ability almost anywhere— a brightly lit, perfectly empty dead 
white room would not leave him anything to use, but other than something 
like that his use of ninjitau v/ill hide him. _ At the first two levels, 
before he begins getting thievish/monkish abilities, the chance of his 
doing this is 5^- 'LEVEL DICE EXPERIENCE POINTS

1 1 0
2 2 3.000
3 3 6,000
k  1 2 , 0 0 0
5 5 2 1 , 0 0 0
6 6 50, 000
7 7 113,000
8 8  225, 000
9 9 360 ,0 0 0
10 i o 5AA,ooo
11 11 1 , 050, 00 0
12 12 1 , 3 8 7 , 0 0 0

, 1 3 13 1 ,800,000
I k lA 2 ,0 2 5 ,0 0 0
1 5 1 5 2 ,550,000

Ninjas get six-sided hit dice, fighc and save in steps like an 
Assasin.

SPECIAL ABILITIES; _
1- Ability to brew poisons, 1 die per level. Each dose costs 

80 G.P. per die. A dose equals enough for one large bladed weapon, or 
four small ones.

2- Ventriloquism.
3- Hold Portal, or the ability to construct small door and iook 

jamming tools.
I*-- Levitate, or the ability to construct and use small, powerful 

springboards.
5_ Pyrotechnics, or the ability to make flares and fireworks.

SPECIAL ABILITIES 
1
2,3

6,7
8,910



to make small fire'bom'bs, about twice as gooa as an
2
2

 ̂\

■ 6- Ability
oil flask.

7- Infravision. r ' • .
8- Ability to brew acids,' I" die per level. ,Eachy^ose bosts 100

G.F. ner die.  ̂ ■ ■ y; :,/ ■ '■ .
9- Water breathing, or the ability to construct^snorkles.
10- 5-dice Fireball or gunpowder grendde construction(1" radius 

Fireball or essplosive area). Grenades cost >00 G.P. each to 'make.
NOTES.:,., . ; . yy:: ; y ■ , ' ' J y ' ■
The top tv70 levels of Ninja’s have limited occupation, like Honks.

The fifteenth level is the jonin, of which, there is on3.y one in a given ,, 
area at any one time. The- fourteenth levels are the chunin, of which,- /  ̂
there are only six in an area at any one time. Ninjas can wear leather 
armor(though, of course, once their monkish abilities raise their ' ^ 
armor 'Class past this point, it is no longer functional). They are | 
quite good at disguising this-to look likC'other types of armor(chainb i 
ring, scale, plate, etc.) They will usually use 9 shurikens, one " 
of the lower Value wakizashis (Samaral short sword’), plus a bow, spebi.r 
or one of the special weapons Ken Pick disgusSed in his column last / 
month. They can use: aby magic an Assasin cah, and are go od  with, and / 
esnecially fond of anything small, pasily hideable, and deadly. Note 
that an Elven Cloak will add IQfo t o their chance of hiding, and so* are 
highly desireable. ' .- . . -1 . ' .nr- ■■■■.■■' ' ' ' • •

Well, that should be a sufficient’amount of time so that Glerih has. recovered from his fit. Now I'm sure he'll be quite hapnyto'have another one. / "  ̂ .. ■ i/. o. : ' N:.v
, , -futixristig .w e a p o n r y -':' . ■

On and off over the months, there has been some discussion of 
technolcgy in :D&D--a discussion I have taken considerable part. During 
this, several people have indicated considerable interest in what I 
use in the way of such things. I originalD.y planned to publish both 
the futuristic 'and modern equioement, but since Ken plans to discuss 
modern weaponry; this time I'll only discuss the futuristic ones.

^At this point I think I should throw in a disclaimer. After . 
reading this, there may be those of ybu who v/ill try to nitpick about 
the workability of one piece of equipement or another. To be blunt,
I couldn’t care less how workable or r'eallstic any of these are to 
modeni techriology. It is both my personal and D&D philosophy that 
nothing is impossible--some things merely take longer than*others.

^ For conceptial inspiration I'd like to thank Andre Norton. Most 
of these v;ere inspired by a weapon in some story or another, which 
seemed to have an interesting flavor. '

I actually have two tables for future technological items. The one 
I m publishing here consist of things originally built .by the Temporalites- 
the blue-skinned humanoids who originally built Temporalana and were 
driven out into the wilderness by Khronal. There is a second table 
which is used only ten percent of the time(and keep in mind that high 
technology is oply five percent of my magic table)which contains . 
such xAings a.s phascirs^ inoxAG3r hosGs, unkGyGd. LensGS; wii'Gpoin.'tŝ '’' ’

various and sundry other things from various science fiction books or movies..
The system used with these items:, is as followed^ the- Temporalites 

used two kinds of power-packs, knovmi respectively as Alpha artd Omega 
cells. Alpha cells oumed out, and they v/ere used to-power most things, 
mu ■tbWgs were powered by Omega cells which never burnt out. '
iherefor the dlsintergrator, cutter, stasis box. controller', , spy eye and 
control, and robot-and control boX; do not ha'’-e a. charge listed. Neither
does the sonic wea.pon. Host of these keep fairly v/ell, but in the two



wea.7)on*s cassi ■tlisr© has been a certain amount of decay, so note that 
both txhe dieintergrator and the sonic v/eapon backfire.2 of the.time.
When one of■ the missle weapons or the force blade is generated,' Ivroll 
a D8. If an 8 comes up it is the larger version. Note that there is 
a 10$̂  chance that any of the charged items have had a charge deiay.^ 
causing them to detonate when activated, causing an explosion the size 
of a fireball, doing damage equal to the total possible considering the 
charges (for examnle.- if a fully charged(8)Laser Pistol blew, it wouldvr 
do dice in that area). Consider the nowered armor as a blaster rifle, 
the exoslceletohe as a blaster -oistol, and the force blade as an equivelent 
laser(note that the foree blade is the only non-charged weanon that this 
should be checked for,)

01-25
26

2 7 - 2 9
3 0 - ^^
^5-^9
5 0 - 5 5  
5 6- 61  
62-64 

65 
6 6 - 7 0  

71  
7 2 - 7 7  
78-80 
81-82 
83-85 

86 
-87 . 8̂8 .. 

89-9<l
9 1 -911.
95- 96
97-00

Laser 
Die int e rgrdt 0 r 
Blaster 
Stunner 
Force Blade 
Sonic 
Meddler'

LASER:+6, Pistol; 6" range, does 
6 dice damage, 1-8 charges. Rifle; 
24" range, does 8 dice damage, 1-10

Sliver
AM (An t i -i.ia 11 e r )
Slicer
Cutter
Tangier
Stasis Box
Controller

charges. If save made does half damage 
DISIMTERGR&TOR: +8. Pistol;!;'' range, 
save vs. magic or disintergrated.
Rifle; 4" range, same damage.
BLASTER; t8. Pistol; 2" range, I6 dice 
damage, 1" diameter cone at end or 
single target, 1-3 charges.. Rifle;
8" range, does 20 dice of damage,
4" diameter cone at §.nd or single 
target, 1^4 charges.
STUNNER; +4. Pistol; 3" range,

Spy Eye and Control stuns for 1-1^ turns(half if save 
Nobot vs. magic is made), 1-10 charges.
Control Box Rifle; 12" range, stuns for I-I6
U'iobot and Control Box turns, 1-12 charges.
Powered Armor FORCE BLADE; Treats all armor classes
Pov/ered Exosksleton not based on dexterity as 9* Does 
Cyborg/Autodoc  ̂ 1-4. Note that strength will
Ammunition Synthezizor not add to hit probability 

or damage while using this weapon. The force sv/ord is the same except 
does 1-8. Note that any contact between force weapons and laser v/eapons 
with each other or any sort of force Shield will cause thera^to.detdnate. SONIC ; + 12. ,Pistol;2" range, 4 dice of damage, 12 pts. of structural;; 
damage, in a beam or a cone, with a 1" diameter end. The larger ̂ version 
is called the Boomer; I6" range, 20 dice of damage 00 pts. of structural 
damage din a beam or a cone with a 4" diameter end.*

NEEDIER; +10. Pistol; 2" range, 6D4 of damage, 1-6 shots. Rifle;
8" range, 8D4, 1-8 shots. Note that the damage from this weapon 
does not get a saving throw. ^

SLIVER:-2 vs. leather, -4 vs. chain, -6 vs. plate. Pistol; 25" 
range, 1D4 damage + neurotoxin(i.e . save or you’re dead), 4-24 HiedhBS. 
Rifle; 100" range, 1D6 + neurotoxin, 4-32 slivers. These weapons come 
equieed with qn'"infrqred telesconic scope,

AM(ANTI-MATTER):'Pistor;12" rdnge, 1-6 charges, Rifle;24" range,
1-8 charges. These v/eapons fire a small amount of anti-raatter in 
a force-field bubble. It does a 1" diameter area of total destruction, 
a 2" diameter area that takes 12 diceCsave applicable), and a 3" diameter 
area that must save or be stunned for 1-6 melee turn. If it comes 
up, rifle there is then a I/ 8 chance of an AM GRENADE. Somewhat misnamed, 
this is a self-pcoepelled miniture missle Svith a tracking system. It 
has a range of 120", and effects areas of 10",20", and 30" respectively, 
SLICER: +6. Pistol; 6" range, 3 dice damage, 1-8 charges. Rifle;
24" range, does 4 dice, 1-10 charges. As v;ith all the energy weapons, 
saving throv/-'Applicable •. Note that this weapon always causes a. critical 
hit when it hits. --- '



CUTTER: Can cut through any stone or metal easily. Seam length-
one foot. : Note that it won't cut anything thicker than this.TANGIER: Pistol; 2" range, capsule covers an area 2" x 2" x 2" 
with web equivelent. 1-8 capsules. Rifle; 24" range, covers 3" x 
3" X 3" f 1-12 capsules. /  ̂ ^

STASIS BOX: No- not the Niven model. When activated, this item 
works just like a Time Stop, excent no one can move inside or be 
effected in dny way. Note that this could be used to trap a monster, 
say, but you’d have to leave the Stasis Boxx since it maintains the field.
‘ CONTROLLER; Has the same effect as a Charm Person, but if save 

■is 'Wade, it can’t be tried again for another day. Only one person 
can be controlled at any one time, but the entity cannot break control.

SPY EYE AND CONTROL: Technological equivelent of a Wizard Eye.
ROBOT 2: CONTROL BOX: For those of you who don't have it, bt'have 

forgotten, these are standard Temooralana robots; 100 hit points, AC 
-12, moye.72", and have Hill Giant Strength, attacking twice a tuhn 
lidding 2̂  "+1D6.:);.ahe control box is a small comnuter analyzer and intemeter 
. eopyertmg the commands into understandable instructions. (Note these 
whlnever'^activaled^)^^ ^ certain set of instructions

“  q u its :fu n c t io n in g
: P o w e r e d EXOSKELETON: Doubles strength, charges, each charge lasts 4 hours. ’ ■ ' .'triples speed. 1-6

Note t h a t w o u n d s ,  and can raise the dead.Note that if damage is suj.ficient, it will implant bionic replacements 
at will function as the exoskeleton if a power pack is avaiMble.

1-3 charges, each charge is enough for 6 minor repairs. 2 major repairs or one raise dead. , majux xopctirs,
POWER PACK & AMMO SYNTHESIZER: Can manufacture power racks and 

ammo for the other pieces of equipement. Each chargrrfenoSgh f o t
eight for the Laser or Slicer Pistols, six for the Laser or Slicer 
Rifles, the Needier Pistol, or the Tangier Rifle, ten for the Tangier 
Pistol, Stunner Pistol, eight for the Sliver Rifle and Stunner Rifle, 
twelve for the Sliver Imdtol, E±gfii± for the Needier Riple, four for 
the Blaster Rifle, the Exoskeleton,' and the Autodoc, two for the AM ' 
v/eapons or the Blaster Rifle, and one for the Powered Armor. 1-6 charges.

Note that two of the weapons can be set for either beam or v ’ 
cone. If set on cone, they have' 1-3 chances to hit human size targets, 
1-6,chances of larger than human size. All those hit divide the damage 
in the cone. '

The Powered Armor has a self contained air supply plus built 
in radar, infrascope, and listening devices. It is almost impossible 
to get into and out of when uhpowered. '

GGPSS Just noticed an error. The'sonic weapons do 24 and 120 
points of structural damage- ,

Well that’s it. Those of you who are going to have fits may 
now commence. '' ■■ ' ' ' * ', * .

In last issue’s write up, I noticed some typos creep in somev/here. 
Note that the ranges aPe in inches,, not feet, and that the duration 
of the Mind Shield is the level of the Esper +3/+(l-6).j-.' ■ ■ -K- -■ '■

. , . , EXTRATEL1^0.mL REACTIONS ‘ ,, , '
' LEE:GOLD: The Harper looks interesting. If it's not obvious,
I l.ike'new character classes, and am always glad to see another reason
able one.//Several of the Anticlerics in my universe have been eagerly



shexling out funds for some of the spells researGh.ed I q y s  .established 
churches. I'd have to go bach and add it  up, but I'd say they made 
a good 200 K, . '

' HILDA: Just goes to nrove that all the nov^er in the world won't 
nrevent an idiot from falling on his face.
" BILL PALEY: Feel free to steal, change, or generally shred anything 
I publish.^ In case you’ve missed it, I swipe everything that isn’t 
fastened down.//Nice writeup. Neutral Silver Dragons, I presume?//
Sorry vou didn't get to go into Temporalana during Orccon.

DAN PIERSON: Glad ,to see you bach,^Dan.//At the risk of shooting 
what is a somewhat questionable reputation in some people's minds,
I have to say that I essentially agreed with your analysis of characters that are in some w/ay modified. As I see it, the only problem v/ith 
such is the same as that with many other ideas circulating— it is  ̂
easily misused by the less honest and mature players. However, I 
refuse to have paranoid fits about such folk— if they're going to_ ./ 
do such sorts of things, they are going to do so with or vdthoutvm^~' 
blessings. Just recently someone wanted to run a Dianist and didn't 
karaSg to sit here and roll characters forever, so I handed'him.:,the percentage chart and told him to go to it. ltd rather take the chance 
of an occasional person taking advantage of me than stifle people. '

CHRIS PETTUS; The bit with the God's can actually get worse.
If some of them really dOcide th'ey don't like you. give it up,//For- 
bidding the +3 Plate was perhaps a bit hasty. I have seen low-levels 
accompany their superiors into places much too dangeifidus for them, .
and be lucky enough th come out alive and with decent magic. But 
the Mace of Cuthbert? Good Lord{//Why should you wait for the 
vampire bite for a chaotic character?//Can*t see reducing number of 
player characters making magic. If you want that, set up things so 
it's hard^to get a wizard. But once they get one, don't tie their 
hands.//Like the name of the column by the way;

IVES; In my place there have been enough situations that 
required wishes or something awfully close to, get out, of, that people 
seem to burn wishes rather quickly.//From certain statements you've 
made, I think our disagrepents have generally been a question of ’
basic philosophy. As a discription of the sort of games’ I eniov 
runnkng/playing in, "super character/magic heavy" mag be a bit of

/but it does get the general idea across .//Another one who doesn t like vampire characters. Sigh. Melissa will be ’ so upset,  ̂ . o , . yg _
+ u SLII.iAk; Hello again, Levin.//Rather not get back into’ ’
the high magic/low magic controversy right now, thank you. It gets "  
thic.c.//It should be noted thap one of the things Charlie was doing "

to my a.dmittedly biased point -of ,view, not a bad job. Among other things, Glenn is a master of commenting' on 
how ne-ignores such-and-such rule, and then yelling at someone for ‘ 
Ignoring one .of the rules (’’Do what I. say, not what I do"? )//I' use ' ̂
'°^^Nld0LAT^SHSFP0^^H^®^^^’ interested in seeing yours. '"V H o p e  you liked the trip into Temporalana. SomehCW feel thal?.,the weretiger's bit with the AM Pistol has balanced out ' baior nicely. i,

NICjv olilTH: Glad to see you back,//The demonology was interesting
really ohLgfrtle.n i + h  l e v i n . Stu, I m sorry if you took my comment about''the

wrong. I meant it ,niQre-pr-less as a joke. You, really ou^ht
 ̂ genaraliy like most of the stuff you come^up with,^but I'm not fond of being sndpped at. .. come.up ,

STEVE PERRIN: Everybody has a slight explosion how and again.//
CARY liARTIK^ S N ®  advfrge comments,

with ? h f h n j a !  s h a H  L f ®  You and I tripped over each other



I WAS AN ORC IN THE NAZI HIGH COMMAND #4 by.: ̂ eter t Cerrato

Again no comments? What*s 
most I y ̂ cortvmen ts this time. 

Lee

the matter? Say somethingj please. I ’ yg 
School work's pre$5 ing. . >

___ Seems Steve Perrin and you got the same idea fob a musIcaT
character type. Interesting to rsee the dimi Iarities:and differences.

Dan Pierson: I worked out the same speI I system without seeing
the Perrin conventions. Like BiM Pa ley, l;d,like to know bow to get 
a copy of the Perrin Conventions. ■ : •

Chris Pettus: I like the idea of Glitches. Good as pets of
pacificsts like the Organiansbeings who are 

Wes Ives: I n 
itymistake. "Ab i 

a Dungeon Master. 
ad absurdum..--LG3

KEVIN SLIMAKr -He,re'^- 
been playtested yet. Feel

f ro m Star Trek, 
your Orcus player character you made one funny' 
to gate in o'ne' DM/Minute." The abiiity to gate in 
HA HA' HA. \iThat ̂ isasn ' t a mistake but a reduotum i

rriy version of saving throws-which hasn''t' 
free to comment on it:

I never understood 
went up in ievels. The

why you'd get a c-etter saving throw as you 
only reason for getting a better saye vs.

of 
i t 
to

be
to

" pray"

poison at a higher level would be to get luckier. Sin'de T don't 
believe in that, here's another way: for each kind of saying throw,
there's usual ly an attribute it can be credited to. Th'el.saving 
throw is then 24 minus the a tt r i b u te ,, TH us f o r po i son , Cg'n's t i tut i o'h 
would be the Attribute. The DM can then add or Sub from the ST accord 
ing to the situation: e.g- a wyyern would,be -4 fo the.saying throw
while a norma I-si zed scorpion would be +2. This gives he DM a chance 
to adjust the ST as he sees fit. While you woLi I d always get a ST J 
vs. poison, vs. Dragon breath (using 24 mlrius Dq x ), if you were 
surprised, the re wou l.dn ' t be a ST. ■ '

For q I er I ca 1 th rows the ST wou I d be ' 24 which I use
instead of Wisdom. This wou1d rep resent your Sod stopping the spell 

the enemy's God because of your faith in him. If you are surprised 
would:be -4 on your ST, because you wouldn't have a chance to 
be saved. .

I fyou use this system, you must allow a way for attributes to 
increased, because it is reasonable that someone wouId be able 
increase their dexterity by practice. , ,
For MU spells, the ST for alnon-MU against mental spells is 24 

minus power (which I use i nstead of Intel I i gence ) . then +he differ^
ence between the Power, of,-.the MU and the v i ct i m • I s addysub from th.e y, 
ST. For a MU,, saving vs'. menta I spe Ms, the ST,is the same except , 
that the difference in levels of the MUs is also add/sub from the ST., 
roll. - Added if fh© defender has a higher I eve), and sub if the , :
attacker does. - . , ' j'C . '

For physical spe1Is (fireball, lightning, etc.) there is;no,ST 
other than for Dex to see if half damage is taken unless therojlsan 
unsurprised MU who tires to stop it. This can be done; by iJS i ng a ; 
"step" spell which can be.of any level the MU can.use. A ST as tpr 
MU vs. mental speilswith the level of the ''stop" spe I 1 rep I ac i ng the 
level ot- the dfending MU i n the ca I cu I at.i on , . I f the save is made,
the spell is stopped; otherwise the effeet is , the same. This is 
all for those who like realism, not for those, who don' t like to do
ca I cu I at i during combat

,:;Steve McIntosh: can't wa i t f or the S i mu 1 af i onl st.
. Pau l J aquays: . Thanks 

in Dungeoneer 3, a spectre 
tasmal room. Mean! 

COMMENTS??????

f or; the comp I i ment. About 
on the 1st level? WOW! i

Borshak's Lair 
Ii ke the:phan-



&HAEOWS OVER DiaXHOLD -fl. *
Scribes John Sullivan /-600 Langsdorf Drive / Apto jr D 15 / Ihillerton, Calif„ 92651c

Should the Gods be, willing, and aiy power seals* up to par-j'and the runes are 
properly applied under ,the blazing aioon;- thi s vdll 'see print in Alarms do Excursions/ 
number 19o If not3 wellj life is like thato , ' .

As any member of Expeditions Ltdo could (probabl-/-) tell you I am one of the in
famous Fullerton people, having played now for a little over 10 months, Though I 
am by no means a high level player, I have seen the inside of qui'oe a few, dungeon 
walls, as v̂ ell as the wood paneling of many a councilroom; and what this is leading 
toj is what is comuionly refered to in the business, a pet peeves and tliat is the mile 
wide variations that seem to be popping up from dungeon tq dungeono

i“iuch has beqn said ,to the effect that so—and-so ’ s DLingeon (or Universe) is 'too 
powerful, or too dullc’.v-.a.to dangerous, and the. list goes ono 'There are complaints '
of characters too •high a ].evel, too unreasonable a level, or too low; and it seems . 
that these .people are -missing the entire ■ conceptual coatt, tdiat 'might be enjCyable 
in a game., to.cne person,-.rmight very well • be coranary material to anotherf, " I for 
one tend to like v/hat I call raedium level dungeons, 5rd level to 8th or thereabouts* 
Yet my best' friend prefers characters let.^through 4th in level (though either of us 
is not above playing a high,level character)^ But unfortunatelythis all.leads to 
the 'Povjor' controversey, which I foel is yainscessary a'nd just plain out and out ' 
piclcyn „ , -j ■. . '

iXingeons and Dragens sparks the imagination of al'most every participant . 
differently, and the beauty of the multi-universe game, is that one can roll up a: 
character and take it into various dungeons, vrorids and universes run;, by different 
DMso Granteu now, this player may have to make certain corapehsations," different 
magic systems for example, o" the use of thief"'abilwbies; but on the whole, these 
should be only minor factors, because enjoyment should be the main goalo And yet 
people are not doing this, be they EMs or players, players are coming up ‘to 
Rvis who they know are running, lev; level dungeons, and ask if they can bring their 
20th level mage in. Now this high a level mage does have a place in DAD, but not 
in this low a .dungeon^ However,; -by the same token, IMs are even further complicat
ing- problems.., by not exercising their right as M s  to rej.ect any character, and 
instead are S'miling outwardly and saying "Yes, or course'*, and inwardly seething 
and thinking, "Now what am I going to havq to throw at the ridiculously high MU"o 

I feel a ]>1 should never have to Hlirow’ anything at anyone, a .dijingeon or , 
v;ilderness should be set.up , so as to §,lmost,r.un itself, there should be no 
throwing just to get a+ a certain character or characters (though I have been 
accused of just s'uch a thing)., A should always reserve the right to 'say,* "No, 
that is too high a level for _this dungeon-, ” ’ „
' • r&D it seems in group situations is rapidly breaking up into a joint nit pick 
session, where it is only .a weakly strung series c : c  arguments dominating playing 
rooms, v/hich really have no place in a gamq designed primarily for. enjoyment*

A player cond.ng into a.new dungeon or universe for the first time, should 
inquire to the Dd abou'l any special or different 'vules that apply v/ithin^ the 
dungeons framework; rather than v/aiting until the middle of the game to complain 
'that a certain'effect was never 'mentionqd, such as to the wo.rking of teleports 
for exampleo Dungeon Masters should also at the beginning make comment on any 
special rules they have, for. the benefit of those p?.aying in their world for the 
first time, since most player,s tend to overassume that , things will, be a certain 
’Prescribed'' we.yo bit is. variety in the game that makes fp.r an interesting 
campaigno . .

• Any Dungeon Maste?? upon starting, a mngeon invaribly draws fxom sources, be 
they Fantasy, Reality or Scientif5.Q, (technilogical); Tolkien (or in'my case 
Michael Moorcock) Freud or Heinlein-, . x>o'me players , love to mix fantasy and tech— 
nilogy, others detest it, .hat .rather than just simply not playing in th© dungeon, 
they so detest, they bitch and co;mplain ■ abou-b .it (’usually loud enough for tlie 
poor ii“I v/ho has spent al], this time creating it, to hearo) _
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I suppose it almost comes down to a simple case of very bad manners. But then 
again, it is all opinion, isn't it? It is believed in certain eldrich circles, 
that Gaiy Gygax designed the game to a particular set of boundries and rules; the 
primary rule was to expand Dungeons di Dragons as you like and change what you do 
not like or want for your campaign, and it seems that many of us have forgotten 
how to do just that.

A REVISED LOOK AT CLERICS,
Even as I pen these words, I can see the dark clouds of dissention forming on 

the horizon, so as above, the opinions stated here on Clerics, is primarily my OMtty 
and only presented as yet another way of running the ever famou's 'heutral' or
•Head Basher' cleric. _ , x •, / j. \For purposes of keeping them separate, I have entitled the neutral (or neutral
good)'.cleric, THE i><lEDLEVAL CLERIC, This is the category clerics like Archbishop
Loris from the. DEEX.HI, series would fit. -

The other type,.the LaWful/Good clerics, I will call iHn CHRISTIAN CLERICS.
From the title, one can assume what Clerics usually tend to fit in this category,
the more peaceful, the nonfighting Clerics.

oeing a Cleric it seems, is more than just having a decent or high wisdom, . 
Clerical abilities are given, not divinely inlierited, and thus I have strengthened 
certain aspects of both, according to their spiritual attributes.

A) . MEDIEVAL CLERICS; \
1, They can vfear magical and non-magical armor, as v/ell as using magical .
‘ and non—magical nonedged weapons.

. 2. They get experience as normal, and it is entirelly optional to allow
. them to go up in groups of three levels like fighters. (Although they

. ■ ' would still get Clerical spells as before, not having Raise Dead until
" sufficently high Clerically), •
5. when healing wounds, they heal a six sided dice plus one. .
4. Due to the nature of these Clerics, I do not feel they .would be^on the ....

" best of terms with God (No matter how they might feel about their
spiritual relationship) and so they can not use the Clerical spell 
'Commune'.

5. Their Blade Barrier is 8-80 hits of damage, rather than T-TO,
B) . CHRISTIAN CLERICS;

1. They can wear only magical Leather armor, though they prefer not to
, wear any amor at all, for their belief in the divine, protector. ̂
2, They can use only magical nonedged weapons, but they disdain their use.

(Another optio.n, might be in allowing them the use of vialking or . 
quarter staffs, and adding +1 to their armor class.) ... ^

5. They get only -g- experience when they kill something, the act being so
against their nature- and beliefs. They uo get experience lor healing 
turning and dispeling Undead, and they get experience for Raising the 
dead. (One way of running this, is if. they raise a 1st level, being, they 
got experience for a 1st level creature,). ^

4. idien healing wounds, they heal an eight sided dice plus one. ...
%  Their 'Bless' -lasts 8 turns instead of 6. . ■
6. They have Holy tfell, rather than Blade Barrier, and creatures walking

through it sustain 7-70 points of damage. _
7. Holy Word does not kill 5th level beings and under, but rather in

stead renders them fully unconscious. ■ . i...

I suppose other things could be added, but this is just a series of options . 
you may want to consider for your particular campaign or universe, î or as I said, . 
the entire system is totally optional.
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the third Eungeons & .Dragons supplement ELIIRICH «/IZARDRYr.first came out, 

iJemcns o.bounded, and .many a new.and interesting monster vfas added to the Dungeon 
wasters rostrumo ‘After carefully reading the statistics for Demons, I have come 
up with a nev/ characte.r class that can be used sucessfully with tnis new monster 
type, ''' ' ■ ' ■ - , . .■ , ■

DEK.OK‘FIGHIEP, ' ■ _ ' . .. .
, A^jjEnOK FIGHTER is a Clerical/Fighter, -with characteristics all their own? 
they ar.e beings who have dedicated his. or her life to, hunting^ dovm..arid slaying ' 
Demons and "Demon' 'types c A EEiaON FIGHTER iS;-.so vehement in their - life s goal, that 
in terms of running them-,  ̂consider them, under almost a geas, te fellow every and 
any clue leading'to or pertaî .ning.. to; Demons and theii' ilkp , . .

 ̂ To be a DEMOD FIGKTER, a character, must be. human, and must have a ^Strength of 
Ip or better, InteiligGnce or better, ./isdom. l'̂  or better, constitution of l4  
or better, and.a Dexterity of 12 or bettero a DmiCD FIGHTER is not a greatly 
powered being, but. a better than average one,c_-..l’hey get two 8 sided dice at first 
level- then an 8 sided per level from then oni up until lOth, when they get only the
Fig.i'.tor t2rj , : _ , .i.- .

L'EmOR PiGrtTE.Rtr. th'eat all- treasure as ..d.o Monies and Palladins, except they first 
attempt to furnish themselves with any and ,all equiptment they ̂ fell they; wo.uld need 
in their particular lino of wo.r]c-. They get experience and go up levels like a 
Fighter, but they get double experience for slaying Demons and their kinde They 
will aid any and all against Demons, though they will not purposely aid evil in 
any way., DEivOR FIGHTERB are aligned, as .Davjful/Good, and acting otherwise (unless 
aga.inst a Demon) is out of charactero .

A DEi-j.Oi'1 FIGHTER vd.ll not build a castle or stronghold, but they will abide 
with a Dawful/Good Cleric. Palladin or Ranger^ DEwOR FIGHTERb can wear leather 
a.rmor and use shields, but do not wear chain or plate. They can use any weapons 
th&y so desire, and' can use any magic a Fighter car use, and they also have the, 
ability to road Cle-fical bcrollsu

EXPDFvISJ'̂ Gbj JjaVaLS o ■■
Level: Title: Hit

1 Neophyte
2 , Seeker
p Puritan -
4 Panderer
D Stalker' .
6 l/ay finder
7 Protector
3 ' Guardian
5? Ghardian Kinght
10 Guardian Lord

Dice; Experience Points; 
2 .. 0
5 V. 2p00
4 . 5000
5 ,, 10000 .
6  . 20000
7 . - 5000D
8 45000

..: .9 , , , 60000
10 ,.,w . 75000
+ 2 ; 4,,;,- ;- ; , 100000,

Special abilties!
4 .1,2,5
... 4,5

6
... .7
... 8 ,9

10 
'll 
.12

V , 1 5 ...
' l4o •

LOO,000 per l.evel after lOtho

SPECIAL AbILITIbS;
.1),-, Cause any normal v/eapon they are holding to give damage to Demons- 

who otherwise could only be hit with Magic weapons*
2.)o Get a -:-5 in fighting Demons (chances to hit only, not damage),
p U  Head one hit of damage to themselves for every level they have

a.ttainedo
Immune to Possession,,
Detect Demon (Inate ability to know they are nearby, but not pick out 
specifically, for example, if a Demon was doppleganging as a human in
group of fighters, the 

•would not know which one
DEiiOi. FIGiiTER v^ould know 
it was) 5

one 'was a Demon, but
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' 6).
7).

Page 4,

See in Demon Darkness, and +1 on saving throv; against Demons. +1.: 
more per every three levels more the DEi«iON FIGHTER has progressed.
Throw 1 Clerical Light spell. One more per every two levels above 4th 
the nEilON FIGHTEfi.has attained, •

8) , Immune to Demon Fear Spell, Detect Demon Dopplegang (a specific Detect).
9) , Immune to Demon Charm and Suggestion, .
10) • Ability to cancel Demon's Gate spell, once per day,
11) , Detect magic (once per level attained). Heal 1-lt hits of Demon in

- flicted wounds in others, once per day,
12) , Can become etheral and fight on the Astral Plane once per day.
Ip), Restore Demon drained life levels, 1-4, once per week.

A gainst a Demon, DEi-iOh FIGuTERs treat saving throws like a monk, if made,
no damage, but no matter what level they are, if they miss their saving throw, 
unlike a high level monk, they still take full damage. In terms of Psionics, 
treat DEiiOh FIGnTERS like monks,

DEmOh FIGHTERS also have a percentage chance of dispeling Demons, according 
to their level, and the hit dice of the Demon, as shown'below,

EXORCISIM OR DxSPELIHG OF DIlviOKS i-utTRIX; ■ \

DEivxOK'S 
hit Dice 1 2

Level
. 5 of DEiviON

 ̂ .5
FIGHTER 
^  7 8 9 , 10 11 12

1 50 60 70 80 90 100 100 100 100 100 100 100
2 4o 50 6o 70 80 90 100 100 100 100 100 100
5 50 50 6o 70 80 90 100 100 100 100 100
4 20 50 4o 6o 70 80 90 100 100 100 100
5 10 20 50 4o 60 70 80 90 100 100 100
6 • 5 10 20 50 4o 6o 70- 80 90 100 100
7 . — 5 10 20 50 4o 50 60 70 80 90 100
8 - - 5 10 20 50 4o 50 60 70 80 90
9 - - - 5 10 20 50 4o 50 6o 70 80
10 - - - - 5 10 20 50 4o 50 6o 70
11 — — - - - 5 10 20 50 4o 50 6o
12 - - — - — ~ 5 10 20 50 40 50
15 - - - - - - - 5 10 20 50 4o

It is most likely that I have left something out (and I am also sure someone 
will let me know what too). If there are any comments, and you can't make it to my 
tov/er in the western ohadowlands, then address all comments to this.: esoteric 
publication.

May A llfa th e r  be with you. ■
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Bigglestone, Chairman . ■
BiggIettone, Memberships ,
Jacks, Hotel Liaison
Perrin: Programming and Seminars
Henderson: Live Demonstrations ‘

FEgtuning: Jeff Pimpor, Isaac Bonewitz Dave
Hargnaye,, and a cast of thousands

Compet i t i on : . 1 ,, ,̂ . ., _
Taking .3 lesson from Dun.dracon |, there will be no "house dungeon'’ 

this year. Instead, the Committee is sponsoring a series of tourna
ments in various board games in both the Science Fiction and Fantasy 
fields, as well as m iniatures.tournaments•  ̂ -

1. Fantasy tabletop game: Clint Bigglestone has taken the rules
for the miniatures game LEGION and added a Fantasy element? These 
will be the rules the contestants.wi 11 use in fighting out a series of
seen a r i os. .  ̂ 1

2. SteIler Conquest: The great game of Interstellar Empire
building. Be the first one in your universe to conquer it.

3. TrIpIanetaryu Maneuver single ships through the Solar System.
Fight rebe I S!,, tyrants, invaders, each other.  ̂ ‘ ̂  '

4. Dungeon;- TSR's board game version of D&D. Competition based 
on who is the most successful loot grabber. All the variant cate- ■ 
gories, monsters and loot from The Strateg i c Rev i ew and The Dragon
w i I ! be used . _

1 -5:,. ,! C i tado I : Who shall possess the Talisman with the least
e.xpen’dM ture of troops? , ' . „

6 . ■ Tactical Problem: There lies'.the enemy. What are your posi
tions? What spel Is will you have ready? How wi I I you attack? How
will I you'.defend? . ,

7. D&D:; everybody bring your dun.geons and characters. There’s
plenty of room for all. ..
Also Featuring: 1" to 1" scale combat. Fighters from the ' Society 6or
Creative Anachronism will demonstrate just.what can be done with the 
weapons qt hand. Also, can you really use,a longbow in a five foot 
CO r r i dor? i .IVlembe rs of the conyontion over iC can sign a waiver, put 
on some armor.', and try it themseiyes.
Also featuring; Greg stafford, .creator of White.Bear and Red Moon 
will ta I k on how to put together and [;ublish a war game.

seminars.
3t 's the

Seminars: :•
During each morning there will b 

seminars will be limited to 20 (sorry, th 
run approximately two hours concurrently, 
the convention is limited to.one per day, 
up for them-at the door, no charge.. If 
one, send your .oesorvat i on to me .a,he.a..d of. time, 
request. If you w.ish to put forth ai.pet. th.eory 
write it up and imake 20 copies as a courtesy to 
Due to the delay in the getting the r.roceedings 
in print, we are not taking any official action 
recorded. Everyone is encouraged to bring your

Membersh i p 
room size)

in the
and w i

Therefore, every member of 
throe.total. You can sign 

you want to. reservo a s I ot i n 
no'more than O:n.o to a

:ny' seminar, please- 
5T participants.

I n 
thp
of last year’s seminars 
in having these seminas 
own recording equipment,

oth 
I a st



Seminar Schedule: very tentative
Saturday: World Building for the Campaign: Dave Hargrave

Theme Dungeons (or just why does that particuIar ho Ie in the 
ground have those particular monsters?): Steve Henderson

What does it mean. Alignment?: Jerry Jacks
Who’s doing what and to whom? (or how to keep track of 

what's happening in melee): Steve Perrin
Sunday: Playing your character: Clint Bigglestone

Creating Monsters: Dave Hargrave
How D&D Magic relates to "Rea I Magic": Isaac Bonewitz
Monetary Systems in the Macroverse (or, how much is that 

in Arduin Sovereigns?): Jerry Jacks
Monday: Dungeons and Computers: Jeff Pimper .

Believable Weird Categories : Steve PerrIn/Dave Hargrave
Experience Points I have,Known and Loved: Do we have a  ̂ '

volunteer? -n ̂
Spell Systems ::,r Do we have; a volunteer? -

Lambentably this schedule is very subject to change. Therefore a , 
place on one seminar may be reserved ahead of time. The seminars for 
which we have no moderator may be cancelled or changed, so no reserva- 
tfons will be accepted for those. .
Game playing will happen all- through the night. If you want to be 
alert for a seminar (moderators take note!) don't get involved in an 
all n i ght game, : as seminars happen,in the morning. Tournaments and 
regui'ar dungeoning will take place in the afternoon and all through 
the aforementioned night. ‘

of
The Hotel is supplying a sandwich bar. The Airport has a number 

good restaurants too. The Hote I is the San Francisco Airport Hilton
I f you d i dn ' t* see the 
now and at the door, 
aday for a single and 
Clint BiggIestone,386 
you will be arriving

previous ad, a dm 1ssion to the convention is $7 
If you want a room at the hotel, they are $25.00 
$31.00 a day for a double (twin beds). Writeto 
Alcatraz, Oakland, CA 946 I 8, teI Iing him when 
and what sort of room you want and he wi I I tel 1

a limit of February 5 on reserva- 
scheduled for th-e same time, so 
to but not 1ncIud1ng the first 

Actually, if th.ey're re I af i vo 1 y empty they may be 
you these rates as you come through the door (as

the hotel. Theoretically., there is 
tions,' but no other conventi;ons are 
they will take reservations right u 
day “of -the con . 
friendly and giv
long as you say you're're with the con) but don't count on it

the
Oh

con
yes, a II the local game and hobby stores w i'I I have-tables at

ON POISON

I ' V t
sis

been thinking about the effect of poison 
Alpha. 1 think that the M"A system of 

between Constitution and Poison Strength is a 
ward but it has some good loints which 
vs'P poison doesn't cover. Thus I have

and reading Metamorpho- 
a d i roct re I at i onsh i p 
little too straightfor- 

the regular D&O saving throw 
some ideas on the subject:



P o i son Stren<gth
Const. 1 2 3. 4 5 6 7 0 9 ! 0 I 1 1 2 1 3 1 4 1 5 1 6 1 7 1 8 1 9

3 8 9 1 0 1 1 1 2 1 3 1 4 1 5 1 6 1 7 1 G 1 9 20 D D D D D D
4 7 8 9 1 0 1 I 1 2 1 3 1 4 1 5 1 6 1 7 1 0 1 9 20 D D D 'D D
5 6 7 3 9 10 1 1 12 13 14 1 5 I 6 1 7 1 8 1 9 20 D D D D
6 5 ■ 6 7 0 9 1 0 1 1 12 1 3 1 4 1 5 1 6 1 7 1 8 i 9 20 D b ■ D
7 ‘  ̂4' 5 6 7 0 9 1 0 1 1 1 2 1 3 ! 4 1 5 1 6 1 7 1 8 1 9 20 D D
0 . 3 4 5 6 7 0 9 1 0 1 1 1 2 1 3 1 4 1 5 1 5 1 7 1 0 1 9 20 D
9 2 3 4 5 6 7 8 9 1 0 1 1 1 2 1 3 1 4 1 5 16 1 7 1 8 1 9 20
1 0 2 2 3 4 5 6 7 3 .9 1 0 1 1 1 2 1 3 1 4 1 5 16 17 1 8 19
i 1 2 2 2 3 4 5 6 7 8 9 1 0 1 1 1 2 1 3 1 4 1 5 16 17 18
12 2 2 2 2 3 4 5 6 7 . 6 9 1 0 . 1 1 1 2 13 14 1 5 16 17
1 3 - 2 2 2 2 2 3 4 5 6 7 C 9 10 1 1 1 2 1 3 1 4 1 5 16
1 4 2̂' 2 2 2 2 2 3 4 5 6 7 . C 9 1 0 1 1 12 1 3 1 4 1 5
1 5 ■ '■ ! • 2i - 2 2 o ■ 2 2 2 3 4 5 6 - 7 8 9 10, 11 1 2 1 3 1 4
1 6 2 2 2 2 2 2 2 2 3 4 5 6 7 0 9 1 0 1 1 1 2 1 3
1 7 2 2 2 2 2 2 2 2 2 3 4 5 6 7 0 9 1C) 1 1 1 2
1 8 2 2 2 2 2 2 2 2 2 2 3 4 5 6 7 8 9 10 1 1

The number on the m a t r iX is the saV i ng th :~ow (all pluses from Rings
of Protect ion and the 1i Ke■ ap.-;ly). 1 f i t i s not made » the victim
takes Ci3rn3QG GQU9 1 to the number of d ice of the 1 eve 1 of the po 1 son
(6-sided aubes) and i s paralyzed . He w i 11 die within D6 me 1 ee rounds
unless Ne ut ra1i ze Po i son is done on him. ThG .damage w i 11 remain.
Of course. i f the damag o ■ is too gre tt. ho s im 0 1 y dies anyway . The
D o i son must be' Neutra1iZed bef ore a resurrect is done ., however t

1 f a save is made , the victim takes half, damage a nd 1s not para-'
1 V zed. Of course e mtay st i1 1 be dead due to the damage. However,

necossary beforo' tho 
day, all aoison damago 
s Includes the level of 

our IB Constitution protagonist has

Ros u r roct. ,
is cumu I aV i vfe - un I efes'*. 
save. For instance.

a Noutralizo Poison is not 
.^OyeC the period of a 

i t i s N e u t r a I i Z e d . T h i 
if stung by a Wyvprn,
make a 2 (a I is always a missed Saving Throw) because Wi 
a Wyvern has 7th level poison (being a 7 dice croatire).^ 
strike from a 4th lev'el poison later in the day causes him 
Nth level, which is a 3. No problem? What ahout the next Wyvern . 
v/ho tags him, making it effectively an 18th level no i son attack?  ̂

NOTE; while the level of poison is cumulative, the dice of damâ eje 
p<3r strike;are not. If the victim blows his save of 10 vs, the , ,
second Wyvern, he' simply

s i mpIy to ; 
can assume 
However, a 
to save vs

he's st i 
t i on s , 
of the 
Death,

takes 7 diet of "'oison, not 13. However,, . 
aralyzed and dying. REMEMBER, unde,r the Pe rr i n Con ven , 

a cleric can only repiair and Neut ra I i ze ,,Po i son up tb the I eve 
cleric. Oh yes, a D on the above chart means immediate 
no save. a i , , m.

