
It's an ogre!

Average, 
I*d say.

How big?

Say 18 hits. Does 
an average of 5.5 hits 

per melee round 'But what if it' 
an Ogre Magi'

'X)N THE SECOND 
LEVEL? Dont be a 

twit!1!
Lessee, Muriel does 

about 4.5 points damage 
per round. Gromel has 

17 strength and,

All set'

has a +3 Warhamnier, so 
he does 10 hits per round.
Marius only has a mace, 
and does but 3.5 hits... But I'm only 

AC 4, and I've 
only got 7 hits'

You go in, or 
I bust your hes

and I'll throw Magic 
Missle, doing an average of' 
4.5 hits. That's 22.5 per 

roubd, and he averages 
only a quarter of that! But he's on 

a better tatle!

Ql

l){ V-
ley

'-A,





A FEW PARAGRAPHS FROM THE EDITOR

This fanzine is set up to serve as 
fans and others interested in D&D. 
to discuss rules and share our own

a monthly discussion zine for SF 
it should give all of us a chance 

special monsters and treasures with
others, also to write up expeditions we've been on.

ALARUMS AND EXCURSIONS is edited by Lee Gold. It is set up as a cross 
between a standard fanzine and an apa (amateur p ress a ssoc i at i on ) .

I I f 
a .

you have a contribution, there are three ways to submit it: 
Type j t on a NINE-ho Ie stencil and ma i I i t to Lee GpId,
2471 Oak St., Santa Monica, CA 90405, including 504/stenc,i I . 
Or, if you must, use a FOUR-ho'le stencil and include 80^1 
stencil. Type 7" horizontally, lines 5-64 vertically.

b. Print it yourself. Copy count is 1+00 Send it to Lee Gold. 
If you mimeoed it, send the stenc i Is too; 50P/stencil credit

c. Send a letter to Lee Gold, and she will type it and mimeo it 
IncIude$I/page (or fraction thereof) for typing, stenciling 
and printing. Typing automatically includes improving spell 
and grammar (and may include a few new typos). It may also 
include editorial comments set in italics and signed LG. 
Those who want their deathless prose left intact should type 
i t themseIves.

UNPAID FOR MATERIAL WILL NOT BE RUN OFF NOR INCLUDED IN A&E

I ng

postage only. (On a good 
contributors too), 

both free. --are

last

2. The Fanzine will cost as follows:
a. Contributors: less than four pages,

month, postage may be free for minor 
Four or more,pages: postage and A&E

b. Non-contributors: postage plus
1) nothing...if you contributed 4+ pages last issue
2) . 354 if you had some contribution last Issue
3) 754if you hadsome contribution in the Issue before
4 ) $ I.00 otherwIse.

c. For trade: with other D&D zines only. Mailed BOOK RATE.
d. We do not offer subscriptions on a fixed cost basis, since 

postage and contribut Ion credits may vary from issue to issue. 
However, you may send a check or cash (either US or foreign 
currency) to Lee Gold, arid she will deduct costs (and inform 
you each month how much money Is left) until the funds are ' 
almost exhausted. She will then notify you of this, and at 
your request return the balance.

e. Buyers at reta i T estab I i shmen ts : pay the shop whatfe\/er it asks

3. Back issues: we try to keep all back Issues In print or in reprint, 
We don't usua I I y succeed. Check the ToC page for announcements of 
whqt back Issues . are current Iy available. Back issues cost one 
dollar plus postage each.

MAILING: at your choice, ALARUMS AND EXCURSIONS will be sent to you
First Class ($l.67--4 day lag), UPS (904--4 day lag), 3rd Class (944-- 
4 week lag) or Book Rate (3ot“~4 week lag)...or hand-delivered (free-- 
up to a year lag). If no funds are available for first class postage, 
it will be sent by the most efficient method there are funds to cover 
f or.

DUNGEONS AND DRAGONS is the creation of TSR Hobbies, PO Box 756, 
Geneva, Wl 53147. Patronize the people who made it all possible

Lake



PUBLICATIONS OF POSSIBLE INTEREST T O •A&E READERS

The Dragon: offset prpzine , published by TSR , bimonthlyedited by. ■
TimKask, Box 75 6,,, Lake . Gene va , WI. 531^7. $1.50/issue.

The Dungeoneer: quas i-bimonthly , of f set , l6pp photo-reduced, 60î .
Paul Jaquays, Box 28l, Spring Arbor Collep:e , Spring Arbor, MI L9203

The Fantorp;n, Scrolls : mimeped, fanzine from James Hayeg , ll09 E.
Flora St., Stockton, CA 95205- 6-weekiy. i+0<^/c6py.

TheHistory. of Wargaraing Quarterly: available from George . Phillies ,
910 Tenth S t B , Santa Monica,.CA 90^03. Indexes most wargaming 
magazines, including A&E and TWH.

The Lords of Chaos : ' quarterly D&D apa available from H,. ,C. Shapero ,
200 Davey Glen Rd.. #ii20, Belmont, CA 9^002. Si. 50 plus postage.
Issue H2 due out''in early September.

The Manual of Aurania: due to be reprinted soon. A catalog of mon
sters. Write c/o Aero Hobbies , 1319 Santa Monica Blvd., Santa Monica, 
California gokok.

News from Bree: 10-20 page offset photo-reduced irregularly appearing
fanzine with wargaming and D&D material; from Hartley Patterson, 7 
Cambridge Rd., Beaconsfield, Bucks HP9 IHW, UKi send subs to NFB c/o 
Games & Puzzles, 11 Tottenham Ct. Rd., London WlA UXF. 80d (in pounds) 
per issue for foreign subscribers. .

for 3/$l. 

Rhi annon:
NY, NY 

Spellbound:

mimeographed fanzine from Evan Jones. 
10025• irregu] » quasi-mohthly.

ne 9 quarterly , $
s for variants ;o
635 , Stony Brook

D mo i ■nthly apa, n

. s sue

-wee kly • . TFrom Howar
350 + . pos t age , subs

390 Ri ver side Dr. ,
opy. 8 i s sue/$ 2.

/ye ar , "int ended
fr om Scott Johns on

of 15 Furlong.Ave., Arnold.Nottingham, England. Send a sum of money 
and Bryan will aubtract the cost (approximately $l/issue), Free issues 
if you contribute. Contributors should send photo-ready copy to Bryan.

White Dwarf: offset magazine (analogous to The Dragon) from Games .
Workshop, TSR’s Brutish agents. Edited by Ian Livingstone. Subs 
should be sent to WHITE. .DWARF, Games Workshop, 97 Uxbridge Rd.', Lohdon, 
W12, uk. 50p/$l.50/issue ; 3 pounds or $5 for a surface rate annual 
subscription. Bimonthly.

The Wild Hunt : D&D apa, monthly, DM-oriented, Boston^based. Editqd' . .
by Mark Swanson, 71 Beacon St.-, Arlington , MA .0217^ and.Glenn Blacow,
13 Grove St . , . #7, Boston, MA .02111. Rates are much the same as AP̂ E', 
but copy count , is rather lower.' . ' ; , (



DEADLINE FOR AS;E ff2T : Tuesday, October 11th...or l60 pages, which
ever comes first. l6 pages maximum contribution from any single 
person or group. Held, over for a .nine page Tales of the Red
Wolf Inn from Glenn-Blacow;, -and a zine by Margaret Gemignani.

1~13 now available in> reprint. #1^ will be availableBACK ISSUES 
soon; the reprint of .//lit will be $1.50.

Contents this issue Septemb.er 15 , 1977 158
Cover Glenn Blacow 1
A Few Paragraphs from the !^ditor , Lee Gold k
Tantivy Lee Gold 3
Notes from the Realm Fantastic ffl3 Richard J. Schwall 1
Field and Phalanx IX | William Taylor . 9
The Chaotic V-orpal Blade Paul Wafers 1
VJrite- It Up, She Said //5 Lee Burwasser 8
Annals of Avalon #7 Cheryl P. Lloyd U
Alberich's Ring ffQ John T. Sapienza, Jr. 8
I Have an Egoism of Twenty! ffh Scott Rosenberg 2
A. Smile Without a Cat Rick Shiell 4
The Weakly Sage Eric Haines k
The last of the Lost Mask Stewart Levin 7
V i s i o n s o f A V a t c h Peter Cerrato 1
Babyl-On //9 Howard Mahler 5Many Worlds . - Margaret Gemignani 3
The Seamy Side 5 Mike Gunderloy 5
The Shores of Infinity XI Chris Pettus 3

notes Blacow, Marsh
Ro.iiocinati ons from the Olive Alex Melnick 1
The View from Seadie's See Jeff Pimper 5
The Griffin's Quill 011 Charlie Luce 13

notes Lalo, Blacow, Pick
L e 11 e i‘ Richard C . Karr 1

notes Gold
The Tuesday Morning Rej^ort Steve Perrin ' ; k

notes Jon Pickens
Voice of the Mountains Steve Marsh 9The Suffield Story Mark Guenette 1
The Arduin Chronicles Dave Hargrave 6
Senile Sage Robert J. Clifford 2
From the Halls of the Mountain King Alan Davis 2
Earth's End fH Jim Bolton k
From the Other Side of the Circle //3 William B. Herdle 2
Zzotthe Spectre's Notes John Spencer 3Spellbound Scott Johnson 7A Note on Copyrights... Rick Schwall 2

note Luce
Kill Slavus the Clever! Glenn Blacow 11
Memos from Morchost Gareth Kantz 3The Emerald City Flash Jock Root 2
Billy Balrog's Own Fanzine #18 . Mark Swanson 2Pentagon Papers Joel S .i Davis - ' 2
Tales Told. ..of Gi'estone Keywood Cheves 2

HAGAZINES OF INTEREST TO RFADERS - UPDATE
Morningstar Mutterings - part two Phillip McGregor 2

NOTE; If any A&Es you have gotten are defective (pages missing or blank 
on one side, please notify Lee Gold and you'll get replacement pages.



Some notes for Would Be contributors to A&E
who are planning on stend I I Ing their contributions 

and haven’t typed stencils before.,.or recently

1. Buy NINE-hole mimeograph gtenclii if possible. If not buy FOUR 
hole and think a few kind thoughts for the printer. Your mimeo 
stencil will have a film sheet, a blue or green wax-Impregnated 
stenci l sheet, a _tan; "carbon cushion" (one side sli.ck, one side 
papery),and a heavy paper backing sheet.

2. Buy mimeograph correction fluid
3. Type the stencil lines 5-64, using only 7 inches horizontally.

'•(70 spaces on a 10 pitch typer, 84 on ’ a 12-pitch one).. Correct
_ mistakes by daubing correction fluid over the mistake, letting it 
dry and retyping. Type with the typewriter on stencil setting. 
This will produce better copy and not muck up the film, lotting 
you use it again next time, which means you can buy stencils w/o 
film next time and save money. Type as hard as you can. If
can't see the

you
youight clearly through the Ietters you've typed 

aren't typing hard enough.
To mail the stencil, remove the film and the carbon cushion. Do 
not remove the backing sheet. Do not cut the stencil short.
Either of these procedures will result in poor inking, 
afterthought: your stencil may also have a tissue paper separator
between film and wax-stencil. Throw it out. Put the carbon 
cushion shiny side toward the wax between stencil & backing sheet. 
Note: if the typewriter does not have a stencil setting (which
disengages the ribbon), you should remove the ribbon from the 
typer yourself. [The ribbon is disengaged when no black marks 
get on the f i Im.3

DISPEL TYPO (and subdue Spel 
Dispel {not diapett) Thief
it's = it is 
MUs = severe

its = of it 
Magic Users

ling Bee) 
W i e I d

MU '
MUs

G I enm BIacow 
~ =  belongTlTg to a Magic User 
' = belonging to several Magic Users

DISPEL CRUDZINE by Barry Gold, Printer
If a few words (or lines) come out light or unreadable, you 

should use less correction fluid when fixing mistakes ... or buy a new 
bottle of corflu. (Old corflu gets thick and doesn't spread as well 
because theether evaporates over the weeks).

If your mistakes print even though you corf Iued them, get a new 
bottle of corflu or use a little more corflu.

Remember to lift up'the film sheet and apply the corflu to the 
stencI I. . .and then wait a minute before typing over the corf Iued area. 
If you don't use a carbon cushion or if you're corfluing a large- area, 
lift the s te n c i I away f rom the backing sheet before applying corflu. 
Otherwise your stendll- may stick to the backing sheet.

If your whole zine prints too light, try to type harder or,use 
a different, better brand of stenciI or use a different, more
powerfultypewriter. , , ..Proofread before taking the stencil out of the typewriter.



TANTIVY - ^
by Lee Gold

One of the things that's bothered me for some years is the D&D Treasure 
Table. It's not too bad if you use only TSR monsters, though even 
there one fails to see why, for instance. Gnomes (type C) should have 
no chance of having Gold, while Dwarves (type F) should have 15% 
chance of, 10-40 K GP. Or why the chance for gems and jewelry and the 
number held should usually be the same, when jewelry is so much more 
valuable.

Here's my own attempt at a more general table, suitable tor 
deciding sorts of treasure held by hundreds of types of monsters. 
It's dividedinto bix basic types: Humanoids, AnimaIoids, Enchanted
Monsters, Undead, Nature Beings, Spiritual Beings.

HUriANOIDS: creatures with hands--and with standard protoplasm (wound-
able.by all sorts of weapons, unable to regenerate). For example: 
humans, elves, dwarves, gnomes, centaurs, ores, ogres, gnolls, etc. 
ANinALQIDSs creatures without hands but with standard protoplasm. 
Examples: manticores, dragons, wyverns, purp I e worms, basi Iisks, etc.
ENCHANTED flONSTERS! beings not made of standard protoplasm. Typically 
not hittable by standard weaponry. Examples: gargoyles, Iycanthropes,
trolls,golems,etc.
UNDEADs this includes the standard undead plus all other monsters 
that recruit you as a member of their group by killing you; e.g. 
Shadows.
NATURE BEINGS; beings who seem closely linked to Nature. Dryads, Ents, 
Storm Giants, Elementals, Salamanders, etc. ’
SPIRITUAL BEINGS: ; beings closely linked with the Powers of Law/Good 
or Chaos/Evil such aS: demons and angels, gods and devils.