ALL THE WORLDS' MONSTERS

Af ra i d th i s w i I L not be out 
now getting his Golemsto talk 
11 r i n t i n g . Then 
Maybe nextyear

there's the

for Dundracon. Jeff Pimper is only 
tO: oath ■ othe r to starT, the computer' 

asteuo and the rest of the text. Oy.

Thanks to Wayne Shaw, Ken Pick, Sean Cleary, Greg Costikyan and '' 
Kay Jones for sending in a veritbblo plethora of monsters. Oh yes, 
Greg, the name ot the publication will be J^eff's All the Worlds' Mon
sters. Note the,̂ ,pos i t i bh of the apostrof)hu 
monsters of more than one world. One world 
book, by the way, will be TSR's. Their 
standard letter, and wo don't feel like

; thi'S mea.hs we he 
we w i I 1 not have 

lawyers have written 
m a k i n g

ve the 
i n the 
us their

an issue of it



PERRIN CONVENTIONS ,

People wondering about the Perrin Conventions should send me a 
stamped, self-addressed envelope (at least 26<t in stamps, please; 
there are over six pages). I'll send them a copy of the thing. Of 
course that will be the old one.

The new Perrin Conventions, much altered and elaborated upon, will
be for sale sometime in the next couple of months (I 
price wil;l be reasonable (covering printing, mailing
en hours for my time) 
it may even .have some 
excellent artists and 
Paying the artist wil

hope). The 
and a few cents 

With any luck.and I think it will be helpful 
good artwork in it. Greg Stafford knows some 
of course, there is my own wife, Luise. 
up the price, but it should be worth it. I

am talking about a booklet of some twenty-odd pages.

THE MYSTIC

Dave Yepp tel Is me that he has reduced the spel I use on the Mystic 
eonsiderably since the description I put through A&E #\1. I'll get 
exact details from Dave and pass them on.

In the meantime., I have thought over Lee's comment about the 
Experience points and feel she has the right of it. Thus, my ideas 
concerning the proper experience points, comparing them to what a 
straight combination of Mage and Fighter would need.

1 e v e  1 Mystic EP Mago/F i ghte r EP Note: In this area we have
1st — ---- always played that Wizards
2nd 4000 4500 and Patriarchs go up ini ncre-
3rd 8000 9000 ments of 1OOK and Lords in
4th 16 K 1 0 K increments of. 1 2'0 K, Anyone
5th 32 K 36 K with a different system and
6th 64 K 67 K wanting to use Myst i cs shou1d
7th 1 20K 1 i 4K alter to fit. 1 have no use
8th 200K • 1 95K for the 300K and 240K theory.
9th 400K 340K no matter what anyone wouId
1 0th 600K 560K like to think they heard Gary
1 1 th 800K 700K : Gygax say, or even i f Gygax
1 2th lOOOK 1 OOOK said it.
+ + 200K + 220K

NEXT TIME:  ̂  ̂ s ^

Back to the old grind hot no more character classes for a 
while. Maybe even an adventure report. There was the time my Right
eous Brother Bright and Hilda Hannifen's Cleric, Bodworthy, were 
both permanently offed in Clint's Alabaster Mountain. That's when 
Orindando became a God.,. : r, ; ' '
6Tr9TT0iT6Tr9'Tr0ii0'ireir97r9Tr0ir0TT97r0TT9TT0'ir6'iT0Tr9Tr6’iT0TT6'iT6TT9Tr9ir9ir0Tr0TT6iT0n9'ir9ir9iT9iT9

Stewart Levin in reply to Barry Gold's comment of last issue: i
'A Balrog would not run from a paladin guard nor from Lamasu; he 
would merely summon his other demons I-VI and then call in a demon 
prince. I'f he screams and turns and runs xrhen he looks over your 
shoulder,...."



THE SHORES OF I’NFiNITr
Chris Pettus, PO box 611, Halibu, CA 90265 

First, new monsters: ■ .

8 Move AC 4. HD: D4+n

an

F I a me Devi I : # . appear i ng-;:
Treasure and. ,ta i r : - N i I . ,

Appearing as■a jet-bIack Kobo,Id with red eyes, the Flame Devil 
is the smaI lest of the Demon/Daemon class. They are armed with a 
Flaming Dagger and a very,small Whiu- They use the whipto di s a'Tm 
opponent and to d rag themse I ves against a defender,. They are immo
lated for D6 + I/me Iee round. They can use a Dimension Door once per 
four turns. Two attacks: once with dagger, doing dama'ge as a dagger 
with pluses as a Flaming Sword, and once with Whip, doing one point . 
plus disarm or immolation. VERY Chrpotic.

Corn : 
T reasure: 

Corns 
Lizard Men

# appearing: 1-20. Move: 4".
A I ; • ‘ p i n L a i r : 2 Q
a la Star Trek (from.the episode 
higher iup ;the evolutionary scale

25/

can be 
i tern 
chance 

2nd I e V G

+ 4) but clumsy.(2d4. for dox):. Thgy 
Mages (10/). If a wea;:on or magica 
will b® using it. if 1-9 appear 
If 10-19 appear, 100/ chance of 
third level iFighterand 25/ of a 
2-3 2nd level fighters, 1-4 3rd 
level fighterjiand 75/ chance of

The^igorn with, the highest level and most hit 
Ieader. Assign•magic from the highest level down 
any language other than their own and Lizard Man. 
Neutral.

AC: 7. HD;/ 2/level.

basical Iy 
igence (3d8 

either Fighters (9̂ 0’/) or 
is in the treasure, they 

of a 2nd level Fighter, 
fighters, 50/ Of a

"Arena'*) are 
Very i nteI

ist-34d level Mage. If 20 appear,^ 
evel fighters, 50/ chance of a 4th 
a I - 61 h I e V e I M a g e . ■ ' ,

pointswill be the' 
They cannot learn 

A I i gnment is * '

a rock-
the same speed 

seriously hurt. They 
r eggs destroyed. ,

Horta: # appearing; 1,(75/) or 10,000 (25/). Move: 14"
AC: 3. HD: 3 or I. Treasure and Lair: DM option.

The Horta, a la "Devi I in the Dark" from Star Trek is 
dwelling creature which can move through solid rock at 
as through air.- Intelligent, they will run if 
will not Attack unless attacked .or ; some of the
Their only attack form is the acid cloud it uses to move through 
rock. It can be formed in a I OxjOx I 0 cIoud, doing I 0-I 00 damage to- 
all within it. I f, one appears i.t will be the Mot he r g ua rd i ng the 
eggs (6" in diameter s i I ver rock-I ook i ng spheres). If i0,000 appe;ar, 
all but one will be I HD baby.Hortge. their acid cloud will do’i-IO. 
They are telepathic but can only communicate i f sometine uses ad ■ 
"receiving ond"tefepathy spell. VERY Neutral. '

Power-Cat, // appearing: 1-4. Move
Treasure and Lait': 30/, Type

The Power-Cat looks like 
spikes running down its spine. When moving it is surrounded with,a 
very powerful electrostatic field. It can deliver a six die light
ning bolt once per: day. - Hitting a  Power-Cat with a  conductive weapon 
will cause the attacker to take 2DG in electric datnage. Very' v i clonus 
it will attack ANYONE w i th i n 40' without p rovocat i oh . If 3+ app'ear, 
two will be mates:, the lothers 2 + C HP cubs. The cubs can be tamed.. ■ 
Other attacks: 2 claws/I bite, 1-6 ,pyr claw,J 2-0 o'er bite. ’ : o ,

6/ I 3 , AC Dice 5 + 0
B.
a I rge , b r i ck-red Bobcat with _b l ued



aGorn Starship wasPlayer Character Corns
Alpha Porsei system when it stumbled into Anton's

This shut down their main drive, forcing them to
Anton. While they found this none too comfort-

the southern swamps of
Field 
erne rgency 
able
Empryon (Anton's main 
general populatign of Anton 
find Gorns in positions ot power around Anton

.'Ok i ng a round the 
Nuclear Damp i ng 

make an
andIng on

they were able to make a living in the southern swamps
main continent). They slowly integrated with the

While still rare, it is not unknown to

have one main advantage: they
F i ghters sw i tch i ng 
EIves. Their other

as Elves. 
advantages

Treat EPs 
and problems are

can be either Mages or 
, hits and levels as you wou 1 d

1. They are strong but very clumsy. _
2. Being cold-blooded, they do not like wide variations in

temperature. They prefer the warmer end. , j.. • i
3. Their skin is tough as leather but, because of their slow

reactions, they cannot wear any additional armour.
'4 they cannot sneak any language, because all their vocal 

chords’can produce is a modulated hiss. Others, however, can learn
their language and may act as translators.  ̂ +

' 5. They are not in any way dumb. They can figure out almost
anything given time.6 They cannot see the deep red end of the spectru. However, 
they can see into the ultraviolet. This gives them the power to 
detect very minute changes in temperature, color and texture.

7. They are paranoid. Any act which in any sould be considered 
unfriendly act,' a Gorn will see as an a I I-out attack. If you are 

not very careful, a Gorn can be very dangerous.

and
Requirements are: 

Charisma: 8- each
Strength; I 6+, Intel I igence I4+, Dexterity

Phantasma i Forces Phantasms are fine as written but raise a few 
interesting quesfions. I) "Damage caused to viewers 
Force wilt be real if the illusion is believed to be real. All fine 
and good. But consider yon Troll. A third level Mage throws a P .F. 
of a Fireball at the Troll, and the poor dumb thing thinks it s real. 
So the Troll is killed by the ball. Will the damage regenerate?
And will a Phantasm'continue to damage a thing after the thing is 
dead? For instance, if the above Phantasm had been a Tractor Trai1er, 
and the Troll had taken damage down to -100, would the^damage regen
erate from -100 or from -I, the point at which the Troll died and
ceased to care aboutthePhantasm?

New Spe1 Is: The following new spe
Jcmmkala, College.of Magic.

M s  are from the University of

Trace Teleport: 
a teleport up to four

4th level. This spell allows a Mage to trace 
turns after the teleport has been accomp il i shed. 

It will tell if the teleport came in high or low, and the area in 
which the teleport terminated. It can be used to enter coordinates ; 
for another teleport. The second teleport wiT4 end in the exact same 
place as the first. Cost: 12,000 GP. '' •



Detect Life; 3rd lit____________ Level* This spell gives feeback to the Mage
on I i f e iw i th i n a 20*' radius. It will not detect Undead, Demons, or 
the I ike, nor will it give anything other than a Yes/No reaction. 
Cost:. 3000 GP. ■

Detect Shield 
around the Mage 
I eve I detects will 
exists. Duration:

__ 5th level. This spell renders an are a 10" wide ,
blank to all detects of less than 4th level. 4th+ 

on I y return the information that the Dietect Shield 
level of Mage + one turns. Cost: 24K GP.

add
All costs given above are for Neutrals 
IO;'forLawfuls.

Add I 5 T for C h a o t i c s ;

And now, the Very Gross Device Department oresents: -
. : . i : . . PHASERS

Phasers are PhOiton devices which disrupt e I ectromagnet i c f i e I ds. 
The effects, of this may range from putting a Kobold to sleep to 
blasting: a boxcar. Phasers have four general types of operation: 
Torch, Heat, Stun/Ki I I and Disintegrate. Within the four types are 
subsettings numbered from l..,n, depending on the type of Phaser.
The modes of operation are: , ,

TORCH; this cuts through things. A sotting of Torch-1 wi I I cut 
through 6" of stone/turn. Adjust for higher settings and harder/ 
softer material. If used on Skin, a Torch setting will .do 4 x setting 
points of damage/melee round. Torch uses 3 x setting cha;rgeis/t urn .

' HEAT: This is similar to the Molecular Agitation PsIpnic Abifity,
The setting number is the factor by which speed and amount of matter . 
is multiplied. Heat uses up setting number of charges f.er turn.

STUN/KILL: In this mode and in Disintegrate Mode, the phaser
fires bolts instea.Js of a continuous beam. A setting in the: Stun/
Kill mode will Heavy Stun a creature with hit dice equal to the set
ting, Light Stun a creature of sotting t| dice aad kill a creature 
of setting -I or I ow.e r di ce, Each bolt uses setting times five 
charges. . :

DISINTEGRATE: This blasts matter apart. The mass in GP that
a setting wi I I disintegrate is equal to the setting 
Disintegrate us;es up seven times .setting charges.

squared times 50.

The maximum setting for lach mode and Phaser type is: 

Max Sett i ng
Phaser Type ' Torch Heat Stun/Ki11 D i s int
Phaser-1 (Small, Hand-Hold) . 3 3 2 ,2
Phaser-2 (Pistol): 5 5 4, 1:4 ^
Phaser-3 (Rifle) 7 7 6 . 6
Shifi's Phasers 50 50 1 00 1 00
P 1 anet’s Battery ' r 1 00 1 00 200 400

A fuNy-cha rge'd; Pha ser-d has 50 charges. Phaser-2s have 100 and-
;ach .

: When used ag;
th rows app I y at a

inst a creatuTe, 
I times.

both saving and magic resistance



Photon beams move at about the speed of sound. VERY fast crea
tures could dodge them. (For all the Physicists out there, explain 
why a Phaser beam moves so slow.) ’ It start the oontvovevsy hy 
mentioning that photons — tight particles and therefore move at the 
speed of light.--LG~\

How's that for gross?

A Plea for Tolerance

I have read several things in A&E comolaining about "D&D babies" 
and rule variations. Face it, D&D is a complicated game to someone
coming i n ̂ on i t fresh. Even so, I have yet to encounter a.ny.D&D.er
who doesn't like rule changes. (Oh, some object to certain rule 
changes, but then, don’t we all?) And calling someone who has been 
playing D&D for less than a ‘year'a "Baby" is a 'bit offensive. I have 
been playing for 5.1 months an’d don't object to rule changes in the 
slightest. I have invented quite a few myself. But I do keep extrerne 
variations to a minimum for new players, so be tolerant' of neophyte- 
D&D players. Youwereoneonce.
COMMENTS ON A&E I 8 . ''' " . /

Lee Gold: Not a bad version of Bards/Haroers/Whatever.//Whore
do you get nine-hole stencils in Santa Monica? They seem to be as 
common as two-handed Daggers Plus Pi. Ci" buy them at Self-Help in 
Downtown LA ̂ one _quire for $3.'40 plus tax. I will gladly resell them 
at 15<r each.--LGJ //You're welcome.- ■

Hilda H a n n i f e n : Interesting adventure.

Dan P i e r s o p , M6P̂ E DRAGONS ?
Lee Gold: As I readthe 

the gold the Wizard must burn 
available and at v/hat cost is 
a Universe. But the point is

"price" of a Potion of Healing, that's 
u|) to make the item. How much of it is 
quite often a function of the magic in 
well taken.

Bill Taylor: Monty Python DMs are ones who have strange things
happening which have'nobasis inlogic, D&Dtyne or otherwise. 
Non-standard Magic, yes (like the Jewelled Nose), but not necessar
ily heavy .

_ , Wes Ives : I'm afraid
s~ontence to me. I read eve 
Value, 3rd; Minor Value Derec 
Weapon Fully, 5th; Detect AbI 
estimates. Your actual level

don't understand the tone of your first 
i pg in A&E within fivo days.//Detect
3rd; Quantify Weapon, 5th; Quantify 

ity, /th. Of course, these are EPS 
may va ry . ;

Nicolai S ha pe r-Q: Ah, another D&D/comruter person. "What do you -
have your computer doing for you, D&Dwish. (Ick. Hate that suffix.) 
My A Itair 8000 is developing a DO' and D6 fiXation.//Log IcaI essay on 
tv/o-handed swords. Good reason not to use the Greyhawk tables.

Hartley Patterson
ing don't have 
variations?

cha rges,
Ah

and
characters. Staves of HeaI 

Monks can't use them anyway. Local.,,
aoouT your



John Sapienza: Ah, the Promotion Class. I was afraid some- .
thing like that would happen because of Gygax's level divisions. /

Bill Seligman: Your stories are getting bettor and better.

Jeremy Paulson: Unibank is excellent. Consider Durthang (my
dungeon) a member. Data is: Average haul of 1st leveier; 50(3 GP. 
Value of t| sword: 3000 GP. Kill page: 30';'. It works out to 1.12 
GP/Shekel. . "

David Friedman
known, he wou 
,f ergawdsakes.

be forc!
syfnpathize with Hurin. If his location became 
id into an interview with PeopIe magazine.

, Cary, Mart i n seen, there
has been a 
hate them, 
MORE: . WHAT 
page summary

In every definition of Samurae I have 
reference to Ninja. They wouldn’t tolerate them, they 
they wi I I hack a Ninja to bits, etc. 1 CAN’T TAKE IT ANY’Y ._S K N I N J A ? \iSee A&E #6, Tantivy ̂ and you’ll find a four 

of a definitive work on iJinja. --LG'}

Peter Cerrato: Could
seem t'o think alike.,

Ores be bred by massive cloning? They

R. Steven Brown 
of plus for a rmou r. 
be i nterest i ng. And

Why not reverse the pile tables as a function 
Finding -10 armour with a powerful ability can 
frustrating.

Ken Pick: Interesting Monkish Weapons.//0h, that’s what a
Ninja is. Ooop s. 

Charlie Luce___________ True, the time to _____
is not that muc-. The thing that 
is making an J tern which can be 
you are quite right;

nchant
system 
of it)
Mag i c :
being a specialist in other 
ledge, similar to Read Languages.

, Permanent Spell is on 'y 
one use. To make the Write'
12th level Wizard,can make items 
by specializing In manufacture.

____  an item under my ‘
burns up time and gold (lots 

enchanted.//Oh yes, on Alchemy/ 
they" are separate things. A Wifa-rtf,' 

things, needs the spe I I to gain the ■‘know-
I with more than 
extra use.//A

needo.d to make a scro 
Magic ”hang on" tor an

under the second part of my system 
More next i s h.

Wayne Shaw : Esoers are a very good revision/substitute for -
Psionics.Playable.

UGH. too many comments., Oh well, better luck next time.
• ' 1 ■ . .

A Final Note: The Voice of God is the Voice of God is more accurately 
translated VOX DEI EST VOCEM DEI. ZOammit IW. The copula verb in 
Latin takes nominatipej not accusative. And the verb dlways goes at 
the end of the sentence. ~-LG'} Or if you want to drive the point in: 
VOX DEI EST VOCEM MEUM (Jhe Voice of God is My Voice).

Meanwh i 1 e , ,

Pax et Lux, _

CP



Ij 0 ̂ 0 I* ■from Jay Saylor, PO Box 809 , Cary Quad, W. Lafayette, IWD 1+7907 

Dear A&E and Paul Jacquays,
Beware, of what follows; the poison flows fast froEi my quills! 

Recently I have noticed that certain of us creative D&D enthusiasts 
have taken black rounds from others because of our desire to create new 
Dragon-Types. I have particularly bore-sighted upon Paul Jaquays for 
the following: ”0n Dragons; Enough i s enough Ob j ects from the
metal men or escapees from the Periodic Elements.

I suggest that before anyone shoots his mouth off that he consult 
the source of his queries. Here are the reasons for the Dragons I have

^ '1 ) These Dragons 'are the Dragons MOST common on my world, ASGOTH.
The D r a g o L  of the original books may be fine and dandy for GIVE AWAY 
CAMPAIGN DMs that enjoy watching their campaigners kill off many White, 
Black Copper, Brass, Blue and green Dragons in order to have more 
treasure than eight Kingsi (You'll be surprised to see what five 
clever 6th level people can pull off!) The o r iginal,dragons of the^ 
supplements are the RARE-types , not vice versa, in my world. _

2) My world is more dragon-oriented with two whole countries 
belonging to them. And, in reference to point ttl, in four years of_ 
steady campaigning, I've only had one camapginer reach levels beyond 
12th...and remain there. My world ^  a world, not just a hole in the 
around. (Wars, snandals,. assasinations, etc.)

3) I have written up my creations in the hopes, that a few or more 
people will perhaps see them and maybe, just maybe, use some of them 
and enjoy it. All I ask of the readers is to use what they want from 
my articles. I am not trying to cram twenty new Dragons down^eyery 
DM's throat, as Mr. Jaquays would have you believe. I hope that you 
all enjoy the Polka-Dot D u a g o n . I only want people to find some use
or enjoyment from what I present. And sane, helpful criticism is 
welcomed. I agree that my Rings oif Power are a little Powerful; only 
five people 'In' my entire world have them. - '

I hope 1 have shown why I published the new Dragons. I had no : 
intention of making anyone isuffer or of flooding the market with 
Dragons. I'm sorry if I was a little angry in the first part of this 
letter but 1 am quick to takeup the defense of Dragonkind. . I might 
write up my campaign in a while, since it might put my arguments in a 
better l i g h t .

Lastly I'll say to Jaquays: War is War. I do hope that you
dnderutand my points. • Now that you know why I have published 
dragons, hop-efully no more slanders will arise. I think vthatr you 
a great master of D&D, and I hope to see more of your deviou:s_ideas 
in "The Dungeoneer." (The tomb of F 'CHELRAK is, fantastic!) P a x , ^  
mein Freund! I apologize if my remarks were too partial. ; v -

Lee: #l8 was good. The Chronicles of Dimwelt again I wiah well,
G r o l i ^ e n t h a n t o r i x ,  Platinum Iragon and friend of Law wishes you all 
the best of Fortune.

, - - , ■ R e s p e ctfully,

Jay "HOTHEAD" Saylor
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Page 2 clear

This issue is Number 19 (of Volume II) and 
is intended primarily for Alarums & Excur
sions 19 (February 8, 1977). Next issue: 
Star Wars and Strange Horizons for APA -v  
23 and LASFAPA 5.
H ELL, NO, 6YGAX!

It's just possible that E, Gary Gygax knows nothing of 
the article published in the last Dragon (as I write this) 
concerning female characters in D&D. If so, I apologize 
for taking his name in vain, and urge him to take greater 
care in monitoring what appears under an imprimatur so 
closely associated with him.

No apologies to the editor of that offending Dragon, 
Timothy J. Kask, or the author. The trio are being dealt 
with in effigy on the superb cover Sandy McIntosh drew 
for this issue. The characters are most of my current 
female characters. In order, from left, they are as follows:
• Lynli, Dwarf, fighter-thief, currently 3rd/4th, holding 
one of her magic swords; originally neutral converted by 
artifact to Lawful. (A ll these characters are still under the 
old, one-dimensional alignment/morality system.)
• Irulan Jessica, formerly a Neutral Bene Gesserit (i.e., 
anti-magic-cleric/courtesan) converted by artifact to Law 
and hence now Orange Catholic Cleric/Damsel, currently 
3rd/4th level. From a far future variant of Earth's timeline 
(give or take a spice dream), she knows such archaic 
terms as "male chauvinist pig."
• Cymra, druid, Breton, currently second-level. Neutral.
• Hippolyta Beta, Amazon fighter (18[83] strength!), beta 
(second) in line for Amazon Queen, Neutral, "Hippolyta, 
Minotaiir-Slayer" for her single-handed downing of the 
caricature-male beast with but bow and arrows. Currently 
fifth level, has +2 chainmail and three magic swords, two 
of which she got by deliberately taking alignment shock, 
then moving them into a conversion device. She is 
presently checking out the rest of the world (worlds) 
where being "manly" is not a sign of weakness, stupidity, 
or foppishness. Also has high Charisma and good 
wisdom, though low intelligence roll. (Presently, my 
favorite character, fast friend of Allysyn, and could not 
exist under Lakofka rules!)
• Allysyn, Wiccan (based on Harness Neutral Cleric), 
originally from twentieth-century Earth, third level as 
both Cleric and Magic-User. Wolfskin coat becomes part 
of her when she polymorphs, of course. Fairly hip, 
considers men outside Wicca to be hunks of meat, and 
usually catches passes made at her friend Hippolyta Beta 
(before the males get stomped). Fast friend of Hippolyta, 
rationalizes it (she's very Neutral) as needing a good, 
strong, loyal fighter. She's just acquired a brazier of fire 
elementals.

Frankly, I have no desire to have any of these ladies 
ruled out of order. All of them rolled Charisma, not 
Beauty, and all rolled full strength. I think there are a lot 
of other D&Ders out there who don't like people changing 
the rules in mid-stream on them either—and hardly as an 
improvement.

Basically, I have two complaints to Gygax, Kask and 
Len Lakofka. First, women were portrayed in illustrations 
right from Book I as character types. Obviously, it was 
going to be assumed they arose from the same die rolls 
and in the same categories as males. Nothing was ever 
said to the contrary. Like most players, I assume, I run a 
roughly equal number of characters of each gender (and I 
roll gender of "Monster" 50-50 "odd or even"). Thus, half
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of all my characters both in playing and in Dungeon are 
excluded from the "straight Gygax" universe? So be it.

Now, if some major improvement were behind this 
massive change in the rules, I could be accused of hide
bound conservatism. My second complaint is that not 
only are the changes no improvement, they cause an 
unnecessary constriction of possibilities and deliberately 
inject sexist assumptions where none were before—even 
though the game functioned well without the sexism, and 
even though others had already taken care of the inherent 
sexism of some classic fantasy for simulation purposes 
without making the whole game sexist.

What are the changes that Len Lakofka advocates in 
The Dragon, Vol. I, No. 3, October 1976, "Notes on 
Women & Magic"? First, "Beauty" is substituted for 
Charisma. Thus, in one stroke are female characters 
eliminated from "leadership." How, for example, could a 
paladin woman now come about? With "Beauty," women 
characters, including Thieves and Fighters get charm 
spells—but men do not have any in return.

As an aside. I'll note that the Damsel class I created 
had similar spells—Wiles— b̂ut they were an addition, an 
expansion of possibilities for those who wished to use 
excellent Charisma characters, not a constriction of 
original possibilities. And existing categories such as 
Thieves and Fighters were not affected.

Another question: why can Chaotic clerics use "Beau
ty," but not Lawful or Neutral clerics? Why does "Beauty" 
contribute to disorder, and even if it is entropic, why 
should Neutrals not "swing both ways"? And considering 
that Clerical miracles differ according to whether the 
Cleric is Good or Evil, and not Lawful or Chaotic since 
Gygax introduced his "four-way" system, why bring back 
a special difference for Clerics on Law/Chaos grounds?

There is no basis sin any fantasy series that anyone 
would be interested in simulating in the "Lakofka 
System." The Lakofka System violates the original rules 
and makes many, if not half, of existing characters 
incompatible with the new rules. The Lakofka System 
contains arbitrary elements, in no way consistent with the 
established Gygax alignment—or anything remotely near. 
The Lakofka System constricts possibilities in D&D, 
rather than expanding them. And finallly, the system is 
unnecessarily offensive to most players. Maybe we could 
introduce Iron Dream (by Norman Spinrad) rules, and 
restrict roles according to racial status?

There's no choice, really, at least for me. Since I would 
be restricted even if I accepted the new Lakofka Female 
Rules, I lose nothing by restricting myself from it. And 
thus I do. Consider this a warning: my worlds and 
characters are not compatible with Dungeons and 
Dragons as currently defined by Gary Gygax, Tim Kask, 
and Len Lakofka. "Beauty" Characters need not apply.

On to more positive matters.

LAW FUL DEMONS
As I started work on Wargrypt, my first dungeon using 

the new Orthogonal Alignment/Morality system (see A&E 
17, Clear Ether!), I immediately ran into a problem. How 
can Lawful/Evil Clerics and Mages Summon or Gate in 
Chaotic/Evil Demons? Obviously, they couldn't. Clearly 
Lawful Demons are needed. I have worked out a series of 
Types of Lawful Demons analogous to the types in 
Eldritch Wizardry. However, rather than run the data 
buried in the middle of this issue, I am turning them over 
to Sandy McIntosh for illustrations to go with them and 
will run "Lawful Demons" as a separate zine next issue, 
for "clipping and saving" (or "xeroxing and saving"). Stay 
tuned.



February 8,1977
ORTHOGONAL ALIGNMENT-MORAUTY (Update)

The system seems to have caught on in Southern 
California. Long Beach is going over, and several LASFS 
D&Ders have expressed interest in incorporating it in 
their "New Generation" Dungeons. Now, if I can just win 
over Lee ...

I am planning a Symposium (not quite as formal as it 
sounds) on "Law vs Chaos: From Greek Mythology to 
Michael Moorcock" which will be open to SFALB, 
Mythopeic fans. Fantasy fen, ATS, D&Ders, and any other 
fen in the area. It will be held last Saturday in February, 
so send me a self-addressed, stamped postcard or 
envelope and I'll notify you of the time and place.

TERRA SUPRA and WARGRYPT
Terra Supra will still be available for those running the 

old "linear alignment" system, and will eventually be 
used for an "Armageddon" scenario, with the Beast 
whose hit points are 666, Four Horsemen, and lost of 
high-level stuff.

Hopefull, by the time you read this, Wargrypt will be 
open for action. So far I have done overlands, so this is 
my first "Underground." But, as usual with me, it will 
have the touch of grandeur. For starters, there will be a 
War between Law/Evil and Chaos/Evil armies (with 
auxiliary clerics and mages), a section of Neutral/Amoral 
"She Who Must Be Obeyed" (Ayesha, cf. H. Rider 
Haggard) cultists (tropical Druids, sort of), and the other 
alignment/morality group selling arms or whatever to 
either side—or neither side. Demogorgon and Astaroth, 
Demon Prince of Chaos and Demon Princess of Law will 
be around (down deep in the bowels of this almost- 
extinct volcano), and watch out who you invoke!

I'll probably have a basic story-line written up for the 
issue after next but sections will be added and subtracted 
as the action proceeds.

Wargrypt is bullish on adventure—and bearish on 
mercy. A Civil War of Evil—A Clash of Alignments—a  
Struggle for Demonic Supremacy? All of the above!

EN GARDE AT THE RIPOSTE OFFICE 
Alarums & Excursions 16
Sean Cleary Interesting price list. Actually, prices should 
vary with supply and demand in each world. Steve 
McIntosh puts a very high price on swords in his iron- 
poor Lankhmar, which is as it should be.

Alarums & Excursions 17
Glenn F. Blacow Very interested in Priestess of Diana. I 
am working on a Cult of Ayesha: Jungle Druid, 
Neutral/Amoral, as a variation on "Neutral Cleric." 
Me Arioch is only one of the Lords of Chaos, of course. 1 
knew I had it wrong as soon as 1 started the next book in 
the series, but it was too late to correct. . .

Alarums & Excursions 18
Lee Gold I don't think I confuse Law with Bureaucracy. I 
exempted Natural Law from Law-as-alignment. I'm just 
saying Law is anti-entropic and has no moral content out 
o f context. Some Lawful actions are Good, some are Evil. 
H I would not say "Good-AleutraJ-Evil" but "Good-Amoral- 
Evil." You don't consider your eight-fold playable, and I 
tend to agree, but I think D&D players I know can just 
handle the two-dimensional system. Well, testing will 
tell. I hope you decide to run some characters in 
Wargrypt.
John Boardman Bye, John. Catch you in the next fannish 
wargame craze.

clear ether! 19 Page 3
Chris Pethis Thank you for your alignment system. I'll 
keep it in mind should my characters run into yours in a 
compatible dungeon. My Third Generation characters 
will refrain from entering your world; and I assume your 
characters will avoid Wargrypt for fear of insanity. OK? 
Robert Sacks Thanks for backing me up on Irish anarchy.
I  "Objectivist vampire" was an in-joke addressed to John 
Boardman. But I suppose a vampire (which is usually 
Lawful/Evil) could become Lawful/Good and adopt 
Objectivism as his religion—er, philosophy. He would 
then derive his ethics according to the nature o f vampire 
from a selfish viewpoint, rather than according to the 
nature o f man. Obviously, the ethics of an Objectivist 
vampire would differ from those of an Objectivist 
human . . .which was the basis of humour at Ayn Rand's 
expense in New York (at least) around 1970. (And I think 
everyone else is getting bored at this point.) H Your 
statement "On Alignment" completely ignores the ques
tion of why should Law be identified with Good? You 
know, I cannot think of a single case in fantasy or 
mythology which does so!
Nicholas Shapero Now you've done it! Harry Andruschak 
will never appear in A&E! Q*in joke*') H "Be I for Law or 
Chaos," Nick? Well, actually, I swing both ways.. .but 
always Good.
Kay Jones Your Melnibonean would be Chaotic/Amoral, 
and that's how I'd designate Ja'ala in Wargrypt. She 
would oscillate between Good and Evil according to her 
latest act—which is exactly the way you play her. She’s 
not a player character but a wandering monster? Well, 
why don't you roll up a Melnibonean for Wargrypt? Yes, 
there'll be Condensed Demon-Swords (like Stormbringer) 
for possible use.
Mark Swanson Tax collectors are Thieves (Evil); those 
who return tax money to the victims are Good and not 
thieves but Restitution Agents, "Anti-Thieves," Private 
Eyes, whatever. Robin Hood had other problems, like 
robbing from King John's Isolationist Statists to support 
Richard's Imperialist Statists. But we could discuss this 
better in Frefanzine, say? 1 Estimates I have heard was 
800 years of attempted conquest, followed by a mass 
implant of Protestant statists to Ireland so somebody 
would pay taxes and follow orders. I suggest this 
discussion also move to Frefanzine.
Hartley Patterson Thanks for the egoboo. H I'm afraid, 
at least at first. I'm going to be pretty obvious about the 
"House Rules" on alignment/morality in Wargrypt.
I  Swords could be any of the nine positions. | Hear, 
hear on Irish anarchy!
Neil Smith Forget it! No way you can directly put fallen 
angels in D&D— t̂hey're way off the end of the scale. (See 
my write-up on Eldila back in A&E 12, Clear Ether! 10, for 
an attempt to use Lewis' approximation to bring them 
even close.) Nevertheless, there's no reason we can't use 
some of the names you introduced for the Lawful Demon 
Princes (see my next CE! in A&E).
Sean Cleary I don't understand why you think Neutrals 
do not have a full range of moral possibilities. As I 
emphasized, in my system they have the biggest range of 
all. Dianists were Neutral/Amoral, I thought, but if you 
prefer to have them (or a sect of them) Neutral/Good, 
sure, they could be paladins. — That's a silly argument 
from what's in "most people's minds." Did the fact that 
most people once thought human sacrifice was all right 
make it so? H Two or three of the symbols were from 
material on which Illuminatus! was based, but as I said 
fairly clearly, my main influence was Michael Moorcock's 
Elric series. ,
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Bill Seligman OK, I'm game. How can one be not 
"Purposeful" but both "Good" and "Lawful?”
David Friedman Not another fan with that name!
H NeutraW Amoral I Please I
Peter Francis John Lesran Cerrato Fair enough, although 
the character can always throw Detect Evil (i.e.. Detect 
Morality) or Detect Alignment. I'm sure more ideas will 
be coming in as Wargrypt gets some action; stay tuned.
And don't forget to pub your data, too.
Charles McGrew You're right, it's not. This time, it's 
Moorcock I

Steve McIntosh Parenthetically, hi. Suppose for the sake 
of argument, you want to simulate a story, see how 
Character would interact with other types of Characters, 
deal with a certain plot-line, and so on? It all depends on 
whose gored ox is being simulated. H I am Fair Witness 
to Steve's OrcCon report—well, laissez faire witness, 
anyway.

February 8,1977
Ken Scher Right on! Spells should be divided up on 
entropic lines. Instead of stasis bolts, how about 
Magnetic Field? H I don't think Chaotic Spells would be 
more powerful; the Spell Strength should be determined 
by the caster's current standing with the Lords of Law or 
the Lords of Chaos. And he might be able to raise it by 
upping the ante; "Arioch, blood and souls if you aid me 
now!" I  Only major difference 1 have with your view is 
that I put most clerics on a Good/Evil line so they aren't 
concerned with entropy—that's why they're mostly Neu
tral. But even here, I could go along with entropy 
restrictions on Lawful and Chaotic clerics. Note that a 
Good party would want both Lawful and Chaotic mages 
along, though their spells may very well interfere. Or an 
all-Lawful party may have problems because the Good 
cleric can't Cure Wounds since his god is miffed with the 
Law/Evil cleric giving someone the "Finger" during battle. 
Oh, the possibilities! — Hey, why don't you classify all
the spells by entropy and pub them—I'll be glad to have 
someone else do it (all the work, that is).



EARTH'S END #2 by Jim Bolton, PO Box 2l55, Fullerton, CA 9265I4. 
All views are strictly those of this writer, and he ■-wlll̂  bo hold 
responslblo for all statemonts. . , -

Let mo start off by saying that 
wars a large turnout and it was 
until Sunday, ' ‘ ''
and give up

I enjoyed•myself at,OrcCon. Thoro 
run fairly well. I stayed there up 

then the body sald;it was tlmo to get ca little rost 
the'push for more troasuro. : , . -

' I watched Nicolai run StormGate and-,was a little sadden to; 
find that it was filled up, I thought the adventure that the - 
people were on vias. run quite well: and it also was very interesting 
which I :find lacking nowdays in a lot-pf dungeons. r" '-,--

Saturday evening I had arranged for what I thought would -beV- 
■n_intcrosting concept in adventuring,-but as it turned out.
did not come -off it

well as planned. The idea was for three
parties, one .neutral, niio chaotic and one lawful to leave from • 
iifferdnt^polnts in Earth's End, They would be on a search and 
destroy mission, I was^to have two more DMs, but they did not
show up, so^I tried running it myself. About forty people were
.there, and it was a little difficult. To make it rather short I 
would just like : to say that if anyone from A&E was thoro well -, 
please except my apology for the whole thing not coming off a sit 
was planned, I still think it is a good idea and if I can got
throe DMs who wll], help me and also showup, I would like to give
it another try at the upcoming con in Northridge. I just hope
that anyone;rthat 
bad

was tljore doesn't think that Earth's-End-'ia as
as that-^particular'adventure turned out .to be., a- ^

, r Back to OrcCon for just a moment. I roally-.folt that- the D&D 
group was a little slighted. There wore only .three rooms alloted 
:̂ qr fridny and two rooms for Saturday. Prom what I s-aw as I moved 
around they should have given up at least six booms for D&D. ' I. v 
myself had to move out of two different rooms that were not listed 
or wargames before I could got a-party on the., road-to d dungeonw 

1 do hope that next year (if there is one) they will bo a little 
more receptive to--the, needs of D&D.;-, ■ - ■ ■ ;

-„_At this time let mo-make a special apology to Steve McIntosh 
who- in last months A&E made a comment about the above mentionGd 
thrae party trip,, and also Steve look for a comment to you-later 
on ip this column.- . . , - -  ̂ '

The story that I promised about- the female cleric -named
^or awhile.- It seems the person 

joining the writing ranks of A&E and will 
himself, I hope he does because she has some 

-tales to -Doll. I have not soon a character so crazy in 
quite., .sometime.- . . ^

was .brought to my a'itontion that there was a major flaw in 
the magic system that I laid out in- the la.st issue, - It- soems that 
under ambush, conditions it could prove very costly for the peoplewho are on the immediate do: e n s i v G : . So I have- made .a slight- changein it. All magic-users may have one spell ready to throw at once. 
This, spell mus'G: be stated to the DM and it will be the only spell
loverof^the^^' beginning of melee .- Thereafte? the

dexterity come into, play to determine

oartv^^thnf n u w  prevents a total wipe out of n.
speUls S  t L i r o ™  ’ ” **’-°“* able to ceenter with ■
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I would like to take a alii little time to talk about rings. 
They are something that I „have had a little trouble with. In my 
world all rings are controlled' by the mind of the person that is 
wearing the ring. ^Each character may only wear two rings and 
these must be on different hands. They are also hot interchange
able between characters on any trip, I have seen to many people 
let their characters loan put a ring to another while on a trip.
1 do not think this is right and the Gods come down on someone, who 
trys it. Once a ring is put on the power of the ring is trans
ferred to the wearers brain. Thus a ring of invisibility would be 
put in motion by simply thinking of being invisible. A regen ring 
is. an automatic motion. Host rings fall into two classes: the ; 
ones with automatic operation and the ones with .thought operation. 
All rings in Earth's End arq. made of precious g,ems' and mounted in 
either silver or gold with bands made out of aluminum, magnesium, 
platinum, silver, gold or mclybdonimi. Some rings have special 
powers and all are aligned and have intelligence and egos which 
follow the same as swords. I usually here a few. screams about the 
alignment part but I feel that most items should have an. alignment, 
The people that make these rings or other magical items do not 
want them falling into the hands of .people from different 
ments,'^ and then being used against them. I would like 
some comments on this.

align- 
to hear

There are many interesting rings in EE, but I cannot describe 
them at the present time, because they have not, been found and as 
some pbople who d'o read A&E enter my world, well I, don't .want to,, ., 
give away any helpful hints. As they becpme known ...they will be; '' 
written in this ooliimn. The following were found in the Tpwers of 
Xo^lphl in the year 1011? ■ . , - , .

s of Life-----these 'rings protect the wearer from a.llr'llfe ...
level loss and that includes swords, monsters, etc. They 
originated from the eyes of the rare Borg Wraiths, (these 
will bo written up in a later issue) These wraiths-have a:' 
pair of golden eyes which glow,. If those eyes are taken out, 
just after death; no more then two turns may go by, they are 
red hot and do 5^8 damage when touched. They must have holy 
water that has been blessed poured over them. They are one 
inch -ln diameter and can be cut by ca . jeweler into quarter 
stones. There is a chance that he will shatter the stone
which will turn into powder of no use to anyone. If the cuts 
are successful they must be mounted in a silver, mounting on a 
silver band and only worn on the index finger of the loft 
hand. No other magical bands may be used and no special 
properties can be put into the ring or the band, otherwise fit 
will negate the protection from life drains. There are l6 <of 
them'in existence at this time and two of them have been ■ 
taken from a pair of fighters by on Ogre Magi. The estimated 
worth of these is 5 1* 7 million gold . , ,
I had never seen any of those and the odds against them even 

being found were high, but when you look at what had to be done to 
arrive at this stohe, well I thought the odds were very great.
The party that fought these creatures lost two of their party and 
the only thing they had was blessed holy water, which they poured 
over' the eyes cnce they, found them to be to hot to handle. SlghJ
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Cursed rings---------- the power ofthe-rlng prevents .anyone frpm
cutting off the hand or finger that it is ''on.-■ 'Once the""p'erson 
that is wearing-the ring is dead the ring-may then be removed.

Rogen rings---------- I have seen these played so many different
ways that I-, would be curious to hear from anyone-out there on just 
hbW; you play them in your, world. I feel that a regen ring will 
bring back damage that is inflicted to a character and that means 

a limb or eye etc., but I do not allow the ring to regenerate
■ ■ ■ ■ ■ ‘ " ring. Ithe 

the vital 
Therefore if 

bnot regen a

even _
s,py. an arm if that arm has been severed and contains 
do not -believe that the ring can'rogen the brain and 
organs without first having them there to work with, 
the brain is not-connected to the body the body will 
brain‘.r Likewise if a character is completdly blown into tiny 
piec.es it:.could'not regen itself back to a completely whole char- 
ac-tor no--.miatter how much time it took to do so. As I .said I. would 
like'; tq.-.hear comments on this subject. , '

To determine what alignment a ring is roll on the-following table; 
(there is a 2^ r .chance that a ring.'will be ;unaligned) ,

. ;s. 01-50 Ring is Lawful ' '
, T- 51~9® Ring is Neutral  ̂. ; ,. . ■
... ■' 01-00 Ring is Chaotic . ' •

Thore is a lof̂  chance that the ring will have an intelligence and 
an ego. These are determined by the following table: , ;

Die Roll , iiental Powe_r Comm. 'Ab'ility
I-9 ■ none  ̂ , . none
10 . . 1 Primary Power ’ Empathy
11. .. ... .. , 2-Primary Powers ̂ e : speech
12 . .. ,3 Prittiary Powers' Telepathy

Prom this point on roll just as you would for a sword and: just..,: 
use the primary power table and'ignore the languages spoken talile. 
Damage is takent-,just as with a sword when someone of the wrong 
ailrgnment pibkiS,-.qne upo '
Wayne Shaw-----enjoyed the trip into your world and will be looking

forward to many more enjoyable adventures.
Nicolai Shapero---Ti-sorry- I didnH'get to 

Con,, but maybe-I will get the chance 
enjoy watching you run the party and

try, out StormGate at Ore 
at DunDraCon. I did 
found it very interesting.

Steve McIntosh--- --I'm: sorry you didn't enjoy the search & destroy
■ trip, but I did the best. I could. I am glad .that you dli

mention that it wasn't ray fault. I really do appreciate that.

Coming Attractions-----a reaction table for mules, thop.experience
tahio used in EE,, the language spoken, in EE, pricing chart 
. that' could be used’•universally, a reaction chart, or shold I 
say morale chart and various other things that pertain to EE.

Now on to a few monsters';''^The first ;ia..-fche creation of Timothy C. 
MacLaren. These are’''reranants of a racbi,that came to his world 
and-most could not Sur-^ive ̂ The ones, that did mutated into their 
present form and have become bodyguards for several people in his ' 
world. They may be purchased for fifty million GP and a statement 
of such in this zinoo



'  ̂ EE— rpage i[. .. ■■
MORES---- Alignment: 'none . Move: I5

' Armor class: -9
.Hit Dice: i|.0

70 in Lair: none 
Treasure: -nona-

Description: the morf is 6' tall ,and is very slim and muscular. 
It has no sex and, wears no clothes. Its head is bald and it 
has no oars or mouth. There are large hairless-, ridges where 

’ eyebrows would normally bo. The complete body is red and 
whore it s', eyes should, be there are orange globes. The morf 

, is capable of either absorbing any spell tha't is throw at it 
or it may .just turn thd spell completely back 
ca.st the. spell. If it chooses to just absohb 
damage that the spell would normally cause is 

' . the morfs hit points. The morf is capable of 
a total of 500' hit points. At that, time it 
disintergrate and causea 500 D8 explosion.

a t whome ve r 
the spell^ the 
just added to 
absorbing up to 

will completely 
He is also cap

able, of going ethereal at will. He may use weapons if you 
give him one and' teach him how to use it ..:- He f ights as "a monk 
and gets 10 swings per melee an.d does k-ko points damage per 
swing. The morf is controlled by a key word which he is told 
at the time of purchase-. Once the word is spoken then ho 
will do whatever he is told to do by the person who commands 
him. Don't know why I refer to morf as him so just make the 
change to it. . . • , , ■ .-.  ̂  ̂ .'

BULL OP INDE-

De s<?rlption;

-Alignment: N 
Armor class: -I4. 
Hit Dice: G 
Attacks: 2 with 

clawed

Move: 8 
% in Lair:

■Treasure: E -
either its movable horns or its 
front feet. Horns do 2-16 and

.claws.do 1 -8  points damage.

this is a, very bull-like creature with; bright yellow 
hadr which grows in contrary ways and movable horns 
that give an added bonus of plus ii to hit. The 
is so tough.phat anyone fighting with-narmal or 
to plus 2 weapons only give half damage to it. 
magical rosistence is If these are caught
will always kill themselves at the first -chance.
They are not found in- the underground unless they 
were, taken.there for breeding purposes. This does 
not normally happen, because if they were charmed 
and led underground once the charm-is lifted the ' 
scent of anyono_that. has been in the area will'cause 
them to kill each other. Allow b chanCe-Tof this 
not happening, '

hide
Uf3̂
Its
they

A little word'on last nionths monsters. Seems'like the cynopards 
were not -given an armor'class, so please add i|. for. armor class. 
Fqr the Hull of Inde the number appearing is 1 -8.

• . • ' ' I, '

I .tried taping the stencils this time arcun.d, so .- if't,hey ape not • 
to well ;done. please accept m y ' apollgys, and I gues.s Jj,will let r, 
Lep-type -them out for'mb’ from now^'on. .Well that is ’ about it for 
thlsytime, and let me tha'nlc' those of you who have taken time to 
roia-d.>an‘d comment on this column. ‘ , ;



MANY WORLDS - PART T WO 
by Margaret Gemignani

Jack Harness: Good cover

Nicolai:! I'm running a contest for the best idea on how to make a 
dungeon UPiivabIe. Your rifleS are good but why not go all the way? 
Do it in style; use Chocipers'.o submachine guns. Scarface get an other 
death demon. Three party members and eight kobolds and DM using one 
round with this handy Chopper. He also has water wings for its 
waterproof jacket. .

Look, Nicolai: I don't iwant to make ethnic jokes about you but
what's so gross about tho Holy Halberd? It only works.against demons 
and undead. It turns undead and forces demons to return captured "
souls. The demon 
treasure be taken.

11's use Iweapon 
it so you Can't use 
can use it.
What's gross about that?

Aren’t you the.fellow

can't be permanently hurt nor kil 
It can't take any Iife since it 

ess in a regular fight. It takes 
anything eIse when you use it.

ed, nor can his 
is a b I essed 
two hands to use 
ON I y a I ow I evd'̂ l

It's a test of nerve between the low level and the demoh

sa.i d , "take down 
want to into StormGate; you'll need it." a few 
ations of monsters is bsed on the consensus of.

whoI a 
i
A&E

I the gross magic you 
sues ago? My evalu-

TWH,a n d!other
D&D magazines 
geons w i thout

on what most 
k i nd,S; of CO 

and white if

DMs 
ors, 
you

would a I I OW i n, the 1 r dun- 
You could get'a few peo- 

brought along your trusty

as well as 
turning a I 

pie to turn blue and red 
rifle to their dungeons.

We don't make effective dungeons always with technical weapons.
I can't afford to make my characters sympathetic and load them down 
with gross devices; they'd be. non-transferabIe and not very brainy 
when I did play them. If I took a rifle into a dungeon, I'd be 
depending on the- rifle, and the monster would have no respect for me 
for I would have shown no respect for him,

I agree, with you that a turkey is a turkey but the Holy Halberd 
would do a turkey no good. A turkey wouldn't have the guts to face 
a demon with it and not get fresh,

Nicolai, I don't want to insult you. I just want you .to, stop 
telling me I'm crazy when I tell you what you aaid. I can p rove you 
have cal led me a; turkey, incompetent, and, now you accuse me of cheat
ing. I don't cheat. I respect the rules of the dungeon when I play 
in it. It is mot Stomm Gate that is a ki l ler,; it's your comments.
Why don't we .both try tp get along better and not make comments a bout 
things we know nothing about. You have never met me nor I you. I
work every day on improving my D&D ability, an> 
So let's stop the insults and be friends.

m sure you do too.

Lee: your work on the Harper is similar to the work on Singers
Singers are much more pwerful in spelIs but have AC9. Healers also 
use no armor,but haveupowerfuI weapons. The harper has bard-like 
magic and has good language use and can raise morale--or are you 
leaving this to Bards. I would make Singers and Healers always 
Nymths, Bards elf and Human, Harpers human. That 
the categories over Iapping and all meaning almost 
See you at Boskone.

way you won't get 
the same thing.



Hilda: You stiuck it rich. I have a large collection of Dark
Shadow material, and I'll write you.//How :nahy people did you get back 
or raie out of that expedition?//! think we should start polling the 
strange dungeons to see how the ki I I ratio runs. Tihat one mage 
really made plenty of mistakes. ; r,

John Boardman: tell your friend in Indian services to write to
the zines listed in the front of A&E for play by mail. He might 
like it. We will miss you. Maybe /ou should cons i der submi,tti ng i 
to Wild Huntinsteadofstopping.

Bill Paley: Why no resurrection spells? It was a good story.
You should play your characters aS intelligently as you can. If they 
are more intelligence than you, do the best you can. If they are 
stupid, you have to act stupid for the game.

you know hit dice in 
of them set up mini-

Mark Leymaster: Those charts really help
the kits i ike Judges Guild and DM's Kit, Some 
dungeons and cities ̂ ood for playing. .Ask Jeff Key about it; he's 
pIayed several. ■ - i .

recommendations and honest wri te-ups,,;
to Boskoneandaljowus 

others have their
Don: we need more good

like yours. I hope Dick and Shrna will come 
to play with them. A caller system where

there's fighting or treasure to
say is

f i ar-mi nded 
See

good. The non-callers talk when _ _
divide, not when they're walking down borridors or horsing about.

Chris: You are reasonable. You leftthe cleric t| piate and
Staff of Heaiing instead of dropping him.several levels.//Why not 
hae your witness sign a paper to prevent Eldecar from getfing dropped 
levels if youwant to play him elsewhere- If you rolled the dice 
honestly, you shouldn't be penalized for that.//Mystics werf meant 
as fighters who use psi but they come off as monks with psi powers, 
//Why do you think: NeutraIs are wishy washy? I suppose 
equals bndecided.//E. Gary has The: V i I I iage Idiot already.
Dragon #3. t

Bill Tay lor:' So R i ght. .Think or Die. , ..

Wes: please don't mention the name Al Mundy. It doesn't belong 
only to alexander Munday but to a twit named A I :Mundy.//An Eif Thief . 
always could be Lav'ful or Neutral, Nobody questioned that. It was . 
the human they quest i oned .//Who ever sa i d - an MU could s.leep52 ores 
in one throw?  ̂ ' r

The way I heard it Theseus didn't get an effective rest, so when 
he saw the Blue Dragon peek in and s^y ^What's going on in there, 
he hit him on the nose and the dragon got sore. That's a far cry from 
the hostile, murderous blue dragon who was going to attack, so 
Theseus hit him with !i i s sword and didn't kill him so the dragon 
struck' and panicked everyone. Note that the group nearly ran over 
Aerie I who was getting out of the way after Theseus punched the dragon 
on the' nose .

Jade.
Dick Eney: I hef?e a buyer for: thr Goqd Vibes Spell of Brilliant



Good to see you, Howard Mahler, Tell us about Torcon when you 
were DM for Don Wildemah and two fighters decided to get the magic 
users vyho wre running the whole game, and you let the magic users : 
get off the first strike and get the fighters offed. I bet it wasn’t 
exactly like that at a I I . ;

Vancian Magic is limited. The MU should keep the sword when he 
runs out of spells. He runs out of soells until he rons to his books 
again, and he can't carry those books with him.

Kirei's Mirror: f really want to meet Ja’ala. She is by far
one of the most interesting characters I have ever heard ot. My I aw
ful s and neutrals are hot bigots and they understand to say thanks.
The little magic user has all the brains in the party. Excellent 
story.

Puppeteers: remember only insane Puppetteers ever come out and
do anything. AI I sane members stay hdme'.̂  Most non-human races regard 
those who adventure as insane. Steve Marsh is a missionary who did; 
a lot of D&p work but he is a compulsory letter writer who has to 
avqid too mdny 'Ietters. See Eldritch W izdrd, frdnt page for Steve 
Marsh. . ' "  ̂ -i. ■

Billy BaIrog: Bood material on Tenticloids. I will color my
self gone if you bring any to Boskone. it's just- I Ike diving into
a wet sponge. But it is a good monster.

Pork Pie: Da Iiks need a Holy Halberd, or nobody will bring
their characters near your'blace. ’

Lucky nobody had Detect Evi 
name.)

Good for Eskino Nell. (Love that

Sean: Why don't you keep youh bad levels for special turkeys?
If they don't stop bugging you, you can read the rules and drop them 
twenty levels. Also you can open the deep levels to Perrin & Co.

give you a few points on how to make your name aSteve Henderson can
household word, guaranteed to frighten turkeys into instant obedience

Anyone who used color after fire is foolish. It' 
treasure and eventually themselves too. Things crack 
time for heat and color, to wear off.

I I destroy 
after. It

the
takes

ERic Baihes: whatever, turkey paid for the world was cheated

, Stu^ Levi n : 1 I i ke
Varb .Jras' a limited wish 
moon of D'emoniand.

^our story, 
foT hIm. He Glad Korvack is gone for a bit 

wishes for him to visit the

^^Reincarnation is usually found In Hindu and Buddhist Mythos 
Magic Jar would be medieval or Arabian. -

Bill Seligman: good satire.

Steve Perrin: no offense,
worked out too, and Mythic rules. . 
Intelligence to be a warlock?

: tcve Marsh 'has special singers 
Do you a I Iow a Dwarf with 15



David FrJ/edman: would you permit a MU who must meditate 12
turns in dangerous situations to use Shield to give him some chance? 
That is a long time to meditate. He has a good chance of being 
asakened rudely. You'd have to hit hard to drive the bones of the 
nose into the brain or break the soine, even with a mail-ilad fist. 
You'd likely create ,a need for cosmetic surgery. : : ^

Unibank is a good idea, but you havetp standardize things. Some 
charge more for one spelI than others. The additional chargers would 
have to show cause why their merchandise was superior.//Rosey isn't 
very intelligent, but she sure is funny. Hungry but funny.//CouId a 
shield collecting monster like Adanna be. detoured by having a shield , 
thrown at them to fight over? ■

Cary Martin: Pernese dragons who iat firestone have impotency
problems. They are highly intelligence and have good mates re I at ion- 
ship. How would they tee I about being .impottnt? This usually . 
affected the female d.'ragons;. . , : .

Peter Frances and John Cervata: how, (Mbu 1 d a human 
orcess would look like? In most highly predatory races 
the female generally looks like the male except to

know what an 
of this kind 

their own males.

Charles Draw:, isn't Vampirella an example of neutral vampires?

Sp i nwa rd Ho love that banner.

Ken Pick: I hope Nixie did
Mission. You really couldn't do

better than that Search and Destroy 
worse than it. I still can't believe

the tb 
is all 

I
evil

i ng

ngs Zed (Male Chauvinist Pig) does. I'm afraid the other game 
too true.

I liked the New Gods too. That's where you got the name of the 
city. Look at National Comics for that.
I think Expose SEIf is an unfortunate name for the cleric turn- 

the undead. I think it should be Show Sanity. ,,

Paul Jaquays: 
T o m b s .

Welcome. You're the gag who put the tones in

Barry & Stu: Good BaIrog tale. Short and sweet.

THE ECOLOGY BOX: Peregrin Hawkwood (Edward Mills) of Draconia (Baton
Rouge) writes for those who like miniatures. Try the Ecol.pgy Box.
The Bo’x consists of a construction bui It i na topless box of cardboard 
balsa, or some similar matierla. The sides of the box are then 
divided into rooms, halie, etc. in accordance with your dungeon floor 
plan. Railroad or similar hobby shops have material for the decora
tion of these rooms, if you don't want to construct them from scratch 
You can get paper colored like brick, stone walls, etc. to line the 
floor and sides. Also available are paper or plastic doors;, fire
places, etc. Within the rooms are placed whatever you ddsire 
furniture, etc. Also you may construct gardens from modeling grass
trees, etc

T ravelers

chests
from

which makes a nice change of pace from the eternal gloom, 
entering an underground paradise inhabited by unicorns

will i ng^ma i dens , etc. tend 
self-disciplined ihdividua

to 'orget their mission 
will w i I I i ng I y ‘I eave .

.Only a very
e r



The top of the bos is covered with heavy paper. As travelers 
enter a new area, the top cover of that particular room is removed, 
exposing what is underneath. By making several boxes in a geomorphic 
configuration, an unlimited dungeon of several levels can be made.

You can purchaee material for this,^through dungeon decor kits 
designed for that purpose, miniature stores and doll houses. Be the 
first' iiffi ypur ,neighborhood to have Amy Carter Dungeon Decor featuring 
m i n i atun|i).̂ |it i on . The box ' i s a good idea even if you only use it to 
examine how a room would w o r k T h a t ;  way if you don't like it, you 
can take it apart and beat the players at doing this for you.

The Ecology Box was designed by Edward Mills, 1554 Dabney Dr., 
Denham' Spr i ngs , LA 70 726.

Nex't, an 
ups and downs

exclusive interview with Ken (Meatman)' Jones and the 
of the dungeon world in the south. I've also talked 

with Harold Sherman, 252 Beech Rd., Newbury Park, CA 91320. He has 
recently arrived from the South and is anxious to meet dungeon 
masters and players. He can tell you about Ed Storm' and the one and 
only official Stormbringer. (no, you donit usually need permission
to use sorhething or somebody from an author’s book.for your dungeon 
(you are not making money on them) but Ed did get permission from 
Michael Moorcock. Maybe it has something to do with his name: 
WIDOWMAKER.) ' ■ -

Slaying in the Rain (to the' tune of Sjnging in the Rain)

w'm n the rain, 
the rain 
feel i ng,

I n

s l ay ing '
J ust s iay i ng 
-What a gloriodd'
I'm happy again.
I'm laughing'ht blood 
So dark on the field. 
My sword's in' my hand 
I never will yield.'
Let the Blood Dukes chase
Every foe from the place. ,
Just hand me my mace; : /
There's a smile on my face. ,
From angels to An Tir,''c:
Strike terror, far and near.
I'm sia,ying, just slaying in the Rain

A • --Sir Andrew of Riga and Lord Robert of Westmarch

MY FAVORITE THINGS

Ghoulies and ghosttes and bright purple demons 
Two-headed monsters and middle-aged lemans. 
Hungry grave-robbers and vampires with wings. 
These are a few of myf^'favorite things.

When.jthe sun ki I is what the moon brings 
Things you cannot tel I, ;
I simply remember my favorite things 
And then I can run like hell.

. --Paul Dietz

selections from the HOSFA HYMNAL
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A bit of ego-boo by;
Ken Pick175 N. Poinsettia Ave.

Monrovia, CA 91016
Well, it's stencil-cutting time again, this time on an IBM 

instead of an Underwood? and touch-typed instead of one-fingered. 
This month I planned to adapt guns to D&D for all you techno-fans, 
but I was pre-empted by OrcCon. Also, Inbw have a job which cuts 
into my D&D time (Gregg & Nicolai —  this happened the day after 
I mailed those letters to you.). Plus, as I type this, two midterms 
and a term paper are staring me in the face. So, this 'zine is 
going to have, to be short.
NEWS FROM T-TOWN AS FILTERED THROUGH THE OLD PHOENIX

At the Cloister, Hondo & Caselle have a son, Simon (14-12-11
10-10-17). At this writing, Simon is sevetf game months old (born 
around OrcCon - KP).North of the town proper, a group of adventurers led by a 
mage named Quizzic the Curious has taken up residence. Quizzic's 
entourage includes ,two Pernese Dragons. He is currently planning an intrigue against "The institute", a technological fortress to 
the northeast.Olympus Castle, two days' march to the southwest, is under 
siege. The beseigers are reported to be led by a Nazgul upon a 
tremendous violet dragon. Since the Lady of OLympus is a vassal 
of the demigods that bounced Apokolips, a battle seems imminent.
The demigods are rumored to be leading their army to the scenesMistalla, City of Demons, three days' travel northeast, is rumored to be mobilizing. It is not known whether this is linked 
to the Olympus seige. Mistalla's Lich-queen is said to be a vassal 
of Orcus, These two last items are the reasons for the sudden
apprehension in the Cloister.**********

At the Cloister, besides Simon's birth, several things have happened. Caselle has ordered that Iron Golem from a visiting 
Deryni Wizard named Branndyn, and expects delivery soon. The 
existing one-story wooden buildings are being replaced by two- 
story stone ones to Fireball-proof the place. 'Alexandra II (see last ish) lost her Lightning Wand to a trap 
in a Cal Poly Dungeon named Bob's Big Boy. ( I forgot to mentcfaon 
Cal POly now has both a closed and an open-universe campaign going.?) 
Plus, three more characters were raised to 5th-level; ■

m R L  OF SHAYAN 14-15-5-15-7-10, Neutral Human Fighter. +2 with 
sword, -2 vs. man-types. Marl is Lawful-leaning due to his long
time (since Ist-level?) being controlled by "Belzoohd", a Lawful 
Flaming Sword. Belzoond was melted down in Big "Tee, when Nicolai 
Shapiro's weretigress found out the hard way that an antimatter 
pistol is not a close-in weapon (at OrcCon). Marl wears head-to- 
toe chainmail, a barbute-type helmet with aventail, and a blue 
surcoat embroidered with two interwoven.starbursts. He packs a large oblong shield, composite bow, longsword,.and shortsword.Since the demise of Belzoond, he has no magical items.

RABBI CHAIM ROSENBERG 9-8-15-11-13-10, Kosher-Lav;ful Cleric, 
Human. Narrator of "The Enchanted Towers Mess" in A&E 10. Controls



Monster, -2iwith mace. Chaim is short aad thin, based on a former 
D&Der named Steve Rose, b. friend of both myself & Wayne Shaw.
Chaim V7ears greaves, knee-length chainmail, and a salade helmet.
He packs a morningstar, war hammer,and a light stonebow. His only 
magical item (won on the same expedition as the AM pdistol incident}) 
is the Staff of/Earth; Usable by MU or Clericj 197 chargesCasts at user's will.Earthquake,
. : Move Earth, Summon Earth

‘ Elemental, Wall of Stone.
, 'Final-strikes as giant Earthquake.

And finally;. LEROY OF LA MADERA ll-12-10-16-=^i0-17, Lav/ful Chicano Mage,
one of the original three Cloistermen.' Immune to poison (i.e., 
always saveŝ ) through Crimson Budwiestar. ' Originally Neutral, but 
ree<3 ai Libram of Silver Magic, changing his Dungeoning style from 
"jŷ cimum; pelf at mijaimum risk" to "Eav̂ ful deeds at minimum risk." 
Tq back up this philosophy, Leroy has a largely defensive/spell 
mix. Leroy is swarthy., with long frizzy hair, a small mustache, 
and a big grin. He wears the usual mage's leather armor, dagger, 
and light Hisnmagic is; ' , ,

Elven Boots c -M : Temporalana ‘ i
, Cloak of Mesmerism, 27 charges 1 ' ' ' '(Paralyzes 2-16 enemies for three full turnb;

24' range) Crimson ' ,
+3 Qaarterstaff (adds,i2 to Armor Class; when thrown, adds 4 

: to Armor class pluscounterattacks any assailants)Ring of Magic Missile Storing 'Both Temporalana Wilderness 
Mirror of Mental Prowess Temporalana

***** COJyiMENTS *****
BILL PALEY; So, we finally met. it appears Our styles o|,4; / 

play are very much different. I'm so used to the GREYHAWK weapon 
hit mods & damage that /Ltm uncomfortable without them. No offense. ‘ 
to you. Maybe you'11 get a taste of our diingeons someday.

~ NICOLAI DONALDOVIGH SHAPERO; You may be pleased to know that 
Clive, the quintuple-threat Elven pomp, has been dealt with. He 
is .now an ordinary Human Eighter; ^, MARK SWANSON: I ram using; the wetter Californaa idea for .a 1' " , 
sWry./The Nexus Wilderness has similar climate tb today’s CA'. '
, R. STEVEN BROWN; Liked your description of goings-on in 
Belad. With ;time, I hope Nexus City to evolve' into something similar.

STEVE MC INTOSH; You v;ere at OrcCon? Sorry'1 missed yoy!
CHARLIE LUCE; Glad, we met at the con. That room party v/as 

something., Like your alignment system. I hope I'll run into you 
again sometime. PS;;Publish that song, will you?

Now for my main subject. . .
***** * * * * * ORCCON REPORT ***** *****

I arrived Friday afternoon, after my last Cal Poly class, 
with a sleeping bag in the trunk of my Mustang and VJayne's apart- , 
ment reserved as a caash pad* LUckily the con was held in the "
same building as the regular D&D club meetings. Anyway, I went 
through the usual registration, checked out the miniatures on 
sale, and started lugging ..ay two briefcases through the third 
floor looking for familiar.faces and action. '

Wayne was easy to find —  he had a “Charlie LUce please contact 
me in Rm. XXK" announcement on every blackboard. From Wayne (who



was juggling briefcase, rulebooks, and Dr. Pepper dovm the hall at 
the time) I found that Charlie would be up with LSricolai. .

Over the next few hours, while Wayne gamed in parts unknow?V|v:::
I sat in on a Wilderness with a few Cal Poly D&Ders. As I understand 
it, the expedition was frigging in the brush with some of the local 
tavern wenches when they were Surprised by a LOLITS. "Radar" Ed, 
one of the main POly men there, promised he would v/rite it up for 
this 'zine. He had complete enough notes to do it.

Wayne so6n rejoined me in a back corner of that room and we 
started the usual nattering & grommishing, including rumors on just 
who was coming. In the midst of this, a certain berserker-like 
figure dropped i n —  Nicolai, fiendish as ever, with an accompanying 
Kay Jones. There followed a four-way conversation, including the 
showing of miniatures, invitations to Stormgate, and some aliensrr- 
Nicolai's paravulpine Altanis. "

. ; While waiting for the food run, we set up for Stormgate.
Just as we were ready and the ‘burgers had come, we found the room 
had been reserved. While being run out, I bumped into^this tall n 
guy. "Hi. I'm Charlie Luce." I shoved a case into his hand and 
we all split for a new room. There Charlie & I compared the usual 
notes while Zed went into Stormgate. ; '

The main action in Stofmgate was a blend of two bombs, one 
Qem of life-trapping, an Antipaladin, two Altanis, five ox six Balrogs, and one CoDominrum Marine. All in the same melee. Finally 
we got out and, at about three in the morning, parted to our res
pective' cr^sh pads.About: rll the next morning, I*m awakened - by a - noise on the 
corridor —  Nicolai & Kay. I let them in and""showed them to the 
back room where Wayne was crashed, where they promptly got him up 
with a stirring rendition of an original song by Nicolai about 
Neutral Mercenary Thieves. That afternoon, after the arrival of 
Charlie Luce and a flyby by the Expeditions, Ltd. brass, Charlie, 
Nicolai, Kay, and I went into Temporalana. Nicolai learned two 
things; one should not firp an antimatter pistol at close range 
indoors, and to be careful with Big Tee's exterior doors. After 
many interruptions by Nicolai's belly laughs and cries of "Kinky 1" 
we tapped out. I^d hoped to run Nexus that night, but since it was 
late and I had an invitation into Spire Vigilant the next day, we 
had a room party instead. .• .

,i remember Tom Lehrer songs and parodies of same by everyone, 
a couple originals and Nixon impressions by Charlie, raminiscenses 
of Berserkely, and one serenade of me by everybody with the Meow 
Mix theme. This last I cut short bŷ  swingihg a chair at everybody. Finally we broke up the party and scattered th our respective laird. 
We almost:had to carry Nicolai out.

Sunday morning was Spire Vigilant, DM'ed by Bill Paley, with 
Wayne, Nicolai, and a few others. We found Z-37's donkey altar,; 
then mostly teleported around the place, fighting amongst ourselves 
as much as with the pygmies and other things Bill threw at us.
Sadly, I was too overcome by thecultural shock between the Spire 
and what I was used to to enjoy it inuch. And we never did have 
time to get Bill into Big Tee or Nexus.

. After that, it was the usual con windup —  people just drift- 
ing:away, the hucksters packing up, and the cars in the lot pulling 
out one by one. Old comrades, new acquaintances, all fading away 
until OrcCon II brings them to Fullerton once more. .*

***** *****

Out of stencil. Next iSh, the SAMURAJ. P



SEARCHLIGHT
another boring historical account of the World of the Seven Moons 
by Bill Paley, 5301 Amestoy A v e ., Encino, CA 91316 (213) 789-O878

In the first lawful penetration of the Mountain of the Moon, four 
different groups or seperate’ missions met at the entrance and went down 
together. The first group, led by Cassandra, was going in queating for 
the anser to the riddle of vho her god is/was. The second group, led
by Ganet Ogresbane, was searching for a ball of the clay of Prometheus, 
with which they would save the life of John the Stag, a powerful mage 
of the city of Abdullliander.  ̂The third group, led by Tenuki , a samu
rai (who has arrived at i+th level for the 3rd time), was taking "an old 
man into the dungeon, ostensibly to commit suicide. Lastly, Iniari, a 
wandering cleric of the highest reputation, felt a holy compulsion to 
join with these diverse groups.

' After successfully countering a trap detected on their entry, they 
came upon a. large group of fighters, who made no hostile moves. After 
a short conversation with their leader, they stepped into a mil|:y- 
white section of the floor and began to sink slowly into it.

After dropping several levels, Cassandra and the old man stepped 
off and walked toward a door, with the rest of the group following.
The old man and Tenuka (with some of his followers) unhesitahingly 
passed through the door, while Ganef and Cassandra argued about pr i 
orities. The small group, now led by the old man, scared off and killed 
some harpies, passed through magically silent hallways, and walked past 
a group of bowing m i n o t a u r s . ‘

Then the old man (to the terror of the group) grew into a tall 
golden human of extreme beauty and froced his way into the next rdom. 
This was the last of the Cretan gods. In the next room he came to 
grips with Poseidon. When the sea god recognized him, they began bat
tle. The first bolts of energy stunned the group, and Tenuki, who was 
charging into battle, was flung in a heap into the corner.

While Poseidon changed shape into a huge bear, the Cretan god 
leaped to grapple with him. the grunts and cries of the battling gods 
froze the 3mall party in its tracks. Suddenly, a commanding female 
voice broke into their consciousness with a Suggestiori "Come with me." 
They followed a woman in leather with a bow into a magically darkened 
corner and watched while the last of the gods of Minos died.

Meanwhile, the rest of the adventurers had followed the trail of 
their companions. They were misled by the position of harpy corpses 
in the first room entered, so they rari into two separate groups of 
satyrs. The first were friendly and so polite that one party member 
fell in love. She had such a strong personality, though, that she 
vowed only to return and visit. The second group of satyrs attacked 
the party's neutral troll, bodyguard to one of the mages, because they 
feared his attack. A battle was averted by Cassandra's quick r e actions.

Following a running Chaotic Cleric, the party caae upon the bowing 
minotaurs. They managed to finish the creatures off easily and so 
entered the Room of the Gods. They saw there the tired, fading form 
of Poseidon and the rent, fading form of a beautiful, golden god.
They also saw a dead cleric, fallen over one of Tenuki's swords.

Suddenly, Cassandrq. knelt to the sound of "Attend me!" Diana, 
goddess of the hunt, followed by Tenuki and his group, stepped from ' 
the darkness. Cassandra received the orders to continue her battle 
with Chaos, especially those whose vrorship of Diana tended to be of a 
Chaotic nature. She was also.told to aid Iman on his holy mission. 
Cassandra, matriarch of Turnholm Abbey, abased herself and swore to 
oLey., ; . ■ '



Diana, too, faded away, and the party returned to the roiom of the 
milky elevator ("the marshmellow"). From there Ganef began his search. 
He had rec-eived directions for. his quest from the guards, hut didn't 
know that the way was blocked by the monstrous Cerberus. In two bites 
he destroyed the trusty troll. Bill, and the party swiftly bahked out 
of the room. While they deliberated on what to do, they were overrun 
by a large group of Chaotic clerics. Their magic was powerful but at 
the end of the ensuing melee, most of the party was incapacitated or 
dead. I m a n , who had been a werewolf, had been struck by a rod of can
celation and lost his were powers.. Three men had been hit by cause 
disease, and S e r e t h , an eight-year-old, powerful mage was Held and 
ordered to kill La w f u l s . He let"off a ground zero fireball which 
finished off the enemy and half his party.

The party found that there was a Staff of Striking in the equip
ment garnered from the enemy; the samurai offered to break it in the 
room of Cerberus. He had two rings permanently placed on his fingers 
(Protection +3 and Regeneration) and so there was a'-slim chance; of his 
survival. The party (and bodies) retreated. Tenuki entered the room 
and, as the monster's Jaws were about to snap him up, he cracked.the • 
s t a f f ....BOOM! UOO hit points! (Saving throws for the Rings ...." n o , 
the Ring of Protection is gone. Now what ab o u t ...ohmigod! I don't , 
believe this.! Tenuki is regenerating,") (Aside: He keeps looking for
a way to get himself killed, but he keeps coming back. Oh well, back 
to the drawing board.) _

The party quickly raced through the room, ■; Ganef found in the 
next room, the pitiable Titan, Prometheus and was given permission to 
borrow a small amount of clay. He managed to talk his way out of an 
insult he gave to Atlas at the same time. .

On the way out, several portions of Cerberus' body had already 
regenerated They raced to the "elevator" and went up a few floors 
until Iman stated they had arrived at the floor he was called to.
They ran into only a few chaotic clerics whom they quickly eliminated. 
Soon they found themselves in the presence of He Who Was Born In, 
Na z a r e t h .

He asked questions and healed those who required i t , though He . 
shook His head over the attitude and vocation of the. assassin in Gan- 
ef's party. He ordered Iman, "Take this Holy Halberd, and give it to 
a charismatic inexperienced female fighter. She must be inexperienced 
to use this. The weapon will protect the; good woman from the magics 
of demons and;it will dissolve the horror with a mere touch. It will 
work but thrice, and once the woman has left the dungeon, she too .must 
find an inexperienced woman of the same description to carry on the 
power.: When drained it will disappear. If necessary, more will await
the intrepid here, though b u t .one at a time and with varying limita
tions." He then handed Iman the Holy Halberd and sent the party on 
their way. They were able-to escape the Mountain with no further 
Incident. (Thanks for the idea. Mar garet ; Gemi gnani., ) AND NOW FOR 
SOMETHING COMPLETELY' DIFFEiRENT. . •

Morning. Ganef Ogresbane , second to the Thieves' Guildmaster 
Timothy Luck I and thus second most powerful man in U m a r t e n i  , woke 
apprehensive'. Today was the day of the revolt. Ganef, ordered by Bes , 
God of Luck, his adopted Lord to obey the cleric of Bes, had received 
what to him seemed like ludicrous plans for the day's actions.

Ganef, a popular, yes, even legendary dwarf, was l.oved by both
Timothy on the other hand was,,hated by 

for murdering the leading members of each, 
the support of the Assassins' Guild whose

the populace and:the:Guild, 
the army and merchant class 
Timothy could count on only
master was his bodyguard and on his mercenary troop of palace guards.



The plan called for Ganef to rile 'the peasants -into attacking a 
patrol of army troops and then leading then to assault the walls of the 
palace compound with ladders already prepared. At the same time the 
army was to attack the assassins' guildhall to keep them from inter
fering. The Thieves' Guild was to send missile troops to pick the: 
guards off the walls of the palace.

■At the beginning, all went according to plan.; The peasants, . 
following Ganef, overran an army patrol (the members of which were 
benignly carried_to safety in the Thieves Guildhall.) Unfortunately 
the peasants in front marched towards Palace Road instead of through .. 
the Near Quarter of the slums and so passed-the old Marine Barracks 
where the Assassins Guild had made their hall. The Assassins, recog
nizing the need to halt the crowd immediately, clambered up to the  ̂
roof of the barracks and opened crowwbow fire: on the massed p e a s a n t s . 
Slingballs struck from thie flj^ throws , and a wgll placed fireball 
set the roof ablaze. .

At this t i m e : :
1) In a warehouse next to the Marine Barracks, assassins were burn

ing stockpiles of weapons
2) Assassins were dying on the roof of the barrackw but slaughtering

p e a s a n t s . j
3) Timothy was marching downhill with his; guards and the royal ge;ms-.
U) The port control tower was demanding identification from what

appeared to be nine warships and six merchants of-Telodonian 
registry, but was actually a pirate;; r a i d , preparing a catapult 
bombardment of the city and palace.; i.' : .

5) . The army was storming the opposite "side of the Marine Barracks.
Due to the confusion, no one am.ong the revolt noticed the cata

pult, attack at all. The port catapult batteries sank two of each type 
of ship before being silenced. ' '

Timothy's Assassins' Guildmaster recognized the impossibility of 
escaping via the sea as the peasant crowd lay between the tyrant and 
the ship, while there were pirates between the ship and the sea., ',,
Since t h e y 'were irt the merchants-quarter with the King's Gate near a t ' 
hand, he h a d ’n o ■ ijualms about lighting the area afire to screeen their
e s c a p e . _  ■ - , - ; . , , _

Meanwhile the assassins surrendered just as the piratep landed.
The p i r a t e s ' orders read" "Take the weaponry warehouse, fur warehouse , 
and food warehouse and load the merchandise aboard. Feint towards the 
palace on the peak and loot if minimal resistance met-" Unfortunately 
for the pirate cause, there was a mass of armed and gngry peasants 
practically on the piers.’’’' y \ i

Gp.nef ordered the peasants, army and assassins to stop the pi- ‘ 
rates there. He took some trustworthy men with him to catch Timotby(. 
The thi^eyes who remained behind looted half of the fur warehouse and 
then drove the pirates back from there. The pirates took the food 
warehouse' completely, but’ at the weapons pier, three vessels were lost 
and one, ether nearby was enveloped by fireballs. Hundreds of peasants 
died, but only five pirate ships finally escaped.

Meanwhile, Ganef gulped a potion of flying, stuffed a mage in his 
Bag of Holding, and set an ambush in front of Timoth's party.;,, They" 
found themselves fronted by phantasmal burning buildings. The aqsas- 
in and ten FTs ran right. Timothy, with the few followers who hadn't 
disappeared into the alleys and byways, turned left. Ganef, in flight, 
again, landed in front of Tim's party, stepped put alone and offered 
Timothy a duel to the death.

Timothy saw"a boy in peasant clothes, carrying a stick, challenge 
him (Ganef was in his R o b e ”of Blending). He agreed. Ten minutes , 
later, he lay unconscious at the feet of the sorely wounded dwarf.



Thus ended the reign of Timothy Luck I and began that of Ganef Ogres- 
bane. Thieves Guildmaster and Lord Mayor of Ilmarteni. ; .

Comments: ,
A n y b o d y ; Should I keep on with historicals, expeditions, or 

should I just forget it altogether? Is it worth reading?
Also A n y b o d y : E. Gary Gygax intended high level characters to

participate in these political upheavals, etc. and not the mundane 
dungeoneering. They become leaders of men and have powers to match.
A paladin in a dungeon is more powerful than is one on an open battle
field, where he could be cut down by almost anything.I'd rather see 
these high levels pitting their brains and treasure for political goals 
than Just amassing more wealth and firepower from overtaxed dungeons.
If too many high levels are formed, space should be limited at the top. 
This way there would be constant Machiavellian intrigue propagated.
This would ,give them things to do which are more in line with their 
powers. (What fun is it for a 10th level fighter on any by EGG's 
deepest levels? Why else the barony rules?) Try it, I bet you'll 
be h o o k e d .

S e l f : On food and prety types for monsters:
Ores: enjoy anything dead but can survive on anything. Enjoy all '

forms of ^lesh. ,
Goblins: eat more standard (human) food. Fish a delicacy.

Kay J o n e s : Sorry you didn't care for the way we run were-crea-
tures, but we have different ways of limiting their powers. If you 
had discussed ic with me, I might have allowed you to shore up the 
weak, points from your world while giving you the ones from ours.

***FLASH***The town of Wattchton wiped out a Amall party of p i 
rates coming to retake i t . Townspeople are expecting another attack 
soon. .

***FLASH: the King's Fort #3 has disappeared in a ball of fire.
Local opinion seems to be that the High Wizard of the Fort mistimed 
an experiment, but informed sources indicate that the. aliens of Spire 
Vigilant felt threatened by him.

Sean C l e a r y : First: I like watching the characters squirm and
occasionally die. But, due to the excellent play of my fri e n d s , this 
occurs seldom. I don't brag a b o u t !//Certainly magic is something to , 
prize and wonder at, but the cry is often "This sure is nifty, but 
hell, it's too bad that Angelos died."//I almost always play D^. I 
like it from this side. But I've only been on three treasure trove 
expeditions out of a couple of dozen that I've gone on total. There 
have to be some; otherwise characters would stop going down to possible 
deatrh.//! have never said, "you don't have to play^ in my game" to 
players. I always try to reach a middle ground.. If they demand too 
much or act in an "uncivil! zed" m a n n e r , I see no peed to subject m y 
self to the hassle.//I love, hearing comments on my pet ,ideas. Com-
m e n t s , not i nsults.//Your list would not indicate any such thing, I'm 
afraid. My dungeon, the monsters act intelligent usually (given 
reaction dice, of course) but I don't root for' either the monsters or
the party, 
you how to 

GLENN

I watch to 
s t encil?!
B: Where were you in

see who's smarter. //Did Lee Actually teach 

ij'lB? I missed your barbs and got
stabbed by SEan's. .

L e e : Why didn't you comment on preadator/prety? You promised.//
In A&E §9 I really got a kick out of reading Z-37 moan about losing 
Santa Claus. (heh-heh) ' ,

S e a n : Now that my temper has calmed down....I accept comments 
on my ideas but then compare these comments to the style I play and 
decide whether to try it that way. I don't objeift to different styles 
or to DMs requiring that only experience received in their worlds



counts ... fine ! In some* cases I agree. But I do object to att acks '
on my style of play or anyone e l s e ' s . . . ^  a s t y l e . Enuff said.

Field and P h a l a n x : I intended to convey the impression that
some incredibly silly things can happen to a party, or they could , 
run across some incredibly silly monsters. Such as Flyikng Mustaches.

Trap C h a r t s : D&D isn't al-ays logical either. „ ,

Mark S w a n s o n : The Tentacloids description is a perfect example
of what I'd like to see written about monsters. How a monster fits 
in h i s ‘ e'nylronment can be vital to how a DM or_ a party react to it .

: Bill Seligman: GRUMBLE, GRUMBLE. : , _

UNIBANK: Campaign: The World of the Seven Moons
D M s : Bill Paley , Dale Cavin, Jeff Cavin, Steve Langley

d b Value +1 Sword: 10,00 QP , : .
-- avg haul/1st: le.veler:^ 950 GP

Kill % ! Q xp eidl t i 0 n ; 
Good Luck

20̂ ; permanent; total

E a r t h 's E n d : Did you think the 6:30 Saturday expedition in
Earth's End was successful? I still don't know,what happened. (l 
was in the Neutral party.) ■ : ■ r ■- ■ . : -

Spinward Ho: Who were you? I was in Search and De:Stroy too, 
and I don't recall meeting you. By the way, a Neutral didn't final , , 
strike that staff; we talked an Invisible Stalker the Lawfuls sent ‘ 
against us to use it on the both of you. [Actually I entered that 
mishegos with a character I'd'like to see dedd; Sherlock, a 3rd 
level Anti-Magic User. Remember those?) •

Ken Pi ck : About clerics that expose t h e mselves. . . .What if the
things they expose become holy relics? Kinky!

Charlie L u e e : Thank you, Heilborn. Now as for Giants, as ,
humans, but much, much more food is necessary.

Wayne S h a w : Good to meet you! It looks like you invent new
character classes the way I make up dungeons.

Anybody not yet bored: As soon as I read A&E #l8, I reallzea
that I too was getting annoyed at alignment t o n g u e s . Two phone calls 
later and, poof, a long list of Gommon accents;. Cantt wait to see. it 
at work.