EAch .type's treasure i s mod i f i e.d by whether the Individual set 
of monsters falls into one of three subtypes. Fighting Bands are led 
by a fighter, though there may be a few attendant speI I users. Spell- 
user groups are led by a spelluser (MU, Cleric, er some isuch type) 
though there may be a guard of fighters. Loners are typically found 
by themselves or in groups of four at the most. Beholders, Dragons, 
OgreMagi,and Giants aretypically loners. <

table,: roIn order to use the following 
category of treasure. Subtract the leader's 
the result equals or is below the f̂ age given 
treasure, that sort of treasure is present.
humane i d 
You roll

fighting band 
a 38. 3 8 - 9

led by a F9. 
= 29 which i

I !?ile dice for each 
level from the throw, 
for a certain category 
For example, given a'

I f
of

You wish" 
below 30,

to see i f 
so there

go Id is 
is gold

present,

In order to see how much:treasure there is, check the leader's 
level again. Level 1-5: half standard treasure present

6-10; standard treasure ■
, ■ 11-15 1.5 X standard treasure ''
: i5+; double standard treasure '

Note: The Treasure Table Itself (next page) is a combined effort by
Barry and me. Vie argued over what seemed reasonable and vaguely in 
line with the standard TSR guideIines...and considered the first 
standard more important than the second. The Table is nonetheless 
still open to correction/criticism and I will be interested in 
n i tp i cks.



T y p e C U / A G / A U * G e m s J e w e l r y M a g  i c / M a p
M u m a n o  i ds D 1 2 30?. 6D6 40? D8 3 40%
An i m a 1o i ds D6 20? D20 30? D6 20? 2 30?
C n p h a n d e d  M o n s t e r s 2D8 35? D 1 2 30? DI2 30? 3 30?
U n d c a d D20 40? 5D6 40? D20 50? ■4 :5Q?
N a t u r e  B e i n g s ' , _ ’ 5D6 5? D8x5 50? D4 1 0? 2 20? ■ ■
S p i r i t u a l -  Be i ngsj D8 15? D20 20? iD20 10? D8 50?

* rol I three times, once for each sort of coins being present. : 
Amounts are in thousands of coins. , : i :

Mod i f i cat Ions 
1̂ i ght 1 rig

I f 
I f
by

Bands
copper
magic
leader

or silver are present, double 
is present, one item must be a

the amounts. , •
weapon or armor usable

SpeI I use rs : , ''
No copper or silver 
gems of equal value',

, A 1 way s one scr’o I I . 1 f mag i c I s' present, add a
. addition to the magic. Thus if magic is 
up'ers wourd'.'have three ’mag i'c I terns plus two

Roi l for them and i f present- convert to
- :.i I

second SQrQ)IJ' in- 
, h uma no i d spe I I ■ 

scrolTtS'./■ , . !,, . - ■ ■
Loners:

No silver or copper 
gems of equaI value 

; No .. gold . Roll for 
equa f value.'

a 25! X

Roil for them and if p resent: :corTvert t;o 
t and if present convert (bo jewelry of

i

There is a 2% x level chance of hav i ng a R 1: ng. 
chance of having a M i see I I a neou s Mag i c item...^ 
ther there is any other magic present. Thus 
of norma I size would have 20/? chance of a Ring 
a Mi see I I a neou s Magic t tern. . . i h a d d i t i on to the stanejard 30?? 
chance of two manic items:

..and the same 
I n cfdddfti on to when 
a loner Red Dpa,gon,

20p chance of

A if ew! more Modifications:'
■ r - iMining Types ( I i ke dwa rves a nd gn'omes-) : - to

1.5 standard amount of metal (cop pe r * s I I ver ,r go I d ) w i t h ha I f ,,
being in ore (weighs ten times as much per value as coins).

1.5 standard amount of gems with halfbeing uncut. Jeweler's
fee' I i 20^ value of gem...l0 GP minimum, iior, -i

Stupid Creature's.:' gargoyles, cavemen, etc. --o.-f ,-rt-
Half standard amount' ot treasure. Half standard i?a-ge for magi,g..

Thieving Creatures: thieves, magpies, assassins, FAng I oproolm mi s , otr
1.5 X standard i?age for 'g'emS, Jewelry and magic. , - d o' - i

I have been using in Alf instead "‘of the TSR lair /?ages, the rule of'' 
thumb that there i s a 5“̂ x leader^s level chance of being in lair... 
and if not in lair, then a x- leader’’s : I eve I chance of holding I Op 
o f  ( a i l  i - o i i t a r j o ^  Ooi h ;, n m l  j  o  ■,■/1-. I , j i i r|  a j (  USeful ma  Q i C .

' ‘ ' " ' ' ' ' : :■> i ''; ; o f 0 i'
■' r ; f- I ■
'.; o q m :

'i' O '1 "I o:'
I : 1

: i f



What to name 
Ruth Noe I... 
future.

Your Elf: drawn from The
n the hopes of hearing

Languages of Middle Earth by 
more ToLklenish names in the

Or n = 
u i a I = 
a ear - 
dun' = 
-on = 
ag I ar 
aha = 
ha rma 
a i re = 
tar i =

tree
tw i I i ght 
ocean 

west
great (suff 
= glory 
rage .
=; treasure 
■ -holy 
queen

a I da = tree an = I ong 
I ome = shadow are = sunlight 

' a I ph = swan anor = sun 
amarth = doom anca = Jaws, 

\y) ambar = world , cal a = light 
amon = ht II. calma = lamp 
din = star ando = .gate
Sul = wind ras = -peak
ampa = hook duin = river 
amrun = east ril = flame

fa I as = coast 
anga = Iron 
.gert.h.as = runes 
mar =' home 
ost = fer tress . 
anna. = g i f t • 
annon = gate/door 
annun = west . 
anto = mouth 
ar = monarch

Luce: Why
Ice Storm 
i n damage w i th 
and Li ghtn i ng

do you con!§;ider ICe 
s a far weaker speI 

mage ' s level. 
Bolt as well.

storm to be 4th level 
I, especially since it 
Persona I ly I ’d put

and F i rebaI L 3rd? 
doesn't increase 

F i rebaI I at 5th level

Bleuel: Deryni as Kathryn Kurtz drew them did NOT have higher than
normal Strehgth, Intelligence or Wisdom, Just special magic-using 
abiIity. I suspect in the D& D universe they would be Just another 
set of MUs who could also fight, sort qf like Elves.:

Mahler: Recent Iy I
spe I I s in A I f . ( ro
loth.) A 
a speI L. 
at des i re 
forgotten 
sc i ou s .

ve [3een putting in a fewiscrolls with I OTh level 
I a DIO for Spell level and 10'̂  of the spe.l I s a re 

MU has level + INT chance of not being driven Insane by such 
A non-insane MU has (INT - 12) x \% chance of using the spell 
.An insane one knows the spell, only that spell (having, 

others) and throws it centinuousIy whilea 1 I 
This

a I Ive and con'
is particularly interesting for REFLECT MAGIC SHELL.

Cerrato:: If a Giant bends low enough, to swat me whi le I 'm hacking at
his tendons, he' I I probab ly a I so swat off his own foot; Anyway, I'LL;, 
prob.ably do i t whi le camouflaged or somesuch-.

Gunderloy: Note that almost a I I characters are better than average- too
and--at least in this region, San Francisco, Boston, ..et a li.i--cha racters 
tend to keep mostly good magic and lose crocks. The idea is not to 
have to load up the monsters with si mi lar magic Items that can be 
used by the conquering players tut to equalize them with, mag IcaI :prop- 
ert les'. ■ . ■ ■■ ■

Bruce Chubb Miller: Interesting data on animals. For some time now 
the Bayarea has been playing Mules as 206 for INT.> WIS, 4D6 for STR, 
CON, 3:D6 for DEX, C;HA. I myself would assume that true Fam:l I i.ars .as, c 
used by MUs would have near-human Intel I igence and Wisdom. ,i -r

Scott Johnson: Congratulations! You seem to have reiqtented the
Cri11ca I Hit and the FumbIe.. . though at rather more frequent 'chances 
than most people currently give for them. , ‘
are = sunlight ca i r = s h i p CO i re = stirring do 1 = hilla ron = forest C a 1 a = light cor = ring dun = west- a ze = sunlight calma = 1 a m p craban = crow d u r = castlebarad = black car = red dac i 1 = V i ctor eSr = seaba ra n = golden-brown celeb = silver d i 1 = friend e 1 = starbe reth = queen/wife c i r = ravine dir = gaze e I da = elf



NOTES FROM THE REALM FANTASTIC #13
copyright 1977 by Richard J. Schwall, 1710 Hillcrest Dr. #105,
Newbury Park, California 91320.' Typed by Lee Gold (with my sincere 
thanks)

He: Combat Systems: It seems that most of the modified combat systems
I have seen proposed for D&D are designed to provide added "realism," 
usually at the expense of garaespeed. However, the "realism" is always 
an attempt to simulate medieval combat. Little or no thought is given 
to the fact that the world is more fantastical than medieval. Also, 
almost every sword-and-sorcery game which has appeared has involved 
the fantasy aspects grafted onto mechanics designed for a medieval 
wargame. . . ,

An example of this is the Greyhawk rule that daggers get a bonus 
against prone figures of AC 2-5 (p. 1^). This was designed for use 
against men in metal armor with joints which are poorly armored. 
However, it is totally inappropriate for a dragon, whosee AC 2 is 
ultra-thick lizard leather, possibly magically enchanted. Another 
example is the saving throw chart which varies for the three classes 
of men but has no provision for other creatures' saving throws. Most 
of the new, improved systems that have been prepared have the same 
problem in their fundamental structure.

This ]phenomenon finally, 'presented more temptation than I could 
resist, and I preceded to (attempt to) rewrite DfeD from the ground up. 
My first premise *as that no rigid rules system could possibly provide 
for all the variety of the constantly changing fantasy game environ
ment. Therefore, there are no rules! There are only guidelines for 
the referee whose deavee is law! (This is obviously not for neophyte 
DMs . )

The guidelines proceed.to describe a general activity results 
system usable for melee, magic (in place of saving throws), opening 
doors, magic wands, magic research, or virtually any other activity. 
They also give a reportin.g form for each activity or spell, which re- 
(^uests all the im.portant parameters such as range, duration, prep time, 
learning difficulty, basic attack factor, etc.

I filled out the data for a few activities-- spells, magic ite msj. 7

apd monsters--and prepared a scenario. This was then playtested with 
the help of Kevin Slim_ak, Jack Harness and some people from the UCLA 
com-puter club. I found the results quite enlightening.

In a brief summary of my conclusions about it, I can say that it 
works, but it is not worth the effort it would take to convert a large 
number of monsters, magic items and spells over to the new system.
Also, I don't like the long setup time and the incompatibility with 
other local systems (which is silly, considering the local hotbed of 
D&D activity). I think I'll shelve this mess and go back to good ol' 
straight D&D. Grumble., .gnash! AS I put this system away, I file it as 
"Chaos Bound." Maybe it will rise from the dead some day.

I wish to thank all those who helped playtest this thing, 
not going to print it unless demand gets disgustingly heavy.

I am



PIELD AMD PHALAEK IX
or

PIEID ANE FEG-HOOI #2

William Taylor 
3160 E. 4tli St. #3 

Tucson AZ 8571.6 
(602) 75^5-5858 '

Ferdinand ...Feglioot just couldn't resist : -lie'led- another party into 
another dungeon. This time the party consisted of several experienced 
fighters, two mages, a cleric, and';̂ a druid. They were doing fine imtil 
they hurst into this one room, ' - • '

Nothing was inside except for a-small bottle sitting on a table. 
After the normal; detects , the'bottle was examined. It was made’'of 

dark glass and had a v/ax seal over a cork stopper, A cleric removed . 
the wax a;nd then sniffed '.the cork,

•■Tea?" ^
It was tea, but. v/hen Ferdinand sniffed the cork, he'recognized 

something at once . ; r''This is the scent of a special- blend of tea leaves 
that grow only on the island of Formosa, or Taiwan." (Naturally he 
had knov/ledge of such things,)

The cork was then removed,
' ■ Inmiediatly on. the back-of each person there appeared a large, Agile, 
and rather noisy monkey.- ■ Tails wrapped around-the person, the monkeys, 
beat upon heads and-helmets'. The chatter was deafening,

‘■Spike and. Wiz the door before something comes," shouted Ferdinand, 
'Without too much detail: Chatter--chatte'r, hack-hack, and thud-

thud“thpid on. the.-outside of the door. Hacking didn' t seem to do any ■ 
good as the. monkeys seemed to regenerate almost immediatly. Then a 
cleric hit a monkey’s head v/ith his mace. The monkey t^irned to gas 
and fled back into the bottle,

'•‘subdue strike the', h e a d i T h e  monkeys and their chatter; disappeared 
quickly, but the pounding on' the. door lasted for over'ten minutes.

■'Just as I suspected, ■■'said Ferdinand,- •'the noise was ment to be more 
deadly than the monkeys themselves, A useful crock— 1 knov>f jtist the 
■person to give. it to'-h ' Get that door open,"

But passing..through the door, all could go out except the fighter 
that carried, the'bottle, ■ •'A one room crock’?'' he asked, .

"Not necessarily, ■' said Ferdinand, ' "'Perhaps all we have to do is a 
little thinking. There must be some valid reason for that tea scent.

It took a minute for Ferdinand to figure it out. He asked the Druid 
to turn into, a ‘bird and'fly over the table for a, v/hile. They then took 
the bottle-nut , ;

late.r,.,.they all asked Ferdinand what-the solution was, ......
"The facts were all there," he said, "and all I had to do was to 

sort themV'Out. For-you see, nobody should be able to take a Taiwan 
Tea Scent Monkey-r-back 'Bottle.v/ithout first leaving a depositS"

OCTAGRAM, Jim Thomas. Your Feghoot is D&D in totality v.rhereas I have 
always had to work up a D&D story to surround the punchline, and in 
doing so have created various niagic items. YOURS .WAS BETTER. Besides, 
being more D&D, it v/as more of an end line groan, GROAN! But I am not 
one to give up. I'll continue to write more Feghoots, even if I have-, 
to make up more magic items. For I believe in the American Ideal. 1- 
believe in the qualities of life, liberty, and the non-monopolization 
of humor in A&E by Bill Sel'igman I " :
LEE GOLD— Is there' an unofficial F.F. of D&D contest as asked, in #20?