Enough! I can't afford this! o: :

Searchlight off!



TO FANTASY WARGAMERS
from Bryan Ansel^, 15 Furlong Ave., Arnold, Nottingham, England

I propose to start a British fanzine, dealing mostly with D&D, and 
also with fantasy and role-playing games in general. This will be on a
non-profit-making basis, along the lines of the American amateur press
association 'zines, ''Alarums and Excursions" and ''The Wild Hunt." -

All those who writeenclosinga largish SAE orpostal reply coupons 
will receive the first issue free. Of course, I’m hoping that some 
of you will write contributions for me. ; r:

What I’d like to see are: reviews of new fantasy games; figures and
novels; accounts of how you play D&D or fantasy and s-f table top 
battles; discussions of rules mechanics; new monsters and treasure; 
accounts of dungeon adventures and battles, perhaps also Western
gunfights. But go ahead and write anything you like.- :

Contributors will get 
other subscribers; as 
ing on how many pages 
sending me a quantity

the zine free, the cost being shared by the 
the cost wi I I vary from issue to issue, depend- 
it runs to, subscriptions will be a matter of 
of money. I’ll deduct the appropriate amount

each issue. You can have the balance of your subscription at any time

Unless anyone : thinks of a better name, I 
"TROLLCRUSHER." Alternirive suggestions

i ntend ca l I i ng 
welcome.

the z I ne

Adverts will be free. If anyone wahtstradeadverts included,, 
print off 100 copies of the advert and send them to me. •.

I’ve already been promised a few articles. The first issue will 
appear when enough contributions have arrived, perhaps mid-March; IF 
I can whip up enough support, I hope to make it monthly. So, IF you
want to see a D&D a.p 
try to get this thing

a . fanzine in 
off the groun

Britain, get typing folks; let’s

HOW TO CONTRIBUTE

A) If you can't get to a typewriter, write it 
use my 18 charisma to persuade someont to type

uot clearly, 
it for me.

and I will

B) If you 
I am going 
about'1/2 " 
work free.

CAN get to a typewriter, type onto a FOUR-hole stencil, 
to print on A4 paper (that’s II 3/4" x 8 1/4"). Leave 
marge ail around. You'ii get the issue containing your 
and the,; next too if you submit four sides.

C) Print it yourself: 100 copies to start with. You’ll
self a free issue in addition to those above under (B) 
earn my undying gratitude.

earn your
. You’Ir a I so

COST: I expect the zine wi I I cost between 3/4 and one pence a sheet
r 1 3-1, 7<r--LGj to start with. It should go down as it g-ots thicker 
though.

I hope to hear from some of you.



KILL SLAVUS THE CLEVER! .i-'S

Due to T ETC the ' previous a day late - .And Lee already 1
having an overload of zindSr:in - I.jvili have two zines in this  ̂
collation. ring on the ai^bestos eovdrs! . .
ON jARDS.,.1 have always .generally refused to use bards, in Edx/yr»
(One G.' Funkel did run a few times /Pi • Kevin! but the "haEdiclore" ki.nd Of overwhelmed me) i ?!ow Î ee Gold and Steve Perrin ■ 
have produced two sets of rules for the same general typei The 
write'mp done by Lee I thorouahly aoprove ofj i vDuld al-Lo\̂  them in ' 
the aAnie, Steve Vg, version is far more powerfuT. .A. Ist-level 
SLEEP ear more effective than the MU spelli a Ist-level BLESS, 
a Ist-leA/el HOLD MONSTEEi he; can heal, turn lycanthropes, slementals, has a holdine-rloor spell cooler than an MU^s, has a third-level 
FEAR spell, and in general is just all-around Letter'off, than most reaular Ids. I would not allow them in. \

- On the whole, : Leeis specs are probably the closest itoR i-  ̂useable I've ever seen t there's a logical quibble, you sea...)'i , ' 'O-., 
?he logical problem with Parpers/rards/ you see, is that music/ " sourfd-isn't all that directional. Everyone hearing a aard's 
song should undergo the same transformation, good or bad. (feh,' 
heh, hehS ) . Dut. for purposes of game‘play, some sort of excuse can be;.mada allowing the songs to be directional.
ON Px6pli?N~E0LVING GAMES...In general, people runhinr? in Edwyr must 
stay w'ithin character. In rtimbling dotmt corridors, fighting, and 
character intepplay, they do. ..-ut if they're facing a problem ’ 
in which there is plenty of time for discussion uninterrupted by 
hostilesj then I allow people to drop out of character mode and . . use all available,:player intelligence.. ;.fter all, while many ..
characters have 18 intelligence or thereabouts, the players don't 
reach that standard. / llowing a brai.n-poolinq of players simulates 
the higher intallicfence of the chara-cters.
ON s’EQUi.H.LjrpY OF OPINIOII" Eeverai"'people have expressed the Great - 
'■'eresy that all opinions are eaual and all interpretations of the ' ' 
rules edually valid.. • L beg to differ." Note that in the real world", 
expressing the idea that the world is flat theory is as ;valid as



KSTC 8̂ page 2
modern round-earth cosmology \70uld get one laughed out of any 
resnecta'''la scientific grouoj that an interpretation that kobolds 
are 10 feet high because they're Giant Class is not generally re
garded as beinr- as valid as a standard one, and so on. The opinion 
of a DM who has been running his game for two weeks (and has never 
finished reading the rules) is not as valid as that of, say, Dan Pierson, ilicolai Shapero, or Lee Gold. Î or are even experienced 
DMs all eaual. There are some Gamemasters - locally or in A&E - 
whose opinions I solicit and respect; other DMs to whom I will 
listen if they have things of interest to sayi and a few to^whom 
I pay little attention - mostly (locally) random high-schopl 
DMs who run Candyland dungeons.

Let it be pointed out uncritical acceptance of every 
idea results in the proliferation of half-baked ideas and little 
more. Some people seem to take sarcastic comment on some of their 
pet ideas as a personal affront; believe me, it isn't. If I wanted 
to really insult someone, I'd do so - but can't really see why I'd do so. .'.fter all, I don’t know any of you, and seldom waste time insulting people I don't know.^ In THE JILD HUNT, people whp pub
lish ideas expect (or at least should expect) much critical (and 
even caustic) comment on them. I find the results f a t  more in-, 
teresting and entertaining than bland acceptance.'After all, if 
I oresent a crocired theory, I'd much rather have the holes in it  ̂Dointed out before use than have to find them out in play... r/r; i
AW ESSAY OH FEWTISTS hllD FEMRISM...Long promised, I might add. '

y/hich will begin with a note on the ) orse god Lof .the same 
name, butf'different history. Lqt it be stated that the Fenris 
iolf was -the son of Loki by the Giantess .'ngerbotha (so far as I 
remember;'damned if I'm going to look it up), as was the Midgard Eernent ang Hel. low,' in suite of having read a considerable y 
quantity of 'orse mythology, nowheres do I remember readina of 
anything particularly evil done by either Angerbotha or the Fenris' 
iolf. (The gods, in fact, never, did anything aboutt Lo.ki's wife 
at all - which would 'seem to indicate that they didn't regard her 
as particularly Evil). The Fenris Jolf was not boitind because of wha,̂ ,f,he did, f)ut because the ttorse gods feared his strength. '
I will further point out that.he was bound by the treachery of the 
Gods,, and that after this donl^le-dealing imprisonment, xiras scarcely 
^ likely to favor their side ^t Eagnaroic. ’ •; i

V.. I'm mildly amused by the imppgssion of some' oeople that
the Morse Gods v e r & Laxrful. Odin required human sacrifices, the mythology is full of the Gods lying, cheating, murdering, seducing 
the i.nnoGent, commiting adultury, etc., etc, .̂ nd the oeooleywho ‘ 
worshipped them were the worst raiders, pillagers, murderers,  ̂
racists, et tedious eeteta that .European history recoils. In -• , ; 
Edi-f̂rr, the Morse aods are mostly Meutral or Chaotic. '

However, ̂ -getting'back’ to the Fenris of Edwyr; he is not 
the Fenris of , pup world. He's the Ear God of Law; the Defender; 
and the Enemy of Set (his.Chaotic eguivelent), who appears as the . Serpent._ In persona, he appears as a huge wolf that dwarfs cities - though his size varies as-he deems it necesssary. Usually 
most local gpds-̂  ,what appears is an avatar or "sanding" of what
ever size' seems necessary; the Swanson descriptio.n in A&E 7 is a fairly standard one. Immune to magic ,or magical weapons. aw; ' 
sending such an a.'vatar drains much strength, which must be replaced 
at tha^sOurce of'the summoning by the avatar. If thejcartse of the 
Summoning was-Of overwhelming importance (foiling the opposition''



KSTC -8 Toace 3
in a major olan and gravely veakeningf it), than -'-even if the 
avatar comes out woefully short on reclaimed energy, then priest , 
and phrty are safe. If the summoning is just for a random en- - 
counter, but one pertaining to. the struggl'a betwesen Law and Ghaos, 
then the avatar must regain his energy. He will get as much as
possible from the enemys if that's insufficient, will begin on .
the party, starting x/ith .non-Fenrists, then Fenrist non-clerics, 
and ending' up (if necessary) with the cleric himself. If the cleric Summons for; no good reason (i.e., is in a party attemptingronly, that has come up against something nastier 

thenFenris will indeed appear, but begins t^'^" 
'demands by eating- the cleric at

to gather treasure 
than they thought, 
satisfy the energy 
ta rg,tt-i i s the -, foe,

: - i : As'-, can be 
-in :Gases o:

fault. ■ext
then the party. ,
noted, Fenrist ct'erics tend to avoid Gummoniiig, 

except-in ;pases of creat need. (People devoured by Fenris are irrecoverable, even by .isljes). balance is indeed preserved - 
under ordinary circumstances, calling Fenris loses far more than 
xt f~'axnc...

Fenrist clerics met as initial equipment the wolf 
dress associated withrtheir faith. This headdress is alive

head- 
and ;;
a "'' 
forcannot be removedby the cleric (removal can only be done by bit of surcery).. olfshead has telepathy with its owner, 

its powers, see hark Swanson's writeup in BILLY BALROG'S O'ld 
FA! L/l-i r 5, A.S-.S 7. In exchange for this, they progress in EPs . J ' 
and ̂ saving throifs as fighters.i i\ll else as normal clerics. ' '

; Locally,;bpeptiSt cklerics are enrolled in the church's
militant ordersj .that lOf Faint Ulfian for males and .Saint 'Samantha for feinales. There are fighting types attached to the Orders (esp. 
paladins).Prime Tcequisate is wisdom, as other clerics," minimum 
intelligence should 12 (it requires :'some sort of intel'li-genca to 
know enough to not-summon-Fenris). Other rolls should not be 
lower than. 9.. 
thing. ... ... .

Grim? Perhaps. .ut ,;ar Gods usually ars
with the exception .of charisma, which ca.n be any-

-• GOLLiyriOI' GOMMEI'TS ' ■  ̂ ..f'
' r:.’-:-: 'i -' : K A&E 1'8).’ ' ■ ' ..',1

Lee 'Gold... Much praise for the write-up on I-arpers .///I'd thought ■ .'• 
about a bianist Polymoroh Others as a fifth-level spell, but . j 
decided against it a.e being too "magical''. Since you've thought ■ ' ; 
it lor-ical, I may include it after d.iscussion with Mark. The 
infravision sPell would be Wight Vision, probably -of little use 
underground; lik^ "amplified iicht" instead of true infravision, 
it xroxild rsguire at least a little light to work.///ability over 
undead is another Fvspect's territory; The Mother-Goddess (second 
of the three i’.spects has none, either, and is- separately worshippeiijvg: 
from 'Jiana; ■ ecata also has her own PridstesShood and separate spells, fhanks for the comment. ■■; : > - ’
Joh.n. oardman. . .lorry to sea you go.
Bill Paley...Of course I'm mercenary .///I ■ require that the worldl, i 
be lag j played in be "real", .in a number of ways. Combat realism 
may be desirable, but can siov; up the pace of the game so badly 
that it drags. Two or three .systems employing-greater reality 
have ,_b,Qern tried locally, but stretched out cdmbat so much that they 
x\rere’guj.,c,kly abandoned.///;-canning gross items in Gorree is a very .
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good idaaj Mark dislikes heavy magic and is much less likely to 
adjust for it than I am (by dropping players down a level or three). 
I allow almost anything except absurdities in EdHiyr.
Dan Pierson. . .The use of "callers*' is sometimes necessary, esp. 
with neo players, xirho quite often have no idea of what to do.
, Iso with big narties, where othen/ise interminable wrangling takes 
Places. Local parties use one to get quick decisions on where  ̂
the party ijsiroinp. (Mark and I tend to start rolling for random 
encounters if the players can’t make up their mindsj kpeps the amount of random noise; down).///Agreement on revised O&D rules} 
it would, also be nice in keeping Tihe more inexperienced DMs from 
comipch.up \/ith odd interpretationsnof certain spells.///I ’ 11 be 
glad to have you, anytime. I'jn-curious about your reaction-to , 
klutz-factorgd. magic and "lean" dungeoneering. A dream adventure; 
on the l3th level is fine, and I can’t see too much trouble in selecting one of your characters for an expedition on the medium 
levels. Care for a letter emphasizing some of the mors important 
elements of the system, so that you can get some idea pf how 
things work in advanceC/Z/Cr...what does the fact that they're 
(the-monsters) not players have to do îrith losing. If you’ve 
been butchered, had your treasurs stolen, or whatever, thenr-you 
have definitely lost - even if you aren't owned by someone who’ll 
complain about it. or do I care for a philosophy that gives all of the advantage to one side -;^he ;alayers, "bonsters'* and nonplayer characters in EdT’ryr are not cardboard fronts, mere- "spear- 
carriers," for the all-conquering players to overthrow and seize 
treasure from,.: ope. Same right-̂ , same prive’̂ eges. : Player
characters are most definitely not the most important characters
in the game, and most of the nlayera ,are well aware of it.,
I was not implyinrr that you cheated. I will, however', point out that one the rationales for allowing extra-advantaged, character 
types like angerst and P:aladins is. that thpy were rare and hard 
to roll. "Custom-rolled'* characters defeat this purpose entirely./// 
Gygaxism? J'ardly. Go read the Essay on Balance, back in ALE 
12. Shame on you.///Put it this wayj Cone of Cold is a damage 
spell that can be used in the dungeon without checking about such 
niceties as room size or corridor length} it doesn’t bounce back 
and bite, far more useful indoors than FIRELALL or LIGSTiMr^G 
BOLT., which is why We have it at 4th. Supershiald is also 4th 
(and Only lasts one movement round). Shield VI (AC -S/-8 vs., 
miss les) would have been only ;5th-level under Sen’s original! , specs' (liP two armor classes ̂ pdr level' pf‘ spell) . .-'hp ILv^'S ' ' ''
S.JOBD'vr irould presumably be 'of f a scroll .' g.;:.hd hit points ■ ehd ' 
strength are pretty irrelevafit 'if you have e Vorpal Sword...
Chri.s Pettus.. .In a magic-rich universe, the fighter hacking axmy 
would!be doing so x/ith Ice Giant Strength (8-48 points of damar̂ e 
per round), would almost certainly have gross Protection. ~ing - 
and xrauld have three other ficjhters (all with Giant Strength of 
some sort) helping him. Consider 'a'to be taJcing 17-95-points 
of d^page per melee round.. .///...greed, not all Laxrfuls are,; oity- 
lovingi -that’s why I specified Lawful humans doing so in the write
up, a.n_d said they! got along well with plmost all- elves. : They - 
do te.nd to have reasonable relationships xrith Druds. ..11 males ; 
are suspect, but Paladi.ns L co. suffer less suspicion than others;.r:f 
///But how does a cleric know what Figher Authority wants? Usually 
by asking his superiors, unless he's got a Commune spell.



spend a lot of time ;p l.ay i ng 
enge. S.oiMtaire

D&D because |) yes, i t-’:s fun and 2) i.t,’,s 
a mental challenge. Sohitaire is a l;-so fun,, and I play it quite often 
too. But I don’t cheat at it, so that I can win all the time. If I 
want a character that always defeats f ,ea r some Jf oe s and v;a I ks off with 
i ncred i b I e; treasure , -then I just sit around daydreaming. Much less

ef fort.//Ah , but there are.n 
around,. Most pjayers have 
fairly sonstan.t I y scattered

’t i n f i n i te, :: l st le v.el 
serhaps a half-dozen 
. as to I eve I .

anyth i ngs running 
characters they run

Bi Taylor
Glad td ''see

i nteresti ng 
you' arod'nd.

w r I I e u D ^specially on Monty Python GMs

Wes Ives: Sd’rrY to d i sa ppo i nt you by spossoring a new' player character
class,- 'but I thoiJght -the idea of ptresent i nq Clerics who reflect the 
characters df their God is someth'i ng -that should be exp I ored'a s--a 
potential ptayer character source.//A realtime camp-aign? Hrnmm, that's 
nastifeWr than Mark or I, who run it t\'/o-to-one. Though we do frowh'on 
running the same character twice in one ( real) week. Hadn’t thought 
about charging them time to learn new si'ells. Some games are a-ldt-L' 
f reer--a ,,ra+i o of 7;l,.i.n some cases , ,//S V..S , i s usef u I for sp-sil def,.i.- 
n i t i ons ,,. ..i sn ’ t it? But why have the ex-charmee attack berserkt 
dumb one might not figure out he had been Charmed; I then roll his 
reaction to the'' Cha rmer . -A-Smart one' ddes the same, but may _,..decj de to
keep acting C ha rmed , u nt i I he‘>has the oppdrtuhtty to really shaft the 
people who charmed him. ■, ’e . - . '

I am really impressed by your neo 
natural like that is hard to tihd!//On

paladin!1' Theasure
M'ag i C 'Jar : ̂ ’ f have

ured this as a dangerous spe 
body that has 
make S' maxi ma

thatd a d p' a 
always f i g-

for the user. After all, being .in a 
Just gotten kd I I ed i s rather a ' shock p I’d make the -MU'" 
table saving throw vs. Death the tirst t i me J t- 'happenp-

ed, going down a table for each occasion (per w6e,k').'”j 
pul I out before the body gets kii led--but the spirit 
body it is may elect to try and keep him there. His 
as above;//Your magic analysis spells are something 
for Xdwyr, only wasn't sure of the level they' should 
back to you later, after consulting with [-laTk.// '

Yes,' he can 
whose rightful 
saving throw- is- 
ike I had 1h mi nd 
be . I ' I f

Re Theseus : 
After al|,if it 
It was facing 
rank too.' We 
magic i tern or 
wouldn't have 
or so HP left 
have been mcuh

the fool dragon wasn’t in all that good a posit,jon. 
breathed, its lightning vy.ou I d boun.ee. back and' g'et it! 

a gross human and a Dragon-s I ny i ng sword i.n the f ront 
could probably have bought,the thing, off .vy.ith a minor 
two. .As., for taking it pu,.t after it breatPed, well, it 
breathed again '(would have killed itself)., but it had 30 
to Dungeon .lonster's 22 and Ariel's 5; there wouldn't 
left of the party--no MUs and only one cleric for magic

support.//ExceI lent point on the comnassion of dragons.//(snieker) on 
Orcus as ,a player c I ass.//Ther̂ :; . is talk of starting a f-1; Alpha cam,paign 
af MIT;//S ee you next issue! ' ■ . ■  '- ■

Bob S,ac ks: And what level, is such a soel.l?//lf the Pope chooses to
get up on his high, horse and (speak ex cathedra., the Archb i-rfe-,h-op , 
loses by definition:, he can either obey' or leave the church.// ,
If I wa nt de f i n i t,i on s , I ibbk in the ' d i ct i ona ry . No, T wouldn't 
define vittue as you do, and i do define altruism as the dictionary 
does. If you allow a twit to mint ti i s own definitions,
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then he alvrays wihs - "by def. inition" .///-'.ob, if’m afraid that 
I can't interoret what I said as implying what you derived from it 
(wrto Chaotics "respecting" the rights of others, Looir, if a man 
doesn’t know that the beings ŵ hose rights he’s trampling on have 
rio'hts, then Dvil is not the richt definition for what he is. 
Stunid, ignorantj brutal, vicious, yes. Jack the Slasher is 
fully aware that his victims have "rights" - but the idea of his 
respecting those rights boggles the mind. The very fact that Jack 
is aware that he's doing "wrong" is what makes him tryly evil./// Satisfied, 0 Lord of the Flames?

ote that the description of damage wands (Cold,Howard Mahler
Fireball, L's, etc. defines them in such ter ms as "projects a 
Fireball exactly like the spell of that name" and "projects a 
Polymorph spell... exactly as the appropriate spell".//Agreement 
on Phantasmal Forces; it is highly unlikely (rationalization) that the MU can project the feeling of burning into the minds of 
several people well enough to convince them that it's a real Fire
ball. In any case, all the victim sees is a bright flash of light.
Kevin Slimak...excellent essays.///Gadi Yom mean that someone 
isactually going to write up an Sdwyr expedition other than me?
I icolai Shapero I. . .Local DM count? -̂■mmm. . .Me, Sx̂ anson, Mark Chilenskas (semi-retired), Paul Bean, Sean Cleary, Dana, Barbara Fostrand, Jim Hichie, rsruce Gillespie (EPT), "̂ony D'Andrea, and 
at least two or three others, all of xvhom shox\r up at MIT various 
times on weekends,///! seem to remember something about three sets 
of fS armor S-. shield coming out of Stormgate on one convention 
expedition a^ter the party butchered a Golden Dragon (Fmbarrasing 
moments of history - I still have a set of mithril chain and shield to regret). One of my players, alas, has a +4 shield.///Computer 
set UP to "roll" monsters? Envy5///The DFD world isn't Vancian 
(gygax never said that), the magic thereof is. Jure, MUs used 
swords in Vance's world. xxt not in DLL; it crocks the game 
X'ĵ ildly in favor of magic-users. So; Gygax doesn't have to give :
up anythxnc;. // /Yes, X'j’ho's in a party makes a big difference. /xn experienced group sanî  turkeys usually suffers minimal casualties; 
a bunch of neos and tx̂ rits can get totally exterminated.
I icolai II , ,. fsk. You x/ouldn't allov7 some of those things? ov/ 
intolerantE You're sounding like me.///I'm considerina taking a 
sledge-hammer to the .̂ !& -?*''! Olymia, I am.///i am (unfortuniely) altogether too aware of the grossity of 2-handed sxvords. I wish the hell GREYI-miJK had restrained itself. Locally, x̂ e insist on 
people a) having room to sx'dng the damn things - a 12-foot space 
(larger than most corridors), and b) having sufficient strenath 
to wield them (minimum of 15). Tut if you think TYTT is bad^ 
look at some of the specs for samurai v/eapons that have shown up in H The Dragon and A&E — Cx/ords of Sharpness for a fex-7 hundred GP,

iction yet seen in :
Aunt and

Fay Jones...The best
Mark Sx-;anson. . .^'enrists? Gideon, ..;-,riel, Liriel, Daliny 
Uncle olf, Samantha (3rd Ff); and that's it. If it’s as gross 
as I've heard, they haven't cot a chance////Gyrnblis belongs to a tribe of centaurs in the midlands that live by huntinn. They'reall eutrals, anv' mostly Dianists,
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One of the local bookshops hS's mentioned having The Silmarillion 
in by June,///Should I tell them about your threatening to take 
Billy Talrog out on an expedition in Eduyr, Mark? "
-lartley Patterson. . . It *s not the vanderinc: off ve oĴ ject to, 
nor (all that mucl̂ ) the talking. It's having the r;uy run his 
character in such: a way thst he manages to gat the party uioed 
out by his stupid moves.///I xrouldn’t allox/"Seductrssses to have much effect over sex/race lines. 'ouldn’t influence females much for example, nor members;of different races. , human seductress xfould have almost no effect on* a- female elvish macic— 
user (though elvish sedactresses — though.! don't really believe 
in such - might veil get a bonus against human males). Should ' 
Aileika (my Typsy thief/experimental) observe such a character 
in the same party, she would probably arranae to be behind her in 
som.e moment of excitemient and make a "mistake” in "the heat of battle".

’ /hile your system has many advantages (clarity, 
logicality, etc,), it would require me to scrap altogether tOo 
much in the way of familiarizationn with the old oiie. Damn 'Tfood job, hhiough. / _.. .  ̂ .

ramer sent me a letter. explainino the thing . Care to- look it over? It-'s ndxi?hera near as, bad as the bare out* 
lines sound. The. Lawful's sat up an ambush, had a .̂ ish, >- and 
x;ere almost, (Ogmpiê ^̂  out, too.///explain The IE If,? Do
you really xrant to x\raste 'that much space explairoing Gary?///
Flayer control? iall, you knox-j x/ha't’s used locally - callers, 
maxe people sx do x/hat they are saying; run in random ■encounters on noisy croups, etc. . b
^exj^r_t_J^yin,r. .Letter (yes/ how it’s x-/ritten) on the x̂ ay; xrill ‘ include explanation of spells, ' ,

_•“’(Snicker).///j!o offense taken.
. .Glad to have been'of use. Tell us hoxf Verdane 

works qutj sounds'like a useful concept. '
Davj^FXiedm^. . ..A system with a lot of potential. I don't like 
giving magic—xxsers more , spells thanthey have per the book — makes 
life too easy for people - but giving a klutz chance for any , spell ove.r the first one thrown has promisO. ‘
i Z i l l l . • ut it is possible to get into a fight and be s o  b 
far, into if chat you literally dbh’t notice hox>7 badly you’re hurt* toreover, the rront line tends to be composed of the touahest 
available people - backup fighters to take more ?than a round or t\ro of -fighting - and be unable to even hit the enemy, ///founds li..ke an interesting world; maybe I'll get a 
cbgnce to Play ip : it sometime. ' ’ ' ,,
CaryiMartin_...Tsk. .\fter a certain encounter involving some 
Overlards Of Delgon and a ship that wasn't quite there,"the 
Valerians tended to use axes with neutronium (?) inlays. Sined '  ̂
good old timball Kinnison (at least , 18 strength) had-to use all 
of his strength to xreild just a scalpel made of the stuff, I doubt 
that anyone could use a Valerian space-axe. Furthermore, if anyone said, "My character comes from a high-gravity xrorld", I'd 
tell him to get out his character folder and try again, /.s said
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previously, I don’t allow characters with.innate gross advantages 
over other olayers. As a matter of^fact, one of the acid tests 
for dungeon quality I use is to ask a fesh-met DM if i can run my 
Valerian. If he says yes (after seeing the character sheet), then 
I look for another-game, read or book, or go for’a walk. (Yes 
there is a character sheet for it. ..o, I have never run it - what
ever the character sheet says to the contrary).///-he nerson in
volved has a good half-dozen characters, most with hioh strength 
high intelligence, hinh widdom, high constitution, and higHext^rity. 
Ml_o- them - regardless of age, sex, type, and rolled character
istics - behave exactly the same. Like turkeys. I'm used to, 
peooke ru.nnin.r low-intelligence/low wisdom characters as such.
It ain't ,wbat ha’s doing./// ell, the oirl in the illo wasn't badly put together, either (Sniekar)i. .
Peter cerra^. , mm. Regarding oresi thdre were large numbers of 
tribes of ores in the Misty Mountains who had had no contact with 
^auron or other beings of power for centuries, yet remained intelligent, .grguing that they were indeed capable of renroducinn them
selves.///! tend to regard the^C figures given inDLD as what 
the humanoic.s concerned are generally :*̂ ound wearing. In other 
M o r d s , ko.oolds are generally wearing leather armor and no shields” 

leather and shieldi and ho?r>goblins wear chain, no * shield. Larger monsters of humanoid sort (Ogres and aiants) tend to have naturally tough skins. I would geberally tend to refuse bonuses for naturally tough skin to beings in armori if there's 
a giant in plate and shield, he’s drobably AC 2.///cskone is in 
j-oston, February 18-20, at the Sheraton-; oston.- Costs 5 dollars 
If prerer istered, .>8 at the door. /
li_Steven JBro^. . .Interesting essay on city adventures Cl like running them in idvryr). bribing the local fuzz (the Castle buard) 
isn t recommandacl - most squad comma-udairs are honesf"« .\sfor getting someone to pay your fine? : ell, if you're a Guild
member, you may get it done, otherwise unlikely.'' :.ut you won’t ' 
get your nano cut off, just spend a few months coolina your heels ■ 
in the hooss' Ow'.'p drying; to dig your way out through a stone floor 
with a wooden bowl loses.///nine laSUal Procedure foi hiring bards 

rtainment (reinember, the locals know all about baidic - ; 
abilijiigsi ) is to hire trained, lip readers (either deaf-mutes, " 
the natu/ally dee.e, or men v.ath good ear-plugs) to watch the bard.
/'.ny signs o? said bard try to :;Charm or-Suggest, and he’s likely to 
suddenly resem.Ple a. pincushion .///Your r^rena officials sĝ ni to be unusually trusting sorts. If I ran somethincf like that,' the meh 
involved would bejstribbed doUn, everything chacked out, and th«ir equipment_returned to' them only upon,reaching the arena. Trying 
to cheat is punishable by impaling.///uiyone attempting to influence 
a fight by spell-throwing in Tdwyr city would a) fi.nd 8ut that it  ̂irouldn’t work (there's this funny arrangement of glowing blue rods 
over the Court of .■ attle), and b) would gat torn apart by the other 
spectator?. .La would also ris.k the chance that the "dude'’ he Pick<=>d 
a fî h.t with might be considerably nastier than he was, God saW 
the thief if he., was caught picking pockets without being a Guild 
memnar. Cogcreta overshoes.///I find magic armor cross enough in itsel.L.,j. opecial anilities .-.or it is i.ncred,ible. Locally, the O'̂ l̂y 
clia.nce gog such is if ,it's at least +3 and has been made by certain
humanoidS' monsters (the Mu-;.rtahs) .///Equipment damage is a good
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irisa, hut I tliinic you'va-.sat tha amoun.r of damage some: objects 
can ta’c.a too lou.///Dragons could ha taught to carry messages, 
use magic,(iater on, sorry), to breathe on command, etc. '
31eve McIntosh.. ,I dunno about awarding characters for phantasmal 
firfhts. '■'hey certainly aren't in any real danger, are they?/// 
mild notaj. a human can ruri'a 4-minute mile (i.e., 15 miles , 

ner hour), and raca horses can't do much hatter than 30+ mph, , 
so the: sneads given in DSD arenjt that hardly off.///locally, some, hoavy simulation:'is involved in play. ot so much in actual 'hcombat, but in the way'the universe and people within act. ^hera 
are no occasions where ah EHP or '^rossly evil monster can have-, 
a "favorable reaction" tb h..awfuls, or where a fighter with 5 .
Javelinaof: Lightliinn will ignore them to try and close with his 
+1 sword> 9tci///?h3 trouble with new rules S: games and such is that peoDle tend-to like runnning old characters. I've had rhe 
itch-to a) start a new universe eritirely (Xar ad-San), with far different rules, and b) begin running another, less patchwork 
universe than "dwyr. 'saction hasn't been ravorable. Understand- 

I fear. ■■ ■ '" ■ ' '' ■ , ' ' ,
Ken Pick...Don't object to 9th“level spells, just point out that those seem to be the pnly magic-univepse powers that do all that 
well.///The 5kt nuke would be equivelent to a very low-level 
FIREBALL, of course.///hew tactics do allow you to get away 
with doing damage with lower-level spells. Much bettir 'tactics, 
though certain to be pretty costly in MUs. Limitail5ionsi the 
magic-user better have some' sort of knowledge (personal) of the terrain, or he's rrot a 75,; chance of killing higiself. Dim. Door 
only has a range of 350 yardsi requires the MU to close under 
fire. ot havi:n/T S\tords S-. Soe 11 s handy, can't remember range and 
duration limits on Control eather, but assume there are some. 
/ / / ^ r o m weapons knowledge., I will accept an attack and attempt at 
defense only with a staff-type weapon. I refuse to believe in any weapon that rives two. aifctack.s par melaaxround and_ adde to 
armor class. If you're tyyinr to make two attacks Per melee 
round, I donjt care xjhat your dexterity is - you've just lost all 
dbdring benefits and dropped at least, two o;̂ your normal armor 
classes, .A brief consideration of the laws of physics will illus
trate the difficulties of getting two attacks per round xjith a 
weapon that has a chain on one 3nd///l'rn rather doubtful that a 
nunchaku is goincj to raise you two armor class es acfainst someone 
with a .battle-axei///nasically, I sometimes get the impression 
that some DMs (incluoing cygax) have been xfatching too manj'' r'lice Lea movies. , , ■ .
Pai^ Jaguays. , . .Line drawings run to ..ol5-25 for the original j 
repro rights (single-shot) are ..lO (or, if smaller drawing, doxm 
to +5)I,cartoons C5-10. Exclusive repro rights? Dopble that for single-shot. : .'■ i .

. r -■htian Lane...Over J aturalists? i don't knowi I've never run ahW. 
I'd say;^^^_^ have great promise for xvilderness adventures, and as 
missle troops.///There a few high-level Chaotic clerics| the 
highest-ranking Chaotic anything is an Cth >lu, follox/ed by a Sth 

Jack the .Ilasher (at 4th) is my hirfhest-ra-iking Chaotic./// 
I've x-rorkad out .some differentials for clerics of Veskaya and Set, 
nothing yet ;-or Cthulhuist clerics. TftR.JI next issue. "

■ ->j
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Charlie Luce...~'ut a tank isn't an Artifact; It|s no rarer in a 
tecnnolor'ical world than a +1 svrord in a magical one. /\fter all, 
'ussia had 20,000 tanks in 1935 or so...///i'll be clad to let " 
your fichter have adaraantite shield and armor anri a"/oroal Sword 
apd fight the tanJ:. vow's that?///Sigh. OreyhaThc^ restrictions 
on boolcs. ahi as to try and hide it away? d rood trick when 
books are only read in the midst of the oririnal oarty.” êck 
here's staiadard setuo; "oolcs are brought into room with entire 
pari,y. ...ighter with plenty of hitpoincs gets to read themi MUs 
with S3P_rroincf. Fighter readsi if it's a book he can't use, the"̂  
■tact IS instantly obvious tp watchers, who, with ESP, have some 
Idea of what it is, ~ighter is hi^ with SLEEP, HOLD, Clerical : 
j.leep, or wha'.everr when nook is removed and cfiven to !-hc next 
experimenter. ^ hen the first one i-s wakened,'it is'surges ted r that 
he never nad a oopk. n.nd sp on. do sweat, see?/// pt'a bac=i in
sult, SOI Did your mother stoprpatting you on the head because of 
the splincars. (.-nicker).///pxpapt for natural- magic-users (like 
dragons I, liisist that any magic-using type have hands-to use in
throwing spells.. Soj no magicT-using griffins./// hils'devasina ■autral dragons is all and xrell, i don't use dragon ruler f'^nes at 
all, and intelligent dragons may be any alirnment.///For enrage 
and disengage, I check respective strenoths'of-attacker and"inter- 
poseri have inteposar roll^;D20 and roll for aitacker, modify for 
relative strength, and make rule-of=thumb judremeht.///! aenerally 
role D5 to. determine accuracy for spell placement on area'snells. o , real".trouble involved. '  ̂ ‘

.Food wprk on the Esoersi I can• t use them myself (no 
nsipnics), out seem quite reasonable:. . .  ̂  ̂ >

.. / 'I MOF^STER 'Ri\LLY -.-r k
'̂1* * * the-untsrmenschan of .fdx/yr's demonic oon-ulation. ^^hey are only semi-intellirent, and generally Lend to 

fig.-t to i_ne deatn. n.bout 4-5' in height, with low foreheads horns 
long tearing claws, and a prehensile' tail with barbed end. ^ h e y can’ 
oreath rlames three times a day (on a roll o-f '7+ on 2DS, doing 2D6 ' 
oc carnage.  ̂wo claw attacks per round, plus a bite if not breathing V. ,, Or ramare per attack. -Dso attack with tail (roll of 7+on 2D5, trying to wran around :oe"s hecki if successful and; it staysinjalace^ three melee rounds, then the victim is strangled. : cut'
ofL t n e  call, one must aim specifically at it = anF-. cutti.ng' it off 
does only 1 point of damage. Often used by Great rsalrors and other
oemons as servants, if morale does break, can Gate out'in a cloud oi; sul'phurous smoka. v ;

AC Loyement _Hit Dice / in lair treasure 
2 9"  ̂ -5-8 . ' :33~~ A ~b”

s It, If IGuess • that * 
monthI Tales from the rolling thereof

want to. gat 
Red_.;olf Inn it

his off for the collation, text
___  5 the story of a room, from thetaken out - an extremely technical_ to how It was

'lissertatio.i tnat micjht prove useful to beginning DHs,' and even to more experienced ones'i  ̂ '
39 you all next issue.

Gle:nn.
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OrcCon was a disaster. The only good thing that could be said to 
have come out of it (for me, at least) was the opportunity to see some 
old friends. And I finally had a chance to take some of my
characters into V/ayne Shaw's Temporalana. Full circle.. .Wa,yne got the 
bug from me— oh so long ago at NASFIG, and created an insane dungeon 
influenced, to a great extent, by the dungeon of yours truly. And, 
as I said, full circle...Now StoxmGate is being Temporalana-lzed.
Yes, Nayne, my old button boxes may be gone, but after having to deal 
with your cragjy exits.. .similars strange exits are now a feature of 
StormGate. As you yourself said, Wayne, "I don't care who starts it 
if it's a good idea, I'll steal it for my own use..." And thus do 
our old ideas come back to haunt us (like Jerry Jack's magic Dr. Pepper...)

But I should not have screamed so that OrcCon was a flop. The organizers 
did try hard to make it sbmethirig. Though they thought I'd come down 
specifically to run their D&D toumement (a fact of which I became aware 
only on arrival, for all practical purposes. , .sigh...) AndP there were 
a few bright moments (Waking Wayne^up the Saturday after a Friday night 
D&D orgjr that lasted 'till 0300 hrs...with a D&D filksong, no less...)
(Well, it was better than Ken Pick's idea— wake Wa;rae up by charging 
in screaming "BLOOD AND SOULS FOR MY LORD ARIOGHI")-

Anyhoo, while on the subject...a few D&D filksongs (or fragments
of same...) ......

Neutral Mercenary Teams 
(Marine 6orps anthem)

First to fight for gold and rplUhder, ■
And to keep our weapons clean, -,

We are proud.'’bf:our profession, ,
Neutral mercenary team ■ ,

If the Lawfuls or Ghaotics, ' '
Ever look on heaven's scene.

They will find the' streets are guarded by.
Neutral mercenary terns...

(This was used to wake ,up Wayne Bhaw.' * Kay Jones and 
I charged in, bellowing this at the top of bur lungs around 1100 or thereabouts. 
For those vfho haven't met me, I can sing. , .soirt of.' But my usual 
gxsDOTiK voice is suitable more for butchering tunes than really singing them).

And now, a serious attempt at a Filksong.
Farewell to Garlingsford we have:

Ibtitled ; ■ f _■

To the tune of

Oh I'll sing farewell to HillSGate towh.
And farewell to you all,

SoilMl'slng fare thee well to you, my dear 
-Ikitil I return once more.

Until 1 return once more.
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Dungeoneering is a dangerous life,

On that all must agree, ^
But the pay's Damn good, I think you will see,

Though you doubt my sanity, .
'Though you doubt my sanityI .

Oh I'll sing farevrell to HellsGate town, z
And farewell to you all, - ■ '

And I'll sing fare thee well, to you my dear.
Until I return once more, ■
Ik)til I return once more. ' - ■

Oh your townsman life is an easy one 
You can go or you can stay, .

• • But far lands are calling me on my way.
Oh I hear; and must obey,
Oh I hear, and must obey! ,, ; .

Oh 1*11 sing farewell to HellsGate tdwn, ■ :
And farewell to you all,  ̂ ,

And I'll sing fare thee well to you, my dear,
Ifritil I return once more, . , .
Until I retuKn once more.

And if I survive and return some way, '
I will be here but a day,

And when wounds are healed, sad I must say,
I must now be on my way;
I must noi-f, be on my way. ; '

So I'll sing farewell to HellsGate town,
And farewell to you all,

And I'll sing fare thee well, ot you ray dear love, '
Until I return once more, ' ‘
Ltotil I return once more. •

One other great bit of insanity came out of OrcCon. And most 
of it should be appearing in Charlie Luce's zine this issue (assuming 
I get pff my duff, and he gets off his, and we both make the deadline ‘ ■
for the 19th issue).. , .But one stanza is likely to. be left 'off his ' 
copy, so here goes.,,(to the dear old MIT drinking song tune) '

Oh, .Hellpgate's run by Slimak, ■
And Slimak's run by MIT. ’'ll'b.... - .j....'

MIT is run by Blacow, . ,
And Blacow‘s full of shit.

And Gorree's run by Swanson, ■ ‘
Who thinks he's prettyrgrand, ■

But StormGate's run by a dungeoneer, •'
The finest in the land.;

(in all honesty, I must say that this was composed by C.H. Luce— and a 
later alternate version ended "But StormGate's run by Nicolai/The grossest 
in the land". Needless to say, I prefer the first version. Wonder why...)
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COMMENTS ON NlliBER EIGHTEEN (A&E) '
BILL PALEY: Hope you got the xeroxed copy of the Perrin Conventions I

sent you. /*/l did enjoy The Spire, even if the dude who was
running Clive (or whatever the character's name was) was a total
unxeconstituted (DELETED BY CENSOR).
DAN PIERSON! I'm afraid that Alfred and Camus might have to stand in ,

line./VOexterity 60 is a bit gross— but not all blows hit at 
• dexterity 60— if it gets 5 blows (can't remember exactly how many,

but take five as an example) it would hit at dex 60, 48;_3$,^_24 and 12.
Still a might gross, I admit. But the only person who was gotTeh...  '
taken to the cleaners by the beasties so far has been Steve Perrin. 
(Incidently, I do not consider turkeys to be people...)
(slaver drodl... DOVJN IGOR.. .the master is getting strange again...)

I'/ES IVES: Thank you. Feel free to tone the monsters down if
you think them too pbtent for your campaign. (And some of my 
monsters are so deep in StormGate, I fear no character will ever 
meet them in my campaign either...sigh...)

HOWARD MAHLER! The expected value for Gems turns out to be ? M l x  roughly 
1400 gp because, of those "annoying irregularities." Nit
pick, nit pick...
So who uses those numbers any more? Me, I developed my own charts 
LONG ago...

LEE: Thanks for the infonllatidn otf gtencil art— maybe next time 1 have
cause to take stylds to stencil, I will get it RIGHT. (One more 
reEBOn on the"Why we love our edltor"list,)

STE'J LEVIn V  I still maintain rthat Glenn's LOLITS arejan abomination 
against Han and GodS ^
(One tneway time, folks?) *

BILL SELIGMAN: I've got a copy of Bunnies and Burrows. And it is an
absolute, howl! And the price here was only $6. By WesterCon I ;
should be.able to have a tunnel complex/wildemess complete. ,
And as sbmbbhe is coming out with a miniatures line for the ruddy 
game...B&B, here we Come..'. j y - : , ,

STEVE PERRIN!' You were hardly the first to come up with the idea of a : . 
closed system campaign. ,

UNIBANK: .Don'.t rca-lly have accurate figures for more than a few expeditions
an casualty rates. Arid they -vary depending on the level of the 
party. A group of 1st & 2nd level characters charged off a few weeks 
back, and it took three attempts just to get to the dungeon, and 
of the 25 characters who started out, only 2 returned. Yet a few 
days ago, a party of 8 went to the 6th level of StormGAte (a mixed 
party of 5-8th level characters, 1 1st level character) and 
four of the eight characters returned to town. So kill rate 
runs anywhere frem 40^ (3 out of 7 who could seriously expect to 
return) to 92%. Sigh...

CARY MARTIN: Simple. As the ¥\k II can pass through solid rock as
easily as at can fly through air, it needs ho open passageway to 
its lair. And it tries to fin^ a bubble in the rockxx to hide 
its treasure in. Simple...
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KEN PICK; For getting all the material together in pne place, thank you. 
(Love the drawings, as usual— even tech, illust.)

• .Now, as one of my'friends managed ,to lose a character in StormGate, and 
later had that charaeter re-incamated (as a Blink Dog, as it turns out) 
we have the following bit of madness to inflict upon one and all:

' -ADVANGEŜ S'TT TABLE FOR BLEIK DOGS
Experience Level E.f Hit.Dice Move h i Damage TPort range

0 1+2 3 7 1-3 3"
2 3k 2+1 6 7 1-4 4"
3 ' 7k 3 9 6 1-5 8"
A ■ 15k A 12 5 1-6 12" \
5 35k 12 5 ■ 1-6 15" '
6 75k 5 12 4 1-8 18"
7 . 150k 5tA 15 4 1-8 21"
8 300k 6 15 3 1-10 24"
9 - ^ 600k 6+4 15 3 1-10 25"
1 0 ........ 900k : 7 18 2 1-12 32"
11 1.214 744 18 2 2-12 36"
For each additional level above 11,' 300k ep are required.. Hit dice
progression is as for levels 6-11 (8, then 8t4, then 9» then 9-^ , and .
so forth). Teleport range increases by 6" foir each level above llth.
TBIE BETWEEF’̂ TELEPORTS: At first;.level', there ;is, a delay pf : four melee
rounds between teleports. Thus,'if a teleport is accomplished during 
melee roupd 1, another may not be attempted untiB round 6'(melee-round 
l=tfirst teleport, no other action allowed, rounds X|5XXX 2-5=^elay rounds, 
round 6=first round in vrhich new teleport may bps accomplished). ]
As a second level, the delay drops to three rounds, two rounds as a, third 
level, and one round as a-fourth level. Thus,' a fourth level blink dog 
may teleport every other melee round. At SIXTH levelj the delay drops 
to zero— and teleport: Is allowed every melee round. (Though no other 
actionSomay be attempted in a roiind used for teleporting). '
A slight departure from the book version of blink dogs, there, but...

'Till next issue, then,
Peace,
And good hunting.



ANNALS OF AVALON 
by Cheryl P. Lloyd ,
63 2U A Lin w o o d ■A v e ., Norfolk 
Collectors Hobby Center, 821
23U62. *80U) 1+20-0261

VA 23513 (no phone) OR c/9 Wargainers and 
C Sunnyside Dr,, Virginia ;Beach, VA

Greetings, o gentle but bloodthirsty people! 
What to say? Ah, her e g,oe s . . . . c'

My first zine.

Priests of Apolio (super-rough draft) :
Counterjpoiiit to Dianists. Specialty healing, light and heat • 

spells. Maybe throw a few bard/singer/harpist spells in as well.
Wear: robe with gold threads, leather with gold .leaf, gold chaiiimail
or.plate (not gold-washed or plated. S o l i d .) Shield and helmet the 
same,. ■ Minus on spell use after dark. Position of sun more important 
than actual light ' availab 1,0;. Weapons ; sword and bow. Tend, ;to be 
opposed- to Druids , whom they regard as Blasphemers.

Minor questions on DianiSts and undead. At first I was of the 
opinion that Diana the Triple Goddess should be allowed to influ
ence undead. But apparently the Priestess of Diana worships only that 
one aspect. WhAt we need„,now is a Priestess of Hecate. Possibly 
pedants would not allow pianists Moon Powers on the same grounds:
Luna in the sky, Diana on earth, and Prosgrpine or Hecate in the 
Underworld.

C 'est M o i , C * est Moi or Avalon? 
Island

I. Thought That was an Imaginary

In whose universe?
Here you stand in the middle of Dragon-

In Lang-

Oh yehh?
WElcome to my universe.

castor, or sa the Saxons (and most of my players) call it. _
uage (the equivalent of Dungeon Common, called Latin by some) the name 
is Castra Draconis; in C y m r i c , P a e r D d r a i g  (K-eye-er Thr-eye-g). This 
town is a provincial capitol in the Empire of New Room. The year is 
1 2 9 9, anno urbis conditae (5^6 AD). Rome has withdrawn from the far
ther provinces, and Arthur Pendragon preserves civilization in Britain.

Why do I have you standing in the center of town? Why, that's 
where every newcomer starts. After you left the last town you were in 
(on the lam), you found a caravan master who promised you transports- 
tion to a source of riches beyond the dreams of avarine , if you would 
do certain menial labors while you were with the caravan.

Left the last town on the lam? How else to explain showing up 
potentially with pre-experience (Dragon #3) but no equipment except 
tunic and trousers, quarterstaff and flint and steel, plus your bag of 
gold, of course. H m , what have we here. One each of the three major 
categories. Sir Fighter, it seems your bag of gold is somewhat small. 
My recommendation is that you .buy leather armor and a helmet, sell . 
your quarterstaff and buy a two-handed sword, and go out and mug some
thing. (exclamations of surprise) Don't you like mv nbrasing? Try 
this idea instead: defend yourself- as is your right when something;is
so foolish as to attack you, and claim the prizes that are yours when 
you emerge - v i c t o r i o u s .  ̂ '

Why leather armor? Come, let's look at^the Combat tables I use 
(man-to-man from Chainmail). Note how leather compares with chain 
against the three most common weapons: d a g g e r , mace -qnd s w o r d . ’And
possibly more important, it's light. You need to have the option of 
running. Two things I'll guarantee you inside the town itself: a
chance, to run and room to uSje two-handed weapons.



And you, sir cleric. We have a wide assortment of weapons for 
your use, all approved by the heads of the various temples and chapels, 
in the area: mace (the type which resembles a cross in cross sections 
like a four-bladed dull axe), morningstar (a two-handed mace, as . ,
above), flail (handle, chain, smooth ball), war hammer, maul (two
handed war hammer) and quarterstaff. As a missile weapon, you have a 
s l i n g . Or w i l l , as soon as you purbhase o n e .

And the lady magic user. Here are you forbidden to wear armor or 
bear weapons beyond daggers and quarterstaff, but you may choose a 
^ 1 1  in the morning and use it five times this day. And there have 
been many of your kind who chose to carry as many' as ten daggers at 
o n c e . ■ '" .....

Now, before you leave this place, which has a "Protection to New- 
comers"i woven around it, I beg of- you to read the Adveriisements posted 
on my^ humble self. (At last, the discovery that the DM is posing as a 
milepost. All of the above section to be done in a "Count .Dracula ’ 
come for dinner" voice.) ' '

Some of the posters: ,

Grey Mount Sports, Ltd.
General Supplies

Wanted: six coatl feathers
Payment: up to a Full Wish
For details, see the Old One

Sale! Silver Religious Symbols 
Dianists our specialty

Argentarius, silversmith

Mathemagician Needed 
Low risk, high gain 
Inquite: Town of Three

R e v i v a l !
Monaster-y -of the Universal 

Godhead

In order to equip yourself, you have to wander 
closest thing there is to a department store is Grey 
which doesn't sell weapons or armor. Perhaps wander 
word. The general recommendation is to head for the 
offer the shopkeeper 5 GP and memorize (copy or buy) 
where in the Mer c h a n t s ’ Quarter.

The town is divided into four q u a r t e r s : the Me
Wizards', the Guildhall and the Temple. Price for i 
these quarters and the outside costs 5 GP/quarter an 
outside, or you can get it all free at your guild or

around town. The 
Mountain Sports, 
isn't the right 
nearest building, 
a list of w h a t 's

rc a h n t s ', the 
nformation about 
d another five for 
temple.

Temples and C h a p e l s : a
C of St. Dragon the Martyr 
C of ;St. Camber of Culdi 
T of the Triple Muse 
T of the Gods of the

Island of Bri'tain ,

representative list
T. of the Lords of Death T to Hecate 
T of the Roman Gods T of Diana
Monastery of the ! T Athena

Universal Godhead \ Mithraeum

fails , there
As there are

the Temple of the Gods 
temples to the gods of

If all else 
Known World
east and west, this applies mostly to gods that came' from 
going to sneak Comyn in as soon as I figure them out..

of Lands Beyond the 
the north, south.

UP I,’ m

Characters I let into my ca m p a i g n : ....  . ^
I am trying to keep things relatively confined to Roman Britain. No 
Samurai, no h o k a s , no Doraai (alas). No super t e c hnology. ‘
this is only in my primary universe, 
Any types which are forbidden in ray

No super technology. Of course 
There's always the Old Phoenix, 

main u n i v e r s e , I have another



dungeon that I allow them into. Allowable characters can travel 
freely between un i v e r s e s , Others f i n d 'themseIves changed into some- 
thihg.else. H o k a s , for example, would' find themselves the appro
priate human-types.

D&D in Tidewater Virginia
Dungeons and Dragons first started being played in this area 

Nov 75 when a college student from Texas brought in a campaign 
already set up and, what was more important, some ideas of how the 
rules worked. (This was absolutely necessary. I'd hid the rules 
myself since August and hadn't been able to set anything up.)Wow, in and somewhat attached to the store, there are 20-25 
dungeonmasters , actitee and inactive; ranging in age from nine to 
35. Most of us are in the 18-25 range.

Something that surprised me when I started reading A&E was the 
way characters are transferred from one dungeon to another. Around 
here,., there is no such thing. Nor, until recnetly, did anyone 
allow more than one character for each player. Hirelings were 
limited to one per player, the level of his character or less and 
.(until fifth level) type -determined by DM. ■

The combat system most people started using was Chaihinall man- 
for-man hit probabilities, one blow for each level obtained, one 
point of damage for each successful h i t . This made the exceptional 
and extraordinary strength people devastating. ‘StrP'h-gth was a 
popular spell. Most of the DMs have m odifled’t h i s , adding the Grey- 
hawk weapon damage points. '

The spell system we use is that a first level MU gets one spell,^ 
which he may use up to five times a day. Every spell has a saving 
throw, except ones like Drop Dead F u l l y . ‘‘

Magic users are allowed ho armor aiid use on.ly daggers. Fighters 
are allowed any armor, any weapons. Clerics use mace, mdrnirtgStar 
and flails Some DMs allow magic users and eleiics to use quarter- 
staff and slings, and some limit clerics t6 leather or chain armor.

Odds and Ends . " ‘
Questions I had last month that I ain't got no m o i e : ' size 

(Warlock rules a r rived), Strength (Wayne Shaw- A&E #18), Wares (Luce 
and S h a p e r o ,' A&E, #9) s descrihing an alignment "hungry" which isn't at 
the time (Friedman). : ..

Anyway, research p r o b l e m s , assistance asked for: .

How big are your Dragons? Recent description of Dragon (iron) 
being several times normal size. Anyone collecting wargaming figures 
can tell you that there's a vast increase between any two companies' 
ideas of what size dragon matches an inch-tall human figure. So"

Type of Dnagon Wingspread Height at Shoulder Length Mass
What's the protocol for buying and selling spells? I want to\^ 

buy some of these things as a DM. •'

Need stata" for a few holes in my dragon collection: grey, _orange, indigo, orichalum (also spelled Aurichalum). Please don’t 
tell me what, copy of A&E the beast is in. I don't have them all yet.



Comment: to no one in particul-r: why worry too much about slightly
above average characters (re. modified rolls, of any sort)? The normal 
people stay at home. Only those who feel they have a chance to live 
through it go adventuring. (Warlock rules something to the effect that 
there's no way you'll get a man-at-arms to go down in a dungeon.)

Special to Steve Perrin: when and how much? All the Worlds'
Monsters , I mean. I'm the only one here who subscribes to A&E. The 
rest read mine, the pennypinchers. Serve 'em right when I spring new 
ones on them, yes it will , my precioussss.. ..

Anyone thought of firelizard (MoC a f f r e y )-sized real dragons?

Metamorphos : Aljiha: How does one run
over? And why didn't TSR put in an encount 
husband tried to run it for a w h i l e , and th 
humans. vAnd all the others had wings. Fas 
wings, pyrokinesis, heightened Intelligenc 
heightened dexterity, telepathy, and illusi 
suner-sneak abilities.

i
Any of you people who drop by the shop 

hsve a werecon in your honor (held at the Go 
Wizard's Quarter, a place that somewhat res 
in D.C . ) .

it without the players taking 
er chart for flyers? My 
ere were exactly two normal 
t moving. Mutated Alligator, 
e, plus chameleon abilities, 
on generation. A dragon with

when I'm in residence will 
Iden Dragon*Inn in the 
embles the Sheraton Park in

Cauldron-Born ... j .... . : I
Can actually be any type capable of handling a weapbn. These fear

some creatures are created by d u m p i n g ■thfe bodies of the slain into a 
magic cauldron which is A distofted ' shadow 6f the Cauldron of the :
Goddessi the Cauldron of 'R e b i r t h . From this act come bodies in some 
ways resembling zombies who fight with ferocity and are completely 
silent. They must be hacked to pieces and the pieces burned to get fid 
of them permanently, or merely-hacked to pieces if found as a wandering
monster i J -The piecOS i i f unbxifht, will return to the cauldron to 'bo- .,
restored.; If a player-party is -vriped out, the Cauldron-bQrn'will ‘ "
carry back the bodies to be made into more Cauldron-born. " ’[From 
Children of Llyr by Evangeline Walton]

As a placed "monster" there would be a large group guarding the 
cauldron itself. Casualties suffered by either side will be taken and 
thrown in the;..cauTdron to rise anew on the side of the Cauldron-born.

Treat these people as taking 2D8 of damage/level (random if m o n 
ster, player-character's level if victim) indicating how much damage 
you actually have to do to the body. The cAuldron can be destroyed by 
aHero (or equivalent-level) who absolutely of his own free will jumps 
into the cauldron while still alive. The cauldron will burst, releas
ing a poisonous gas and flooding the area with it. The remaining 
Cauldron-born will keep fighting despite this!

Clerics will not affect this particular type of undead. The 
Hero who jumped inside will never be found again and cannot be cloned 
or reincarnated.

Any MU or Cleric dumped into the cauldron will emerge as‘ a FM. ,
Cauldron-torn cannot be affected by sleep, bharm or other "mental" 
type spells. A fireball would work. Magic Missile would not (has to 
be actual disruptive damage). No morale, no fatigue.



DANGER LURKSI .
by Kevin Slimk. ^

Accused /having selected a, cute title previously; (and one that Lee just loved to 
index), we now are appearing under a title less cute and rucre appropo to own 
philosophy; Danger Lurks at kO Box 351^>.Edx^ards AFB, CA 93523, 805-258-47^5«
001“ i .EI'!TS ON COLLjElxiTS Ojm COii'jEj'ITS ON CQj IjELTS ON COi

Vulture's Roost - The reason for desiring a uniform set oD DoD rules (be they by 
Glenn or by EGG) is that they make playifig the game a let easier. Example: at 
any given time that you go ihto a new dungeon, you have' to spend at least one hour 
finding out how the world/universe is different from what you are uset to. Vlhile 
I am 100% for originality, I, am' also firmly in favor of anything that will make 
play of the game easier. If the nex̂  rules come out, I'll, look at them and decide 
if they are good enough to go; until then, or if they aren't any better than the 
present rules (something I fear all too likely). I'll continue playing ixy own 
games simply because there is no uniformity anyway! .

Shores of Infinity - One of. the problems’that‘‘one. has even xd.th the argxusent 
that the character x̂ras rolled honestly, is the number of characters that were 
rolled and forgotten to get the one good one that is played. HELLSGATE Rule: you
roll one character and play it til it dies (unless it is a REAL LOSE); you xjant to 
banzai, fine with me...you miss the rest of that expedition's experience and trea
sure and, if you make a habit of it, you won't run at all in my game. Agreed this 
doesn't -solve the prOblem.'of people who show up x,rith rolled characters, but one 
really can't have characters all of whom are above average. ; ‘ ,

Stoned Acolyte - 'Would one of my monsters hold up a party for all it x-ras worth?
If you'd continued the attack at that point, most Of the party woxLLd have bee
zapped by the next Li3 from the Dragon. He did not like getting hit on his nose by 
Theseus!///One possible reason that Spectres don't recruit peasants is that they■ 
don't like the flavor of peasant life energy. Generally, though, I agree that , 
Undead should be fairly territorial,.xinless they are working for some other L 
Chaotic character.///Peraagorgon, Demagorgon, Deraagorgon. After remoying the, , / 
Balrog from the list for esthetic reasons and generally ignoring the possibility 
of intervention of the demon princes and dropping psionics, most of the TSll demons, 
aren't all that bad (though I tend to .give them some mdgic poxrer to coifipehsate for .
the loss of the psionic abilities).///\,'es, you and I continue-to shcxj the same '
(perhaps bad) taste. I als.p tend-to collect■ monsters far more than men (or did ’ 
til I recently started on injr .forces of,--darkness arny.., .Sauron had bad press), ' 
I'd add to your list Of .good, monster figxu^es the Grenadier Hydra and dyvern and. . ' 
the Fantastique Stone Troll.///SdORDS A j.I) SPELLS is informtive about x\rhat EGG A '. 
Co, intended for the rules to say, but trying to use them for mass combat is a 
bummer: the stand sizes don't agree x-jith other rules for the period (meaning that 
armies for Ledieval period, can't be used for Fantasy..boo!); the example is 
either chock full of typos or I don't understand the hosting system, at all.

What frap Charts? - iy comments on alignment appear in YOIS/EDE 12, which 
should be in F. "H 12,(That's the WILD HUkT, plugged elsewhere in this issue.)

Td.nYi'lHS’VS - The best laid plans,.,, ,
1 otes from the Underground - Enjoyed meeting you at Ore Con, even if we did . . 

not get the chance to talk that I'd hoped for. Too bad that you didn't get out 
to Swanson's on Few Year's Eve. I think that you and Kay would have enjoyed it. 
///I'll trade you a HELLSGATE for one in STORiGATE; by the way, I xjas quite sur
prised by the song x̂ rhen I shox,red up at Ore Con. ("HELLSGATE's run by Sliraak...)///
A x-rell made point on the. G_|^yhawk, tables, one that x-xas'also xnake by a player 
Dwarf Fi. at a.IT jxost after Greyhawk. came out. One coxmter.p.oint, hoX'Xever, is that ' 
the txro handed sx-xord suffero".Lrbm some disadxxantages: if you use the Grevhaxdc
space required tossing, the txfo handed sword is xrorthless in a 10' xride corridor. 
E\nn when there is space, the space requirement means that your guy x̂ rith the two
handed sword xnLll be fighting r.iore people than xTOuld. someone xvith a regular sword



Dil'.GER LIMvS! RlGE'2

(this is,assuming that the formation is roughly linear for the battle).
Chao's Reigns Supreme- Sack to Stoned Acolyte - on the subject of making magic 

items,-you do have to be careful. If you are using the 5^i/level found in book 2, 
ma(gic becomes axffully comimon in the hands of your non-player characters, if it s 
that, onriimoan,,- -it. can,It. be all that difficult to make! ■

Silly Balrog - "Red" Fenrists? They're the True Fenrists!' . ith all the 
work/talking we put' into them, somehow I'm not too surprised that the x-frite up 
j_s longer tlxan ToF.///Your point on the dropping of aligniiient languages is ■ •
well irorth making again. Drop_ them (vrith occasional accents)., •

■jurgess Pork' Pie - RHi xTOrtdng on a vJRG adaptation/mating. with DcD, so I'd .. 
like to ■ hear about j^ours. The problem is that the impact that Dil magic has . 
(from the one game I've tried to date with spells' like fireoall causing full • 
damage to anyone inside xdio fails, ST) is gross,.. .kind of like the machine gun , 
in ' T.

Labyrinthine Li'ies - Clean Up crex'r, covered by about 3,;iw.ches of xfatep, go 
quite xrell in pits..and t.raps..,the food falls into them and r-eally canRt climb ., 
out tl-iat fast :xmless it's thievish or roped.///lour discussion of your, .group 
of players is hereby referenced- as support for riy state'ments this time to Vulture's 
Roost.' Hox'jever, there are also reasons for having larger nur±>ers of cliaracter and 
separate games. Firsts one;Is less likely to lose really big xdien one of a large., 
stable dies (ie., not be .able.: d o  go out on expeditions, xfith the others). ; liU^tiple. 
characters also allox/, one to fit one's mood at the time of the expedition: if I
feel thievish, I have one; honest, I'hkve a Cleric. ■ .'ith .radny characters, each^
Di.'' is also freer to let his iinaginalion -roam and to require the" characters rvinning 
in his'game to run appropriately.(lawful clerics' should'receive warnings from G6d 
if they stray from the path, the warnings getting more and more severe the longer 
they stay off the path, .for example.! Yet another .point is that the many charac
ters allox-js one'to run different level expeditions "'rather than just staying x^ath 
one. In boston, each player has a stable of many characters even thoxigh many of 
the Dxmgeons there accept each other’s characters; ’the reasons, or at least some, 
of them, are those that I've mentioned.///Good notes on Demons. '. ■ .1;.

Defiance - .Hush! ;■ You (among others) really fiĵ ke me feel that I haye a repu
tation to live up.to!//.y.Re HELL2G4IE Undead. I'rg really not all that-̂  sure: hox-p ■. 
they became so dreaded, ■ actually. 1 knox^ one Barbarian party .got obliterated by 
10 Skeletons (only one cleric in the party s.nd- he.; failed to turn any).-," I also ' 
knoxi that the recruiting means that, if you don't take them out the first tix.xe, ■ 
don't go back a second cuz anything you lost they x-jill have when you return. ■
I also tend, to have Spectres who read. LIVES OF THE FI-i/xROAIiS, as do a lot of ; 
Liurixmies (ESP anyone?); then there are IIELLS&'iTS DEi.Oi'S (exactly like Vampires 
except that only Clerics xril-1 dispos.e of them., .^combat is amazingly xxneffeotive 
on both Vampires and HDemons; in other x-rords, HDemons love to look in ruirrors, 
sleep at night and xrander dxxring the dayp ba'the regularly,, don't particularly . 
lixind. the'cross, love the feeling of a good stake through -the heart, look exactly 
like Vampires, etc. Some people have also discovered, to their dismay,'Rich 
Berg 1 emorials (rooms x-rith 22 xoghts, 7 xnraiths, etc, on the first level....both 
of the rooms mentioned, by the X'lay, started out with 1 and were built up by sev
eral Berg parties.... alas Berg rooms are becoming rare as most are being faken 
out.'., .whal’do r mean alae, he could be running and mking more!) , : .
i.OR-lLE FiLlLUR'E,. .A quick scan reveals that I've no more- coriiments to-rebutt; fry: 
apologies to those foixnd tox̂ rard the-end of ,j'43.;

Charlie'Luce and h'ayne Shaxf...I also enj.oyed meeting'you at Ore'Con. 
next, time j.̂ , too, xjill have more of an opportxuiity to exchange.tales. 
missed anyone else froixi OrcCon, ry apologies. ' ’ .. ,

Perhaps
If I've
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Si."h, ny typewiter continues to punch out occasional o's! GOW is GCW. ' And ‘
speaking of GOG, we offer a reprint from the AiERICAN WARGAIjER. 111.12,. ,,..,. ,
PRIESTS OF GCH'̂J (guiP ty party - Kevin Slimak) ,' ;

1 any'players in HELLSGATE (rry dungeon) have complained of the lack of a Neutral 
source of clerical spells (rî  ruling being that there were no known Neutral relig
ions), However, recent expeditions into the underworld have discovered the exis
tence of an established Neutral Church, the Cult of GCM. Though, as yet, no one. 
has opted to join the cult, I present for your perusal a-new character/raonster type, 
the Priest of GOW, (Note; since this publication, several PGs have gone out.)

Priests of GOW'are ATJ -AYS Neutral! i 1 'Any alignment- change will cause them to 
f-unction as 1 agio Users (iUs), level being that of an i'U x̂ rith \ of their experience 
points, (Note: the ether ^ of their experience is not lost, just-inoperative until 
they change back to Neutral; this halvingwof effective experience also applies to 
experience gained bĵ  them as KUs if they don't, or until they do, realign them
selves.) .Only humans may be GCVh‘,'-'-.e„ . .

In reality, Priests of GCl/ are a blend, of i agio User and Cleric, more akin to' 
the Priests of EMPIRE OF THE PETAL THROITE (EFT) than any other E«D character type. 
Priests of GCW.(PGs) advance in levels according to the MU table (ie., 2nd level ' 
PG requires 2500 experience points) and use four-sided hit dice as do Thieves and " 
i'Us. FGs have. NO effect on. Undead and have the saving throx^ of a Cleric or MU of 
the same level, x^hichever is l-ORSE! ,

FG's get spells by the..Clerical spell table (ie., a Isr level PG has NO spells 
and a ,2nd level has one-.Ist level spell) and may choose either Clerical or i.U spells 
or a cordbination thereof with the foiloxwing restrictions;

1, After deciding to become a PG. a player must choose a leaning toware LiW or
CHAOS. Clerical spells of opposite alignraent from his leaning ruay NOT be chosen or 
used. . This does mean that a Lax-zful-leaning PG.. )dannot use Raise Dead or Raise Dead 
Fully as Finger of Death or Finger of Death (no' saving throw) j-GR can he read 
Chaotic Clerical spells from a scroll. .

2, ii. i-G may not take an IiU spell xjhich'an i.U of his level would be unable to take.
An example mAy make this clearer: George, a PG,. has 35^51 e.xperience points, making
him 6th level, a bishop; thus he has tx-ro 1st, txfo 2nd, one 3rd and one. 4th level 
.̂.̂ sll, jUT he cannot take a 4th level MU spell because a 6th lex/̂ el MU doesn't have a 
4th level spell. This applies to rramber, too: a 9th level GO.Nist coxild take only 
one 5th level SVCr 'Pbo'ar.'t.'so a .9th level MU has only one 5th level spell; the 
Gaiist XTOxad thus either have’ to take a 5th level Clerical smell or wait until he 
made 10th level to take a second 5th level MU spell. . .

One of the tenets of the GCW-worshippers is that PGs. may only use "daggers," 
though they may CaRRT (and usually do) any xreapon. Note the quotes, hoxirever,as the 
sect persists in calling both real daggers and a scimitar-like weapon (called the 
'Wedge," it costs 20 GP and is in every xiray like a sword except that it does D6/a ' 
six-sided die of damage t'o both men amd monsters xihen it hits) "daggers," PGs ' "
fight on the comos.t tables like Thieves and MUs; they may-carry and use shields ' ‘
(they sling or drop them to throx-x spells) and x-rear normal leather armor. In ad
dition, thej^ may also purchase and xwear "speci.xil" suits of armor that protect .like 
normal chainmail but W 3ighing ^OGC? and costing 300GP (it's also nonmagnetic!).

If your/campaign^give experience for treasure, IUs should NOT receive experience
for things^killed; if you only give experience for kills, I suggest Priests of GCH ■ 
take experience at a reduced rate, say f, as another of the prime tenets of GWism 
is caution is caution (often to the point of cowardice!). •

There is sorae doubt as to x̂ rhcther PGs have a Prime Req'qisite other than cowardice 
and collection size, but since neither of these is a characteristic , I suggest . 
using the average of Intelligence and Wisdom as the PR, (This means that you add 
Intelligence and Wi.Gdom and divide by txjo to get the PR.) Collection size is a bit 
■ difficult to explain, out an attempt 'will, be made: PGs are collectors par excel- -■
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lence! As long- as it looks'totally worthless, a PG will want it, taking greater 
pride in possession the raore wortliless it looks! The easiest exaraple of this col
lection is from EFT, but I'll offer it anyx-fay: a PG in EPT, if he xzere huimn, would
be only too likely to- try to collect Hlyss armor. In D5cD, a PG with low strength 
and constitution xTOuld try to collect Ogre clubs! I suggest a 5^ experience pen
alty for each item iiiissing from a PG's collection, the size of the required col
lection (in nuriiloer.of-items) being the same as the number of levels the PG has! ' 
extra items riiake., them, happy but yield.no experience bonus. The collection need 
not be carried along on expeditionsbut expect a PG to pick up something if he 
doesn't have some item of his'collection along! To quote the world's most author
itative source -on them, "Priests of GCHT should alxjays collect things. For example: 
dictionaries of extinct languages xihich are no longer spoken and xdiich did not .have 
a xnritten form; bird calls of the major species found only in Atlantis (x^hich sank 
under the ocean)." ;

Fo sensible person really cares about the other tenets of GOT xrorship, but thus 
far several have been discovered and'x^ill be listed here. ' GGTists tend to chant a 
lot, usually, "GQJ is GQ-i" endlessly; there onCe x-ras a schism in the cult, one side 
maintaining that the other had the chant backx-'jards and was g-aying, "GOtJ is GOW," 
rather than, "GQT is GGl'T." GQiists dislike both thieves and elves and HATE elvish 
thieves so much that they xrill not be a. part of a party containing one.

Priests of GOT tend to be disliked by both Laxfful and Chaotic Clerics, being 
viexred by both as at least mildly heretical. GQ-fists will insist that they be 
allox'jed to riiap for the party and, if there are two or more GClĉ ists in the party, 
all xiill make maps; this raai-j-fflaking r.iajr be carried o n .virith such devotion that they 
do not notice-'doors, pits or cries for help! , ;

If. you deal in divine intervention, I suggest that you read about Dra the Un
caring of,EPf to get an ide.a. of hoxr GCW x*ri.ll intervene.. For those of you who don't 
have access to EPT, if GOIT intervenes (xrhich is only likely x-j-hen he ins't needed - 
and hi.ghly unlikely if there is much danger), his help xri.ll not be slipshod (like 
Dra's), but xrill usually be irrevelant or useless; giving a life preserver to some
one being attacked by a shark.after his boat is xnrecked is typical.of the aid one' . 
might expect froia GOW. '

Priests of GO.J are alxjays willing to: help, other adventurers xrith advice and/or 
copies of their, maos, but they xrill ALl/AYS cliarge for such services, "Knoxriedge is 
never xrithout cost.'" This ad.vice and maps xrill often (.75/i) be inaccurate or just 
plain useless! (Pote tlxat Detect. Evil xrill not reveal x-diether the info is true or 
false, as the PG does, not intend to deceive; he's just often xixrong!)

■Questions, comments,' etc. are alxj3.ys x^elcome at PO...G0X 351̂ !'> Edx-fards AFG, Cll , : . 
93523, although anyone xrho takes GO seriously should definitely consider visiting. 
a head-shrinker! (One -good method of ahsi-rering questions about G0¥ is examining '■ 
one's navel for lint;" if .this fails, contact me and. I xrill either check riiy navel or' 
consult the Oracle of GQ,G), . : . -

The above is an example of the 'material that appears, all too often in the Al-ERICAH 
WARGA1.ER, the nexxsletter of the American ̂ 'argaming Association. AVIA is a national 
garring organization xrorkir\g to help people get together regardless, of what/hox-r 
many of the aspects of xrargarning they a.re into. Lany of the xoriters you see in 
...lE are members (those'jumping to mind most quickly tone are i.ark Sx’/anson, Lee 
Gold and yours truly). i embership is -,)5/yn; a sample issue of the'nexrsletter is 
25?ri.. .both from lark Sx^anson. (address in Billy Balrog), Feel free to drop, me a 
line if you have any questions! Oh, yes, those of you in the lA area xrill be 
interested to hear that Aero Hobbies (on Santa Lonica Jlvd in Si.)' offers a .
discoxuit to A .. meralDers! . . . . ,
Gee, another IGx^pages and itJs. a Glenn-zine (and Lee kills me!). Rout! Sauve qui reut!



THE LOST MASK a self typed zine that has been infuriating: 
a lot of people. By Stewart Levin, who may be reached at: 1140 S,
.Mason Rd,, St. Louis, M O , 63131.- I HAVE MOVED SO THIS IS M Y  W  
ADDRESS!. 0 yes my'motto, "The Svjord is miehtier than the Pen, 
especially if you have a sadistic and devious mind"

to Lee Jold's a.rticlp on pens here isFirst, in resnonse
p e n - p a r r y i n g  s w o r d s

These unique, swords have the ability to drain ma.frical ability 
{the magic ability of thinking) from the per-on/victim makins: him or 
her(in K a y , J o n e s ’ case) unable to write or think about anythinr 
except, ."How dars he say that I And in A&E too!!" They are 
+10 against .peolpe. with pens although they are - 1  against people 
with typewriters and who run l60 page fanzines, ■

OR TREMBLE F O E S . THE DAILY BLAH IS HERE AGAIN.! I jrOMMENTE
Le e  GOLD-The potions that you mentioned in your comments last issue 
.were done by the Gr i f f i n ’s Quill (Charley Luce) Keep ruhnino" m y  zine
On the b'iue paper though, I. like that color. :......
. TRAItONTANE-Fareweiai. I will.'mis- your intellieent v;riteups. .Care 
to exchange a few letters? .
BILL PALEY-How about in St, Louis, or exchange some letters?
Amusing^ ~Ko not you, the adventure, (although I have m y  doubts)
1/i'es Ives- Your article in the DRAGON jf=2 was e x c e l l a n t !
.Jj'lCOLAI S H APERO-Laser technology right now^is not, repeat NOT 
'advaricsd' enough to the point of dperable Field ^^^eapons . The 
closest thing we have how for a laser, hand or rifle weapon is the 
lasers used in surgery and for communication, both requirer a 
vrhole. lot of energ^r. Also on the subject of LASERS, LIZERS .and ̂ 

•what not, the goverment came out not too long ago with a offensive 
weapon called the TASER. This ri.fle is about the size o f  a M-1 
and fires a eier series of "darts" vrhich h.ave fine, long wires 
attached to the ^^reapon(the wires are at least 25 vyards long) when 
the victim, is hit an instant electrocution oS him, reducing the?s 
victim to u nconsiousness, Naturally, this weapon w.as protested 
agsinst and not p.roduced but there are rumors,..

Imagine a few dungeon creatures with this dan^f?'.
Back to -LAZERS and why I picked the v^ord. You all remember the 
show STAR TREK? VJell the'^ had phasers right!? Then read THE 
WORLD OF STAR TREK, for it sa^^s something to the ■ effect thet the
Phaser weapons were at first called lasers but thev wanted to 
___-•-1 — ___________ V.. V’ 0̂ laser weapon v^as developed

Ditto for me
avoid misrepresentation in case there w a *̂ 
hence the name phaser. All I can say is 
KAV JONES-I would advise that you stop watching Lxza Minelil^^ 
The Glass Goblins are hand painter^ bv G a l d e r , Onto your story, 
hot bad, .not bad at» all. Keep it up and some year you just
might be able to write well, ,
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M R K '  SWANSON-Have already accepted A/-our idea. I uee 
you travle magnetic chess set and- it doe.s v^ork very

a small play-as 
weil. Thanx

fifth level the Barbarians skin AC 
chain and above type mail or plate,

becomes 
' Roughens

HAh. h Y  PATT:j;Rg.ON-At 
.AC5 , so he can ,t use
the skin see? "" ' — ..—---
LEE GOLD- r e : Pens. ah,...Cute Lee, really cute* ■ '
SEAN CLEARY-Although some certain bull headed individuals who could 
not tell a creative idea apart from a idiotic one(Kay?) have vetoed 
m y ’’suggestion about ji-our glass goblins I ’m glad that you like,, it, 
’’You and me against the. w o r l d , D o n ’t pay too much attention to 
the idip.t gibbering in her mirror^, she probaly forgot her wheaties
that morning, ' ' . — — .. .
BILL SELIGi'.AN-A fool i s ‘ a fool is a. fool I'ho writes o Star, Trek 
satires 1 ' - ■ ■ .
CHARL.CS MCGREV^
see, T was

____  Bull., li'hy do I pick fights? Hmmmmmnir,, V/ell, you
always a tough kid and my  dad said that I was dcvmright 

ornery. Either that or Glenn Slawe© Blacow. has a long lost brother. 
Steve Mcintosh-See comment to .Hartley Patterson. Being patterned 
after Conan this class defini+'ly has some advantages. Glad t̂ -ou- like 
the L. A. B.,S., but remember, ”If a AMU meets,you in the dungeon and
wants you to work in his labs find out the address FIR-TI" ..
PAUL JAQUAYS- It Had To Happen f?r D o n ’t Get Funny With Me Bunny. 
Anybody got a HOLY^H4ND GRINADE? Paulif'''you a immunity to SLEEP 
and Charm Aniraal/Monster it will be a 'better monster’.
THE LARCH -, .

A tree Vfhich seems to be a dancing elephant or an elephant thst 
5eeras to be a tree, (I f o r g e t )' O n ’the finding of a Lqrch the victims 
wrill(if t h e y  d o n ’t save vs av^e) stare, at the supid thing u.ntil dark 
where stange men pretending to be riding horses but instead v411 be 
hopping,and clopping two coconuts together,^ Could a swallow carry 
a coconut to ENGLAND? They (the strange men jv.Mll; ask? .
BITJ, P A E E Y ’S ad-venture' has aro'ised me to wonder,,. CAN A DRAGnw 
FALL ON,.,S,OMEBOD''" EiND THAT S'OMEBOST STILL LI^E? To help you with 
the ansv^-er another situation will be discuss/-d,. Can a m.an however 
high his level stand up after R.yO tons of iron ore fall , on him?
WIL],-LEE COLD, GLENN BLACOW, NICOLX\I-SHAPERO and MARGRET GEf'7 GNW^T 
please comment? ' ■ . ... ,
A FIRST! . - ' ■ .
e v e n  f o r  A&E-J- . •
THE F I R S T ’-- .1  ̂ ' ■
METAMORPHASIS ALPHA ADVENTURE,! '

I and Krag had left the f villiage at
made for me before v-e left, an rhichjhe asserted, 

He h ad also

the first ,pf the day, he had 
excellent bow, with-i 

I could easily kill any beasts that dared att-^ck me. 
said goodbye to his friend the witch doctor and for the present of 
a bow the witdh doctor had given him a powerful chemical that would 
utterly destroy any xxxkx for in the world there w.qs many dangers,

" and beasts had strange povrers and often slaughte-ued - truemutants ... - ------  .. . ,humans like myself. Although I kne->.̂ r that Krag mutant,
it secret for the tribe detested mu-ttints and killed suchjipon bir-bh. 
The reason that Krag survi-'^’ed ■ was becau.se that his mutations ->'’-onld 
not be visable. On the trail, we had been going-.for a feig hours 
when Krag stif^^'ened, and said J ’’Creatures coming, 
which the-'- are ver-' light so thê '- must be small.
I coiild not tell for I couldn't 'nesr a thing. In 
we could see them (next page)

I kept

two in number In 
How he heard them 
a fevT minutes
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thev were like jaguars but smaller, about 4ft in lenght. They had not 
seott.ed us yet so we quickly devised a battle plan, Krag would stand 
and provide the obvious target Ârhile I would be around 30 ft to his 
left, waiting for one of them to circle behind them so I could 
ambush them . Karg fitted his arrow to his bow, drew aim and let flv 
Direqt Hit!" The jegf^et coughbd blood but still manag-'d to drag itself 
in the long grass and the grass hid it completelv. Suddenly I'heard 
so\mds of something moving toward me in the long grass, I drew my ̂ -=vrord 
that was iny famj lies onlv heirloom and waited® It was the other jeFf^et. 
I swung at him and I^missed for it had already notised me and soon my 
sword was rising in the air! I tried with all my might to bring it down 
but lust as I got. it down It went back up again. I waS: in a dilemma, i 
couldn't draw my daf-g’ar and I couldn^t touch it at all. withou'b losing
my sword. It left thsn and approached h mupon the other ieg.̂ -et;- and had linaiiy lex-eu .
Vi/hen just-as suddenly, the other jegp-et. sprang on him and beg^n rending 
and clavring him when 1̂  ran to the scene, and stopped, 1 could not aim  ̂
a blow at the jegget without harming or having a large chance of hitting 
Krag, 11 it soon became evident that Krag could not v/ithstand the 
onslaught of the jegget, so muttering a prayer to the Great ghod Captain 
I . struck. The bloi-- was a good one and the jegget lay dead. VJe skinned 
the jeggets and went back to the villiage.

Later on we were journeying, to the vrest when upuptly ubruptly 
we came unon a great column in the,-sky,, we annroachod it and saw a 
cherry tree right by a sort of dborway in the column, heartened hy a . 
apparent source of edibles we went forward, Suddenly, the tree moved 
qPd threvoc its vcherries” at us„ One hit Krag but he was unaffected . 
bycause of his ability to absorb radiation, one,two, hit me and I 

. knevr no m-re, ■ , . , ,
Editores note: The Tree encountered.was a Death Bush and is mobile

arid throws Radioactive berries vrhich do 15 D6 damage each, Karg 
killed it with a Powerful chemical defoiliant and escaped. lohad 
'another human in this world but he was attacked by 5 24 ft^tall 
Bearlike things ’(Bearoids): and one of them had a Protlen Disrupter 
that shot oifmy humans leg;,and since 3''ou can t get another leg 
without a robot and several other matierials I killed my s^ff*
'A Protien. Disruptor^ sends' a beam, burst of energv (radiated) that 
reduces all atom^s into .their basic components. If there is any 
digression over'this take it up vmth  ̂ard. (klr, V/ard that ife)
I will now reveal some monsters from various books I ’ve read.
First One from my universe that I made up, if someone else has 
already written up this monster in earlier issiu's of A&B,, weLL, 
what can I do about it?
Appearing\-°™C-0, HD-60 hit poinl.s, Move-lft", %Lair-50f. Traaaure-E
Attacks—2 2—lo each, .ANY kind of fire, magical or normal will do only half damage against 
th^m and causes a vapor that routs and causes creatur© with under 
6 hit dice to rout and run away. Higher levels must save vs nosion 
or walk/run/fly/ crawl away but net in a routj Cold caiises to become 
brittle and will take triple dxEgK damage .from any physical t^̂ pe of 
attack for 4 turns(NOT melee rds) Anything electrical does not ef.ect. 
Blunt weapons do not affect, if hit with a blunt weapon, the weapon 
will have a 50/o chance of hitting the attacker and will fall out oj 
the attackers hand/paw/claw. Flaming Swords/dag.mars/pins/needles/ 
do double damage. Vapor causes loss of 1-6 charisma pts, until i 
is washed out ..
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The rubber golem is a level 5 monster.
THE DREAM'FLANT_ .. . ' ' , Level 6 monster '

• This monster is taken from THE BEE? OF STANLEY S. ■ EINB4Tivi. ̂  
These plants can be situated . a n w h e r e  and when found, they have . 
a Mind scan '.n (which is a esp that nobody c n detect orSnotice) and 
.they read the persons/victims deepest thoughteoor desires and then 
makes them see that desire/thouaht/per'=on. There is no_- savinm throw 
for this and then it is up to the player to act according:ly. Note; 
DM's. must play this monster carefully and -skillfully, kfhen the ' 
victim gets close 2 0'tenticals : each oft long will grab or tr3r to. : 
grasp him. Make note that the victim cannot see the Dream Beast 
until because of the. solid illusion. Since the i)B is dravn.np-othe 
illusion from fahe mans mind it ’''ill be comnlete to smell and^ eound 
but will only be in the mind of the victim, like if 4 people 
encounter-it and are thinking of dif^errent girls then they will 
all see different girls. For the tenticals now, if 2 grapple the 
victims hthen fhe victim moves/drag f'̂ ed tovr.ard the plant one foot.
The mouth is B, ft away from when the Acicti m is grabbed. In the . 
mouth is a KR -acid so strong as-fo dissolAre anAr flesh even thoiigh 
plate arnor.in 6 melee rds so if the Arictim is freed 3 mel-''-̂  rds 
later then..he/she is have dissolv«d/I.E . half Aveight and hit noints. 
The main pro hi f'm with this monster is that it is. easily killed but 
it does tak^ a long time to get back up to the proper Andeght egain 
and- you- G-a-n -t go adventAiring A.rhil - beinv un-'er’--i eght I'-ithout m i n u s ’s 
on your per-fo.r’msnce. . Btats are: . ..
Appear-1', AC-7 ,; H D _5 , Move- nil, . Lair-alwa;'os , Treesn.re- 0 ..bAit no 
silver or copper just .the magic and jeAA^elry and gem ch.s.nces..