'■''■Glenn Blacov/ 'of. .course— If made a contract remember.
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AMALS OF AVALON, Cheryl P. Lloyd. I have heen using yor name gener- 
aiion table thai appeared in A&E #24, and have found that it v/orks in 
a very satisfactory manner. But since this is one table that in no 
v/ay can affect a player-character, I can cheat on the rolls. For some 
needed place names, I knev/ the number of syllables I had v/anted in the 
first place,- Then-again the name that the table generated in two sep- 
erate cases v/as almost exactly like that of a city already named. I 
have some examples of generated names later in this zine,// Again to 
#24, The Maiden and the Dragon was a very nice story.

i
THE STONED ACOLYTE_, Wesley Ives, re Invisibility and "I see it" rolls!;

a difference between chainniail and leather. Is there 
I take it though that you agree with Men

Yes, but there is 
an "I hear it" roll or plus? 
and Magi c , 
and attack

2t's statement that a character cannot remain invisible 
How and when do your people turn visible?

re TANSTAAFL; see past comm.ent to Clear EtherJ 
I do have one with play-balanced stats that is

MANY WORLDS Margaret 
because you are right.
only a bother to higher level parties that refuse to play along with 
its ego. Low levels either run away or humble themselves before it-- 
and in such cases the Tanstaafl will be satisfied with Jutt a little 
booty or nothing if the reaction diee come out high. I'm not worried; 
it's only a one in 400 chance of encounter monster anyway.//Let's have 
more comments on how some of the monsters are "unrestrained."

THE GREAT
S O R E  IN OAKEN S H ItLD

I WOULD HAVE MADE A GREAT R-2 D-2 or any other name Bill Seligman wishes 
to go under. '̂ ,̂~11, you beat Bruce and Myself to it. There go out 
plans for Dice Jjars with the n eath Die, Obi-wan Glennblacow, Gy-2 Gax-2, 
Chewblacow (a Wolkoff) and Princess Lee Orgolda. Perhaps we can pool 
our ideas together. But get GMs and DMs out first. I have only seen 
STAR WARS eleven times so far, so I'm not ready to transcribe the script 
into D&D terms yet. Besides if Blacow plays the good guy, who is going 
to be Darth Vade-r ? //Glad you liked my cartoon, Bruce, but to avoid con
fusion I'll look in a mirror and call ' .
you Bill. I had to put it in Bruce's 
zine because mine was filled and I 
didn't want to hold off such an Earth- 
Alderaan shattering puh for a later 
issue. I have another STAR WARS cartoon 
that. I holding off for a Iter date.

GLENN BLACOW: , now that Seligman 
has given me the correct way to pro
nounce your name. I'll have to 
start up a whole new. routine of bad 
puns. Perhaps I'll do something on 
The Mikado as "Blay-ko" fits well 
with Ko-ko who just happens to.be 
the Lord High b xecutioner, a roll 
that some people would deem fitting 
for you.; I '11 have to make up your 
little iitt .and print it in A?jE at a 
later date.

MORNINGSTAR MUTTERIWGS: McGregor, re
the Pandybat a' l’argp 'hln.cl- and wliiLo 
ru.Liod win.icod cx'eat.ure with. . . ,
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In past issues of A&E, there has been much talk about'the need if 
any for'sb maiiy nev/ random monsters, or of monsters that are just plain 
silly. Weil- every vrorld'ABrrun'at least a'little bit different, thank' 
goodnessand silly can at the same time be either instantly deadly to 
one, deadLy to one in a roundabout manner, or be almost totally ignor- 
able by a person. Such is the monster listed belov/.

For I ha:d a 1 in 800 chance of encounter slot open on my animal 
flyer table, and a desire to make the monster non-deadly to the aver
age party. Yet the monster had to have a piirpose and fight something 
as well. , After a v/hile I thought to myself, “Dragons can have it easy 
just blowing things away wdth their breath weapons.-' And I looked back 
at A&E ^23 at the monster hit type table and said, 'd'ye finally got a 
reason for a Type IIIA, high BMR monster.;‘d

THE PURPLE TWIT 
AC; 0 HD: 6D10' HT:

Number appearing 1-3 (80^1, 15?^2, 5f^3) 
IIIA BMR; 8 5 fo MR; 2 5 fo 'Move; 1/2?

The Pup.ple Twit is one of the very few animals in existence to be 
naturally neurotic, for from its moment of birth, he thinks that any
thing and everything is not really what it appears to be, but is in 
actual fact a polymorphed G-olden Dragon. T|iis is v/hy he rarely is 
seen with other Purple Tv/its,. as he...may also think tha.t they are in 
fact Po-lymorphed Gold Dragons. ...
Hits as GHDmonster, 3 beaks( or. one)1-10(5~30) 2 claws.1-4

1 tail 1-3
If party decides to run, it v/ill chase on a 1 only but catch on^1-3.

If it is a dragon, it chases and catches on 1-4 (all on 1D6) It 
doesn't matter v/hat color because the Purple Twit dislikes all 
dragons and is also colorblind.

It is alv/ays jabbering in a high pitch, so roll for another possible 
encounter, as monsters may be following it.

The 'Purple Twit looks like a large purple, beach ball vdth orange 
spots. Head, neck, and tail shaft, are purple., 'Wings are pink and
purple.striped. The end of. the , tail is like .a pancake with a textured
surface of raised orange dots.
Movement 1/27? Yes, Though it has tv/o claws,'"there are no legs.



FIELD AND PHALANX IX 4
World of DINKORDI, continent of PAIAUSAP 886,000 square miles.



PISLD AKD PHAIulNI I I

Everyone seemed to be commenting on my three-line 
mountain system. So I thought I'd shov̂  people just 
how important those impassable triple lines are. I 
have here a much .better map than the one I did for #18 
mainly because I've done so mu.ch more v/ork on it in 
the past few months. Also because I spent the money 
for a set of styli. Maps are numbered a,nd then sub
numbered as v/ith map 16. This is so that .1 can tell 
players what map(s) I'm ru.nning tha,t night, and also 
so that I can tell you a bit more of PATAUSAE, this 
time showing \fhere everything is.

First, v/hy 21,000 hexes' This v/ay I can let people 
run up to eighteen characters v/ithout ever having to
have them tripping over each other. (See ■ my last zine for how tv/o player 
c'’:j.aracters can explode themselves.) And there is a specific area that 
certain classes are encouraged to stOvUt in, (map numbers);
Amazqn-11,7 Barbarian-11 L.ragon-10,16 Druid-1 D\-rarf-1,17 Elf-3,15 
Evil/Chaotic-4 Penerists-13 Hobbits-15 Monk-5,18 P. Diana-13

And certain areas of the continent reflect certain cultures; ..
Gre.ek/Arab-18 
-1 Russia-12

Persian-19 Chinese-5 
Erench-German-2

Scandinavian-(1,2) English-Celtic

Now for some detailed information as to v»rhat is ou.t there:
PITH BANOR 6-5 Ruined city, area approx. 100 sq. miles. Like a 

one-level overland dungeon, Pith Banor stands in ruins as a mysterious 
clue to an ancient and almost totally forgotten civilization, the 
Dalinna. The Dalinna are loiown only to have been humanoid, and yet
also belived to be not related to any humanoid race of the present. .
like a dungeon, Pith Banor's population consists of non-humanoid mon
sters, though milike dungeons, flyers abound. It is strongly, not 
recommended that anyone below 5th level aproach within tv/o hexes of 
the city proper. Anyone v/ithout some form of impervious strike should 
stay av;ay, or expect to be killed very quickly.

THE NAROAS 11-7,8 to 13-5,6 Totally flat plateau, elevation two 
miles, area 21,150 square miles. The Narcas is such a totally flat 
plateau and lo,cated>in v/hat should be geologically .pâ rt of the lamerki 
Mountains, that- it''is .believed to haA'-e been an artificial creation, 
possibly by "the Dalinna^ It is devoid of large vegitation, so the En
counter range'for non-su.prise is-from 4 to 48‘‘., imd since it is triple 
line impassable all .arou.nd, 90fi of all men .encounters and 8 0 ^ 1 , N, 50^^ 
Chaotic Giant encounters are re-rolled...aS' spmething else. Most intel
ligent races'..knov7 better than to travel in this area without first 
having a'damn good reason for being there, '■

THE lAdyiERKI MOUNTAINS-.-Prothe top of map 10 to the middle of map 
1 9 , til Jo lily a few ...passes'for -players to cross through.

THE''GE1)AT. PUNTAIN'ROAD . 13-4 to 13-8. Prom -10 to 17, the only other 
A\ray to get a .cant or... some heaA^ cavalry through the mountains v/ould to 
be a Dwarf Eriend, ''This is the only way Imovm above ground. The road 
is 64 hexes long..and is kept'guard by only nine forts. End cities,' 
Eastern; Cedix Western: 'Bl.ostoy,

PORT OE THE NAS 11-7 Working something like Harrison's DEATHWORID 
III, you pay these people to get horses onto the Narcas. .
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IHE "LUNCH BOX" 8--2,4,7. 7,000 sqiiare miles, A triple line, box

canyon rectangular in shape. There are a lot of big‘monsters and fev/ 
huma,ns. The v/eather.is a,lmost alvrays bad and flash floods can happen 
v/ith little or no notice. So if one goes into the box, he may v/ind 
up as lunch. Hence the name.

ERHON ISLE 2“5 Isle of the Dragon Riders(law)
BYRS 13“1 CitAr of the Lake Men,
DACMUR 10-3 Tov/er of the Evil/Lav/ful Demons.
RASALID 11“1 Sometimes called the Northern O^itpost, the city is 

on an island, but trades v/ith the ihmzons and Barbarians of the main
land.

THE &REAT AUCAR DESERT 18-6,8 -i- 19-1,2,3,4 A great expanse of 
'nothing, so the chance of encountering anything goes down, but the 
chance of that something being bad goes îp a bit.

KHAZID-ZARUM 17-1 The eastern Dwarven Halls,
YASORIN EMPIRE 19-7,8 This world’s equivalent of the old Persian 

Empire. The castle of the king has twelve foot thick v̂ ralls of con
crete made with 2.0io Eaithril content besides having other special 
items in it. The'castle sits on a Homestone, thus giving off a dis- 
spell magic for a radius of one mile.

And also there are things on the board that the locatiois to either 
remain a secret or have to be found first;
ISLE OP THE DRA&ON KING . ISLE OP THE CLOUD DEflONS
THE BiiiROG LAIR THE DIMENSIONAL FOREST
THE GRASS flENAGERIE THE GLASS GOBLIN CRYSTAL PALa CE
THE CITY OF DREAMS ETERNAL THE GARDEN OF ANYI'/ERE
Imd of course, FRED NERKS HOME FOR UNWANTED LYCANTHROPES

Glenn BlacoVrwrote to me once and stated 
that Storm Giant heavy ballistas would do 
double range and .triple damage, Glenn,  ̂
just below the. .city of Osma proper(mapi8-7) 
is the tower of The league of the Sea, Two 
five-ton super ’.heavy Storm Giant ballistas 
are each mounted. On two 
steel plates v.d.th Oil of,
Slipperyness betv/een. It 
takes fotir Storm Giants 
12melees. or .two minutes 
just to load. The box of the 
ballista is made out of mithril 
plated entv/Dod, with the 
ropes specially made by 
Elves, Taking all this 
into consideration, they 
have a range of at least one 
mile, Chainmail fire optional with 
8 sided dice, bu.t -1-1 third fire.
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Then-Desides tlie .places.
tance or magic, of great

there are the items. Ihe 
pov/er. Here’S' an example

things of imnor-

THE' QUESl' -EOR THE SELIGMJIN SCROLLS
In a- past time of-far greater peace^. there lived a story teller by

the name ox Seligmall. ' In his tattered robes he A.̂ ould v/ander from city 
to city telling his stories' on.the streets so that all could listen no 
matter-; v/hat his position was - in life. Though he never wrote anything . 
himself, in-his^ latter years he aquired quite by accident a young a.nd \ 
very small fema-le hobbit v/lth very bright blond hair. He immediatly 
niclaiamed;-her -‘Plea-G-old” .A .-'

It;v/as Elea-&old that \/f.ote all of his stories. Jlnd though the 
stories themselves are v/ell laiown today, only Plea-Gold, by her great 
skill and her close .contact with Seligman, coxild capture on paper the 
true spirit of his stories. She v/rote as if she had just met Seligman 
on the street. Seligman had style. Thoxigh he clothed himself in rags, 
he had one possession, a pipe made of solid platinum, imd whenever he 
v/anted to drav/- Out the. tension, or build up the story, all he had to do 
was to just lean back and take a 'drag' on his pipe...

It v/as with this pipe that Elea-Gold wrote her Seligman stories.
But years after Seligman died, she was still v/riting up the stories. 
Unfortunatly, this writing v/as being done in Tyre (18-4) when the city 
was sacked in the first series of the Great Ore Wars., -

The scrolls were not destroyed, for the Spirits of. Above have paid 
that they exist. But the Spirits are fickle and refuse to give oxit 
the location. So every now and then anotherperson sets .out on his o.v/n 
quest to find the Seligman scrolls, their value can only .be estimated 
as being in the millions.

And then there is...
The Legendary +4 Spitting Sv/ord, the pov/erful Salivas the Cleaver. 

It v/as lost \-/hen its o\mer charged into the dreaded Black Cow of De
struction, hurling themselves over the edge of the Narcas and into the 
Shalimar valley, nearly two miles belov/.

SH.4LIMAR and ■ SHALIMARE (11-8)

Q  U
At some jpoint in-' the distant past 
after the time of the Dalinna and 
before the time of "The Coming of the,
Races, the Narcas split in what must 
have been a great cataclysm v/ith a shock wave 
that rode the entire continent. A canyon 
miles long and two and a half miles deep was formed.
The sea rushed in and .slammed against the back wall,, and 
then started its almost. e-qually violent retxirn. With the 
sea's violent action, 'fifteen miles out from the back wall, 
a large cavern was carved ou't of a pocket 'Of limestone.

The sea started its slow x-'etreat back-as the silt started . 
to fill in and form the valley ('Shalimar). And at the same time,

in the •■cavern in its ov/n way 
built for shall be encased in

someone, or something, was filling
(Shaliniare ). Miat Shalimare was 
mystery forever. Since the time 
first discovery of the Shalimare

of the 
portal,

Coming of the Races, 
there has never even been a
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name given to the huilder(s).