ONCE- A CAIN r-

" This is a plug for a play by.mail campain of RnogipDE S.KA.AR, ' 
whioh I .riin. It is a world th.et has reached manLs greates.t- glory, 
to: reach the st-rs; and to establish contact A^dth another .race, . 
when suddien.lv "a strange and raisterious . disease struck and crippled 
-both" peoples so. sever'ly as-to throw them back into barbarienism.
Years later-, the peoples achioA/ed ciArilisation not unlike Earth
medieval period.' I run this game using a strange yet wonder•fiul 
combination of B&D anrU KAM.FAIN! a set of - rules developed by 
Brian Libbv. If further information is desired pleaseVAyrite_ m e .
All Couhtries Are Taken, Bi-it Mercenaries,

d 1 f si, wU. ' o.. vU sf, sj, ".U0((1 I f’-
JreatAires and INDIVIDiilLB



m s  is I WAS'A I^IVEL WINS MAGIO USER FOR THE F.B,I., intended far 
A&E 19, if Lee ;got it in time, - :I'-m. Lew W o U c o f f reachable for . comment 
or curse’.at 660 Boas St.— apt'.' 703; Harrisburg, PA 17102.(717); 233
3 9 4 3. Call if you get in the area. *

, SDRAWKCABTIDEPYTITAHTWASUnYSIHT'?;AER?TEMITEHTKOOTUOYFI

. TSR is now selling a dungeon, Vampire Oastle. It’s a four 
lerel castle, home of the Vampire Queen, who’s currently keeping a 
dwarvi'sh princess as prisoner. ( Q u e s t anyone?) Lt comes in a fol
der: two sets of maps, one of just the regular passages that may be. 
handed out to the players, the other set xs the .LM’̂s maps with the, 
rooms numbered and secret doors and passages indicated; a- background 
av.O. scenario for DMs; and a set of charts that shows what’s in each 
room. Cn the plus side, it isn't too: bad: a dungeon to starmycru^ 
Everything’s laid out--mapSj charts, hit points for monster^,, and 
treasure so the^neoLM'can get a good idea before they set up.mheir 
cwn dungeons. Minuses. The maps are laid out on graph paper, but 
the walls.don't match the grid lines so it's hard to describe to map
pers. Also, the, dungeon is "Qyga'Scian, ” i.e,, lots of empty rooms, and 
not a whole lot of treasure. ‘

TROYS were earthen mazes, often acres across, that'were quite pop- 
:ular in Britain during the' Middle Ages. The pattern was usually ”drawn'’ by building up a small rise of earth, several inches high and several inches across. Occasionally, a hedge was -planten to form the 
maze. A large number of them still exist in rural Britain. , ,

In a wilderness there's, at least two.ways to use a..troy maze. By 
walking it, a character gets something (powers or a magic item) or 
gets-.away from something (maze is a teleport device or standing in 
the center of it will keep those attacking balrog's away). The fnn , 
comes when the'character walking it falls off or gets- trapped in a 
cul de sac; treasure or power is lost, monsters attack, ;etc.
.. How do you LM troys? Put them in a hex, and explain the alter-^ 

natives if your players ggt to it. If a player decides to let his/ 
her character run fhru it, hand him/her a pencil apd a book of. mazes, 
and let him/her actually try and solve it. Set a time limit and 
watch-for-dead-ends or crossing over lines. ■ n, > ^

" Incidentally, Menakar, father of Mevron, first Lawful Lord of^ 
Hell-Park, "collected'' troys, Ha .had over a dozen built around his 
estates, mostly on the north side of the Doublet Lake,  ̂ -

Trebleth, my most poweiful character, has been doing research 
lately. Born in Bob Lipton’s dungeon :at PrinceOon I, he was known-, as 
Ethelbert (11-12-9-17-S-13) , a half-elf f ighter/m.u., ' In his first ad
venture, he got a Deck of Many Things.,' His first card was Gain 50 K 
e.p.," but he (okay, l) got greedy and drew a second one. Lose one 
level." The result was a Permanent Curse that he functions one level- 
lower than the one he’s earned. In his. last expedition, through 
'PylfjgLX’is.n at Horldcon, he topped off as an effective Myrmldon/Magl— i. 
eian. His magic is a Permanent Shield spell on himself, a scroll .? 
with Protection from Evil 10 ft., radius (source of the Permanent _ 
Spell), a medallion,, that detects evil and/or-magic, and a Dragon 
Cloak that lets him turn Into.a.Very Old dragon of any color he s 
seen for 6 turns/3 times per day. (He's seen Red, Blue, Green,
Black, M t e ,  Silvsr, and Bronze,), Permanently exiled from Blip s 
unlv0rse--as opposed to an 8-year jail term— he's Settled in. the-.Holy. 
Ci'ty of EM and taken on his shifty nephew, Hadrian, as apprentice, ■



(Hadrian is L-1, unrun, :9“16-10-12-16 t 9, a Thief/M'.U.). -:frebleth 
decided that, if he was pinned a;t L - 6 , he -was going to do s o m e ‘fe-' 
s^earch. Using-some of( his 72 K G.U., treasure, h e ' s dd'reloped I --

^ l a s h ; L-%1, a variejit en Light, this apeil produces /a sudden, 
quite intense hursT'of light at the M.U.'s fingertip. Any seeing 
being, including party members, who d o n ’t protect their eyes is tem
porarily blinded. . The f i g h t , defend fexcept for natural armor class), 
and cast spells at -A for one round, and., at -2lfor a second round, Uy 
defend, I mean the AO decreases b y '4 ..or 2 ey^n if its, the ta r g e t ’s 
natural AO. 3500 g-,p, , ^

D r e a m ; L-2, spell induces desired dream in a Single, sieeping sub
ject. M.u. controls dream as Suggestion spellc If h e 's: careful, the 
caster can create a role for himself-,entering into the.' dr earn'So as' 
to cammunicato with— e.ven question— the subject. 7000. g.p*

noth spells are resellablo-(with ICO g, p r  commission). Available only 
to- i a w f u l s , 'Order through A&E, . ‘ -

Question— when Clerics research spells, do they get the same sort 
of two for one divine assistance that they get building castle§? .

COLLATION OOMMEHTS— A&E 17 ' f . ; , '  ̂ "r ^
HARTLEY TATTBRSON; One in-game us e' f o r . alignment .language :is for ."sec- 
rqt*’ communication between like-aligned characters, ,eeg.,..'the Thieves 
Ih an otherwise Lawful party. Let's say the two t hieves, are chatter-* 
ring .away, telling Jokes, exchanging gossip, and so on. ; Amidst. t h i s . 
Jabber, they pan also plot against the rest of the party; In-an..: f
expedition this could be accomplishe.d by the players Involved passing 
notes ' among themselves and to the. L M — who could, pass a eqpy to .any 
other player whose character spoke that language, . ■ ■. .

STEWiET LEVIN; D o n ’t take my comments on Elev^ners too hard. I must 
hhVT2 spent four issues defending .my. Collector class,//!, like your ver
sion of Darbarian, but I get a feeling that there should be a topping 
off level. Also, are there minimum— oops, I . Just saw th'e specs.
NICbLAI SE.1PEE0; Assuming. I ’m ..crazy enough to try to, play Storm Giant 
(Oasimir, L - 2 , the 10 fti p o l e ) , what are the characteristics minimums? 
//Mercury d o e s n ’t explode. Mercury fulminate does, but it :and p u r e -  
sodium— which burns rather, .than explodes, try barium and -water— take 
some deggree of technology t o . produceo' (¥hoop-s,- that ,.last' comment 
'should h a w  been f o r  Cary: Martin, ' This ain't, my day.) ■ :

GARY MARTIN: see my
weapons.

last comment above .//Can Samurai— which I Ike— use 
of Oriental martial artists, ho sticks, ninchakas,

as a character class. Tho:, 
it's kosher. ..~Nhat are. the,- 
a Vampire move above ground 
is most Inconvenient for ■-

the various
etc.?//l’ll reserve my opinion on Vampires 
if Ba.lrogs and Dragons aro used, I suppose 
e.p. levels' requirements? Also,.ho,w do-es- 
^r in m l d e r n e s s e s - - e x c e p t  by nlg^t, which 
other pharactor types. ' , . .

JASON SAYLOR:. Clerical (Titanium) Dragons,.''assuming they have the p o 
wer of -a' cleric', of a level equal t o ' their hit' dice w i l L  have a defen
sive ring of lesser animals : 2D8 snakes . .('50/. poisonous ) (Sticks to ■ 
Snakes'— L-4) , a cloud of Insects (Insect Plague— L-5)V’and one to six
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animals (L~6; Otm^ure Animals), He/she may also hayo set up a-yege- 
tarlan delense. via Speak with Plants (L-4), Timat I ‘m  trying to say 
is that the idea of a dragon using clerical spells is really something.

E A R L  BAKT.R;' Glad to see you give e.p. for c lerics’ turning/dispelling 
undead. Many DMs don't.//Are you saying, in formula '7̂ 1, that a  m o n 
ster with AO -2 is as easy to kill as one with the same- hit dice and 
AO 1? t Ho way. How about treating negative armor classes as recip
rocals of some sort. AO. -2 and A.O -3, for example, could m-ean I/ 2  
and 1 /3  or a fraction raised to that power; say, 0,9 squared and cubed, 
to use the examples . '
JIM EOKMAH: Too small a probability of spell working. Good idea, tho.

JEEF MAY; The gravity of. your world is roughly 7/8 Earth, i^hat effect 
does this have on strength and d'exterity?//Your Oritical Oondition 
Table is "both useful and welcome. ’ ■
BILL PALEY; Scenarios, quests, 'and sagas seem more, real.istic than ;]ust 
to go a d w n t u r i n g ,  but . then, the purpo.se can v e r y  likely be that a 
character needs money and has talked some friends into helping him/her 
earn it by dungeonering. ' . . '

LEE GOLD: Most dungeon monsters are preditors, near or a'ls.op a long_., 
food chain. They're unlikely to attack even herbivores vrith the same 
number of hit dice— or men who have all those hasty weapons. T h e y /  
might prey on lower hit dice beings,' though; which would explain the 
presence of higher H-i monsters on lower levels. Also, a^being whose 
life was sustained by magic would have to prey on s''.milar beings ifi 
order to get the ectoplasm needed to survive. _ ... .. ^
STEVE PERRIN: A being that's simultaneously fighter'; m.u., and thief. 
All you've done is scale down the e.p. levels for Elves. Incidental
ly, h e w  does mystic powers justify, having a M o n k ’s open handed ability 
to strike or having the abilities of a thief? ■ . ■ .... .̂ :...

PEG GEMIGNANI: Please tell your version of that expedition so I can 
see if I r.emember any of it right. Apologize to your staln^arts. fbv_ 
me, also; m a y  the gods of the multiverse Bless them,/ /That discourse 
on unicorns in mythology vjas 'groat . , Took me back to seeing the tapes
tries in New York a couple of years ago, .

GLENN BIAOCN: A.t least a note on the planned in advance or most Itkply 
strategy of a monster or group of monsters seems necessary'to a g.obd 
dungeon. Most DMs identify with at least some of their monsters, _ 
Maybe that's why they boast about their dungeons' kill rates,.//P10.ase 
let's not get involved in the "Gandalf versus P a t t o n ” argument,_ If 
anybody wants to'argue, it, put a Nazi '^';nzer .division in your wilder
ness- and tell us the results.//Have to agree with you on ring costs. 
The ring equivalent of •̂ 5 armor should be in the range •?! an Xray 
ring, which & Magic sets at 50 K (just for the manufacturer)^

SEAN SUMMERS: Considering their HD, I ’d suggest- a. Strength minimum ...as

Trebleth says, "hi" back, 
now renting in the f o r e i g n e r s ’

How do you determine a fire's intensity, hit
' '' ini

He's thinking about buying the. house he.,..'
well for Phoenixes. . „
points generated?//Your spells are.,also good for a pyromancer, thanks,

1 , ^  U q  * C3 +  V l t  Tl  CT ' h l i v i  n C T  P  >

quarter ">f EM,

STEVE MCINTOSH: Twits as an "advantaged” class, mighod, Works fine IP
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the player can he made to keep in character. I t ’s a good incentive 
for people to keep a character likely,, 'stherwlse, to have been disre
garded. But, if Strength stays 8 or less while Wisdom andrIQ rise to.-.
9 or better, aren't most twits going" to opt for Cleric or Mill.? How..^ 
about modifying that random rlso' dle. D 5 : 1-2 Strength up; one $ 3-4 
I'Q up one; 5-6 Wisdom up one. And Twithood ends as soon as any two 
are above nine or equal to it,//Hokas are rare as^ player characters, ■:
but great ■ as hirelings or encountered.. beings-,//Thanks for comments 
on Gollectors. If anything, they're a variant on Sages, getting _ 
magic powers by studying magic-linked artifacts in the ar,ea of their • 
■speciaity.//Paladins are "created" after a thirty six hour vigil by ' 
Lawful Patriarchs in a ceremony involving both Commune and Quest* . 
Many apply, but it is the will of the god(s) Involved as to which - 
ones are.accepted. Thus, the high Charisma score. Since each case 
is decided by the god(s) on'its own merit, Paladins may be o'f^any Law
ful c h a r a c t e r .class, In return for,his/her powers, the Paladin i s ....
sworn to remain totally Lawful and is giyen a purpose. This can be . 
one of the purposes given a sword or, more likely, it is on the order ■ 
of "Uphold Law," "Twart Chaos," "Aid the Weedy," or "Protect the Weak," 
Palure to fu.lfill this purpose removes a Paladin's powers as surely 
as acting I n a  general Chaotic manner. That's my rat i o n a l e .for/the. 
way I"hope to run Paladins. Note: an experienced' character may'als'd-- 
apply for Paladin status in this ceremony, but he/s.he has to meet the 
specs; e.g. give away most treasure. And it's- still up to the DM.

ERIC HOLMES; Nice story. How does, voodoo work in .your universe?
SSEVEN BROTW: Very niT2e set of relics, a good examples;, to us beginners. 
I'm curious, though, to know a bit about the religions they derive from,

COLLATION CBMMENTS A&E 18 ' -

LEE- G O U / S T E V E  PERRIN: Now what? It'llbe interesting to watch your 
two:^'versions“ of Sard.-,fight .(sing?)' it out.  ̂ I hope you two can get 
together, merging the two into an-even better composit.

HILDA FANNIPEN; Why did the conversion-to Lawful change your Balrog 
into an elf? -. . ....
CHRIS PET TUS; Thanks for the minimumS for Elves, Half ...Elves, Dwarves, 
and Hobbits. Most specs I've seen have been of the form choose the 
race, then roll the dice.//Scrubbing BUbbles are also going -to leave 
a slippery trail across any surface they travel over. How about 
(20-Dexterit.y)x5/ chance of falling, 1 h.p./lOOO g.p. weight?

FILL TAYICR: Love your pie-throwing cursed scrolllll - '
WES IVES: How else does a low level react to meeting a dragoh?//Detect 
Value, Detect Minor Value, and Detect Ability are variants on Detect 
Magic- II and, therefore, L-3. Quantifying Value,- Minor: Value, or 
Ability would be D/Magic III, L-5. (For an explanation of D/Magic , 
i r  and Iir, see Dick Eney's write-up of Percentile D/Maglc about fo;ur 
issues back.) ' ' ; I
d i c k : ENEY/LEE BURWASSER; Magic during sex and pregnancy?  ̂The creator 
of t h e ‘/.Courtesan Class and the Make-out Rules strikes- again. .

HOWARD MAHLER: See you at PrinceCon ir,//Pour, or ■'more_polnts_above 
save, missed completely/no damage. Less than that, close/half ...damage.



NICOLAI SHAPIRO: ’’When a sorceror takes to carrying a sword, i t ’s 
pretty plain h e ’s using it as a cure for impotence.”

"And it works?" . . ..
' ' ■ "Of course it works. I t ’s straight one-for-one

similarity magic,’ i s n ’t it? But you've got to take the sword-to bed
with y o u . " . , ■ M ■Larry Niven "Nhat Good is a Glass Dagger?
A n  argument for the opposition. Why not j^st assume that the sword- 
wielders you mentioned were their dimension’s equivalents of halfelves, 
■■//l like the idea of Klutz Factor, but DMing with-a pocket calculator? 
I ’d still like a few of those swords. This 3 versus that 3 is a 
question of tactics.
KAY JONES: Poly boulders is good’ strategy. If conservation of momen
tum works, just time the Dispel spell so it takes effect while the 
pebble is over your target's head--and he^she/it thinks y o u ’ve missed,/ 
"^fhen you read this, chuckle a bit," Y o u ’re my kind of people, 
sneaky,
MARK SWANSON: Hmm, U.S.G.S. as a source of wilderness m a p s .  ̂ G r e a t .// 
I'm afraid I d o n ’t understand why Ohaotics, if clerics, can t do Cures, 

"Lights, Blesses, or Raise Dead— p r o v i d e d .they do it to benefit their 
fellow Chaotics, e.g,, cure damage caused by Lawfuls.-

NICK SMITH:'Clerical spells seem to fall into three categories: Deal 
with Evil/the Spirit W o r l d • (Detect Evil, P r a y e r , Raise Dead); Affect 
the Body (Cure Wo u n d s , Diarrhea); and Replicate Miracles (Snake Charm, 
Insect Plague). L-6 and L-7 spells, except maybe Find the Path, -are 
explanable within these categories.//Ah, the -burocracy of Hell. ,

SEAN CJLEARYT:' Nicolai Shapero's Sleep Demons and your Demon Dream are 
the inspirations for Trebleth's Dream Spell. What levels are Fog-and 
Dispel Fog?//ls a dragon, confident in his/her strength, going to, to 
its own mind, waste a portion of its hoard researching a potion?//Bl- 
tlng Wind is interesting notion. How about Sorrocco, the fiery -wind 
of the desert that is said t,o drive men mad; Scalding or Frigid (death: 
from exposure in one turn if enveloped) Water; or an Earth Elemental 
heated to lava intensity,//Changing normal swords or armor to i-A or 
■i-5 is Steel'to Adamantite or Steel to Mlthral. Simply upping either 
to ->1, -j-2, or -:-3 -is going. to be a difficult spell because it. implies 
the sort of familiarity:with arms and a r m o r ,that m,u.s a r e n ' t .supposed 
■ to possess, . .
S T E W A R B  lEYIN: Now, if Alan was a D&D fan who had a set of rules and
the suppllments in his pack, L e t ’s see more of him.

BILL SELIGMAN: I had a long letter prepared on your zine, but it was 
destroyed by 47 59-dice lightening bolts. "And the players all said,, 
’Sit d o w n , ’ the D M ’s getting pissed off," Looking forward, as you 
could tell from that last sentence— if nobody else could— to , GM & M .

STEVE PERRIN: See my comment above to you and Lee.//"R. Mochanlcal Tr:" 
the "R" is remove? How do you reconcile the percentages for identify 
Magic and Detect Magic Traps? Maybe switch the two and. add 5^ or 10% 
to the new Detect Magic Traps values, ‘ /■--

DAVID FRIEDMAN: Reguarding your PCR, see my comments to Nicolai Shapl- 
r o . i ’ve seen your spell' selection system used elsewhere. Works fine.



//Good question of^:oeliiug if . Sloop bits . Maybe .Slop ! .beings coifn.p,.se 
so quickly that even a high IQ, high Dexterity.being couldn't fake it, 
Cr maybe Slept.and-Oharmed. beings are b r i e f l y 'enveloped in a burst of 
light-~like a Star Trek-phaser h i t — if the ...spell, ta k e s , Or maybe a 
sort of mental feedback Indicates an actually Slept or Oharmed being. 
Otherwise playing possum is an excellent stra.tegy with party members 
having a good chance--say 1 “2 on D8~*-of being surprised when the faker 
attacks*, ■ ■ , , . . . .

JIM .BOLTON; lour spell system is the first u s e — and a good one, too;—  
I've seen for rolling pefcentiles for characteristics other than 
Strength. ' '
TEP,;. Were.; you-.fishing for .a- laugh with that comment on '^baited, breath?"

PETER OERRATO; CTiange your 500 ft/minute figure to 330, Why? Because 
then a ten minute turn moves a m a n  3300 ft, just about exadtly (0,6^ 
error) one kilometer, and five of those turns are close enough to 
th-ree miles to call.it that.. Assuming a the sort of ten minute rest 
each hour that hikers or explorers are likely ■ to take, that gives ..a 
movement of 3 MPH, 2y strange coin.cidence, this is the hexes/dky ' 
speed in volo 3;, so wlay not use those speeds? The'figures matcyh per
fectly if you figure a six mile hex and six hours -of -travel/day,// 
Strength is going to drop a point for every hour travelled without a 
rest .(hour's: rest restores one p o i n t ) , stopping at three . . Af t.er.,:a. f ew 
hours, low constitution players are going to start falling behind, ’ 
fainting, or.even dying.//Let characters have their p l a y e r s ’ intelli
gence. Interesting..^- Avoids the frustration of the player of the IQ 
9 Thief w h o ’s the only one who sees the way out of a problem. I was 
in that spot, the only "experienced" player. Happly, the DM decided 
at that point to have: the party encounter his best (only..).-..X!.haracter, .
an; Str 18(00) , IQ 13 Amazon and asked me to run her. Sweet-thihgs 
-.qhi'ckly came •'dp with the so,lution.//Like to see your combat table.
Have you ever seen the game E n  Guarde? . .

STEVEH BR01<H!J: Cities are fun, and you've, listed many of the most pro
bable', ad_ventures,//Gltles with large foreign/transient populations 
were' likely . to have a Poreig-nef's -Quarter -with homes ranging from ■ 
slum to-palace .. -likely encounte.r'- h e r e : .students , traders , sallbrs:^ 
and pilgrims (10 .t lo/level,./ chance of clerical magic)'.//-Have-yhu ' 
considered Variable A;,-mor whose value shifts randomly (maybe each 
melee round) from to - 3 .//in the combat I've seen, movies -and SOA, 
blows are deflected mainly by weapon or shield... With DIO; f-helm;
2 -4  -weapon; 3 -7 -shleld7™Hl9 armor; ].0 dodge •-seems morei.r:efii.stic. The 
odds on a weapon breaking should also depend on the AO of what it hit, 
maybe add ope per Gentile for each,plus of magical .armor. _ Remember,
.. (1) weapons are intended :to strike, .l.e. be struck, ahd-shpuldn’t be 
easily broken, a l t h o u g h ' (2) t h e y m a y  . be nicked op bent , d^'^^easlng the 
..cdds..of striking true and of damaging., :

. KEN PIQKr yWhy are. Monks treated as Rung Pu priests? My newly rolled 
Pr„ Bernahr is a Oarolingian and carries a quarterstaff that func- 

' tions like your Bo- Stick. . . c ..' / ‘
GFARLIE LUCE: Don't forget Monster Turning Ooka Oola, "Things C-0 
better with Coke." . _ - ,. . ... . . . ....
See you all (?) at Boskone, if this reaches Lee in time; at Prinn.3Gon, 
if it doesn'tr (Or probably even if it does,)



Feet Don't Fail Me Now, a zine inflicted upon the world by 
Jim Eckman. Any letters,threats, or praise may be sent to me at 
U$27 Ladoga Ave., Lakewood CA 90H3, or phone me at (213) h2̂ h902

In this issue a new combat system for miniatures or individual 
battles, a discussion on thieves, and clerical prep times or how to
crock choatic clerics. .

In A&E 17 I presented a magic system that was based on a klutz 
factor, this system is fun to run at the lower levels but it doesn't 
work well for the higher levels. Any suggestions on how this may be 
improved wo\iLd be greatly appreciated. The credit for this system^ 
goes to Jim Murphy x-ihora I forgot to credit in the original arfciele
Sorry Jim. . '
Modifjang Thieves _ _

Thieves are a character class in D&D that depend on thier wits, 
stealth, and special abilities to stay alive and advance on tojgreater 
glories. Some of these, abilities, include lockpick, hide in shadows, 
move silently, and remove traps. These abilities are based on a 
straight percentage according to level. One of the objections I 
have to this is that there is no modification becuase^ of the circ
umstance^.' In real life there are hard to pick, expensive, and hard 
to break locke, as well as those you get at the 5&I0 for a quarter.
So I have devised a few simple tables to modify the abilities of 
thieves according to the situation.

% . Cost HP 
-30% 50 GPS I6 -20̂  25 GPS 8 
-0% 5 GPS 6
+30% I GPS U

Lockpick
Pin Tumblerlock, other hard to pick locks.
High Qaulity warded locks with hard to spot keyholes 
Medium grade common warded locks no specials 
Cheapo locks pick with a hatpin etc.Explanation: The percentage to pick is subtracted directly from the chance of opening the lock. If the percental roll is high enough the lock opens. Each lock takes a different time to open depending on the percental roll, I minute for every %>%, HP is the amount of damage a lock can take, consider all locks Armor Class 0 for deteT- minig hits. Example: Jack the Hobbit thief has normally a 25% chance to open most locks. While in the dungeon he finds .a Goblin strongbox with a Cheapo grade lock on it. Because it is such a low grade of lock Jack has a 25̂ +30̂  chance to open the lock. The 
DM rolls a \x9% and Jack picks the lock in 9 minutes (I|.5t 5=9). _
Of course the DM ddes not have to tel-l Jack what he rolled until 
he realizes it is hopeless and bashes it apart.

Hide in Shadows. .
Here is another much abused ability that is used almost like 

an invisibility spell0 Proper modifications would include lighting^ 
conditions,amount of hiding places to hide in and^the actual area in 
which the thief is,trying to hide in, The_ almost immpossible feat of 
hiding in a 5 foot wide, brig^'fly lit corridor, with smooth walls has 
been a0 ĉmvukic.'''oer mAr:" to ny i:’!..owiGdge.'» -. ..xo , pc — ij..e
side there"'are times that a thief should have quite a large bonus 
added on to his ability such as hiding in a dark ^leyway full of 
nooks and crannys just waiting for the right victim to conf3 along.

Page One
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Hide in Shadows
Light ' ■ ■ - • : ‘ ■
No ̂ Light ^ ' ' % Areâ  ' '
Flickering inconstant light Large open spaces +J.Q%
Dim but constant light source +10^ Mediuir. enclosed places + 0%
Average indoor illumination + 0% 10 foot wide corridors
Bright daylight Few shadows -13% Narrow tight spaces
Continaul light spell -10%

m  , Climbing Walls ,
ahk- alley  ̂ +2S% STtiboth vertical walls ilO^

Room full of objects +l̂ % Rough irregular walls +3%
Dark crannies and crevices ■. ’ +10^ Wallc tilled outward’ +<€
Dark camoflauge clothing +̂ % Walls inward

^ If the monster has infravision then subtract $0% from the 
thief's chances of hiding in the shadows„ If the monster has ” 
not then consider the theif hidden from his vision^
Move silently

Add a bonus onto this ability if there is a large amount of l' 
racket going on^ such as a battle, argueing,etco If the theif ' 
tries this trick in a queit location then subtract a bit from 
his chances. '
Pickpocket
Mark in large crowd +20^
Mark by himself -20%

I am sure that all of you can add to this list and of course all 
of these pluses and minuses are up uo the DM's descretion.
Do to circumstances beyond my control I will not be able to 
talk about the new combat system or the clerical prep time,however 
to finish this page clerics vs demons courtesy Jim Murphy.

Clerics vs Demons; Turn Demon is a 0 level spell under our 
system however this can be treated the same as turning undead under 
the Gygax system. This may be tried only once and m i l  only turn 
one demon. . ;/ . . ' '

, - .Cleric's Leve?_
Demon I 2 3 h '5 6 7 8 9 ' lO II 12 13 Ih l5 I6
Imps 05 05 10 10 i5 I5 20 2̂0 25 30 30 3̂ : iiO 13 U5 5o
Type I 00 05 05 10 10 l5 I5 20 20 25 30 35 35 1̂ 0 50 ^
Type II -  00 05 05 10 10 I5 I5 20 25 25 30 35 liO Uo U5
Type III ----  00 o5 05 10 10 l5 I5 20 25 30 30 35 Uo U5
Type IV —  -- —  00 05 05 10 10 l5 20 20 25 30 35 35 kO
Type V ----T 00: 05 05 10 l5 20 25 25 30 35 35 kO
. Sucubae -- -- 00 05 05 lO I5 I5 20 25 30 30 35 '
Type VI —  00 05 05 10 I5 20 -20 25 30"35 '
Type C —  —  —  —  —  00 05. 10 10 I5 20 25 25 30 J
Type. B —  ,-r.. —  — : -- 00 05 10.10 I5 20 .25 30 '' .
Death Demon- qo 05 10. I5 .20 20 25

^ /-r;,— . —  —  vr":— I—  --v'—  00 05 iO 10 15 .20 25: '
Black Rider , -  -  -  oo o5 d 5 o5 i5 .15 2 0 ::..
Prince ----------- ------ - ---- qO 00 05 o5 10 "
King ------------------------------------------ OQ



KIREL»S MIRROR #S
Kay Jones 5103 Chesley Ave LA, CA 90043

intended for A&E # 1 9  , , ' „

LEE: I was about to inform you that that was Kirel's Mirror '
number 6 instead of l6, when I discovered that it was actually
#7. Seems I rah two #3s. O o p s ---- Thish should bring it up
to d a t e . .. :

HARTLEY PATTERSON: Hmmm. Sounds like you have a rather differ
ent D&D social set up than we do out here. I have yet- to, pome, 
across a system which allows only male clerics and am acquainted 
with at least 2 femhle paladins one of whom, Joan, is pi-v.ery 
high level. By now you may have noticed in this zine that-we 
have not only ma],e and female p l a y e r s , but male and female 
characters and without all that much correspondance between 
sex :o£:_player and character. I do see how sex change potion 
might be-a problem in your 0 ^  campaign. (Although v;e di^;have, 
an interesting situation in the Roost a while back when a male 
MU stepped on a square plate which changed his sex - at which 
point his wife, a cleric,- muttered something and stepped on it 
herself.) And I maintain my stand on tight- fitting armor, 
it being impossible to sit in it....l// I don't know if I'll 
ever run Seductresses, but I must say I like Eskimo Nell!

MARK SWANSON: My thanks for your critique on my embryonic spell
system. I'm already dropping the constitution based spell 
■delay - too much of a crock. However, I think placing a premium 
on high intelligence for MUs is at least defensable:. Consider 
that the spell using business is a highly intellectual one,; 
and that on a one to one basis with their opponents, the,low 
level mages are effectively more powerful than their high Ipyel 
counterparts with such spells as sleep. . : . ) , - -v-

TOLI: Tsk. -

BILL SELIGMAN: Then the captain of the Incorporated is named,
"Jack Cast"? Appropriate... (gergh) : V v

NICK SMITH: 'With regards to the Restoration spell: A case could
be made for it's being at least on a par with Raise Dead, consid
ering that neither’ resurrection nor reincarnation will restore 
lost life levels.

SEAN CLEARY: Your first paragraph -'n page 2 is unclear - have you
encountered DMs running their own characters into an expedition 
into their own dungeons and collecting treasure? G o o d ,N i g h t ’// 
Er..a listing of.what you consider "Players Dungeons" vs:"Monsters 
Dungeons" strikes me as a dubious proposition at best likely 
to produce more heat than light. Vtfhile one might well take pride 
in gaining most of one's experience in notoriously^dangerpusn 
dungeons (my senior-mage and StormGate for example) , the in 
print classification of dungeons according-to your-philosophy 

- of play with implications of good/bad rating strikes m e a s :  the 
most pernicious case of ONE TRUE VJAYism shown thus far.//What 
allignment is "Tree"? Nonintelligent vegitable?

- 1-



SEAN CLEARY (cont): Pain spell? Ouch!
Thanks to you a large portion of the more chaotic students 

in the Miskatonic University Arcane Studies-dpt. have now 
researched the Dream Troubled Sleep spell and several instructors 
are. mad at y o u . ..//Sorry you didn't have time to run in the Roost 
while you were out here. 1 think y o u ’d like the place.

CHARLES McGREVJ: In re y o u r  life expectancy table - It would seem
that, with any villiagd priest able to p u r i f /  food and water 
and heal light wounds (less chance of infection, there) and with 
each bishopric overseen by a priest capable of curing disease, 
neutralizing poison and curing serious wounds the death rate 
would be 'considerably less than in the Middle Ages. Plagues 
and Such would also have much less effect , especially since 
Commurie , would warn the' higher-ups of the threat in time for 'them 
to take steps. 'Assuming the god(s) of the lawfuls are at least 
sympathetic, commune would also have provided the sanitation 
information necessary to hold do’̂ n disease in the first place.
There are even people around vho can raise the dead, although 
this is probably reserved for the important nobles and church 
prelates. The D&D universe actually bears only superficial 
resemblance to Europe in the Middle Ages. -

GENERAL ANNOUNCEMENT: In my survey of all the issues of A&E
except #10 (the only one I don't have yet) I find 48 varieties 
of dragons! I really think we have enough..... -

CHARLIE LUCE: 1) I have the individual trying to disengage
make a dexterity roll of 5?̂  per dexterity point. If he makes „ 
it he is successful providing either-a) someone steps in to 
engage the opponent or b) his opponent -misses him in that round.
He is'NOT allowed to attack w h i l e 'seeking to disengage.
2) If used at a l l , !  should think "scatter" rules on spells i
would a p p l y o n l y  to area spells suCh as fireball and be a function 
of the distance from the mage to his target. And they wculd only 
be valid out of doors, since the usual dungeon ranges are too 
short for it to make a difference.

BILL TAYLOR: VJhy not allow them to throw fireballs into, a gale
force-wind?^ 'If the ' twits'really WANT to blov; themselves away...
^  ^  ^  *  ^  *  *  *  * -X--x-X * -X--x--X--Ilf -X--X--K--X--x-X--X--K-  ̂ X  * -X--K--X--X--X--X-̂ -X-* -x-* * -x-* ^  * -X-* -x--X-*  X  ^  *

As long as I mentioned one in m],̂  story last month, I may as well 
give the stats: -  ̂ ;
'SENTIENT M I S T F o u n d  only i n  enclosed spaces, this creature 
resembles nothing, so mnch as a fog bank endowed with intelligence. 
They are remeniscent of elementals, in that they are created by a 
ultra high magic user to guard treasure (type A, vary according 
to level)* They themselves are.not so much, neutral as unaligned 
(although if you use the 4 way split, the are almost ALWAYS evil) 
Hit dice range from 8 - 10 generally and they are armor class 4* 
Intelligence is from 13.- 18, as is dexterity. They are always 
in lair with chance of treasure.? They get one ,attack/pep:Son
enveloped and have the hit probability of a 10th level figHtcr*
A hit is an attempt: to strangle and does 1D8 damage/turn it . 
remains attached (i.e. rolls over the to hit # for AC:9). Itj has 
a -1 hit'probability for 'each additional. 3 characters enveloped 
past 8. Due to obstrubtion of view any party roll of .2 or more 
under that needed to hit' (or 1 in any case): has a 30^: chance of 
hitting another party member (plus 10^ per member i n  melee over

- 2-



6. They move at 24", and are almost never found as wanderers.
(did I just repeat myself? Teach me to first draft on stencil. 
*sigh*) : '
Oh, my, look at all the blank space. I hadn't planned on inflicting 
this on you people until nextish, but...
The tune is to an old folk song the name of which I f o r g e t _- 
but then Nicolai is planning to put in a s o n g  he wrote to it 
thish or next so you can find out from him.
: , j " EXIT - PURSUED BY A DRAGON

. ,  ̂ "So I ’ll say hello to HellsGate town, : ,
And farewell to StormGate, ' p . .

. ' For I'm getting out of the dungeoning life, '
, . . Before' it is too late,

,,, , Before it is too late." f ,

"Oh the Dungeoneer leads a dangerous life, , ;
. ... - He may grow rich in a day, ' ,

_. - . But the swords-of a Fiend or a Death Demon's gaze,
., May soon"'take that life away,

: .. . May soon take that life away."

■: / : . , : "Now the Townsman's lot is no easy one,
4 ' And his work is rarely play, __ _ .

! . But you won't meet a Balrog while pushing a broom,
' And you live to draw your pay,

. And you live to draw your pay'." .

Almost half a page to go yet.

Feedback on my Story lastish suggests I might as well explain 
ĵ y ailignment view. (groans of anguish — “NofanothorojiBl ?)
It's not all that difficult. I regard the "three major allignments 
Law, Neutrality and.Chaos not as a linear progression, but as 
the vertices of an equilateral triangle. Thus, while it is- 
■possible to go from Law to Neutrality to Chaps, that is only _ 
one possibility. And thus you can have not only Neutral leaning 
Lawfuls, or Chaotic leaning Neutrals and the respective inverses, 
it is also possible to find the occasional lawful leaning chaotic. 
And of course those who want to use the good-evil axis as well' 
may simply put it perpendicular to the plane of the triangle.
Thus making the first (that I've seen, anyhow) 3 dimensional , 
allignment system.
See ya next month, folks, wuth probably the only zine of a person 
attending the DunDraCon II without a con report (I figure 
there will be enough of them a l r e a d y ) . ) '

-X--X-̂  -X * ^ -X--X-^* - X - ^  ̂-X * -K * -X-* -X-***■)«■-K-^ * X-*!* * -X--K
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Treating the Elven Fighting Mage as a Combined Character Class
The rules on elves in Men 

HAWK state that they may split 
some adventures, a magic 
cleric in still others. 
fighter and magic user, 
form of schizophrenia in 
mention of e ,! f here also 
stated otherwise), there 
can wear magic armor even 
pie, the only species that ca-n. 
extent the other features of the

& Magic and those on half-elves in GREY- 
character classes, being a fighter in 

user in others, a thief in others, or a 
The most common combination is probably 
While this a Iternative cI ass system produces a 
the functions and abilities of an elf (any 
refersto half-elves unless specifically 
is some overlapping between classes. An elf 
while functioning as a magic user, for exam- 

It is not clear, however, to what 
two classes can carry over when an

olf is playing either the role of fighter or that of magic user,
the ruI as on spI itting character 
p sep;arate records of the char-

As I understand the intention of 
classes, the player is supposed to ke
acter s progress in each class, much as if there were two characters 
being played alternatively but with a corifimon accumulation of wealth 
and experience 'points. Separate accounting is required for levels 
achieved, points, spel ls and so forth, Thus, whi le playing in the
magic user role, the .character cou I d not use regu I a r armor of regular 
weapons other than daggers and would haVe fewer hit points available 
than as a fighter. On the other hand, when playing in the 
role, the character could wear fighter's armor and use 
pons, but would have no magic spells, could not

fighter
fighter's wea- 

use magic wands, etc.
Th is s'p I i f record 
IcuI a rIy i n the I i ght 

b r hes th ree character classes 
bard. I suggest th^t 
that elect to be both

dbt>teviation foi-> Fighting Man̂ .
it throughout the rest 

data on a' FMU i s :

ing strikes me as an unnecessary nuisance, 
of another character class that neatly com- 

:(.fighter, magic user and thiitit the 
comb i ne the ruI ds Tor e I ves 
userhintp a-combined character 
FM is used frequently as an

i t makes sense to 
fighter and magic 

class: the fighting mage (FM).
this^ seems aonfusing. As typist I will 
of this zine with FMU.-~LGl The basic

Level EP  ̂ Hit Dice (Dn/4.) Spe 1 Is 1 2- 3 4 51 1 1 .'■i ■
2 5K 2 23 1 OK 3 3 1
4 20 K -j 4 4 2
5 40K'* . ■ : 5 4 2 16 70K 6 4 2 27 1 0 OK 7 . . 4 3 2 1r? 1 50K 0 4 3 3 2 ■■ ■9 200K 9 4 3 3 2 11 0 400K 1 0 - "• .... 4 4 3 3 2
Experience Points Per Leve 1 Rather than use ■classes system, whTch T 
to make unnecessary, I 
scale and simply doubled 
earned experience in half

____ the divie EP between
s one of the things the FMU class is intended 
have taken the EP per level on the magic user 

it. (The doubling takes the place of dividing 
; the effect is much the same as under the



present rule-) This is part of a compromise between figher and magic 
user rules. (You might think that it would be simpler to use the EP 
per level scale for clerics as the compromise, but that would require 
promoting as clerics too (as promotion class 4) which is discussed 
be i ow . ) .

Promotion Class
FMU to higher 
I eve I s I -3,. ,4 
would be to make

not preserve 
which corners 
2 (the second 
for fighters

_ The other part of the compromise is to promote the 
combatclasses aspromotion class 3 (like a figher:
5, etc.) You might think that a simpler compromise.'. " 

the FMU promotion class 4 , as the bard is. But this 
an important distinction between elves and half
promotion. an elf. can never rise above combat 
column on the laternative combat system hit table 
is levels 4-6)., Elves are limited to rising to

4

wou I d 
elves 
class 
which
f i ghter l eve l 
respect i ve I y ) 
rising to f i 
rise to f i ghter 
class 3, wecan 
i n combat class
balance the benefit of being promotion class 3, I think that the FMU 
should use: the, higher EP requirements o.f; the magic user promotion 
scale for level s. .... , .

( I eve I s. 4 or 6 
Half-elves, on 
r level 6, but. 
levels 7 or 8. 
a I l ow for ha If ■ 
3, as they can

i f the elf has a strength of 17 or 10 
the other hand, have a normal limit of 
those with strengths of 17 or 18 can 
Thus, by making the FMU promotion 

elves of high, strength rising to fight 
under the existing -D&D rules. And to

Prime Reg u i s i te:
comb i ned

Intelligence. I 
c h:a ra'G t er . c lass that uses

'd m.ake the same choice for any4_.L: . 
mag.ic user spells, such as the bard

$aV i ng Throws
rules for 
f i ghter and

As a cleric. This is asubject 
clerics makes a useful compromise for 

the magic user rules.

on which us i ng the 
the FMU between the

Hit Dice: It would be simpi.er to use the D6 system used for bards, but
that again would not retain sufficient disctinction between elves and 
half-elves. The latter get, a potential for greater hit poihts by being 
allowed fighter’s hit dice.for an additional two levels above those'’'"' 
allowed for elves. In order to preserve this distinction, i suggest 
a split D8/D4 system. The FMU gets a D8 for every level up to the ' ■
M m  it,allowed by race and strength as a fighter. For elves this is 
normally level 4 (levels 5 or 6 with strength of 17 or 10, respective
ly). For ha I f-eIves this is normally level 6 (levels 7 or 0 with 
strength of 17 or 10, respectively). Thereafter, the FMU gets a 04 for 
every additional level up to the limit by race and intelligence as a 
magic user. For elves, this is normally level (levels 9 or 10 with 
inteI I igence,of 17 or 10, respectively). For half-elves this is' 
normally level 6 ( I eve I s 0 with intelligence of 17 or 18 respect
ively).-, (Fo.r;...those ra.re ?Tves that are not subject to the usuaT 
limits on advancement fo higher levels, use the GREYHAWK system of hit 
dice for fighters throughout.) ' .
Weapons and Armor I ' d a I Iow the 
a Tighter can use but would limit 
shield, like a bard.: (The FMU is 
or shield, however.)

FMU to use any standard weapons that 
armor to a maximum of chafnmari plus 
free to wear any kind of magid armor

Magic Spells and Artifacts: The FMU can use any magic spelI avai lable
to q,magic user of that level. I'd let the FMU use any magic weapon, 
staff, wand, potion, scroI I or other magic artifact that either a 
fighter or magic user can use. ' ’



(My thanks to the inventive mind of Regina Cohen for the idea 
treating elven fighting mages as a single character class. She is 
to be blamed, however, for the complicated set of rules that I 
developed from her basic idea.)

of
not

Another Look at Spel I Points . - . '

Dan Pierson and I have been debating (in a friendly way, mind you) 
the virtues of spell point systems. Dan comes from a backgrounf of 
unlimited use magic spell systems and has begun lately to look at spell 
point systems as a means of limiting the number of magic spellsavail- 
ablO: to-a magic user each day. I, on the other hand, learned D&D in, a 
straight Gygax/Vanc1 an magic system, in which magic spells were lost 
once used and had to be relearned for reuse. Thus to me spell point 
systems are a great expansion of the magic available each day to the 
magic user. Both Dan and I agree that there must be a limit to the 
magic spel Is aval table, to the point where there is a reasonable poss
ibility of running out of magic power during the day. The way we 
differ is on how strict the limit should be. Since Dan set out his 
approach in A&E No. 18, 1 thought I might set out mine in this issue 
1 n rep I y .

I calculate spell points by taking 
requisite for using magic (i nteI Ii gence 
w i sdom for those using clerical spells, 
such as rangers that can use both kinds 
const 1 tut i on. This average figure (with

level

average of the character's

by the character' 
est whole number.

The

the
for those using magicaI spe I IS, 
and both for cHiaracter classes 
of spells), dexter i ty and 
fractions saved) is multiplied 

resulting figure, rounded to the near-
s the character's magical energy level

; I use these requisites for calculating the character's magical 
(or psychic) energy level, because they are the ones that directly
affect a ' ' ' ............
ref Iects

character's magical abilities
any

The first requisiteCs) 
the character's mental ability to use spells (ignoring 

arguments about the (possibIy) divine gift of clerical spells negating 
a need forinherent ability). The second re'flects the character's 
ph^isical skill in making the gestures necessary to cast spelts. The 
third reflects the character's overall health (which affects both of 
the first two abilities). (Youwill notice that my system is a varia
tion on the Perrin system, in that I don't use strength in the average. 
I don't believe that strength is necessary or even particularly useful 
in making the gestures required to cast a spell.) ■

The ratlanale for a spell point system is that‘casting spe-Is 
drains magical (or psychic) energy from the bharacter. 
used, must be restored through rest. (of course
energy up to the character's 
from day to day in excess 
Spell points are restored

of
capacity. Spel 
the character'

Energy, once 
rest only restores

points do not carry over 
s capacity in points.) 

through rest at the rate oif one spel l point 
for each hour of undisturbed rest, or ten spell points for a full 
night's undisturbed^rest. This system is similar to that for 
ing lost hit points, albeit at a higher rate of 
intended to require the passage of time before 
to the character.

recovery, in 
full vitality

restor- 
that it 
returns

i s

The amount of-psychic energy inherent to the character, repre
sented by spell points, limits the number of spells that the character 
can cast each day. Different spells require different amounts of



energy to (fast, according to the nature of the spell and its spell 
order (level). The base coit of any s p o M i s  the square of the next 
higher speI I order:
Spe I I 

rp S p e I I
Order
Po i nt Cost;

2
9

3
16 25

5
36

6
49

7
64

0
Gl

9
I 00

Most spells are base cost, including all offensive spells (magic. 
missile, charm person, phantasmal forces, etc.) and defensive spelis 
(shield, blade barrier, invisibility, etc.). Detection speI Is (detect 
magic, locate object, etc.), communications spells (read magic, talk 
with animals, etc.), iocking speI Is (hold portals, knock, etc.), and . 
light spells are half base cost. Cures are a special case: they cost
thOt nufflber of speril; points equal to the number of hit points that .are
restored rather than the base cost for a spell of that order. While . 
this rule can make the cost of a given cure greater than regular base 
cost, on the average the cost should be less, especially for the Cure
Heavy Wounds spell. And since the rule is in terms of spell points
c o s t = h i t  points cured, a ciericwlthonly one or two spell points 
left' wjtl still be abIe to use them'to cure someone instead of having 
to rest long enough to accumulate the full base cost to cast a spell.

I ’ve been thinkingrof making 
offensive spells. Specifically, 
spell point for everyone that fal 
the base cost of a sleep spel I 
the spelI two or three times a 
be excessive, since Sleep is a 
hit dice monsters. Charging a 
speII poi nts that the mag ic user 

twice

this system Oven stricter for certain 
’ve beanthinkingofcharglng a 
s as Ieep under a sleep spell. Under 

a magic user at first levef can throw 
day under the existing system. That may 
powerful weapon, at leait against low 
point per snooze could use ep enough 

wouid'be able to throw sleep only
once or twice until he' got above secohd I eve I. I've also been thinking 
of charging twice base cost for spells that do excessive numbers of 
hit dice .in damage, say those that dC four or more hit dice. However, 
these proposals elicited protests Of a vehemence you simply wouldn’t 
believe-Coh, you wouId believe it?) (and I thought that eiyes'were 
gentle p eople * sigh*), so I have tabled them p e nding a few months o f 
playtesting the system as it stands. ;

Comments on A&E Ho. I 8

Lee: Your Harper class is interesting and seems to be we I I th(bught out
for features and balances. I question, however, you rule that a char
acter "may not alter his characteristics in any way." The whole point 
to the D&D rules on altering characteristics (and some of my comments 
in A L B E RICH’S RIN G N o . I ) is for q u a I i f i c a t i on for membership in a 
character class that has special requisites. Furthermore, a harper 
may weni:have chaoactet i sti cs changed during play by the DM for the" 
effect of drinking from an enchanted fountain, etc'. Or what about the 
effect of 3i full wish on a characteristic? In short, I suggest that 
you drop your limit on altering characteristics.

Another minor grumble: you say a harper’s songs are -5 if not
accompanied on the Irish harp. ' (You don't specify precisely what you 
mean by f-5; I assume that this is the effect on the defender’s saving 
throw, iDome on now, let’s leave national prejudice out of this. Any 
harp, or for that matter any instrument that doesn’t i nterf'ere w i th 
singing should qualify. [_Umm, the Irish harp is the name for the lyre 
or lights oarriahle harp. The kind played in orchestras is the normal
harp. There's no national prejudice 
--LG'] To that extent, I prefer Perri

involvedj just strict 
name for his bardn ’ s

terminology. 
type class.



since "spell singer" does not limit the nature of the instrument the, 
character can use even by implication. (I can see it now: the hari^er
steals furtively into the structure, staying nervously in the shadows. 
Seating himself in front of^,^is objective, he makes mysterious gestures 
which result in a bright red point of light appearing before him, accom
panied by a soft humming sound. Applying his deft fingers to the . 
controls, the harper breaks into song, supported by t^e mighty, awe-, 
i, nsplringmusicofhundreds of.* hidden pipes. The evil clerics flee the 
chapel in terror ae the rest o-̂ tfis P^rty bursts in with drawn weapons.)

Shapero: Thait mag i c users hgve swords i
irrelevant to Vance'smagicsysterri. TheD&D weapons prohibit i eh 
magic users is probably purely for ^ame balance (ditto the armor 
bition).. The magic system is what Gygax tOok from Vance's world 
I dpa that spe I I s at;-p forgotten when cast and have to be 
be ^epsed.  ̂ '

Vance's Dying Earth is';
for
p roh i - 
. the

relearned to

Perrjn; The spell singer is 
my cprrent characters are b^rds 
a separate class in the sense 
EP.between It and
class approach (obviously, since I'
elves.) I also suggest using only ___
ite. The PR exists for a cibss purely for 
E.P bonus, so why comp

i interest i ng to me , S i nce ̂ severa I of 
I doubt , however, that ' i t pliou I d be 

that the cfibracter wou I d' haVe 'to sp l itIfighter or magic user roles. I prefer bed's unified
m advocatihg' a unified approach for 
orm characteristic for prime requis- 

the purpose of determinIng 
average jficate life by calling for an average^f three 

character i st i cs when one will do nicely? I like your co I 1 eCt i on''6f 
songs; now if you and Lee can just get together and intggrate your 
coI Iections. . ; .
, On dwarf powers: having the dwarf's abilities grow as he goes up
levels isinteresting. Butl'm hesitant to allow dwarves (or any race 
with, special abilities, including elves, half-elves and hobbits) to go 
upas highas you do. l am unwilling, !n_ particular, to allow these 
abilities to r i se to. beyond 75'̂ , let alone i00,n. It makes them simply 
too powerful. (Do. you re a I Iy want a dwarf able to rise,to being abIe 
to invariably locating and disabling all the traps in your dungeon?)

I like your concept of a closed universe, in which the amotint of 
magical artifacts is under strict control. Dan Pierson keeps threat
ening to build a universe of this sort tot a group of us. And I am 
thin,king of doing, the same with "Acropolis" when I get around to 
actually, buJIding it. But t^is system means that you are excluding 
p i ayers;'- ep< i st,i ng cha racte rs and. p roperty , which causes griping. I; 
guess this calls for further thought. ■

Cerrato: Your analysis of why silver weapons are effective '
against lycanthropes and why, other metals of similar natures might'' 
also be is interosting. But,, i disagree with it on the^practi ca 1 ground 
that your reasoning,, leaves clerics without any phys i cal weapons that 
can be used against lycanthropes, which seems unreasonable to me. '

jj ones iked Ja ' a I a Windrider (including her name)

;. Cleary:. Your zine wou l.,d, be much pleasant^-to teed if you would 
correct ;your spelling mistakes; the zine; has a distinct unprOofed ' 
look. \iDc-jipZe-spaoing between paragraphs would also indke -it more 
eye-pleasing. --LG2 . .... ' , :



PAGE ONE
THE GRIFFTF'S QUILL #6

or, how come the number on the title never iaakes the To.fC? A • 
production of dubious value frorip Gharlle Luce, ^2 52 51st St #!+, 
San Diego, CA 92115- Phor phoning, use (71^) 281-7897- '
Hello there I Guess 
aren’t t h o u g h ? )  ‘whati Here Come The ComEient;;’i (enthusiastic.

LEEj Your specifications on Harpers look playable, but the penal
ties for doing some of those spells seem to me a bit severe. I'm 
not sure that this applies, but it seems to m̂ e that. a lot of 
and D6 off of characteristics has shown up in rules suggestions; 
most"with" the modern addition "not affected by wishes". In fair- ' 
ness to Lee, the situation is such that a concious choice is made 
to do the seplls, unlike the typical "Drains D6 of this" monster, 
but any character can become pretty unfit pretty fast under those 
circumstances, I think that you were one off on your alpahbeti- 
cal listirig, since I offered the perma^potion for sale--but you 
are might.; I don't think of poisons as magic--so I never saidu- , 
but the potion does not affect noisons of the non-magic varielty.

wish you 
you suppose ahy-

BILL PALEY; I -enjoyed the expeditiond report— though I 
had told us if any of the dead were raised. (Do 
one is listening about intolerance anymore'?) .
CHfilS_PETTUSi If you wanted to stop ihe comments on alignment, ' 
you picked a funny >:ay to do it. Of my current stable of 16 non- 
Urth characters, 9 are Lawful, and 7 are. Neutral— and none of the 
neutrals are wishy-washy. I lostly, my neutrals came abouFTecause 
of the cbmplaipt by DMs that this-that-and-the-other-things Wore 
unlawful (like exercizing ̂ .Mt of diclpline ’when some clod keeps 
popping doors that the party isn't ready for— when possible' I

leave ̂ them webbed to a wall). My; neutrals are , far. from .  ̂
chaotic or, lor that matter, a lot of other neutrals— but hardlv 
wishy-washy. They tend t o ■believe in the fight for good over evil 
but,not so far as to take up dangerous tasks soley fob that r e a - ’ son. ^  .....
V/ES IVESL, :T. was 
it
to  ̂ _

” ’ ' ■" you

interested to read interpretation of Charm; seems uhe spell has run the gauntlet from ’
"Pretty Please?". I'm not '

DMs", but if you play Charm 3ure ’/hat you
"'.'/illing Enslavement!'., 

mean by' "'crockless '

creature at a time, (Tiolfl, ,up‘to F) '2) Audible or telepathic commands must be given,
3) The victiriL v/ill only do what it is told, nothing else.

and the old 
anced, thank 
his an enormous

"mental -domination" will come off. as quite play-bal- 
you. Seems tb. mo that Orfeo's 18 charisma helpedamount - -v/hat ao you think charisma is, anyway?.

I'm beginning to agree with the many who.advised scrapping the 
alignment, tounges; just no- real iustification for them. I saw a 
copy:of LhA^at the local garaimg shop and approved highly, but I'm 
already having -an almost Impossible time digging up M D ^ a m e s  ' 
and trying to start another type doesn't ssfm flasLjq just now.
DICK MEYs Where have you, Sherna, and Lee B. Been? You need to 
come back and add some class to this apazine. Heilborn and Ellen 
aren't surprised at all by the spell use during lovemaking; they'



PAGE ,W0
both have Helms of Telepathy reworked to fit Griffins, and use 
those when mating. Since they're not ready for cubs, though, they 
are careful about using Birth Control pations. , . .
HOV/ARD MAHLERs Here, for the record, I place 

Luce, did willfully alter like crazy 
my version of D&D'h There,

Charlie 
'rules'
Now, on the se

to obtain
this statement, 
a w^hole slew of

"I,
TSR

’lous
utilized a bit 
tables (look N:

I'm
see

, I ’ve admittited it. 
glad to see someone else v/ho has 
just what^s happening-in these D&D 
onei)-.' The only alternative I've ever seen was WARLOCK, and that left most of the assigining of 

treasure,types per monster to the user. .

ide, 
of math to 
colai, another

KEVIN SLIMAK? I ’m not sure how-your comments fit in to v/hat was 
being said, but there’s no objections from this quarter— but I do 
expect to be warned when entering a dungeon which eats magic by 
the dragonl'.- .i. My experience has been that this type of beating 
magic inflation usually leads to magic recession.
(Sigh)’I suppose I should explain the Infamous Comment to Glenn 
Blacow. I was in a very random mood, and decided to deliberately 
compose and insert to Glenn' the type of comment that he likes to 
send to others 5 rude, childish, and setting new records in the 
missed point and the conclusion leap. Certainly sparked a lot of flak, didn't it?
NICOLAI? Cugel had a chance--uiid0r new rules with dexterity 
penalties he would have had a .56^ chance. The Jusad & E'rali 
notes are crawling along; maybe by DunDraCon II- you'll get them 
in the mail (I can't make it this time round). Isn't having a 
computer to run, off random creatures wonderful? I ran off 1000 
on the SDSU_computer.today. As for your attack on Gygax, you're 
off base. Since I (naturally) have, all the SR-s and Dragons, I 
checked_and found this out? v/hile Gygax does indeed say that his 
D(§;p ,magi_c is bcised on Vance's, he sajrs nothin about the magicans ■ 
being based on Vance s. Get uhe distinction? I've always been 
very restrained, Nj.colai. Ys'u just wouldn't look carefully enough 
to see that. What have you got against binih control? Of course 
those +3 2-handed swords cone in very handy, too.... V
YOU WANT AN ULTIRiTE KU,ITZ SYSTEM?. Wry t h i s all spells have a 99^ 
chance of klutzing, and. all klutzes annahilate the MU. Takes it 
to its logical conclusion, '
KAY?_Well, if I remember right, wasn't Alferle originally an Elf? 
VJillis was human--even .j f he did end up as a phoenix a few months 
back. He misses Alferic; they ha.d some good monster hunts together,

VIGINETTE--- . . ', .
The crio; elven ma.ge, human cleric, dwarven fighfeeri 

. almost to une end of the passage. Ahead and around the corner 
was the exit, and the chough pf the twelve dead they had had to 
leaye beh.and when running from, the Demons hurried their steps .t- 
just a bit: SuddonDy5 the dwarf5 who v/as In .the lead,^-stopped.
".What is it?" asked tne Cleric. .. a.
In answer, the dwarf pointed t '■ a figure slumped in the passage
way, near the exit. ■
"Nothing to worry about" said the mage, stepping forward. But,
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as he approached, the figure'rose'slowly to its feet.
"Go back where you came. I am. not one to be disturbed"., the fig
ure intoned. ' ■ ■
"VJe cannot, sir", replied the Cleric, "for this is the only way 
from this place." "Surely, you..." the cleric broke off,, as the 
strange, pale figure drew a huge, black, rune-covcred sword.
"Back, I say. I am Electric the M e l n i b b e l i n g , and if you do not 
go then the Dark Sword StormGater will have your souls".

The Mage and the Cleric stepped back from the apparition, but 
th€' Dwarf took a step forward. .Reaching into his pack, he took 
out a stout dowel, an inch across at t h e  base, and foot and a 
half long. ■ .
"No rod of might can prevail against me. Go, or be consigned to
Hell." , .
The d w a r f ' s ; .arm moved suddenly, and the stick .flew at the heart 
of the figure. Casually, the Dark Sword moved up and flicked .
the stick away, splintering it.
(*!*)
The scream v;ould, for a moment, paralize the denizens of the. 
underground maze; demon, kobold,’ all. As the last icy echoes ■ 
died away, the dwarf v/alked over to the prone figure, prodding 
it \-Jith a toe. Then, he turned to look at his two com.panions.
"Rod of Cancellation", he said, turning back to the passage, 
and stepping through the far doorway into the early evening air.

(NOTE. The happenings in this viginette are fan t a s y ,'■''and any 
resembelance to anything which exists or might have existed is 
totallLy random.) '

MAI^K .SWANSONs. I hope t h a t ' the l a s t . issue and this are a, bit of 
relief from the eyestrain. I didn't realize how bad I'd gotten 
until I saw'my material, in #16-.* However you obtain ba.lance in 
a game is the "right" way; but is magic's power great enough to 
orient a Magic-User's reliance on luck, rather than skill?
JOHN SAPIENZAl Your conventions a r e  some that nobody should ob
ject t o — a good, straightforward way of handling a sticky prob
l e m ’' in communicating i d e a s O n  the Rule of Ones and similar 
conventions; if the 3D6 in characteristics represents the spre.ad 
of humanity (and other rac.es), is it surprising that there ex
ist people who just aren't cut out for a life of adventuring?
It all depends on where ypu draw the line. M y  usual rule is%
If the-character'has a characteristic below 6 , or a total n,f ' 
less than 50 in all six characteristics, I'll let you rol'l up a 
new one. (Interesting note, though— did y o u  ever notice how the 
-persons insisting on playing all you roll tend to be the same 
ones who toss off such things as 6-0^'casualty figures? I wonder 
if this is coincidence, or if there's a connection).

SEAN CLEARYf: Unsigned? ITy name and address has appeared o’n  each 
Griffin's Quill except the # 3-2— -and it was on #*+ in the same ish. 
I'm not 'against o'piniOns, nor c:riticizing*~-feut-I am against . 
bigoted slander and childish t.em.por tantrums. Soo the dlff'erencG? 
(No, I don' t' suppose you do. Oh, 'well, what the'hell).
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However, Sean, let m e  thArLk: you for giving me such a shining ex
ample, of the "Boston mentality". Kay has been using such phrases 
as *sigh* and *snicker* for years--predating A&E for some-time. 
But, since Glenn uses the phrase, it is obviously his phrase ■ 
which Is "spreading like w i l d f i r e " , (Facinating, Captain.*.) mi

BILL S E L I G M N s  Ro ■ titlGS--no problem at all. . Y o u  see, punning 
titles is a.tradition at STAR San Diego. Need another dozen? I
saw B&B here in S.Do at the Command Post for ind it looked
good, but (as with IhA) I ’m not sure I want to start still ano
ther game., I did love Water ship D o w n , though...

PETER, C E R R A T O s VJell, if magical effect must have a "scientific" 
explanation, I suppose your system'is as logical and 'consistent 
as"any...but Gold or Copper hitting Lycanthropos? I think I ’d 
like to "see■some examples of your combat system.:before -commont- 
ing. . PP
WAYNE; I almost hate to admit it, but your, chart seem.s workable. 
Hows about expanding it to Weight Carried and Opening Doors? / 
(Opening Walls?) ' ■

Enough of this. On to ,other things!

ORCGON REPORT.,. ... The, assorted carload of crazies got into the 
cb'ri Friday around 8;65,.: It didn' t take me .long .to get into a 
D&D game, but I wasn't too impressed; it w a s -a wilderness which 
seemed designed to let us march around while waves of monsters 
■ attacked. Since, by great good fortune, I had d e c i d e d ■to.,run my 
fighter with the teleporting sword, so I just pulled out. In . 
wandering about,^I' not Wayne Shaw and Ken Pick, who promptly 
went off to play in StormGate. Since I was after some new exper
iences, I ended up in Jason Ray's dungeon; a short game, really 
no more than an encounter with some AMJs with a crazy cannon and 
some, .pistols. Next day, I got together with Nicolai, Kay, Ken, & 
another player and'we went into Temporlana (Wayne WV/ho are ycu 
bringing?" M e W ’A griffin and a Raga" \Iayne;"That's Charlie 
Luce, all right.") Cane'-out pretty wall, mostly through-luck and 
clean living. \Phile Ken,, Nicolai and Ka y  played with on of the 
time zomes, my griffin and Eric's (the other player) hobbit got 
bored, and started p l a y i n g .poker (she won 13 Gold P e i c e s ,.t o o ) . 
After finishing the game and eating dinner, it was decided that 
it was too late to start a run into NE-RJS, so instead around 9 
of us did some general rapping, singing cat food jinglsS.i (sorry
about that, Ken), and songv/riting (more on that in a':bit). In 
the end, it was around 3AM before we went off to stagger into 
bed. Considering that it was 10.PM when we decided that it was 
too l a t e  to run, I'm not sure where we ’Saved time. The last day 
was a run into the Spire Vigilant, but it didn't go well, due to 
too many players, too little' time, and an obnoxious bard. Back 
to San Diego (snarfi) “
will just have to wait for the next L, 
d e r s , the next San Diego co h ) . ' '

Since I can't make it to DDCS, I guess I
con (or, wonder of won-

AND A  ONE-A AND A TWO-A.;. When I was going to the University 
of California, my roomate was a transfer student from F-, I.T.; 
who, in a moment of weakness , taught me some.', of "The M.I.T. eng
ineers song". Well, that ronnato, Jeff Marr,' livop in Los Ang.e- 
iesPnow, ahd_he 'put he ,up' for the con, V/ell, Saturday night (it 
had to be, I guess) driving back to Wayne's apartment after din-
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ner, ^̂re started to play around, a bit a:ith it, and we ended up . 
withs

THE, rirNGEONEERS_ M^CHING SONG VTa;., a ■ o a'-T
(CHORUS) We are," we Are,' we airef" we-' are, we are the dungconbers;
V/c can, we,j,G.an, .w.e.-can, we can, play monsters far and near;

................ . ■ionF!. ahd'WnTne a 1 nn fy nlDrink up,̂ .o.ur magic.'potions, and'tfome along
For we d6n'' t giye 'a damn for anyfiM, who don’̂t'''g'iW'-h' damn''’for-u
(VERSES) 'l^ov:','^f/we" catch'Wa 'Bal^ within our 'duh'geon’s halls;- a 
¥ e ’ll take" hiri''ta a' d%Op dark' f don,' cond araputat e - his •''bailh fif'-;.:: jf..:
And xf he...s.croa.ms for .mc-rpy, or immolato'd'̂ n'i'oaf-;-̂ ''''-'"
\AJe’ iX' feed-!,lain' tO' t¥ie Deatfi'Domohsh-we’ rt- 'glaid’-that- he’s i

d‘

not here.
. r::DThGr^i'Xsy' mdU ffoir̂  ̂ a hotdd- Dim ge one erf -

Who ..has.. at many )tlmpt heeh ‘voted' “wizard of the -yOar" ;
He carries with 'hln d'oitO h'''staff--‘it’'s of ̂ this staff-we sing; 
For unl.lk.o other .wizard’ s, _s'taves--lt doesn' t̂  do a thlhg.
. . , ' ... . ' ' '  .....‘ - V;... .-iui

While w a n d ’'■'ring through a'rl'angeohv aMtth'level'thi'dfyad.' 
Came. ' - - . - - - - . . .

■1?

• Hi-' -

.: I o
■ i 3r;\/

lamOi-On., a sepret panel which afforded him niich-‘grief; .3n-
jgr vrhenlthe'^dodr^Was ■'Opehod;,''iocathd'oh'the" f l o o r , - -'i.--: .? .-T (:
Thpre Yas''^a,,hahy Purple W o r m — ahd' h a l f  a mlldiOn morey- ' •

(Final Chourus----chTangd''the'.last ktlines) ‘
So,, grab..your shieds^ of Mithril, and grab your-swords-of plus, ■
For we ..dbh’t give. h ‘"damh foh' any JlMd who i s n ’t grossed^-out b y  us,

' ‘ ‘ ; " ■ ■' ■ '■■ 'iiWa
Soryy the^tune is.nV.t ■'better‘known---if nabody'‘'ih you-a'roa knows 
tho; tune,,WcaliL.lme 1.0 y n d  I'll s i h g y f ^ t o  you.
Na.turallyjh.'bp^^ in'tde 'old'dfinkihg' song tradition, - hew verses ■■“W-! 
should be'accumulating.'''If ./anyone'writes or hears' of'-Oneh'Sehd -“'  ̂
it tojmp:,.,.,or^ print it,, in A & E  ,(if it.'̂ S printable), ii.'jLir,.; •
.. ................. ‘ , , , . i .  . . .  . ...... v\foJ;:Hi:V (

^qy,THE GAME ll.pCfNpEONS Aff) DRAGONS DEPf. f; . 
q.S€gnpbody.l%yh:ud fpy about scaling dydgotfhipeh.'‘
Her.e.,,,i$. hhf..,jPysteTl,,I use; "it .modified readily ,tOj 'rstilit ahydhe’ s, ‘ 
ta§,t§s,. ihe...shape'.of dragons is gbherally the; bhOhta'sdtir' tVpd.
T .T  •? T<*\ . T  T-\ •r-i* r\ V-> z^ t ' l A  iz»J» n v " ^ z - . z 3 « - 'i ’ 1 ^  . i  --z’ ^  ’ . '

measur
dragon

.......  point 'y-ith vlihp folded, I's' hO'^''Pfylehph,'tantf-’̂grblmd^^
top-df-head height (nOrml vmiklng"ph¥turet 'ib̂  oheltM'ird’’-'of'-the"-'"̂  
Ipngth. This ..does produce what some people think lihe tOd'''' Sttali ‘''-i ̂ - 
dragons, bup,'this i$ a sir.ple :mttOh,-hf 'iridfehsihg' the-'hOade ■•'fac- 
ldi}t(.l footyoint produces hibe"laf'^e’"dtagofis) 1 "nbiu.o oth. uu

:. .i. UL^■ .:■ : : ■. . i- : i . 3,. ■■'J i 1 y 3 r; iiOm O j

FI])lli RANDOM FHpUGhlfff .1 V.'
1 )l.,Ever notice.,how',eaSy it'4j'ttQ‘̂h chaotic fOy dOthy^
ah4>how difficult it, l.s to'̂ .'pcc'ojne/lav.rfulyfor' doing''Wood'i' '
2) .' Dp you. think, tha-t'‘spell‘feSdarch^ Should be limited ihl5lt[s'''Xb 
thosp;-who, havelmade'Wizard? v, : yrJ3 i-;;:,:;

,3)̂ ,Do,.you believe in levels of spell higher than-MU'-9th b'r ti yth’P"'" 
■1X 3 - ■ .It ■)  ̂  ̂ .= .̂ ..::-3nx ynuv.:A)>
.■ • i.;;T J: '. t  ' ' ' ' - -it X/i GO;;

-.Enough-^-lots of pagp.s,-'nej4̂  .tlme;,lfQr riby,;'.,iust,., ' ’ ' '̂1“ -yxxisx^
1 ' Gp94,i^intxhg.'t/^^.1 X'x •



THE CASTLEMERE GAZETTE 'by Jon Pickans 16435 Valley Trail, Mishawaka., Indiana 46544
In A&E #17, Billy Ealrog had some unkind words for D6J) tournaments, particu

larly the 100-man tournament at Gencou IX, As a member of the informal D&D group 
at Valparaiso University 4n Indiana (and having the dubious honor of introducing 
D&D on campus in 1973), I was fortunate enough to be in on the planning and test
ing of that tournament. I hope those considering a similar project will find this 
account of our activities informative.We felt any tournament should measure the skill of the participants and that 
no reasonable comparison of performance was possible unless all players faced a 
similar challenge, the closer the similarity the closer the comparison. After long discussions, we decided the critical trait for success at D&D was ADAPTABILITY 
and we structured the tournament around this concept. The idea of quest as test 
developed naturally as did these developments:1) The rules were based as strictly on Book III as possible to encourage 
rapid player .adaptation. Complicated mechanics were rejected to emphasize player 
judgement over rules mastery.2) To eliminate excessive luck, all monster attacks and damage were pre
rolled. Spell and poison damage were pre-determined, and all "save or die" situ
ations were eliminated-* Also cut were intelligent monster encounters, since the 
variables these, add are a mite awesome and we didn't want the tournament decided 
by a critical reaction roll,3) Party size was set at five (Fighter, Dwarf Fighter, Mage, Elf Mage, and 
Cleric). A larger group would take too long to run and tend.to be dominated by 
one or two players. We wanted everybody to participate.4) The pressure on DMs was eased by eliminating controversial spells. Bob 
Blake, the creator of the tournament, did a magnificent job of briefing the DMs 
and monitoring the action. Also, players ware not allowed to form teams, which 
yielded the bonus ,of a further test of adaptability.4) Victory V7as awarded to the high individual point totals in each class in the final round, final round contestants being the five highest in each class at 
the end of the prelims. Completion of the first quest was near assurance of mak
ing the finals, with close cases being resolved by points for monster kills, trap 
solution, treasure collection, and maze penetration. Because competition was 
within a character class (necessary, since testing revealed a marked difference 
in life expectancy, the human fighter tending to die about halfv/ay through), co
operation was encouraged and particide practically eliminated.

In the event, we had 19 parties in the prelims put of a possible 20.Three completed Che first quest, just about what v;e expected. The most common 
error here was an MU casting a Lightning Bolt in an enclosed space; at least four 
killed themselves this way. .The errors made by my own two teams were typical. The first was led by an 
MU who couldn't adjust to the scenario. He kept trying to argue rules and talk to monsters, got frustrated, and suffered acute withdrawl. His party tolerated 
him just long enough to run out.of time. The second group was led by a Mage who 
was still playing TSR’s Origins II tournament. They spent three hours picking 
plaster off the V7alls of an empty room and didn't even reach the halfway mark.

The final round was fiendish, label it experts only and run. It contained 
the only non-standard monster in the tournament. Player response was superb, and 
four of the five parties made it to the final chamber. Only one defeated the 
last monster, however, clinching the tournament for those individuals. All our 
work paid off hansomely in the end.((Anyone interested in a copy of the tournament can get one for $5.00'from: Bob Blake R1 Box 36A, v̂ l̂p̂ raiso, Indiana 46383. Contains one version of the prelims with the best’four traps from both rounds, the final round, Basic Rules, 
Scenarios, Maps, Room Descriptions, Character Stats, and all necessary lists and 
forms. To conserve space, the pre-rolled attacks have been deleted, but the rest 
of the material.is available intact.))



I

ton y/.>r;j’•‘̂ V ' CQNCLUDING^&MAR^PTO BILLY bAlrog '̂':, . .. ..., _-.1 3!.;c ..x s  — rr̂ --- »f;i—-",. ■ ... ... svoi. .:-̂ i»«3 J1. I run sagas too. Unfortunately, they don't adapt well ^ 9 tou?naa»ent play.Treasure hunts do. . . . .„
2. The article In ̂ he Dragon was .directed to. a few participants îhcj had questions. It was not meant to be a defense of'anythihg. *
3. The first consideration was always hô .̂ to test tĥ ŝkill oĴ .the players.. Get- 

• ting N umpires to run unintelligent monsters ideuticallĵ ’ was never more
than a means to an end, > ,] ; ;

4 . The DMs in the tournament were completely neutral, as most of the stuTf wasaalready rolled out the;;l̂ sst room ,r»f the fi.niil rgundi fifajsj niqt) fullycoyiajced jtfi :the text or.J?rjitefing». The DMVs orderer.tor lahiat̂-rocim (Simply,ou triggering , to kill thia iterty in the mfisit eff icient mnner.. tlie =-
DM's only chance in three l.ongi sessions: tp.'AUt loosea 3Y,ou wouldn't d'Qnfyi'Jitm 
Tjtflit;, surely: ■ v̂,;; ;j;i. , ri; i'i u

5.Jrl(|i iPRiite,; of the problems with a .quest scenario (rigid! iicarm,; difficult t«; de[-fftd 
sign, and basically a one-shot deal),,I have my doubte'3about)r.the viability 10,f 

, Y j.. A if.6 vs team Eqp.narii?<! Good players' can get zapped and poor ones Cia(n get a 70 ride on the -f̂ si&-of,.sqhapce; ̂matchings. Paradoxically, participatTLon.:..-i Sr^des an early demis.er̂ and .tjhef ,pr;i.zes go to the non-participant ,as .th:̂ key 
to wiqqing is often ''waî rand ppupce" or "shaft the party".;;/ gamehjfviljl of 
intelligent players goes nowhere fast. Also certain types can be reixp̂ ted to 
farji fighters (who are usually stuck in the van), and LAVJFULs played

. in characte.r;; (that *s LawfultGood for. fhe complexity ’ ffr) .. .uli:;,Bl,ake is now designing an ever Jl.iggar, tournament for Ger.con X. It willful; 
include Dungeon-Tovm-and-Wilderness Adventures, organized teams, flexible 
character selection,intelligent (raqns.qer̂ encounters , and at least one round of :tea™.iy,s Team play. ilant to DM? ; 3 : , ; i: : ;,y
; noz :>'.i a . . . ■ J*.■ o i  -ti o o,- • ^ {. h, T-a Charlie,,Luce :,, Wi;irtDBAHLS FRCgivNELEE : • . >,,

,!.i 3.;, ■ v •■oj.. ' ■.) - . . . .  :33k
The simplest system is the use lof reactionrrolii/s. The mage must statS' l his intention to withdraw before any rolls. This disqualifies him from any other 

action during,that round. . Roll reaction; die for MU, Monster, and FTR. Resolve;
I » Mage espapes without harm.. Otherwise the mens ter itat.,tbft.; Mage/s back.,;;, ̂ ; bco

gijansrer .̂ J FTR closes and race live s'second blow positionYtiYw [j.sqs .Qt-hejr̂ ae doesn't strike until the next round. L : ;rfo
andiFU:̂ bofh monster. The mage escapjes unharmed and the FTR-̂ril( p-OSitî  , ; :;;r;3

Note rhatA if the. Mage is slower than the: monster.,! he: receives the ̂ attack regardless of how well the FTR does. If the monster fhster than the FTSa,. the .1 latter cppid weli rece-ive a blow with irosar.ep;}:y. //'e 3 i hY-r:!
\=>3CY bn:: .ii-..,;;; , , .-H-q. ,■ C . , , IoVyI

NOTES ON PHANTASMAL FORCES :riu.,
Lr.EP.11A.NTASMAL:;FORCES;. jinA.iocaL, play the Phahtasmal: force spell is used Straight 

out ofn.Book 1. The ;Spe.iAtcreates, or alters appeafanePtS-:' It has no odor', taste, 
sound ,;.,P:r temperature,TheiMU must be stationary an iinattacked to maintain it?! • *-' 
Using.:.i.tj as an attack,(spell; is ; against, the spirit-of i the game, since this abuse 
makes it a cheapie death spell. This is no problem, however, since the PF dis- 
peliSj.hatrgiigssly on contattiiiig a livinR being. ;iPF̂ !brê ttp at tacks fail for-the i ■<’ same reason. Gaze attacks, ate optionali (Although-no r/"7 sical contact is. necessary,, no oneihPfg #yer Bepnŝ &toned by looking at; avRlcture of a Medusa:̂  cither)!.. 
In melee, simply announcing an attack, on, theiPF: isosuf f icieirt to dispei/'lc (see "Concluding remarks" for rationale),

aO.rTMUTilO.') !0 QM: :vonSPECT&AL FORCES!.-.; Sinpe-ĵt'bese; glva fMl; sensory- perceptions andqdon 't dls*f -X 
P®I-PR j,;;,-;t̂e<jPoncluS(lo® ̂ i/Srinescapable that they mustnhaveqfull effectIf, the sav§; ̂ g,-missed,ii Tosavsa'd the; death spell ciroGlc;, I infcxpi-myA'playerfei



"Spectral Forces" may not be used as an att̂ ^̂ k sp.̂ l̂ ^̂ jgjnca that is, after all,what the "Shadow Magic" ̂ l̂̂ ell -î  f^r^'lf -tKey victimŝ jaytomati- . [
cally save. Crude, but Effective. ■

P3

.i -‘i u.

SHADO'i'j MAGIC. I include magic missiles at 1 pt rerak damage.-̂  .
- SHADOW MONSTERS. I allow âvinĝ 'throws each melee round. .

. , .. j ; , . , , ' J ,av:.v i!.i
CREATE SPECTRES. A great warp. 1 delete it.

CONCLUDING REMARKS ON PF and ILLUSIONIST SPELLS 
,j, 1 ) Non-attack illusions- should be suspected before players start saving
' aĝ ijistf vthem. The use of such illusions -for concealment̂  Or escape should be 
■ejifefttive.)hibiOUt 907o of the time over the long run. , , .. 2) PF Death Spell Crock. The best PF attack, if the ref allows PF Fire-,
balljs and! such, is to collapse the ceiling on the opponent', of dlop him in a pit 
tpf acid. Instant death speliv Neat, huh?

1 3̂)PF in Melee. These ;PF Should disappear at a blow, with no ro^^necessary,
since most misses in., melee* are'ieithetiglancing blows or parried with a weapon or 
ĝjjj£2.ar. Both of these- are--lithmedlately fatal to a PF. To demonstrate the dif— Hculty of dodging a‘meleerr&10W*i; set up'a scale room with 25mm figures.
, Awfully-jCramped, isn'tUt? o:iv  ̂ , ..... ̂ V. . OPTION: All il'luslbnaty damagê shb̂ t of death or p̂ r̂ lytation (liKe
stoning or equivalent) automatiGally disappears when the spall ends. This in- 
cludeswdamage from Shadow Creatures j butAexcludes real dama|d ̂ frora Shado\f Magic.

• r I ■ '!'''■■• 'I ••• ( It f y 1.. W i- ■ • j . X . . ,  ̂̂
I., NOTES ON SPELLS AND‘OTHER-MISCELLANY / rwjaSLEEP SPELLS; The local definition of the sleep spell'̂ Is'normal sleep af
fecting up to the number of creatures indicated in a lU' circle. Duration is 
4-16 game turns or until awakened by cold water, slapping, etc. "No save allowed. 
Attacking a sleeping creature to kill scores an automatic critical hit in addi
tion to normal damage, andi combat! proceeds normally. ' _ t

- - . . .  - -
L:!ni
■ -j •: 'CHAtm ̂ E L L .*■ Loca 11 yy this‘ spel 1 putb'trhe victim in a somnambulistic

3nj air!

tranpĵ  ̂r̂ipimplr̂telyi under the-oontrbl bf He will obey simple :yerbâ -̂
orders given to him by the caster and will remain in the charmed state un|il,j.the 
spell wears, off. ;. (AniAljCfhesJtst in one expedition nearly met disaster. He wap 
charmed and ordered to, I'lHalt";; when the party was surprised by some nasty .̂ onpters. 
The jojontfjolLing MU; wa«! killei in the first rj!U.hdi leaving the victim standing. there in the middle of the meleel Fortunately, Che party won and carried him out.)
, ikNTI»MAGIG MUyAJTJ.QN::,; Too much magicl Mutate, some men or , b e a s t i q s , 

lV'Mut̂ nts; arer#f:fqŝ ■ed̂  only by magic' or magic weaponry-;, ‘ ‘ - 4 0̂ :- ■ : ^
2, Unaffected Dy any magic it saves against. Additlottal saves: -2 vs 7ch

level spells, -4 vs Level 8 spells, - 6  vs Level 9 spells and art.ifacts/ 
purpose swords. - ■ \ - . j - .

3 , Magic swords eay§ing 6 rjq5 ;r“ore points damage on â Motant ha»e--Tn̂  and
' " Ego reducednbŷ J . T [Count only weapon damage, rtMriiferehgth oPotM

4 , Tha magic weapqni killing the mutant, loses a plus (or minus) ̂ thdŝ  YŜ
" 0 losing all, .moEical properties*A stave loses 2U‘chÂ rgd̂  if ̂thê killî
]̂ ’'biô -is,.;StruCjk;.wit;h-It. ‘ '•■J'-aei' ^5, The mutahtTtaRef l"b damage every round 3he:,haMdIfea':̂ a-'taâ l.<̂ l̂ !« •
_ kind. Ar̂ ythî  covered above holds, if applicablie.

6 , This .mutation.is designed .only for games that’ atd'Weffun Wiim mâ ic. It will
‘ destroy the ;balance iof a low magic game. ■ .■ v-j;'

MAGICAL OPTION: THE SWORD OF CONTENTION , , ,, ; , ,This is a property of an;otherwise normal magical sword. A reasohabl^-^equency 
for thia, is 5% pep., Intelligence point over 6 . The Sword of Contention*'just ad
justs /ts Ego to equal*rthe level of' the wielder . Puts zip̂ in your magic'swords.

%



Martin Easterbrook writes^ EROM MERLIN'S ISLE-

Published from - Physics Dept, Royal Holloway College, Egham Hill, 

Egham, Surrey, E n g l a n d „ ■ j ■

Arrogance will always recieve its ,just rewardo Returning from 
the Christmas vacation I found my copy of A&E 16 accom_panied b y  . 
a letter from Nottingham pointing out that while the styles of 
D&D play I described last time might be true -for London and the 
South East of England they didn't apply to many campaigns run 
in the. Nottingham area. Also since last ish I've come across 
something of a rare fossil in the DhD world, someone running a 
full blown campaign purely on the basis of the three D&D booklets, 
without even GREYIIAV.K or CKAINIiAIL, Also all the players in the 
campaign have never read the rules and don't knov; of the existence 
of all the supplementary material published since then, I'd be 
loath to give up many of the refinements of DhD but I'm sure 
DMing must be much easier under those circumstances.