In the short hundred y-ear span of the unexplainahle introduction of 
the races of men, elves, hohbits, ents, and dwarves, and the even 
shorter five Years of the Dark Races, strange things happened in a very 
small area of Patausaf. Along the narrow strip of land between the 
Eastern Sea and the Lamerki Mountains, life was little more that not 
being dead, Lime and time again, \mve upon wave of monsters migrated 
from the north and, left paths of destruction as they moved south. As 
they moved south,,some of the more daring of men and elves moved north, 
in ships that both hugged the coast and stayed clear of the land, for 
there was fear of both the sea and the monsters on the land,

The Shalimar canyon was discovered and found to be the source of the 
hoard of monsters. On the successive expedition, and at great cost of 
life, the Shalimare portal v/as found. In all of recorded history, neva: 
again did both the Races of Law and the Dark Races ever agree in such 
totality or work in such accord as with the building of the v/all across 
the Shalimar valley.

The v/all of today is now 30 yards thick and 120 yards tall. And 
some things still get out of the valley. It is constantly manned by 
an elite group of v/arriors. The Ihiights Against Darkness. The wall is 
manned in shifts with those off duty returning to the fort that Is set 
off from the v/all itself. Then twenty miles dovm the coast is a relief 
font'that is approachable by land only at low tide. Such is the v/all 
complex now.
, But in the time just after the first wall v/as completed, men soon 

lost their rational thinking process loaovm as fear and began again to 
exploxe the. valley, the portal, and finally the Shalimare Dungeon it
self, ...And of the half-dead survivors' that either staggered or were 
carried back to the wall, there originated the stories of the ‘‘Scream
ing Walls‘‘ and the ‘‘Silent Entrapers'A

Such was the start of the Legends of SHALDIARE.
(As far as I knov/ at present, Shalimare v/ill not be operational for 

at least tv/o years. .......... .... .... ....
The end for nov/.

So much for,the mythos of the 
v/orld of DINKORDI, .the lands of 
PATAUSAE, and the Dungeon of 
SHAlIT4AREo

May yoir Japanese fighters always 
have two zeros.

May your ents never wine.
May your dwarves always make 

their shaving throws.
But if everything does go.v/rong 

rather than right, remember that it 
can't be helped. Because....
THE DIE SPARES HO MAH'
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Belov/ is a map of The Middle Country-, (China)V 5~1 ?2j3j4. In a very'' 

small way it shov/s the mo’antain line system, the cities, and in this 
case, canals and fivers. ' h ’:
Solid line is road, dotted line is canal, ahd wavy line' is river.

If nothing else, at least this shov/s you v/hat tine people have 
v/hen they are unemploj^ed ahd out of school. ' ‘ '' .



THE CHAOTIC VORPAL BLADE
!M'19 Cedarcliff Dr., Glen Burnie, MD

by Paul Waters 
2 1061

This will (hopefully) be a regular article in A&E in which I will 
be able to share some ideas and maybe drum up some extra interest in my 
game. First, some background. I am a student at the University of 
Maryland, Baltimore Country. I have been playing D&D for two years and 
now have a fairly complex campaign going. At the moment I am dropping 
clues to get player characters Interested in finding Atlantis.

Now, down to business. About a year ago, I noticed that player 
characters tended to accumulate a lot of money, mainly in the form of 
gems and jewelry. To correct this and make things more interesting,
I worked up charts for jewelry and recently for gems. With these 
charts I now roI I up each gem/piece of jewelry and its value separately, 
To make things harder for the player, around 20^ of the magic items are 
jewels. Comments on this chart will be appreciatedif positive, 
ignored otherwi se.

Rol 1 1 tern Rol 1 1 tern
01 cross 7 1 -73 Tali sma'n
02- 1 2 Ring 74 Censer
13-15 Brooch- 75 Braz i er
1 7-2 1 Brace 1et 76 Bow 1
22-28 Neck 1 ace 77 Cloak
29-30 Bott1e 78-79 Belt
31-33 Dagger 80 Boots
34-40 Medal 1 ion. 81 G 1oves
4 1-43 T i a ra 82 Robes
44 Sword 83 Carpet
45-46 He 1 m 84 Horn
47 Armor 85 Chime
48 Shield 86 Drum
49 Diadem 87 Girdle
50-5 1 Cha1 ice 88 Qu i ve r
52 Wand 89 Bando1 i er
53 Scepter 90 Scabba rd
54 Orb 9 1 Chair
55 Crown 92 Stoo 1
56-7 Scroll Case 93 Statuette
58 Book 94 Statue
59 Crysta1 Ball stand 95 Box
60-6 1 Mi rror 96 Tr i dent
62 Tapestry 97 Sa dd 1 e
63-70 Scarab 98 Bard i ng

99 P i pe
00 Lyre

V5 V E V 5 VHVEVEV5VHVHVHVEVHVEVHVEV EVEVEVEVEVE VEVEVEVEVE

Ken Pick writes: a new verse to Charlie Luce's DUWGEOIIEERS' SONG

'Tween Angels and;-Dreiburgen at StormGate's antipodes 
Lies an oh-so-wacko Dungeon known as Androloch's Abode 
Where Vatches lurk around the sorner; cries of "Surrender 

or die ! "
Sound from bands of Doppleganger who all look just like Jive 

Clive
He ends by saying, "So I'm not that hot a poet,..."



"Write 1t up" * she sa id #5
VIKINGS AND TREASURE

Instead of night~ga^2nts^ l‘m going to con
tinue along the trail biased by Dick Eney , 
lastish. (At any rate, the DEPTH PERCEPTION 
tliat was In the same A&E as the last V®ITE 
IT UP. Is that perfectly clear?) Since my 
interests in things Norse have led me to 
acquire the Magnusson/Palsson translation® 
of the Laxdaela Saga and the Njal’s Saga —  
with feetiiote —  I'm in possession of .same 
economic data on Iceland during the reign 
of King Earald Greycloak of Norway (961 to 
970) that applies to DSD.
There's an episode in the Laxdaela Saga that turns on on© of the best sources of 
confusion in this iiystem. Here is the note to Chapter 26 on page 106 of, the Penguin 
edition:

By law, a man could bequeath to an Illegitimate child a meximum of 
"twelve ounces" without the permission of the legitimate heirs. In 
this context, the "ounce" was assumed to be an ounce of silver; but 
HoskuId tricks his sons by giving Olaf twelve ounces of gold eight 
times the value of sliver.

In dealing with Icelandic economies, we have four sets of "ounces" and "marks": gold; 
unrefined silver; refined silver; and something called the legal ounce and mark, 
units of ejcchange rather than weight. I'll do what I can to help keep them all 
straight.
The relative vrerth of gold and silver is fairly straightforward. Refined silver 
is worth twice its weight of unrefined silver; gold is worth eight times its 
weight of refined silver. (1 think we're all aware that the decimal relation of 
silver to gold in D&D is more useful than authentic; in my universes, I assume 
that currency silver is first refined and then d'iliberately alloyed so silver 
pieces stand up to circulation.)
But in medieval Iceland few things were reckoned in ounces, much less marks, of 
silver, let alone gold. ,1. sword m>rth 4 ounces of gold and a bracelet worth 8, 
gifts from King Haakon the Good to Hoskuid, are, to quote a Laxdaela footnote again, 
"princely gifts indeed". Even silver is encountered mainly in figuring the compen- 
sation due for a killing. The most ccmsnon un.it of measure for everyday value was 
the "hundred".
Right away we have another good source of confusion. The "hundred" is actually a 
hundred and twenty; 120 ells of homespun woolen cloth, one of the principal exports 
of Iceland. And here we get into "legal ounces". Ounces of what, I have ■ no idea; 
for all I know, it could i.efer to the weight of the cloth. An ounce by weight of 
unrefined silver is worth four legal ounces.
So let's stop and have a. table.

1 ounce unrefined silver « 4 legal ounces
1 ounce refined silver « 8 legal ounces
1 ounce gold *« 64 legal ounces

Those of you who notice that the legal ounce is to the ounce of refined silver as 
thAt is to the ouj:.ce of gold, can do arithmetic.
We nc5W get to the buying power of the metals.



h "h\aidred” was equi.valent to twenty legal oiincesi A single legal ounce was 
equivalent to six ells of this staple cloth. (There was a striped cloth of 
better quality that was only 5 ells to the legal oun.ce. When I write "home~ 
sptm"f I mean the staple siX“tO”the--ounoe unless I write different.) I don't laiow 
what the Icelandic ell was in modern meas\uce, nor the custofflary width of an ell 
of cloth. Still, if the worth of 120 ells was a convenient standard, we have a 
vague idea right there.
We also have a little more data. A ailch cow was worth two legal marks. A mark 
is eight ounces, whe'ther in weight or unit of exchange. Six sheep were also worth 
two legal marks, or sixteen legal ouncas. laferring to the conversion table, we ^
see that one ounce of refined silver cxiuld buy tliree sheep (eight legal oimces), 
while one-ounce of geld would buy twenty~four sheep or fotu: milch cows.
We now return to that corarion unit of measmre, th,e 'hundred", equivalent to twenty 
legal ounces or two and a half legal mrks. You could buy a milch cow and have 
four legal ounces left over, enough to buy three sheep. But since you preswsably 
have sheep (how else would you weave woolen clot±i7) you'd likely prefer their 
value in aietals one ounce of urirefined silver. Or just keep the twenty“four ells 
of cloth stored away.

I mentioned earlier King Haakon's gift', a. sword wrorth four odnces of gold. That's 
equivalent to four laarks of refined silver, or tliirty-two legal marks, 12.8 "hun
dreds". With that sword, or its worth in monetary metal, you could buy sixteen, 
milch cows, or ninety-six sheep, or 1536 ells of homespun. Or, If you bought four 
milch cows and eighteen sheep, you could fifteen ells of the good striped clotli 
and thirty ells of simple haResp'an an.d have seventeen ounces of refined silver 
left enough to start over fgain if someone killed ail your anlmais and burned 
all your cloth, and still have two ounces of silver left.
What about a sword worth ten ounces of gold? Ten marks of refined silver. Eighty 
legal aiarka. Worth forty lallch cows, or 2-40 sheep# or thirty-tsfo hundredsi '3840 
ells of homespun waien cloth. - Does anybody know wh-at a herd of forty milch cowa 
-would cost today?
That 40-cow sword is what your average First Level fighter totes. (I'm not going 
to bother with Troy/Avoirdupois/Icelandic omces. For this kind of roughout, an
ounce is 1 oz. is the weight of a gold piece.) A quart of wiixe is worth four milch 
cows, or twenty-four sheep. A suit of leather armor, ordinary cowhide, is worth 
sixty-milch cows. Or if it's sheepskin, if's worth 360 sheep —  hide, wool, mutton 
and all.
Tell me again about war' and inflation, daddy.

But, you yelp, medieval Iceland was off at the corner of the known world, a nothing 
place. Of course metals brought more there!
Well, it wasn't so far in the hinterland that Icelanders didn't join the Varangian 
Guard in Constantinople, besides getting am ono|so:ly -on court poetry in Viking 
Scandinavia.*' Icelanders wex'e msrctiants. Besides cloth, they exported hides, cheese, 
tallow, sulphur, and the northern falcons. While they were indeed half the Atlantic 
away from ■the center of European affairs, they had the ships and the seamanship to 
cross the Atlantic, as a perfectly normal thing. Iceland may act be the model for 
a city like Bysantion, or even like York, but neither was it an isolated backwater. 
For an average medieval-Europeasi economy, it's a. fair model.

Clearly, inflation is rampant in all DSD miverses. The combination of a monetary 
econony and the equivalent of tourist trade (with expeditioners as the luckless 
tourists) has driven prices waytheheli up there.
Short of converting all prices in gold to prices in 'silver —  except magical gear,



of course and snaking that seventh 3D6 roll silver instead of gold as well, I 
can only suggest that said tourists get good quality for their metal. A dagger 
that costs as much as a herd of 72 sheep should not break when you drive it into 
normal wood.
I also suggest that ordinary wares, not for Expedition use, be around a tenth of 
the price. XJ.ke, a Cleric's eating knife, which doesn't get figured into Expedi
tion equipment and can't be used as a weapon, should cost 3 silver pieces, not 3 
gold? that's still 7 shaep, but a.t le&st it's not quite so ludicrous. The wine 
that you buy to celebrate after the Esii edition should only cost as much as 38 ells 
of cloth, not 384.
One might also have infcri.or but still serviceable Expedit? ion equipment, again 
at a tithe'cf the price, 'fleapons -2 to hit, perhaps, not from malign magic but 
from inferior vxsrkffianship. Or a £word that you have to spend a round straightening 
every time you score a hit? there was one like that in Njal's Saga. That way, tha 
costly stuff would at least bo the pick of the market.

* * * * * * * * * * * * * *
Th»re is one rJ.nor poiiit on wMch I disagree with pick. I don't thi'.'ik gold would
have to corns In currency alj.oy. Silver, and of course copper, circulate as actiial
coins, but I thin?c tha gold piece would bo for the Host part .currency of account.
Those four co'ws or 24 sheep might cost "a gold piece" (rather than "a mark of refined 
silver"), but what actually changes hands would be a silver mark, or 10 silver pieces.
The estceptions v/ould foe Expeditioners who ‘ ve just arrived. ‘Ihey carry gold —  more
likely, gems -- the way settled surface folk car;^ silver. ICnowing as they do how
tha sight of an Ei^-aditioaer drives up the prices. fJhen they've settled in tfoam- 
sslves, they writ© notes of hand for things costing more than a £©’»•? gold pieces 
(either large stuff or Dungeon-effective) and pay daily ©s^snses in silver.
Of course, in the Dungeon.

But who'd trust a Dungeon mint?
ss

Yot Another C ritica l Hit Table!
since X montioned it last time, I slight m  well publish the thing now. to
note it's a first draft, not yet play-terted. You don't get that many chances to 
play-test Critical Hits.
Further notes If you don't roll location for ordinary hits, don't do it for Critical 
either. If you do roll location, you roll for Critical Hits (b) if the situation 
warrants it and (A) if the player has HOT called a target before rolling the attack, 
iriien I say "Mtalun is sv?inging at the giant's leg nearest her" she doesn't hit the
fingers of the opposite hand. Mot on a natural 20.
Still Furtlier notes the auxiliary table is another if“the“situation*=warrants™it.
I'll go into thr<.t fiirther below. In any case, it can only apply to entries showing
an asterisk.

*

Yet further notes tlier© is a discussion of h/k effecti'?re at the end of the table, 
along with idle rest of the explanations.
As with most existing systems, a natural 20 on an attack roll is followed by roll
ing a D6. A 6 on this D6 ffiaaas that a Critical Hit has been ecored and you roll 
percent dice to determine just v?hat heippened to fihe target.



Percent Result
01 to 28
29 to 30
31 to 46
4? to 50
51 to 57
58 to 63
64 to 67
68 to 73
74 to 78
79 to 80
81 to 82
83 to 88
09 to 93
94 to 95
96 to 97
98 to 99

00

Puli possible daaage
Full possible dafflagê . lose 1 rouiid retrieving weapon 
Double rolled damage
Double rolled damagef lose 1 round retrieving weapon 
Temporarily incapacitate opponentf h effective for 1D4 rounds 
Temp incapacitate, k effective 1D4+1 rounds 
Temp -iacapacitateV ineffective 1D44-2 rounds 
Pamanently disable opponent, half effective
Permanently disable opponent, one~<iuarter effective «
Permanently disable opponent, ineffective^
Perm disable, ineffective*, lose 1 ro'und retrieving weapon 
Slow kill in lD4-f2 rounds but can strike for next 2 
Slow kill, 1D4+1 rounds and can sturike in next 
Slow kill, ,1D4 roimdB and cannot strike*
Slow kill, 1D4 roimds, carmot strike*, lose 1 rourjd retrieving weapon 
Immediate kill*, lose 1 round retrieving weapon 
lamiediate kill*

Bs^ansions and Explanationss
Full Possibles don't bother rolling for dasiage? you did tlie most you could possJJbly 
do with that weapon in your current state.
Lose 1 round etc.: This applies only to melee, of course — ■ it means you either 
leave your weapon caught in the thing's skull or ribcage or whatever, or you 
spend a round pulling it out and can't strike again uxitil you do.
Double rolled damages Roll the weapon dajriage, then muJ,tiply by two, and then 
add bonuses —  C4x2)+3, NOT C4-f3)x2,
Half/one“quarter effective; (1) for physical, mis.sile or ateiee attacks, divide 
damage as indicated; (2) for spells from head, the indicated chance of getting 
them off; (3) cannot read spells from scroll or bcxsk; (4) spells from physically 
present artifacts uriaffected. (The Book of Infinite Spells and, e.g., spell pearls 
come under 2 above.)
huxiliary Table
This is for when the Character is so messed up —  ̂like brains spattered across the 
floor —  that even if he gets Raised. he*s going to rtm. a good chance of some per
manent loss in characteristics. Or when tlie Character is disabled in such a way that 
unless he gets Regenetation surgery or a Wish or something like that, he's going to 
go down.
Don't roll on this one just because it's here. Not all disabilities, for instance, 
have any likelihood of permanent impairment of remaining faculties. A one-armed man 
can still be Strength 18 or Dexterity 18 with the remaining arm and hand.' Of course, 
if you like to be i you can roll on thif table to help you decide exactly
what happened.
D20 Results
1-4 No loss of characteristics
5-12 All characteristics -1 for 1D4 weeks after Character otherwise recovered.
13-15 Loss of 1 point Intelligence and 1 point Dexterity 
16-18 Loss of 1 point Stx’etigth and 1 point Constitution
19 Loss of 1D4 points Intelligence and 1D4 points Dexterity
20 Loss of 1D4 points Strength and 1D4 points Constitution
If the Character (or the Expedition, if it's that sort) can afford a Regeneration 
spell —  we peg it at Seventh Level —  the patient may come out of it witli Intelli
gence and Dexterity intact, even on a. 13-15 or a 19, but in such case will have



permanentf .incurable aanesiaj partial on a 13~15c total on & 19. SoKsetliing siad™ 
lar can be %?orkecl out for the rest, in those universes where medi,eal ressarch is 
competent.

MARKETPLACE
Vardis has a new speii advertised! Dexterity. Thieves up 2D4, Fighters tip 3.D6,
Clerics up 1D4. Otherwise as Strengthf and also a Second Level lfegic~Kser spell.
This is another of Bana;glr Tuk’s mathoins; he seaias to specialise in research.4000 GP.-
There seems to be a breaJcth3X>ugli into Trebleth's universe/, in re'Flasht last ish. 
/Translationt don’t come to me, deal with lolkoff./" ^
arakh has .just completed Initiate Molt, a first-level Clerical spell. If anyone 
wants it, the price is only 1000 gold pieces. He hasn’t tried it on siamaals 
(Initiate Shed?} since his purpose in researching —  actually recovering —  it is 
to make sure an encounter with Web won’t leave him flightless snd/or cold until 
regular molting time. With this spell, he can start aoliing as soon as. he gtts 
back to safety. Cautioni the molting process itself- is unchanged. teaJsh molts one pa 
pair of flight feathers at a time, but ss®e‘ other species will lose all their flight 
feathers at once, or whatever pattern of molt is noisal for them.
Updates the Javelin Ring (it turns 1D6+1 raisBiles into lD10+i> does in&ed up 
Javelin C1D841) to 1D124-1 in Camelian., Elsewhere may of course differ.
(Do not ask where tho ring to tesl 
protagonist is up to it.}

it cams from. That story will be told when the

Two Coppers* Morth
1 Bay, good paopie. Lot's all see whether any of us can coma up with a good reason 
for separate titles for the lower levels. You knows Veterm/Wsxrior/Swordamai/etc, 
or acolyte/Adept/^lmtever. I strongly suspect tlmt we shall ba forced to admit, 
defeat. ISbn we can dispose of them, and not spend valuable ttos dreaming ti
tles for the various exotics. - I do fine without.
Rollins! I thinlt you have a problest in coasiunlcations. When most people tlsat ̂  know 
say "bad DM” they do HOT mean "closed universe". I'v® had a covple of good games 
in closed universes. I've also heard —  not complaints, becauset the players re
spected the DM ““ but coMents about a certain Monty Hall type dungeon that was too 
easy and gave out too much loot for too little danger. A bad. DM. is one who (1) does 
not keep the game balanced, (2) does not play by his own rules or (2.S) does not 
warn players of his major departures from the published ru.lesj. (3) does not warn 
.players of what h»2 likes in a gasie and therefore, puts into his own, (4) all of the 
above, (5) smiething other than the above which constitutes tmfaimess in the sense 
of not giving the playex a good workout with a chance of success.
Wolkoff; See Marketplace, thisish.
X distinguish bei^een regeneration of hit points and regeneration of amputations.
The latter take quite a bit longer, A Ring of Ogre Mage Regeneration (1 SP/round) 
is teice as likely as a Ring of Troll /Regeneration C3HP/round).
Mahlers Your reserach coaments are but the last straw, so don't t:aJca this person
ally, BUT.* too damned many people are .tmplicitfy asstming that roost players will 
cheat if given half a chance. If you. think a player cheats, don’t play with him.
But if you .think he's made an honest mistake, advise hiiaj and if you simply differ 
v;ith hliii, compromise. When my MU reaerached Taxgettad Darkness, I thought it 
TOUld be a Sleond-Level spall. A mere es^seriencad player pointed out -that it %»ould. 
have to foe Third Level, and I had my kick in sjore gold and spend more time. 
Thera’s a spell is First-level in some Universes and Second-level in others
because various DMs rate it differently —  which means tixat a Saeond-level spell 
had only First-level expenses, but WHO CMES?{? We all know that nobody's trying 
to pull a fast one. My MU thought she would get iDlO-damage missiles from a



Second-level spelli a sexies of consultations among, thxee DMs —  ihcluding n^self, 
speaking and tl.iin.king as a W. — - finally had it ttiiat tiiey were 1D8, Hashing-out 
sessions are indeed necessary (and can get heavy on the decibels) but if you don't 
trust a player's intelligence or integrity to let them do it voluntarily, why are 
you playing with them?
On the selling of spellsj {!) you can't force other Characters to buy? (2) if you 
put the price too high, they're going to research them out from under you? (3) the 
ones who can use the epells are just the ones who spend thoir gold on research, too? 
and (4) any halfway cos-petent DM can figtire r-easoas for aonplayer-researched non
standard spells not being available. M d  you also I advise, i?i all friendliness 
and concern, to watch your- month, ’
'iSis means of preventing wholesale borrowing are sijî ie. & Character must charge 
half of the prise-rata as rental, even leaning sometliiag -bo one's lover or sworn 
brother. Bags of Holding {800 prise rate, 400 GP per E;^-edition rental) get loaned 
fairly frequently. ,1 Mng of Spell iStoring that holds four Third-Level spells 
(15,600 prise, 7,800 rental) doesn't get loaned at all. ’Îh.is reduces borrowing, 
even in open universes.
Inforsiations nc5w you ar© getting instil ting.. Whoever gives the players the monsters' 
hit points, except as aii occasional slip? ted Characters should know what damage 
tfioy do. You'd fcr.vW if you'd done a bit of a cut or a 3̂ <ord's full dasaagf on some
thing, and you'd know whether yuu rttissed or coimected but did no damage. Again; if 
you don't trust players to play hosiestly, why do you play? Masochistic?
"Molotov cocktails"' using standard oil {no, not EXXON...never mind) do not explode. 
They're oil flasks with wicks etuck in tJiem to make fast-buming oil slicks.
Jones* ®na tiling to remssrsber about Charisma is that it has little to do witti long
term jjreidibiii'ty. Exempla gratia, my Treasure-finder Ce kind of Lawful Thief), 
Banasir Tuk, has a Charissiia of 8. He's not ugly, not even homely, he's just totally 
unimpressive, unless you know enough about Hobbits to realize that physically he's 
pure Paliohide — ' and if you know that rauch you're p.ro-bably a Ear foot or a Stoor and 
don't trust a strange FalloMde. But after you've, been on Expedition 'with him, you 
see neither "an unii-spressive Eobbit" nor "a strange Fallohide"? you see Ban, and 
you treat him according to your experience. On 'tiie other side, Bau is a cinch to 
follow any Paladia —  once. The-re's a Paladin h© considers a dangerous ditherer and 
will never .follow again, regardless of Charisma- he knows better.
Sapienzas When I roll up a S'caff olf Waad or anytl̂ ing with X nEmS)er of charges, I 
also roll to see boi# rmny chexges are isf'b. % dies for a Hand, % dice X 2 for a 
Staff, 2Dl2tl for Eocs, 5D10-1 for .Arsior of Btlieria.lne?vR, sc. It keeps down the 
lOot value considerably, but the things still go.for quite a 3jit; 100 x (spell 
level) X C#charges left) gold piece.?..
I don't cars for artifacts duplicating standard spells whclesale. A inatter of 
taste.
Cerrato; l‘d say, duplicate articles only if you have sosiethiag you want to broad
cast. btherv-?±se, well, if A&E and ttas ara so indistinguishable in tone and style 
that tii6 same contribution will do for Ix-tii, why b other?
What You IX> when a player cE'laiirus his lata ccsxipanion’s ©agicai gears you have Th.e 
State {in -tlie person of some ¥ery Heavy Huri'yg.aoids) cha.rge him i0% inherita-ice tax 
on the itcsais, and then 5% intestate fins on the estate, .and then...
A single 14D can't take out. an entire army, even if the army is all lc«■̂ -levels.
And most armies have a ^adre of higher-levels grading dami to low-levels.
Gunderlay; Goblins look like Dwarves, and Kobolds look like Gnomes, to anyone but 
Goblins, Dwarves, Kobolds, and Gnomes. (Gnomes look like mailer editions of 
Dwarves with longer beards.) Ores and Hobgoblins are huraanoid and h?ffiian-sized, and 
beyond tiiat who wants to look at them?
Figure it by body-heights, rather than feet. Also, dwarf and. hobbit ara built 
tougher than H'lsaans, tind Elves, while frailer, are a»re lithe.
Most of the combat raagic i.n my Dungeon, you have to beat the people using it against



you in order to get it.. ,
McGregor; That Coinage/EconomicB treatmeiit is worth more study than I can give it 
now» but 1*11 get to it. From a brief scaiif it looks good.
Moveing things not attached to you is Telekinese, not Teleport, and Blink Dogs 
can‘t do it. Displacer Beasts can't even Teleport.
Bolton t As mentioned eaxlier, I personally don't care for wholesale duplication-.of 
standard spell lists in artifacts. Biat's what Rings of Spell Storing are fore.
(Tho there IS a very rare type of ring that will become a permanent artifact of 
the first spell of the right Level to touch it after it's triggered...) Ditto 
wholesale duplication of one artifact in another. Purely a matter of taste, tod  ̂
some overlap, l.ike things to raise one's armor class, is realistic and altogether 
effective. ■
For things like armor class, nuciser of wishes, level within series, &c., I have 
a set of die-roll series to keep things in proportion: on D6, a 1 to 3 is the 
least powerful, 4 to 5 the middling powerful, 6 the mostf on DlO the series is 
l t o 4 ,  5 t o 7 ,  8 to 9, and, 10? on D20, 1 to 6, 7 to 11, 12 to 15, 16 to 18, 19 
to 20. ■  ̂,
Lee Gold: On weight-lifting. Mhoal The 18(01) is'only 2% of the +500 weight bonus 
population, while the 18(00) is 100% of the +1200 bonus population. 01 is as 
likely as 00, but somewhere-between-OI-and-SO-inclusive is 50' times as likely as 
00. Fundin is not 18(87) but one of the 15% of the population with Strength 18 
who have a +700 bonus. Then the chances work out fine. The Extraordinary Strength 
table is good enough to be applied to the other Characteristics, as soon as we 
find correspondences for the % roll.
Sllmak: On deatiage dice —  by that system, ^ e n  your First Level critter has only 
1 or 2 HP, there's no way to avoid chinks except by missing altogether. The same
armor on a higher-level is suddenly minus most of those chinks.
Pimpa; WhewI I'll go over the Combat Rank again some time when I'm awake. ^
Herdle; The "mistake or faulty enchantment" you mention is not necessarily a 
M*i*s*T*A*K*E on the part of the spellcaster. I think of it in terms of medieval 
iron-smelting; in every mess of iron smelted, there is every grade of iron, and 
you si&ply smash the mass and pick out what you want, sorting the rest or throwing 
it away as you please, A spellcaster expects something to slip up on every Kth 
attempt, and allows for it. Part of the expense of artifact-making is insuring 
against a given slipup being your last. The result of a slipup is either thrown 
away, given to minor allies, or foisted on opponents, according to its nature.
Gendgnanl: (and everyone else who's raised the question) Unless you want to ditch 
yet another tie with the Standard Rules —  which is OK but tends to close your sy
stem —  your totiClerics (I prefer that to "Evil Clerics") can't cure. So they 
need artifacts to help them, or they capture Clerics who can Cure. Or they hire 
them. Or whatever.
People have objected to their Characters getting off too lightly. Some of us are 
artists.
CD Let's agree first on what we mean by "willing". She wouldn't have enjoyed 
spreading for some monster, she'd have hated it —  just as she hated using her 
Pebblemind scroll, but her party was in danger. (2) The Charmer didn't Take Ad
vantage of her; for one thing, she wasn't under Charm that long. The head trip, 
and what took all her lover's support to pull her thru, was that she'd been in love 
with someone else. Their not having sex didn't help, mid their having sex wouldn't 
have been important. The emotional attachment is what matters to an Elf.
Iron dragons believe that the subjects of Her Chromatic Majesty are descended from 
stony meteorites. Don't ask me how they rationalize it. The nearest thing to stone 
or rock dragons axe the clerical Gem Dragons, of which the Pearls are an example. 
I'll tell you Jabout Jade Dragons some other time.'',
You can't tell Lawful from Chaotic Pearl Greys-by loo)s.ing .at them? that's the fun.