Most D&D material we use here is of course imported from 
TSR but there is no shortage, of ideas from local sources. The 
traffic in D&D items across, the -Atlantic has been a little one 
way so far, let: me try to redress the balance b y  publicising . 
some UK products, Eirst and most important are the fanzines, .

NEV/S FROM BEEE is published by  Hartley Patterson, 'Finches'.,
7 Cambridge Rd, Beaconsfield, Bucks HP9 1 W ,  UK, Hartley should 
be appearing elsev.'here in this zine but is far too modest to 
give NE3 the publicity it deserves, Kis zine has been in existence 
for some time as a vehicle for Tolkien/SF/games discussions but . 
now concentrates on D&D, It's litho printed with excellent art- . 
work. Hartley has many contacts in Tolkien/3F/ and "^ames fandoms 
the mixture of ideas and oppinions from each makes it a very 
lively and interesting zine. It also has up to date news on most 
other SE&E games apart from D&D. I have the same enthousiasm in 
recommending NEB to the US as I did in recommending T H E .DUNGEONEER 
to friends in the UK, .

Ov/L AND V/EASEL from 97 Uxbridge Rd, London v/12 8NL, UK. .Is 
the zine of the TIK importers of D&D. .It now runs a regular column 
on the game with some good ideas .(of course being a contributor 
I have to say that). The emphasis is on games of all types but 
with the success of D&D the editors (Ian and Steve) are concent 
-rating on fantasy and role playing games. Generally I'd recommend 
this only to fans of all games but the editors have Just organised 
our first D&D con and hope to have more players contributing ideas 
in future, .

LEVIATHAN from Clive l/ardley, 93 Mortlake Rd, Kew Richmond, 
Surrey, UK, Is a vigorous and healthy crossbread between postal 
and fantasy gaming. It so far features postal games of En Garde, 
D&D, E P T , War of The Wiz.ar.ds (5 players - this version is evil), 
Gladiator and several variants of Diplomacy, Moves in each game 
are made monthly so if you feel like contributing all your 
wordly wealth to the post office it should be possible to take 
part in a game from the US, There is usually a waiting list for 
games i n _progress but new ones like RED MOON & VffllTE BEAR (nearly 
■got it right that time/' should be starting soon.



The two professional wargaining zihes published in this country 
are MILITARY MODELLING and BATTLE, The first is only of interest if 
you are passionately concerned with the colour of the buttons worn 
b y  the,7'th ^ueens Mounted foot during the first 2^ hours of the 
Crimean war.’ Battle however is more concerned with the techniques 
of wargaming and simulation. The current issue contains an acount 
of a siege in a wargames campaign that could be adapted into an 
interesting... D&D scenario. Apart, from the construction of seige 
works by the defenders and the brief sallies b y  the defending 
troops the players have also played through acme situations 
on the man to man level using, I think, x^ritish SKIRMISH rules. 
These smaller actions include a French and British officer, . 
each with a team of volunteer troops, defying orders to try .
and regain a gun abandoned between the two armies and another 
French' officer who, finding himself stranded outside the town 
walls b y  the arrival of the British force during a liason with 
a lady friend, then tries to regain his honour by blowing up . 
the British ammunition dump. Provided 5̂ ou don't object to the . 
contents dealing with w¥II and the possibility of lA/III which 
I found a little 'militaristic' then you may get some ideas from 
this zine, Thi.s zine should b 4  available in the US,

Our national equivalent of TSR is VvARGAI"IE3 RESEARCH GROUP 
who have alviays included items on fantasy gaming in their materi'E, 
In fact before the advent of ShS it vjas intended that we use their 
Swordd;Sorcery wargames rules for the MIDGARD project in preferer- 
ence to GHAIUldiVIL, I have just finished one of their publications 
which I. found most useful - SETTING LiP A WilRGAMES CAIffi^AIGN by 
Tony Bath, Don't be put off by the title as the book deals mainly 
with the techniques used to set up the mythical continent of ■ 
Hyboria, The end result is just as suitable as a'setting for 
D&D^as for more conventional wargaming. Using this book together 
with the D&D rules (and hours and hours of time) you should be 
able to develope a campaign along the lines of EI-T, There are 
also many hints which can be incorported directly into dungeon 
play, such as methods of generating a non-player characters 
disposition using cards or dice. This can be adapted to Dungeon 
inhabitants or to intelligent swords, though I'm not sure what • 
to do about a sword with a taste for wine women and song. The 
address to contact is v/ARGAMES RESEARCH GROUP, 75 Ardingly Drive, 
Goring b y  Sea, Sussex, UK,

British miniatures are well represented b y  Greenwood and Ball 
who have -just produced an excellent Hyborean Range in their 
Garrison 25mm figures series. Normal infantry figures sell for 
10 pence here as compared to 8 pence for minifigs Mythical Earth 
figures but the quality is far superior. Their address is 
Greenwood U  Ball Ltd, 61 Westbury St, Thornaby on Tees, Teesside,- 
UK. I don't imagine that they will object to payment in dollars. '

COMMENTS - (xu aly cramped this ish as I'm catching up after 
Christmas), ■ ,

Glenn Blacow - refering to Ariel, Why must elven m.orality be 
the same as human morality, see Anderson's THE BROKEN SWORD and' 
THREE HEARTS AND THREE LI0N.3 (more about these next time).

General - Surely GD&H refers only to the God's incarnations 
on Earth, probably, some fraction of their .true power decided b y 
pact between them, ;

- Oh no I I've fallen into an end of page trap - Goodbye!



HORRORS FROii EAi GTo;.i;
being a highly irregular contribution to that fledgling-troneter, AlaitlffiB and - Excur
sions, probably the February, 1977, issue, #19. . HFH is written entirely by Bob Hol
lander unless othefirise noted. Address: ' 33 Richn'ond Rd, #203, San /mselno, CA--9496* 
Uhich is in liarih CO. on Horthem Calif. Phone; 415"457*"I621. This vri. 11 hopefully - 
be a monthly contribution, God v;illing and if the creelcs don' t rise ( Though'at this 
address, this year, I don't think that will be too much of-a'problem.' This is a ' 
Vulture Publication. • ■ ' Synergy Pressed •

Introductions Jept. . . • f ■ ' ■ ’  ̂ - ■

iiany of you nay not Imow me^ so here i& a personal and DMical intro for all 
I am a ( just recehtly) 27 year Old sei.inary“student a year and a half away from the 
professional aihistry. I am six feet tall and \ireigh about 180, I have broto eye's 
and bdown hair, i.y major reading material is shience fiction, with common excursions 
into the realms of mysteries and westerns. ,i-,y personal tendencies run between 
Lawful and .i'eutral;, depending on the, situatipn and my state of exhaustion. I an 
opposed to bureaucracy and papenrork, which is probably why I have not contributed 
for so long. As a DM, ,I an strictly Lawful, poesibly the originator of the idea " 
that parties that do not behave get'rocks dropped on their heads. I a m 'a conser— * A",
vative in'this realm ap w'ell, resisting'the'plethora of hew•uaterial since GR/iY-' ' '' 
HilhK. Hy imagination tends to ran less, towards new monsters than towards strange 
personalities for the standard ones (aslc 'Lee to tell you sometime': about some rats 
that a dwarf of hers lah in to once). ' ■ . ' - , ;

ll'-m "lot going to try to comm nt on pn-t i''^u3r, -'7.1 of which I hays 
b c"'ura it ha'" b 'a' .ntir ly too long, n ■'d comm nt'' lo'" m ning vmry
quickly. (Ah, well.''back to -a typer that will cut a.i stencil, even, if there are 
other problems with it) . .A - ■ ,

I guess I'll start out by listing a few of my characters,,,post .of wM^ are in the ‘ 
Lawful Hone faLilly., headed by  the incre^^bly lovely fighte^ and palad^oi, Jawbone.,^ ,,

J,iJ;BOLE 17'-11-’17~11-*18^15 Lawful fighting m ^  and.’Paladin by“y^rthe’'o)rhis ”~i 
wisdom score (not ny decision). At eighth level he hasr ;had a number of-intc&ting: ; 
experiences, his ability to learn from which has no doubt aided his survival. He 
is ny favorite character, possibly due to the fact that he was the first to survive 
past first level. He is armed; with "Firegulp" (sword, +l,+3 vs dragon types),
IQ 7, Ego 8, Locate Secret Doors ability) who picked him up on his second trip, 
and who has stayed with kin Jail '̂ this tine, It is doubtful whether'.Jawbone would 
abandon him for a more powerful sword. Jawbone has +2 amor a,nd a +4 .shield and 
currently haSx 42 hit points. He iplans to .build his castle directly above the , . 
Han'g4:ovfn dungeon ("This area property of JAUB.Ol.E, trespassers will b^ violated.")

^V/lKiOi^TOOTH: 13-14'-9"H-15“13 Lawful Ilagic User, Female. By dint cf being ̂ 
quite popular, she has progressed to seventh level. She 3S younger than Jawbone by 
about two years, and idolises him. 7 Her lovi average wisdom has caused her to singe 

members of her party occasionally iif the heat of battleso she carries healijig , , 
potiorf to cure such unfortunates. Sire Is. treated permissively by her otherwise 
ddriiheering older brother, rand has: even been allowed to cultivate friendships . ,
outside of the‘family alignments ; She .'has a secret love, which she tells no ope , , 
about. Her spells run towards the flammable (some monsters who had seen heir 
phantasfaal wAll of fire got an unpleasant surprise when she whipped up a real one 
for them on her last trip.



MOLSTjjRS, wandering and othen(/ise .

l^andering Eyes:, These are fifth level, and resenble nothing so nuch as large eyes 
^Dating aboi^t 2* off the ground, -They are Leutral or Chaotic. The Keutral ones 
are iiinstrel Eyes and are constantly announcing themselves in comnon ("A wandering 
uins,i;rel Bye")* I don't like people attacking the i instrel eyes because they are
hanaless. -They also don't have any treasure. .....
The Chaotic eyes are monster Eyes, they do not speak, couaon or other languages, but 
they, hum the sane tune that the m instrell Eyes-sing. If-they determine a patty to 
be Lawful (i.e, having at least one Lawful member), they will attack, doing 1-8 pbints 
<f damagg on a hit with their nerve ganglia. They are armor class 5, for no par
ticular reason., a^d-have a chance of 1-6 jewels imbedded in them. They are 
never in thier lairs. I like to confuse players by having then meet up with both 
in the course of a dungeon [eijpeditiono . . / - " ̂
DILLM-ux: This is a third level-beastie that resembles an ape with a goats head.
It attacks senselessly any man type capable of rational thought and will continue ;
attacking until it is slain. 1-4 appear at any one tine. It moves at double speed, - 
12" turn, and this speed is j!eflected in its attack as well. It can attack 2 dif- ■ 
ferent opponents vjith its horns, doing D8 danagd on each hit. iin unnecessarily ‘ 
high roll-, or a 20 in ^ y  case will indicate that the person hit is caught on the 

horns of the dilemma, takin-g double damage, with a 50^ chance of more-damage next' 
turn. They are am o r  class 3,509^ in lair, and have treasure A-1, Don6t complain 
about the treasure unless you've fought one. I am not in the Santa Glaus business.
Oh, yes, Mlemmas are magic resistant, (Like, no effect)

C0I5TR0VEBSIES  ̂;
' Oh the''aliment front, I am one of those die-hard conservatives that thinks ryp

of Law, asT.GoCd :and Chaos as evil, with Neutrality somewheri in between. In the ,
cases of legendary persons performing deeds that do not fit their ostensible 
alignments, I feel that in each case either the alignment was misassigned, or the 
deed had some ulterior motive. A deed which appears evil may have a definite :good 
effect^ and is lawful if the character perfoming the deed'has thought, out the 
effect of'thatrdeed and weighed the alternate solutions to the problem. A good deed 
done by a chaotic must have some inherently evil or self-centered motive or the 
alignment of the character will be questioned., ■ .

I disagree heartily ifith the Gygak method of working spells, but I agree ■ 
that some system is needed to keep the game from getting but of hand. I kind of ■ ̂
like the System of; (iNT + C0I;/2)x level liU+ = spell points,, vjith the spells
having the value; level . Those spell points are vfhat nay be used in a given, day _ ; 
without problems. On a dungeon expedition, only half of the spell ^points pay he ,, ..
used before the spells-be ' to backfire. I don't‘like the idea o f 'a Klutz factor.

Fli'-iAL LIliES ' m r  ' ■ ' ' -t: ' '
\/e have about eight players up here, half of them also dungeon'inasbe^s.

all four dungeons have different attitudes, but those -things affecting all dungeon s 
are discussed by the entire group. This maintains harmony in the group, and prepares 
the way for when we get out of here ("here" is San Francisco T ^  
in three years. Possibly in later issues I will describe some expeditions.

That's all folks. REH



HOOF & MOUTH ff'y ■ —  i:
or , The Trans-Spati al Anarchy Strikres Again!

y- . ■ ■■ : .1. ■ ■ ’ ' '
spewed forth in an unending stream of filth by Cary Martin. Translated 
by Flexi Jerkoff, edited by Brenda Balrog-Slayer, and delivered to you 
from the seamy backroom opium den at 11926 1/U Magnolia Blvd, No. 
Hollywood, CA, 916OT by the flying axe of Konn-Wolfslayer. i ' ^

AS I mentioned lastish, I was- going to present a new psi systenl 
that could be used alongside o f ,, in spite of, or instead of the Eldritch 
Wizardry Psi System, But first I'd like to present my stats on Ninja 
(Greetings, Wayne.). 1

NINJA: a sub,rcj.ass of Assassains. Can be Neutral or Chaotic only.
Only humans may be ninja. They have the disguise/poison abilities of 
assassins of their level and the abilities of a human thief of their 
level. Ninja use any and all weapons but can only wear padded armor 
(AC 8 ) or a similar low-encumbering (under 100) item. They use Monk 
EP and top out at l6th level.

Secret Strike Hand Secret Strike HandLvl + to hit Dmg HD -■ !■ V Dmg ;  ̂ Lvl + to hit Dmg HD Dmg1 + 1 s t d 1 . 1-k 9 + 3 3x 8+1 1-62 + 1 std 2 , : 1-k 10 + k - kx 8+2 2-73 + 2 2x 3 2 = 5 11 + k kx 8+3 2-7U + 2 2x k 2=5 12 + k kx 9 2-75 + 2 2x 5 2-5 13 + k  ̂ kx 9+1 2-76 + 3 3x 6 1-6 Ik + k kx 9+2 2-77 + 3 . 3x 7 1-6 15- + 5 5x ' 9+3 1-8 i8 + 3 , ^ , 3x . 8 : 1-6 16 + 5 ' 5x ' 10 1-8+ 1 HP for each additional lOOK EP. ■

Feet are +2 to damage on hand damage column

For a character to be a ninja, he must have a minimum: 
strength: 12+ Constitution: 13+ Intelligence:
d e xterity: I6+ d 2 +

At 5th l e v e l , ̂ ninja can jump and clear. 10'. . ' -
At 8th, th.^s increases to 15';, at 11th to 20' and at lith to 25'.
Boots of Traveling and Leaping double jumping ability. They are also 
able to jump down these distances and jump horizontally 5 ' beyond 
these distances.

Ninja surprise and move as M o n k s . They cannot use psionicbi They do, 
however, have certain abilities that resemble psionics (but do not set 
off the psi-detectors ! ) . These- are; : • - ' -
Level Gained
first ;
second '
second
third
five
six
six

Ability .
Min.d Over Body
Body Equilibrium , =-’̂l)
Mi.nd Bar . . . ... -
Invisibility (as apell) 
Suspend Animation 
Body Control ... .
Cell Adjustment .( se If only )

Cost ■
none
U/melee round 
none
3 /melee round 
none
5/melee round 
a.s per book

j.

The spell point system for ninja, or, more accurately ,! the energy' 
point system is simple; (Constitution + i) divided by two times level. 
Thus a N3 with a constitution of Ik has 27 energy points. Except where



noted, the abilities are the same as the psionics from EW. (Note: 
a ’hinja has an INT * 5 per level per cent chance of holding his invis
ibility while making an attack (as the Illusionist spell Improved 
Invisibility). This costs an additional two energy points to attempt 
regardless of s u c c e s s . , :

Ninja resist ESP as,a monk of their own level, save as clerids, 
are +2 vs poisons, +1 w/ thrown missiles, and fight as fighters (except 
when facing Samurai, when they fight as Clerics. Nor can a ninja 
hold his invisibility when fighting Samurai.) >

At 6 th level, a ninja can fall up to 
For each additional level above 7th, 2 0 ' if there is a wall within 

they can fall 2 ' farther.
At 11th level, they become immune to Gharm/Hold/Suggestion/Hyposis 
and related spells and attacks. : (Note: Samurai know 'When a nihja is
within 3" and vice versa). i - ■ s
As pJ^omised. . . . , , . . . ,

MARTIN ALL-WEATHER PSIONICS SYSTEM (MAWPS)

This system takes the EW psionic complexities an-du leaves- them out in the littie shed with the crescent cut in the door. This system does 
not lend i'tself to combat at all (except for the exception. There's 
always an exception), ,

There are five main p o w e r s :

ESP: Range: U"/level to maximum of 12".; Detects the presence of
thought and originating entity (mamnAl, reptile ,'avian, intelligent, 
stupid, etc.) Does not read thoughts. Can be used ;to:get directional 
fix. Cost: none. , ;
EMPATHY: Range: 3"/level to.maximum of 12". Detects basic needs,
desires, lusts, and state of mind (agitated, dntoxicated, serene).- 
Cannot get directional fix closer than , Cost: P/melee.
TEL E M P A T H Y : Range: 2"/level to maximum of ,12". Broadcasts basic
needs, etc. (see above). Save if target desires on Dragon Breath- 
table . ■ Cost ; 3 /melee . ; ....  ; i

T K : Range: l"/level to maximum of 6". Can manipulate objects up to 
a weight of 10 GP/level that the psyhhic has had the TK ability. Can 
be used to pick locks (use Greyhawk Thief lockpj.ck table as Thief' l, 
three levels lower, add 105 if Psychic is a Thief; a d d !'5̂  i f ' pSyc'hi c -■ 
has been able ‘to study lock). Cost; lO/melee. • '

TEL E P A T H Y : Range: 2"/level to maximum of 6" to non-psy chi c ; 3"/'lyi . .
to maximum of 10" to psychic. This power gives full communication oh 
the psychic band and overrides langup,ge differences’. This power can ■ ' 
"read" thoughts and the target aa/es vs. Dragon Breath at -2. (Psych-i’ 
ics save at +2). Cost: k/raelee to non-psyhics , 1/2/melee to psyhhie;-'

Characters with an intelligence of 15 or higher or a wisdom of 
15 or higher have a 10^ chance of being psychic. They have a 15/̂ ’ 
chance per level of gaining a psyhhic power, rolling randomly with no 
duplication. Notice that the concept of "psionic potential" is 
dropped like a live grenade.  ̂ J -



Psi Points .determination: (int or Wis x 2) +2/Receptive Ability
plus ^/Broadcast A b i l i t y -+ Level = Psychic Points..!
These points regenerate•at the following rates: .

sleeping: 10/hour pasting: 5/hour Walking: 3/hour
Cures regenerate Psychic Points at a rate of o n e !for o n e . Cause Wounds 
(Clerical spell) subtracts psychic points at a rate of one for one.

Combap: Psychic combat is not possible except for attacks on non-
psionics. The .targets are-; + l to save and attacks cost 15 psychic 
points. End of statement. - ; ■

Spellcasters lose spell ability.as per E W . Fighters lose one point 
of Strength-and Thieves/Assassins lose one point of Dexterity per. 
three abilities Restrictions; a p p l y . Druids, Monks, Samurai and 
Ninja cannot be psychic. . :

This psychic system has been designed to eliminate the excess 
crap that Gygax & Co. put into their psionic system. : Commentsv con
structive or otherwise, : W , i l l  be appreciated. -j:

DISPEL TYPO (or why can't 
time?): Samurai/Missiles
one through six.

COMMENTS: ■ (A&E ^18) -

I get those corrections-• right the first 
The note applies to Samurai from level

Kay Jones : Alexis von Mes ser (F 8/Chaotic/Gd) and K o r l - B e a r k i H e r
(Fll, recently turned Chaotic and loving i t !) would like to meet Ja'- 
ala. Although,-Alexis being: a marked .minion of:Ardoch might provoke her 
to. bash him repe,ateily with moonf i r e . . '

Charlie , Luce : Your shopi prices are somewhat puzzlingv (or else
your .consumers are somewhht feebleminded). A quarterstaff which can , 
be obtained for free in a nearby forest and- can be cub/trimmed/carvedL 
to your, personal specs ijCosts 2GP. Also a sling Which can be made from' 
scrap leather costs 2 G P . And who would pay 1 GP fo'r five .S-ling i
"bullets" when there are large quantities of perfectly; ao:cepitable , '
stones lying at the si,de of the road? And a military pick, which must, 
have a special handle to survive impact and a pick blade hard enough 
to punch through plate, costs' only  ̂ &P?

As to your, spells : iliniimibed Wish? Even if such abominations
were possible and. even yith your penalties for casting (which aren't? .a 
m u c h , If Morquant were to cast ope she would drop only one level, 
to 20th, and she could u s e ,the two-woek vacation anyway), the spell: 
would he a much higher level. If you can't accept a f.ew absolutes 
such as the possibility that your favorite characters might get iced 
permanently, then you might try switching to the boardgame "Dungeon!'* 
or perhaps you might leave fantasy/s-f gaming altogether and play 
m o n o p o l y .

Swanson: That was- no elf; that-, was my druid. ; j : - ■; ; -

5 M L e e : ; Obviously Ethannan is trying to catch something , and that ; 
was F O W L , (p-o-w-ri), not powie! (And- it was probably;; the hi erogAypth-ics,. 
I call ha.ndwriting that confused you.) Thanks., fori, .the; ty p i n g . ,
Without your nimble fingers, I'd never get published.

: o ci



Cleary: All I was saying was that I don't like changing any die
rolls. This keeps the Demon of Temptation from rearing her attractive 
head (e.g.: "Hmmm...Joe is running a character into my second level.
Now's my chance to h u m  him." Or "Oh, they deserve better treasure 
than that.") That shit can get out of hand.' There's a DM I know that 
"adjusts" his die rolls: multiple critical hits in a single melee
round, monsters that never fail a saving throw, magic items/monsters 
whose powers change to combat party strategy, treasure that transmutes 
from gold to copper and major rule changes in mid-expedition. This 
person's characters exhibit the same: tendencies and as to vorpal 
blades on the first level, one rolled up on a random encounter a few 
months ago. It was chaotic and wielded by a. chaotic paladin who k 
calmly beheaded two or three party members. It was to my deepest re-, 
gret that' he contracted a serious case of fatality from Steve We i n 
stein's 7th level Monk who cr'ct up on him from behind. The blade was- 
then surrendered up to a local Patriarch and destroyed.

All: Those planning to attend DunDraCon II should look for a '
white dUbt-covered '6? I.Hi Scout with a roadrunner on the right hand 
door. I'll be there with Castle Anthraw and the surrounding planet of 
Set, ready for all comers. , .

An Essay on Cheating (subtitle-di: Who Cares about Turkeys?)

It seems that at one time or another everyone rUns across a player 
that runs nothing but 91+ quality characters, the 18®®+-l8®®+-lU-17- 
lT-1^ Elf MU/F/Tf who wields a Dancing Sword or some,such gimbrackery 
and has maximum hit points possible. Fine. He's Having fun. T h a t ’s 
all D&D is for. D&D is not a simulation; it is a phantasy game. I 
know. I play simulations/'wargames (watching the 7th Panzer crumble as 
it hits El Atmein is really beautiful. For the’ British, that is.)

The only way to make DSeD a s imulati on/wargame is to install a 
SiMov system and develop a combat system that doesn't deal with "armor 
class" but with what your target is wearing (ah, Flavius, you forgot 
your greaves ‘this morning. HACK!) K wargame must limit the variables. 
If you do that to D&D, you'd destroy the very fabric of the game. So 
tolerate the turkeys; it's all for fun anyway. If he gets his kicks 
running Batman in chainmail, why should you get upset? Me, I'd rather 
run a Druid with a strength of 11. I've got to think, not flail about 
blindly with a +i+ everything-slaying sword. '

So^ next time Melvin stumbled up to your dungeon with a bushel: ,  ̂
basket of characters that have no requisites under lU, let him in 
anyway. He's probably stupid ap-d- probably won't last long. And think 
of how much your monsters will: enjoy the high quality meat.

Be tolerant, , -

(I quickly jump off my soapbox, don my helmet and dive into my hooch 
in anticipation of the next round o f .incoming 'comments.) . r-

Castle Anthraw spell system: (Stpength (up ‘to25) + P.R. + ':Gon) .■ .
averaged x highest level spell carried. Spell cost - Level srquaredi', 
Destructive spells that fcise in power as the caster rises in level:. , 
add one spell point/2 points d a m a g e ,generated. If a spellcaster inad
vertantly goes over his allotment of spell points, he is unconscious 
for the number of full turns for.each spell point below zero.

Before I become too random. I'll sink back into the miasma of 
intoxciation that is normal for some 'of us, out here;.- Hang by your 
thumb s I : . . :



ND SIL
the shine of the light of the su/ord benjamin grossman
an A4E apa-zine, intended for issue and divinely,inspired this seventh day of 

febrary 1 977. From the multi-keyed font of Ben Grossman, 29 E 9 St, NY i\IY 10003.
Green Dragon Press, nr 14.
Buisness first. I still have copies of The Haven Herald nr6j 40 odd pages, includ

ing a revision of the Druid class, a totally new Spell System, combining relative sim
plicity with potentially infinite coplexity as well as spell failure (klutz factor), 
a rune system, power objects, and much more. Only one lousy dollar from me, at the a
bove address. THH doesn't accept subscriptions, due to irregularity, but I do keep ac
counts, so money is always accepted.

While engaged in other less important activities, I was recently rewarded for my 
ceaseless efforts to understand the logic by which EGG came upon his original rules.
This search has already revealed the mysteries of Spells, Inflation, and several less 
well known puzzles. Perhpas a later date will allow me to flaas the knpwlegde along to 
all of you. But for this time, we have....

ENTROPY! A STUDY OF THE LOGIC OF LEVELS, AS REVEALED BY THE lYlASTER
ffiany person are aware of, as an occasional mention shows, the apparant lack of any 

semblance of reasonable foundation for the level system ê cplicated in Book 1 . Indeed, 
it has so trouble DIVl's and the like that many have attempted to replace it in part or 
in toto. I know one who attempted to re-write the combat system to drop the increase 
in Hit Points from gaining levels, reasoning that how much blodd loss and such the 
body can take is rather constartt from week to week, and year to year, not lending it
self to sudden increments. He shortly discovered just how hard it was to intergrate the system he developed with the already existing systems for many other things, and 
the relative slowness in combat that .the number of hits being constaiht around 100 is 
productive of, even with increased damage.

Rather than replace EGG'S sytems tho, I have a strong preference for achieving 
some understanding of them, so that I can make changes without destroying the system 
when possible, to maintain compatibility with other worlds. Thus I was pondering the 
combat/levels relationship, when divine inspiration struck. ...

Simply stated, higher level characters can't take more damage than low level ones. 
Instead, the relationships between their combat effectiveness and the damge they do 
changes. :The change a given fighter has to hit is determined by his strength, dexterity, weapon, and the armor of the defender. The defender's level doesn't enter the calcuL-.̂  
ation at all. Yet when the fighter gains az level, his chances of hitting increase, 
how much depending on your system, Thus, when you gain e level, it has no effect no 
your defense, that is, doesn't imply an increase in your skill at avoiding dagage in 
combat, since the defender's level never enters the calculation. 'But wait, wliat about Hit Dice, you ask. Truly, when one gains a level, one's hit points are increase. This is where the defender's level is factored into the combat sys
tem. The higher level you are, the less chance that whatever damage you take will be 
of a quantity insignificant to you, will not be a serious hit. i

Thus, if the systegn is balance (no promises), a pair of first level fighters would 
kill each other as quick as a pair of tenths, since the tenths can take more damage but 
are hit much more offten, to compensate...

Nasty, isn't it?



THE ADVENTURE OF THE LOST CITY; part two 

by Eric Holmes
THE SORCERER'S TOWER

The harbor at Byrithium was crowded with small merchant and fibbing vessels. 
Looking down from the lov; hills above the to'wn. Hoi gar pointed out several ships as 
possibilities. The elves, Blorfindol and ElmirV looked thoughtful.

"No Viking ships, Holgarv" asked Bofhder;thp Hobbit.

"Nay, little master,’ the big blonde barbarian pulled atihis moustasches, *’my 
people would not enter such a civilized port unless it be on a raid."

"Well, see what you xdan arrange with What ship appears to you most sea-worthy, 
e do you recomme'nid:. we go? ■ " ". : —  ' ■

Js^̂ ;;Nort'h', master," the Viking*s blue %ye¥' kindled. and his .nos+rif s,.sf;|ared as he ' 
shrffed the ocean breeze. 'North across the sea and up the Iranian coast.",  ̂ ,  

 ̂ . • -/• ~ ■ '■ "■'Vef’9‘wel i said Elmer, ' make whatever arrangements you need f<pr the passage.’

holg3|-'s choice. The Itchcliff Castle was, he admitted, the best of a bad lot. 
Th|,cag¥a/i.P of dhe oastle was defighfed wifh his bargain. Ho, me merry, gentlemen 
gnS"\|,d.yel'y',|,ad.T§S;!"̂ ĥ̂  bel lowed from the ' head'df' the gangway, ’ 311 ge.,ame jscuppers df l 
ye be not welcome aboard the fair ship itchcl iffe Castle.' The captain thumped about 
the deck with his wooden leg, shouting orders to his motley crew and /pointing out 
the accountrements to?'the party as they filed aboard. Ere be the catapult on er 
upper deck, sirs. This'll be your cabin, folks, up forward b©re..... I ' I I hav^-the 
crew lash yer extry daggage atop the cabth, so it'll be safe in a blow.Aft of-the  ̂
mast is after cabin and rear hatch. Keet oar “at the stern, captain's quarters ‘
below. Crew are up at the forecastfe. Wtiat's that, sir? Be the hatch, to the 
ga I I eys I aves be lo'w , sir. ’ '

.r M O  :

"Cal ley-slaves,' as.ked Boiingtr.the Hobbit, gating Into the depths. ..The little 
fel low had to se^ himself; as the’great eitancipator. He started for the -Rt
ladder 'leading ;to, the.idark below. ■ \ - .

’V\ye, aye, little master, 25, a full complement, and then rumors y,e hear of 
tuberculosis— not a-word of truth to 'em." , : t.

/ 'Tuberculosis,' the hobbit hesitated.' ; ;

’'Aye, not a word of truth, itot a one of me gatsley staves has tuberculosis. ■ ,,

"I'M investigate ' later."

' Stand by to cast off ! yel led, the captain to no, one in particular." ‘‘'Cast off 
her stern lines! Cast.'of f ’ aft 1 i\aise yopr anchor! Set sail! Pump the bilges!"
He began running upand down the deck, hisnpeglpg thumping the boardS:"yeti ing at his 
crew'Who wer t nonchalantly going about the. business of casting offl "Riven yer 
starboard'breech! Reef yer abaft ̂ mi zzen! Scutt.le yer mridbhips!' '

In'the depths.of the ship,' the, beat of the drum began slowly. The slaves ' 
unlimbered their oars, and the Itchiliff castle began to creep out of the harbor. 
"Bolgar>'l think you could have done better than this captain.'

"Scirry, si r, he seemed sane enough ashore. " ,, r.; : ..... :‘a

Ttie party gathered on the forward deck by their assigned cabin.,. There were-., 
three Elves, two Hobbits, a Dwarf, Ho I gar the Viking, two clerics Jose and Brother



John, three MUs (i''iurry, Mergatroyd and the African witch doctor) and several fighting 
men, incIuding 7atushigi, the Samurai. Four of the couresans rescued in the last ' 
adventure had accompanied them--i'1oona fhe Witch, Reeva the Psychjc, Mai-ling the ■ 
Sage, and Silith the Serpent Woiman. ’ - i

Do you think, • said Mr. bond the Elf shyly, 
marriage? Sea captains can do that,can’t they?*'

that the captain could performi a

'Who wants to— ?'

"Moona I '"hat is... this looks'I ike long voyage, and...wel
Great idea! But w g’II iiave old Brother Jose tie the knot and do things up 

properly.*' ' r- .

Their spirits restored by this happy occasion, the adventurers crowded together 
on the deck tor tho wedding. ship quietly cleared tiie harbor mouth and the , '
first mate and several crew members went down tfie hatch to the galley deck and carhe 
up with a couple of dead bodies which they quietly dropped over the side.

Did you see that, Boinger,' whispered Xoreth the Elf. ' ' ’

"Yed. Perhaps I’ll not worry aboiit free(ng these Slaves after all.’
The wedding ceremony completed, they lined up to kiss tiie blue-skinned bride 

who blushed a beautiful purple. With the help of her neW husband, Moona climbed' 
onto the ship's rail and threw her bouquet into the crowd, where it was caught by 
Reeva, Since Reeva was psychic, she had piaced herseIf where it wcuId' I and. '

'Now that dows it,' cried Boinger the Hobbit and proposed on the spot. The 
crowd cheered. Brother JOse peifformed the service again, and the little Hobbit 
announced that since there was an obvious lack of privacy in the single cabin, he 
intended to spend his honeymoon in the crow's nest, and he and i\eeva promptly 
ascended the ladder.

lear of the harbor, there was a fresh breeze; the sail 
ly wind, and the little ship sped over the whitecaps.

was filled with a 
The second day out.

Once c 
northwester
the Hobbit called out from the crow's nest that there was something approaching 
from the north. The ship's captain took a quick look through his brass spy glass: 
'Dragon tuiftle!'' he bawled. 'Man the catapaltl’

The adventurers rushed to the foredeck to obey, shoving aside the crewmembers 
whose job it was to fire the machine, /.rguing loudly abouT th>,> i r relative dexteri
ties at missile fire, they proceeded' to'take turns bombarding th-,:. approaching mon
ster with rocks. The dragon turtle rushed towards them, exhaling clouds of steam, 
but it was no use. i\ series of direct hits with 3-dic rocks sank the beaSt before 
it could get to the ship.

The next attack was a pirate gallî y 
shots left the Itchcliff Castle taking w; 
The buccaneers were ill-prepared for the

a day later, n brief exchange of catapult 
iter, and the pirate closed with its prey. 
Sleep spell which swept their defers, how

ever, and the two ships grappled and the .pirate was boarded against only token 
resistance. The pirate's miagic us,er was knocked overboard in the melee.

' Did you see that? We knocked him .right into the drink! ; ' Did he have anything 
with him?' "Just a staff.' staff!' Elves and magic fUSers rushed to the side. 
Nothing showed above the waves. Wall a-walla the witch doctor hastily mumbled a 
spell, polymorphing himself into a manatee, or river,cow, and sliu over the rail 
with,a splash. •! ■ , , .



A few minutes I’ater, he re-surfaced with the staff in his jaws and was hauled 
back aboard. Regaining human form he said suIkiIy, ‘”This had better be worth it. I 
can only do that once a week." Careful testing of the staff, however, proved it to 
be Just that— a plain wooden staff. "Might have known," snaHed Murry the Mage, 
tossing the stick back into the ocean.

The party now elected to take over the pirate ship. The freed galley slaves, out 
of gratitude, offered to row them where they would, and the baggage was quickly trans
ferred from the merchant ship. AS they rowed away in the newly christened Sea Cow, 
the bold travelers could hear their ex-captain still yelling at his crew. "Man the 
buckets, ye I and-1ubbers! Man the pumps! Pump the bilges! Bilge the buckets! " 
Bucket the pumps!" After a few mi les the sounds died away. . ’

The next day, Siegfried the Parrot-Hawk did a reconnaissance of the Desert 
Island from the air and reported nothing of interest. Following rumors reported to 
them by Holgar the Viking, the adventurers decided to sail on north past Jungle Isle 
to the Sorcerer's Isle. Roingor the Hobbit, by mdans of Judicious chopping with a 
battle axe, converted the skull-shaped figurehead of The Sea Cow into something 
vaguely reminiscent of the ship's new name, comp(bê e with horns.

The Sorcerer's Isle was a small black speck of rock crowned with a round black 
stone tower. With Holgar at the holm, the gallant ship Sea Cow was quietly sculled 
up to the shallow beach on the north side of the island. The sheer walls of the 
black tower were unbroken except by 40' wide doors, how closed,' which faced them at 
the top of a wide basalt stair. Siegfried flew around the building without spotting 
anything. Leaving Holgar and the crow to guard the ship, they cautiously approached 
the massiv' gates, but as they reached the top steps, the huge portals groaned open 
and two blue-groen soa trolls stepped forth to chaIIenpe'them.

An attempt to parley was ineffective; the fighters, samurai and elves drew their 
swords and rushe'd upon th^ trident-wielding tipol Is who-'were outnumbered and over
whelmed, The party carried the door and then cautiously ■nfnrod the dark tower. Two 
more troll guards w're slaughtered.

Other than the guardroom and tĥ"* stairs, th only fr̂autr--'' of the fiqst floor of 
the tower was a well in the stonr floor, 35' across and corr'-̂ sponding to a similar 
hole in the ceiling of the gigantic room.- P -̂ ring into the depths of the well, they 
saw only darkness and hoard the sloshing od distant waves.

The second floor was divided into small dark rooms; in some a mony-|eggrd scut
tling could b- ĥ ard. "Charm arachnic," hissed Xorcth the Elf. His giant spid'̂ r had 
been destroyed by sandworms weeks ago on th^ Byrithian desert, and he had mourned the 
loss of his hideous pet ever since. The sp H I netted him two 1st lev I spiders about
3' across.
one und̂  r ■■

After a f̂ w 
âch foot, as

false trios, the Elf managed to 
a pair of spider skates.

gef th boasties‘to carry him.

HeroIn this way he led the- expedition up the stairway towards the next lev'
party struck pay dirt. Peering cautiously over the top stop, they found they 

had located th'i sorcerer's study. Tht’ hooded figure himself was behind his desk at 
the far side of the room, a d sk flanked by a chest and a bookcas". Occult diagrams 
covered the tone, floor to one side of the circular well in the floor. Hero th' MU 
had for some obscurT' purpose suspended a small stone stair by threads from the ceil
ing, so it hung dircitly over th- well. Against the opposite wall as a huge canopied 
bod with the curtains drawn. Against th- wall at the imm diatc hgad of th' staircase 
were two mummy cases, upright, open, with armor-d mummies standing silently within.

A whispered conference on the stair well 'nsu-d. Th' 
to the invasion, but no one. expected him to be surpris.d.

sorcerer seemed oblivious 
Th- witch doctor poly-



morphed himself into a tarantula and ran across thf floor of the room and up the back 
of the sorc-̂ ror's chair. Peering over the magician's shoulde r, he looked into the 
pages of an op'-n book on the; tabi' before him. In flowing script, words w'̂ re appear
ing on the blank page. They said, "The- witch doctor polymorphed himself into a 
spider and ran across the floor of the room and up th'? back of the magician's chair."

Pa I I a-lVa'I I a droppped 
a Hold sp̂ lI and

The sorcer- r turned and swatted with his hand. He missed, 
to the floor and assumed human form. The sorcerer hit him with
rooted him to the ground. The rest of th'.> adventurers poured up out of the stairwell. 
The Atlantcan mummies stepped out of their mummy cases, dripping dea watc'r andtota I I y 
fireproof. Several of the party engaged the. Undead Atlanteans. Oth '-rs throw them
selves a t the' master of the magic W/ep. A Hind Blast from th- psychic Roeva ' 
failed, but a Charm spell from Murry took th?' black sorcerer ip mid-g-sture. Immed
iately the mummies stopped fight! ng and rclati v- qu'i et 'descended over the room".

While others oxairiinod the chc?st and bookcase, the Hobbit, th?: samurai and two 
of the oourtesans pulled back th'O curtains pn the canopied b d. The b-nutiful evil 
lamia was,coiled to str:i|<o. H-r fangs sank into th- broat of lovely Mai-ling. The 
wore-rpt rushed from under the bed. Cri s of horror and th-; clash of flailing 
swords. The snake? woman and her pot wore sliced to pioc's. •

"Car-ful, car-ful friends!" "Don't disturb th ; star stone- ov.er th'e central 
well of the tower." "It is swaying!'' "No, the whol ■ building is shaking." "Grab 
the loot, guick!" "Hoy, you, magic user— what's your name?'-' ' ' n,

"Zort."

"Liston, Zort, what's in those books?'

"Excerpts from the Me.cronomicon, a book of summoning spoils with a 50' chance 
of controlling th--' demon or monster summoned, a book of animat- the d-ad."

"Good. Now in the chest."

"Helm of water breathing, flaming sword, chain mail +1,...."

"Hey, thcrefe n tiny kraken in an aeguarium on th- sh-lf ov-r her-...."
"Leave that alon-; you know whPt'I I happen if you fool with that!" "There goes the 
building again!" "Hey, Zort, what is that? What's happening."

"My mind..." murmured the charmed evil magician. "I can't control him___I'm
confused...the Spawn...the Spawn of Cthulhu!"

"What! Grab the loot ev-rybody! Lot's get out of her !" "This is a miniatur- 
ship in a box.__' "Bring it!" r

Down thf stairs in a rush. One of the sea-trolIs had rog-ncrated chough to 
oppose thorn. "Wher--'s that flaming sword? Let him have it!" "Zort— what's in th- 
basement?" "Prisoners." "Mithra aid us! W- can't go off and leave n bunch of 
lawful prisoners behind!"

Boinger ros- to th, occasion. "Some ofyou take Wizard Zort dio the ship. The 
rest of us to the dung-on."

Two levels of dung-ons had to b- search-d, reRoasing an adventurous hobbit, 
a priestess of Isis and a Viking. On th- d-p- r |v-l, th- cages were half und-r 
water coming in through a drop sea cavr A giant turtle, a talking dolphin and a 
m-rmaid w-re fre-d. Th- wat-r was distoob'-'d, sloshing higher and high--r as th- 
rescuG party rac-d hack up the steps. On th?-- b-ach of th- now guakinn island, they 
joined the discoracertod r-mnant of th group. "



"The ship is gone!" i ;

"Without a trace!" , -
"Zort! Com<' on, now, you must have somo way, of getting on and off tho island."

"The miniature ship. P!ac' it in the water, it becomes norma I-si zed and is 
propc-lled by magic wherever th^ steersman directs.",  ̂ ^

"Quick everybody! On board and away from her'!": ,

As the bronze magic galley sped away from th'‘ doom':ed island, the star-shaped 
talisman in the upp̂ 'r room ot the towr fell into the pit. Looking back th.r̂ ; 
adVonturors saw tho tow~r ,shak‘ and tremble and then disintegrate. In:th'' center 
of'the tower, rising up from th'- sea caves beneath, momentarily visible above the 
horizon befor-: it fell back into th.e depths, th: polyploid tontaclod monstrosity 
wavered in tho air, and its -orie screeching r' ached them across the waves.

"The Spawn of Cthulhu!"
to be continued

i