Pickens; I'm sorry, I don't see how your systera differs from Gygax's. I'll 
read it again tomorrow.
Tomorrow: If your nonhumans continue to rise in comlat status, likelihood of 
scoring a?’Mt ,  then your system is a definite improvement oKer Qygax's. But it 
still arbitrarily bars nonhumans from the highest spells. I think it was in Ger
many that people believed in water sprites that kids could bully into tears by 
taunting them with their lack of souis.
Skipping momentarily into #24:
Mahler; Keep your hair onI Nobody said PrinceCon wasn't a good amateur con. Jly 
point is that esqperience is useful, and vicarious experience legitimate. The ins 
emd outs of convention-running, whether SP, %thopoeic, or even an SCA event, are 
general enough that anybody's experience would help. And helping, believe it or 
not, was the idea.



ANNALS OF AVALON #7 
by Clieryl. P., Lloyd
632A: A Linvifood Ave., Norfolk, VA 23513
This month’s issue is brought to you. by the Corellian Free Trade .r., 
Guild, (We liberate cargoes, as it v/ere.) Don't blame,me fou 
any of. the follov/ing. We're all suffering from a case of combined 
overdose (seen it too many times) and withdrawal (haven't seen it 
recently enough for one's liking) from STAR WARS.
Filksong : "Rebel Alliance"

(Tune: Temperance Union )
We're coming, we're coming, our brave liLttle band 
On the right side at Death Star' \ie did take our stand 
We do not lik:e Impi.es* because v/e do think 
That: i.f you like Impi.es you must be a fink!
CHORUS:
Revenge, revenge.

For Alderaan 
For Alderaan 

Revenge, revenge,.

for Alderaan

for Alderaan
'Ti.s the cry of the Rebel Alliance!
V/e do. not bug Wookies ' cause Wooki.es bug back 
And no one can live through a Wookie attack 
Oh, can you imagine a gorier scene
Than bugging a Wookie until he turns mean? CHORUS:
Darth Vader' he is the villain of course 
Imposes his will through the use of the force 
Oh, can you imagine a grisli.er death.
Than telling Darth Vader that he's got bad breath? CHORUS;
No.Vif, old Ben Kenobi.,. the wise Jedi knight
Fought. Vader the Dark Lord with sabers of light
Wi.th Vader in front and stormtroopers in back
The force helped Ben pUll off a vanishing act. CHO.RUS:
Credit: Chorus, me. Verses one and two, Ray Lloyd,
three and four, Ken Keith.
Wookies in D&D

Verses'

STR: 17+ INT: any -WIS: 3-12
CON: 15+ .DEX: any CHA:.any
Size: weight twice of human v/i.th same rolled size
Comeliness:, any.(in the opinion of another V/ookie).
AC: leather, in bare skin.
Generally operates as fighter (or perhaps bandit or. merchant- 
Bite Dk of damage adventurer.)
fist as morning-star if full swing is possible
Generally understand human common, although they can't speak it, 
(Symptoms of overdose of Star. V/ars: you start understanding Wookie... 
And Artoo Detoo. And the Jawas. And Greedo. And Tusken...)
Wookies have power v/ord stun useable once a day.
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Jedi_
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Slight problem here. Since the Jedi! w.ehe a religious group, there 
are basically tvifo types: . Jedi v;arriors; and Jedi scientists,
Jedi varrior :
STR: :9+
CON: 12+
Size: any

INT: 9+ \7IS: 16+
DEX: 16+ CHA: 15+

Comeliness: any
(prime requisite)

Armor class allowed: any 
Hit dice: as fighter
Minimum bonuses in combat: 'if the strength and sexterity bonuses 
don't come up to this, this is what you get: +3 hit probability, 
+3 missle, +3 defense.
A Jedi can hide in shadows as a thiev half his level, (round up)
Spell use: a Jedi can use spells from the list below as if he 
were a MU of three levels lower' (a fourth level Jedi. warrior 
casting spells as a first level MU)
Level 1
Detect Good/evil 
Cure/cause light 

Vifounds
V entrilo quism
Level k
Speak v//aliens 
Confusion/Calm 
Fear/Trust
Jedi scientist
STR: any 
CON: any

Level 2
Hold person 
Strength (self)

Level 5 
Telekinesis

Level 3+
Suggestion 
Cure/cause serious 

wounds
Clairvoyanc e 10'r

No minimum combat' bonuses. 
MU, HD as fighter. i,.

INT: 12+ WIS: 16+ (PR) '
DEX: 16+  ̂ CHA': I5t..

Spell use as i'lU same level', AC as

I-iUFor both warrior and scientist: experience points as
Combat class as FM for warrior, MU for scientist.
Alignment: 17ell, v/e have one obviously Lawful/evil type, and
one who is good but indeterminate Lawful , or Chaotic. Any. 
suggestions?
The abo.-ve is solely the responsibility of the Correllian Free 
Trade .Guild, -
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COMMENTS FROM CEERIDV/EN (f CiX A&E # 24)
The Petulant Pedant (sePf comments and typo corrections)

The following' proper name’s should have a circumfrex o:ver the' 
indicated vowel's, making therm long instead of short: D m  (Doan), 
Math (Mayth).

Hy repro's slipping;, pay more attention to typing hard, Cheryl* 
Comments on first reading:
Lee Gold: Dv/arves and sleep. Immunity to sleep makes their huge
treasure more plausihle.//Lair recognition for hobbits. Do you-, ■ 
remember' any lair in LOTR that; a hobbit Identified right? Barrow- 
wight lair, troll lair., ent lair, Shelob's lair.. .//Priests of 
Mercury? St. Dismas preserve us!
Kay Jones: Interdimensional. doors. The DM maybe should have made
the door one v/ay?
Nicolai Shapero: Random monsters, A pity you're av/ay from TV/H.
I've just sent in a really v/ild random monster table.
Lew. V/olkccff: CouMn' t find any expeditions at Dilsclave? V/ere you
able tO) find the bulletin board?
Decker Hackin: Can you give me five seconds to shift position?
As stands, half my property will be wall and bushes, since I'm 
back-to. an exterior' v/,all.//17hy won't anologs have immunity to 
diseases they've been immunized against?//’./hat' s the equivalent, 
strength for a longshoreman? No.t in. the 6-9 range,.
Glenn Blaco.v/: The Census taker is n-ot: nasty. He's actually very ■
polite---and very effective.//DragonsorLg is a licCaffrey juvenile •
about Menolly and her fire lizards. It v;as released in hardcover, 
is now in paperback. Dragonsinger • is a direct sequel, preserttly 
available only in he. A Time. iThen, the Boskone book, is in'the 
primary seque.nce, an excerpt, from the book The V/hite Dragon, which 
has just been turned over to the publishers.//HeCaffrey. says her 
two sons, are D&D addicts.
Bruce Gaul: It isn't that Priests' of Apollo(in my original draft)
have to wear only robes, it's a somev.rhat artificial restriction 
tho.t. I devised so I v/ouldn't be overrun with them.
Mike Gunderloy: Unorthodox spell use. If you've been v/arned of
a possible gross-out, you might be able to cope. Not so if you’ 
weren't, given advance warning. There are at least three players 
in the area that sit around and think these things up.
John Sapienza: So that' s v;ho those people were! I seem to recog
nize the names Regina Cohen and Kent Bloom,//\7e're both having 
attacks of organization, it seems.//Curse you! I wanted to have 
the largest page count this month. Grumble, grumble...//Swords 
and Spells lists cure/cause v/ounds as touch range.
SEKIII: I make 'em roll for comeliness because I v/as tired of
hearing people call a 3 charisma "ugly", Unlikeable, yes.//APAs 
and comments. Q?here are no doubt a good many people vdio don't 
know what an APA is. If all one is used to is alleged prozines, 
yes, the comment format could be disturbing, (Me, I'm starting to 
write for T\7H because of an irresistable urge to comment.)



i.t' s obvious tkat you v/ere at 
"Don't bother me. I'm,:in a bad mood.l' ^

ANNALS OF AVALON iF i; Page 4
Second reading comments; ■ ' ■'
Cover (attributed to Dtck Eney):
DiscLave after ail.
Lee Gold; Ability chart for monster. Very interesting. One reason, 
fon the increase in monster-types is that the players have as much 
access to, various books as the DMs. You've solved that problems// 
Some universes, IIU=nO'armorc Phantasmal ■ can hide' that very v/ell'..
Lev/ \7olkoff: Now, wait a minute, liy suggestion that you v/rit.e up 
the Priests, of Apollo shov/ed, up in., the, same zine that you v/rote them 
up,. You jumped the: gun., (Chortle)7/Jedi aren't paladins! Groan, 
V.ader's a Jedi even. now. And .light-sabres aren't artifacts.
Strictly technological weapons.
Decker Hackin: Second reading of your' anolog. article, • I v/as at
the typewriter v/i.th my entire occult library, all my A&Es, and a 
harp within reach, I'd be revolutionizing the entire printing ■ 
industry in my universe: the t.ypev/r.lter is manual (or acoustic,
as one friend phrases it), 1 have, a two-day-old ribbon in i.t, 
and there are two. full packages of hectograph carbons and two 
gelatin trays in the radius. There're also books, on learning 
Y/elsh and Old English, as well as a Latin dictionary, and other 
goodies. Imagine alone v/hat a near-flawless foot—square mirror- 
v/ould be worth!
Mike Gunderloy; You forgot L.ess'-s Limit, At worst, there will, 
be 7*27 Zpines of 22. pages each. And since‘you've been having 
an attack, of mathematics, when will that be?//l have a very bad 
feeling about this.. .A&E 25 and 2 6 'V/ill both be full of Jedi 
knights, (And 1 had to go and .contribute. Sigh.)
John Sapienza; Well, you're the one who told me to publish the 
name generation table...//Calling my universe based on tribal 
groups is oversimplifying, I fear, I really didn't want to hit 
the con v/ith Sazons who are loyal Dragonl'sts, and traitorous

Romans, and-some"'of the other varieties v/hich exist around.pagan
here. Yes, national affiliation is a good^start. But 
where it ends. Consider this: Iran is Moslem but. not

that's not 
Arab.

SEKIII:. ' Bless you for your clean repro.//So far in Avalon, there 
have been as many 18(00) strength.r-;: in females as in males. One'of- 
the ferns recently'got herself ghouled, though...It's a good thing.
I don't run ghouls as if they-had their original stats.//Theoretical 
Chemistry? Dares one enquire? ■
END COMMENTS. . . .  ' ' ’ .
To, everybody I
lethargy-prone

owe letters: 
Weather and

I^ve beenapologies for delays, 
all, you know.. ^

Visual'trivia department; Star \7ars insignia. Can anyone describe/ 
sketchYthe shoulder-patch of the officers on the first.Imperial

especially the one v/ho misses ordering the life-pod'shot?.cruxser,
Hov/ about the crest on the side of Vader's command Tie fighter?
Did you knov/ that in 
a cr.oss-dr.av/, but no 
exact same uniforms? 
the print's switched

the cell bay those guards drew their guns in 
v/here else did it happen v/ith dudes in the 
Also, in one shot of the light-sabre duel.,... 

right-for-left? : ■ '
Argh. By the time this is away, or I'll have seen IT rinted, they'll either have*5+ times. Hay the force be taken me with you.



ALBERICH'S SING No. 8 
kvigast 5 , 1977  
For A&E No. 26 & 1?WH No. 
(202) 659-21it7 ^

19

John T. Sapienza, Jr. 
214+0 Tirginia Avenue, 
Apartmea't B~203 
¥ashing1;aa, N.C. 20037

N%¥.

ORIGINS 77 REPORT

I drove up to Origins, which was held on the ¥agner College canpus on Stattra.
Island, with Regina Cohen and Iten Pierson. We arrived around 11 AM on Saturday, July 
23d, at the con and spent an unconscionahle aasount of time trying to arrange for dorm ,
space for Ban and me after registering and having lunch. ¥e then discovered that we..... .
v;ere in for trouble in what we came principally to do~“meet TOH oontributo3JS, 03here
was no bulletin board for messages, so we left notes at the dorms trying to contact ‘ 
people, 'Which was not successful. ®iis, for me, was the biggest failure of the con*s 
organizers. (l understand that Origins 79 will be run by fans, so it Eiay be better run,
I have a suggestion To Whom It May Coaoertu the way I usually meet people at SP cons is 
at parties in the evenings. You would do well to at least have a con stiite party for 
this purpose.)

¥e spent considerable time in the huxtere area, which was well stocked witli almost 
anything you could possibly went to buy in the way of figurineB, hex grids, dice, etc.
¥e then went over to the building vdier® most of the scheduled f©a”toes took place, to 
hear the panel chaired by Iteive Arne son on the state of fantasy gamij^ today. The panel 
never showed up, but Dave's commentary was interesting. So was that of John Mansfield, 
a Canadian fan and far traveler, whom Dave got up out of the audience to talk. John 
described his tournament dmigeon so attaotively that afterward 'em want up, introduced 
ourselves, and talked him into running it later that evening.

John's dungeon is heavily influenced by the British style of design, in that it is 
more heavily into puzzles and traps than monsters (or so it seemed, in the small section 
we were able to penetrate). The part that took most of oijr hour (that was the time 
limit) was just getting up the first flight of stairs. There ■was only one way of doing 
it, and I will not describe it here in case John wants to run it >^ain with fresh victims, 
but .it certainly puzzled us, Dan finally cama up with the solution, and up we went. ¥e 
encountered John’s Grecian D m s  at the top landing, on either side of the central door,
BO we saved that door for last. But when we tried the door on either side wal.l, we got 
a deep voice crying "Turn back, you fools!", ■^aich we prtadently did, John had' described 
the now-famous Montreal Trick for handling the urns (throw a large sack over the top, 
tu2n  over the tma to d-ump out the contents, pound on the sack untili*6he ocmtent's s^op 
moving, take out the treasure, move along) in his talk that afternoon so we didn't think 
it fair to ■use it ourselves, and we passed between the u m s  to open the central door.

The room w© found ox+rselves in contained five large (floor to celling) paintings 
on each of the two side walls, while in the center was a sarcophagus, which was solid 
stone and could not be moved or opened by any force we tried, ffiiere were bronze shields 
mounted on the rear wall on either side of the sarcophagus. As you might have guessed, 
there were puzzles involving each of the shields (which I will not describe), both of 
which were ingeniously nasty. ¥hil© we examined the room, we were sus^rized by attacking 
skeletons, which managed to kill half the party before -we destroyed them— and this des
pite the fact that my first level cleric had turned away a third of them. (Don't let 
anybody tell you that low level monsters are necessarily pushovers, if the IM handles 
them well!) Out of time and sadly reduced in numbers, we gathered up our "dead and left 
the dungeon. It was an interesting trip (l always enjoy playing in new (to me) dtmgeons 
to see how they are run) but not a very successful one,

¥e WCTit back to the dorm to drop off om* M D  materials on our way to the Student 
Dfeion for some food at about 11 Bf, where we met Mark Swanson and Kevin Slimak, who were 
condng in from another game. They joined xis in the tfedon, an,d Mark agreed to run M s
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dxaageon, bo we trooped out to, the dorsa, where we took orer a table area fmm about 
1 AM to 1+ M». I’m afraid I was not as actiTe as I should have been, but by 3 AM I 
was totally exhausted. I regret that, but perhaps I will get to know M&xk md Serdu 
better at another occasion. I also met Clem. Blaoow, who came by and stopped briefly 
to say hello, but that was all I saw of him for the entire con. I particularly regret 
that, since hie letter to hen was one of the principal motivating forces that got us 
to come to the con. Grumble,

Ihe next day Ban and I met, as arranged, with Howard. Ifahlar and. several others 
to await the arrival of Bill Sellgman. who had in.vited us over to hie house to run 
in his dungeon. (Regina was busy elsewhere for most of Sunday. ) However, by the 
time we assembled at Bill’s house he decided it would take too long to get us throu^ 
lunch and into hie dungeon, so Howard agreed to run his “Magnificent Seven" with pre
rolled characters (seventh level characters on his seventh level dungeon), I was 
pretty groggy (l got a total of nine hours sleep that weekend), but I was reasonably 
awake during the first third of the trip. (®iat was good timia:^, since that was how 
long my cleric lasted— probably I was Just running on adrenaline while he was still
fitting,) Kie end came for my character while{"...some giant beetles.
One- of t h ^  went out *Uie back door of the room and camb around to. attack our flank, 
which was fere I was standing guard. Hunch, Bash, !linioh, Bash, Mmoh, Mmch, Wfanoh.

® 3is was when I discovered Howard's intei'esting system on cures. He requires a 
full movement turn for a aomal cure. If you want to throw .a cure during a melee 
round, you can, but the recipient makes a saving throw vs, magic which he/she muot 
falil in order for the cure to take. (l made kqt saving throw. *Si#i*) I ’m  going to 
have to think about that— I may adopt It myself, as a replacement for my present 
systesr%. which limits the number of times you can be cured to once an hour, but the 
cures always work, (incidentally, those beetles with intelligent tactics were a new 
one on me— werebeetles. I had lost enough hit points that even if my dleric had 
survived, he probably would have needed a cure disease to recover from a case of lycan- 
thropy of a buggy kind.) After ay. character died, I droueed off, so I didn't follow 
the proceedings very well (l also did some reading), But I enjoyed -the con, primarily 
thanks to the kindness of the people we met there, ffiiahk you all, and I hope i'll 
see you again reasonably soon (possibly at Bos Con).

AM! and THE BRAG02T

Tfshile at Origins, I talked ’-dth Timothy J. Eask, whom I discovered is not only 
the editor of TB, but also the entire staff. I got the impression that he is rather 
overwhelmed by the amount of material he is already receiving for TD, and really doesn't 
feel he needs more. But from his comments disparaging A M  and its contributors, I 
concluded that ha really wishes we would all go away and let him do his own thi:^.
I M s  conolusicm came from the part of the conversation in which 1 suggested that TD 
contained too little material that was directly i:̂ efu3. in M B ,  pointing to A M  as an 
example of the kind of material I wotald rather see in TB than much of the miscellany 
he has printed recently. Tim replied that fa® mast be doing something ri^t, since 
TB's circulation has been rising.

I suggested to Tim that he could use A M  and TWH as sources of good material to 
reprint in TD, (l obviously have a personal interest in that, since I consider several 
of my own articles suitable for TB, but there are other articles that I would like to

* Incidentally, I consider TD Ho. 3 an In^rovement over recent prior issues. I 
don't espeot to use the outline of planes of existence discussed by Gary Gygax until it 
is developed more fully, but it was interesting and potentially useful, as were the 
airtioles on populating towns and csharaotsElaing gems and Jewelry in lairs.



ALBERICH’S HIE'G No. 8 Page 3 Augmt 1977 John T. Sapienza, Jr.

see in SD just to ha'ye a good printed copy of them.) He'replied that h© has set a 
firm policy against reprinting asjything that ha.e appeared in a fanzine. His explan
ation was that he wanted to avoid legal hassles over reprint rights, partioxjlarly. 
since he is thinking of a ''Best Of’* issue for E) (and maybe TSH, although h© wasn’t 
clear on that), Bit as an attorney I am well av»re that there are ways of handling 
reprint rights problems. And that is why I believe that Sim is prejudiced against 
A&E and its contributors, and sipply is no longer interested in handling material 
from us.

I have no intention of sending material to TD to sit unread, -vdien people can be 
reading it in A&E. I want throiigh that last year, when I sent five pieces in and 
never received, the courtesy of a reply, hot evcin a printed rejection card. But if 
Tim ever sees something of mine in a fanzine that he is interested in printing in TD,
I will be happy to sell him the right to print it in !E3, including reprints of the 
issue in which it appears. I?o professional viriter ever sells more ri^ts to any piece 
to a. magazine than that. I will be happy to include in that the right to reprint the 
material in a ’’Best Of” isstie, althougli by right and courtesy he o u ^ t  to pay a fee to 
every axithor if he goes aixoad w;lth that idoa. (Tim should realize that the fanzine 
that originally printed the material will also retain similar id.ghts,) I will retain 
all other rights to the article.

The question of reprint rights really obscures the important points TD should 
not be, too proud to reprint good material, regardless of whore it comes frm. Ckice 
you get over that, the rest is details. But I have a feeling that Tim is simply not 
interested.

i m m r G  -mi LAiGUAgES

In A&E Ho. 25, I proposed a new role under which characters would learn new lang
uages over a period of tima, instead of the standard rule of a fixed number of languages. 
Since it is short, I will repeat it here before I expand upon itj Every character starts 
out .with common, alignment, end a native language. (Por every race that has extra laa^- 
•uages in the standard rules, add one of them at first level as a second native language, 
and add one as an extra for each level at which the character gets another language, 
until they ha.ve all been learned. Tlie order in which they will be learned is up to 
the character.) For every level above the first, the character learne new languages, 
the number depending on the character’s intellig^ces

3/91-00 1 per 5 levels 6-8
3/3I-9O 1 per i| levels. 9“12

5-3/01-50 1 par 3 levels 13-15

1 per 2 levels,
1 per level
2 per leva!

I6-I8/OI-5 0 3 P©2t level
18 A 1 “90 k per level 
l8/91~00 . 5 P©3? level

I forgot to specify how my ability adjustment table in AM! Ifo. 25 fits into this:
Apply the adjustment to raise or lower the character’s learning class by the number 
rolled on the table. For example, a character with an intelligence of 10 that rolled 
a +2’ on language . ability would l e e m  new langtirges -ln-/o classes above nosmal, which in 
this case means 3 per level instead of 1 per level. (S.tnce this table is in even incre
ments, it can be extrapolated from, if necessary, 1  character with an intelligence of 
3/9I4 that rolled a - 1  on language j.bility on the table woiald. require 6 levels to learn 
a new languege instead of 5 » for example.)

Character classes that are partic’ifi.arly skilled with languages start .from a higher 
learning class base than normal. Thieves are automatically +1 learning class, and 
Bards are automatically +2 learMng classes. (Thus a thief that rolls a +1 for laaig- 
uage ability on the table would be 2 lear-nlng classes (l+l) above normal.)
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Matalanguagss seem to he a oontinnlng source of ooniroversy in DSsD. meta
language, I mean a class-common language which encompasses a group of sublanguages 
and which is uaderstood by all persons who speak any one of the sublanguages of 1he 
group. Examples of metalanguages are common (the hipest metalanguage), alignment 
languages (the next hipest group), monster-common languages (such as dragon, giant, 
lycantbrope, undoad, etc.), and animal-common languages (such as canine, equine, 
feline, etc.), Eae controversy is over Aether metalanguages should exist at all.

I personally am not bothered by the idea of metalanguages, althpu^ I agree that 
they should be limited somehow, so that low level characters aren't going around as 
walking dictionaries, I suggest the following rule for those oampaigas that allow 
metalanguagest. A character starts off with a native language (or two for certain 
races), and two metalcaiguages (common and alignment), thereafter, a character can 
learn a new astaleaguage only everjf third new language (or you give up the meta^
lenguage and l e a m  a regular l«jguage then, of course). Vfiien you have learned a new 
metalangujEtge, you may give up one of your existing regular languages that cames within 
that metalanguage and substitete another regular language at ‘the same rate you l e a m  
new langoagss, • ' ■'

For exOTple, take Qnamea the Fighter, wilh an intelliganoe of 10 (who therefom 
learns one language per level), Es starts out with common, neutral, and Eomani (he's 
a ^T5sy), At second level, he learns ore as his first new language. At third level, 
he leams hill gLemt. At fourth level, he leams his first new metalanguage, chaotic. 
At fifth level ond sixth level, he leams storm giant and dwarf. At seventh level, he 
laams as his second new metalanguage, giant. Since he no longer needs specific giant 
languages, he drops hill giant and substitutes red dragon. At eighth level, he leams 
ent as M s  new language, end drops storm giant in favor of fire elOTiental, And so on,

N2I/ SmJiS

Bolow are three suggested clerical offensive spells, in a format that I rscomm<md 
as a useful •ms' of organizing data, ffixese spells do not cause damage (as their magic 
user equivalents would); their function is to disable the opponent(s) so as to permit
captura. Sh© parties affected are those under the M t  dice specified, so that a 1++2 
E5D monster would be affected, but a 5 HD monster would not. !Ehese spells have hot been 
rasoarohed, end ere not offered for sale, but raiher for discussion. Are they reason
able, at tlie spell orders specifiedi’I' . ..........!
SPELL ilM-Esj Capture I. SPELL lYPls Clerical. SPELL (HDERs 2d.
DDMTIOHs 10 melee rounds- (make saving throw each melee round m t i l  saved).
ITCE-IBSR APF30TED; IDh liominoid creatures human sizef.(Sto) or of under $ HD;

Can be focused on one individual of under 7 HD.
SPEGlili ED^SEClSi (l) Tictim fights at -2.

(2) Yiotim takes twice normal time to prepare and oast spells,
(3) Yiotim has a 10?o chance of dropping a weapon or artifact cax±Led in hand

each melee round until. makes saving throw.

SFSLL lliMS: , II. SPELL IKPE: Clerical. SPELL ORDER: 3d
DDSASIOir: ‘ 10 melee rounds (snake saving throw each melee round until saved). 
NOTIBE!! AF2EC2ED: IDS hominoid creatures human size (2m) or smaller of under 6 HD;

Can b© focused on one individual of xmder 8 BD.
SPECIAL EFFECTS: (l) Victim fi^ts at -h, snd moves at ^  speed.

f2j Victim tokos four times normal time to prepare and cast spells.
(3 ) Victim has a 30% chance of dropping a weapon or artifact carried in hand 

each meloe roimd until makes saving throw.
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SPELL H&ME: ; Ca-pture III. SPELL TTPE; Cleriota'. SPELL OHDER*. 1+th
DUEATIOFi 10 melee rounds (make saving throw each melee 2?ouad until saved).
FDMBER AFFECTED: 21^ hominoid creatures human sise (2m) or smaller of under 7 HD;

CSan be focused on one individxaal of under 9 HD,
SPECIAL EFFECTS: (l) Victim cannot fight, and moves at i speed.

f2) Victim cannot prepare or oast ppells.
(3 ) Victim has a chance of dropping a weapon or artifact carried in hand 

each melee round until makes saving throw.

The magic user version of these spells is called Subdual I, II. and III. It does 
lDi|, 2D1;. and 3Hi4- damage each melee round until the victim makes the saving throw, 
but it lasts only S melee rounds. The spells are othervdse identical to Capture
I. II, and III, respectively, but arc one spell order higher than the clerical versions.

ELVET FICHTETG MCES. AFP CCS-IBDiBD CLASSES BT GEMERAL

I have two corractions/olerifioatioas to -nsjr article in A&E Fo. 19 on Elveti Fi^t~ 
ing Ifegas, a set of rules to allow elves end half-elves to ftmotion rationally as both ' 
fighters sad magic users simultaaeously. (l) Armor, The class is limited to chain- 
mail and sMeld, but oan wear aichsated srTaor, I should have specified that the EEM 
oaunot wear enchanted plate amor, only eadhanted leather or ohaimail, (2 ) Saving 
Thrô ffl. I said that EH'fs save like clerics, I should have specified that, i ^ l e  they 
use the numbers of clerics for saving throws, they go .in steps of three levels (not 
four like clerics), because the 'EM is promotion class 3 . Since there are only four
saving class categories for clerics, the EŜ I tops ou;fc for saving throws at 13th level
(combat class 5 )» 1^ universes where elves oan go that hi^.

As those of you who have read sine in prevdous issues of l&S know, I am be
coming increasingly dissatisfied tidth srMtrary limits on how h i ^  nonhumans oan xrise 
in levels. The Tisual argument is that this is necessary for game balance beoatise of 
the many benefits that nonhumans get because of their race, Peadiaps the answer to 
that is to extend to humans one of the most dljc^ortant of these benefits, split or 
oombined classes, I got to thinking about this after reading Bob Gigllo^s comment 
in A&E Fo. 23 on wy article. Bob requires a character to have I7 or above in both 
classes* prime requisites for the ol..ax?»otQr to operate as a combined class. Tliiat 
eliminates jji one stroke the me,jor advantage to being an elf or half-elf, it seems to 
ms, for vdiich you pay the unconsoiomble penalty of topping out early in life in all 
classes,b!it Thiof, Wy reaction to Bob’s comment was "Good Grief! I ’d let a oharaoter 
of race idao had 17 HRs in both classes operate as a combined class!" 'Which, after 
farther thou^t, I developed into the following proposed guidelines for allowing char
acters of any race to operate as split or combined classes, with no topping out limits:

Fonhum^s may split classes with no prime requisite (PR) limits.
Bimans may split classes if their HRs total 26 for two classes, 39 for three classes 
(they must average a ER of I3 , in other words).

Fonhiaaans may combine classes if their Hite total 2k for two classes, 36 for three 
classes (they must average a PR of 12, in other words), /
ffimans may combine classes if their ERs total 30 £ot two classes, for three 
classes (they anxst average a ER of 1^, in other words).

I ’ve set the limits fairly low deliberately. The idea is that noixhumans retain a slight 
advantage here, but a reasonable number of hxmians can split or combine classes, too.
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CQMMMPS OB M E  go. 23 '
»

Lee GoM««~I like yotJr new onrsed eword (or shield) of paaalysis. (But not for 
me weren't clear on evil clerics throwl-ng euros making saving Itoows.
If the evil cleric fails the saving throw end takes hit points (•̂  the amount throvm. 
for the o u x q ), doss the person th© our© was thrown on still get esured? Or doss this 
amount to a total klutz? (ind doos th© victim take hit points well as the evil 
olerlo, too?) On bivalent spells in general, somebody recently su^osted an approach 
that appeals to me (I'm afraid I don't* remsmber tdio or where, daro it)s Let clerics 
throw either cause or cure freely. But char^ different spell points according to 
the cleric's aligmaant, A good cleric thxmjB euro at standard rat©, cause at Jx.
A neutral clerio throws cur© or cause at 2x standard rate, in evil cleric throws 
cause at standard rate, cure at 3x, !I!his ae-Hiod has the benefit of forcing the player 
into playing the character's natural inclinations, since it is natural to want to 
conserve spell points and thus tend to -Ifecow tha fona of the spell that is cheaper 
for the character of that alignment, la for neutral clerics, they \dll tend not to 
throw either version because of •ttie extra cost, and this,.acts aa a built-in char
acter r©fer€»nt for tiiic ali^raaat in play. • ’ ’

(thervl lilovd— I litoyoueauBak spell; does it have a hii^er level version that
doss full orohsD'teal l-fagner "ling" excerpts? I-Mspers (lat«), Growls (C3i.), and
Plidkers (Bx) are logical extensions of Shadow's (S'̂ ), so wiiy leave out Ckm., ̂ Sis., and 
HP/SP versions? // I doubt you could throw faerie fire on aa opponent's retina—  
it is a halo effeot and would probably not obscure vision (darn, it), Li.ght, on 
the other hand, should work just dandy if you make ^  your dexterity roll (it's a 
small target) and th© viotim doesn't make the saving throw against the attack, (Of 
course, in Arelon a magic user has to have a h l ^  llx, so the first roll is not aa 
great a barrier as it is in most worlds.) It m s  nice to meet you at Msolave.

fhomae ELlmore— Welcome to tha madhouse! Come on over to a IffSFA meeting, and
let's get acquainted. (Call Alexis or Boll Gilliland a,t 920-6087 for directions,)
Totu;' spell system seams interesting end logical,

¥ayvxe ghav— Nice monsterc (l especially IJJred iho spider bats, althoxj^ i;I38 
crush seems a bit for something whose roguler attack is only 2 x 1B6,) Your 
spell tanks aa?© too gross for my world as yet, but I oen hardly wait to read the 
specs on your leather (1& 5) asid liger (iSc 6) models,

Jim. Yhomas— I 've been admiring your wisdcaa roll system, not as it is (l think 
it gives too much for let*s~sit-dotm-and-think-this-over situations), bat as the 
basis for a reticnal way of treating detect magic or whatever with a spell, I may 
use it your way In certain situations that seem to call for it, however. I'll have
to us© it a wail© before I'll have stsggested ctenges {wMoh from en editor type like 
me is hii^i praise— other people's stuff (including ay own) is subject to being re
written* on the spot).

Lee Burymtsser— "IMa will be a short one ... fen pages is short? Help!
Your ideas on convention managemaat exe good— I hope the people who bring dungeons 
to cons are listening. Are you the artist ae wall as idi© author? Your "ninga 
contefn^dating a dragon” illo is lovely, I don't like your izzuaeg, thou^. (frans- 
lations I don't viaat to n m  into them. Please? Pretty please? Gulp.) Some of 
your spells ere definitely interesting, particularly Speak: with teianoida (Hcaninoids?) 
and Solvent, Javalin is also reasonable, althougii I keep hai»ing a feeling that there 
ought to be a magic missile equivalent of fireball/li^-toi^ a solid
projectile thrown hy spell that does the throror'a level in M t  di^, wiich would be 
an even more attractive spell, Kay nobody run across yoiix Giant Beetles ... at least 
none of wy bodies ... ,) And you find soon.
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THr̂ ir 'Rney— 'Ptri H is taiown && xiadliug it down; yotir article says about everything 
I ‘d care to know about the mabjeot of waists and GrP values. One small problem: We 
still don*t have an encumberance system liiat is workable, meaning' sruffioiently coj^- 
rehensive to aiake sense 'idiile being simple enou^ to be little trouble to use. *Sigii'*'
I greatly enjoyed your classified ’oJs.

flrr>iA TTfitz— -Your M t  point system of giving characters the full amount possible 
on their hit dice before death, with unconscioueness coming tdiea you go below the 
amount of hit points you actimlly rolled, is interesting enough for me to want to try 
it. I suspect, however, that it is not going to make a big differanbe in my kill rate.
San Pierson uses a system that is a compromise betvreen yours and the death~at~0 HP one: < 
You Tise the M t  points you rolled, and you are d o m  and out at 0 HP or below«»-but not 
totally dead. At 0 HP you are lying there unoonsoious and bleeding to death, Dan 
rolls 23^ to deteimdne how many melee rounds you have to live, during w M o h  time you 
can have deterioration stopped by a cure li^t and have hit points restored by a cure 
serious, (if you are below 0 HP, the amount of melee rounds you have to go is reduced 
by one point for every hit point you are below Q, w M c h  puts the sinje-death limit at -8.)
Dy the way, Den doesn't tell anyone ■what he rolled, w M o h  adds an interesting degree 
of uncertain'ty' to the situation (you may be fighti^ your way to aid a fallen comrade 
■who is ao’tnmlly dead, but you can't be stree— and ■sdiat's your alignment, again?)

IQlce Gunderloy-“-!3aiaakB for the kind words on my magi<? shaft tables. One of these 
days I ‘m going to get or^snised and rewrite it wi'th cleric, filter, and thief items 
added. You asked 'Hday no crook wands, sta'ves/ etc. "— there are none as such, but the 
curse table frcmi my enchanted weapons tables in A&E Kb. 21+ can be applied to magic 
shafts to create crooks, // Tour artifaots-use table is Interesting. I*ve added it 
to my collection of misoellaneous ‘babies, I wonder, thou^, yfee-bher it o u ^ t  to be 
by a combination of intelligence and level, xrather than oh^aoter class and le-vel. //
I agree wi-th your comment on the confusion caused by disagreement in different worlds 
over \idiat e length of a -bum or a round is. Switching -bo hours/ninutes/seoonds, ' 
however, an ambigui-ty over whe13ier you are referring to real time or gam© time,
I'd,rather have someone do an analysis of ‘s&a.t speed things move and base a •bum/round 
system on them, (See Da'vid A, Htograve's analysis in fHE AEDDOT GEIMOIIE,)/^ Watch out 
for Slime, I5iat gooey s t M f  was "written up recently in one of the local papers. It's 
apparently difficult to get out of clothing and impossible to get out of rugs.

Chris Pettufl«-Wby is Suppress Ifegio's % for success -bhe level of the sx^press- 
casting magic user'o-ver -bwice the level of the other magic user tlitteslOO? lisample:
MD3. vs, M D ^  3A o= »3xi00= 30^. Bit .3= 309  ̂anyway. Cfr is t M s  a quibble? // On 
your questions: (a) I don't let any mo d e m  teohnolo^ in ay world. If you're thinking
of using machine guns, mortars, and flamethrowers on my poor monsters, you can just 
forget it, you nasty man, (b) Miat degree of soientifio knowledge exists? I don't 
know that myself. Probably not a lot— ‘fche existenoe of Hsagic would have diverted a 
lot qf what "would have gone into scientific study, (o) MiaMG is a learned abili-by, 
but you do need some inborn intelligence to b© good at it. (d) What drives asy magic? 
Spells come from, ^ mysterious inner power -amt certain persone have learned
to use, Sjy artifacts run on flashli^t batteries— wly do you "think they run down after 
a number of uses, aimray? (Staffs use 20 alkaline D batteries, wands use 10 hea-vy-duty C 
batteries, etc,). / / Your Diverse Magio tables are useful— I've added them to my collection, 
lhanks for the comment on my magic shaft system}, note -that it was added -bo by part of 
my enchanted weapons system in ASiB Ko, 2k*

Alex Melniok— On charming a pexreon holding an intelligent sword, vdy not roll for 
■bhe spell charmir^ -Kie sword, too? You can "tiien ha-ve fun watching the "varioxiB oombin~ 
ations turn up. fj Your approach, to Lawfj-tL/tejutral/CSiaotic behavior is reasonable. //
Yoirr weapons class system is no use to me because it is on a system, and I use a D20 
systan. But -bhe concept is Interesting, and I may rework it for my own use, I disagree
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vfith your ccaiaaent that "a list of weapons would he superfluous.” Osa the contraiy, 
the best method is to make a list of wea^as that ccaoe under each weapons class. 
Otherwise, you force all your readers to make a deteunination on every weapon before 
they can use your system. I am baffled, for example, by ^daat oould come under WC8 
if a M  sword is only ¥Cl̂ ,

Bruoa Saul— .But what is the werefora of the Giant Incredible Combination ¥tee 
Pizza of Destruotioat Cta,seoemdthough, never mind; I don't think I want to know.
(it just encourages them if you show interest.) I enjoyed ”IfaleB of the Iterk Legion”. 
More?

Jltn Bolton-^I'm curious about the modifications you made to nw magic shaft tables. 
If t h ^  are sipiifioant, I hope you will vnrite them up for MsE. / /  I agree with you 
that there is no such thing as ■the Qae Txnm Way (except for way, of ootirsej but 
•that is ±n such a state of constant flux that it is more propes? fo refer to it as 
the ^Siltituda of 'Eme Vlays). // I liked yotar potion/powder chart. I also liked your 
Slow Leopsrd-~that*s a chilling -thou^t.

, « ’
Don Hollins^— Ehaaks for the oomplmsat on my m ^ i o  'shaft article, which has 

been generally tJell received. Tour Elame Bird is a nas-fey. Congradulations. Ehe 
olerioal sword is a nice invention, although it seems a bit gross." Md  I object to 
your MOP crook to it— oantt be used 'ty a votmn.» Bits.

Bill Sellgman— I'm glad you liked the magic shaft article. It was nice to meet 
you at Origins.* te your satires ^Whew*- Where can you go from -fhere? It’s interesting 
to sea that you thou^t to apply the same approach to m ^ i c  swords that I did* I want 
to point out, to aryone who is wondering, -that ay enchanted weapons article is not a 
ripoff of Bill's--he just published, first. weapons tables were started in lovember 
197̂ t but got delsyed by mdless rewriting (and other projects, such as the magic 
shafts article, ihich was a springoff frm. -febe enchanted weapons system),

. A friendly word of warning on ny enchanted weapons tables— -ihey can be habit
forming. Eegina Ctohen rolled up 7S weapons on® weekend, and ̂is now wondering That 
That she is going to do with them all,

Charlie Luce— Your ooments on sy m a ^ o  shaft article are most kind (*Blush*). 
Comfy Chairs are monsters, not people— ^would you want to p3ay one as a character?
(Gi? Yo u  would?) Just remember that they probably attract the Spaaaish Inquisition.
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"I HAVE AN EGOTISM OF 20J" f-k is an apa- ^
contribution to ALARUMS & EXCURSIONS ̂ 26 
(hopefully), from Scott Rosenberg, 182-31 
Radnor Rd, Jamaica NY IIL3 2, but as of 
September 9 to be at a college address as 
yet unknown. If you must mail something 
to me, mail it to Scott Rosenberg, Harvard 
College, Cambridge M  O2 13 8. As soon as
they tell me my room assignment I'll tell , I r- n \ "~T~ \ I i
you, I also publish on a very irregular 
schedule a D&D and personal-zine called 
THE COSMO I BALANCE (subs at 259$/l2 pages).

Two issues in a rowi This is a record for me. I find I lack time or interest to prepare 
collation eommentsj so after a brief, word or two we will jump straight to the featured 
items.

The word or two is as follows : I am mailing copies of THE COSMIC BALANCE 7̂ 6 -7 to large 
numbers of A&E contributors. This is not a push for subscriptions. If you get TCB and 
like it and want to suit, that's fine; but I'm not specifically interested in starting 
large numbers of subs since my schedule is so wild. What I would like is COMMENTS. Tl̂ e 
'zine contains an extensive exposition on my ideas about DSHD, and I'm quite curious about 
responses/arguments/bltter disagreements and the like. You are urged to write me with 
such, for publication, or alternately include comments in your A&E collation comments.

And now, the topic of the month:

ORIGINS, GENCON, AND THE FUTURE OF D&D

My travels this summer took me to two wargaming conventions. Origins at Staten Island and 
Gencon in Wisconsin. (l will also attend SunCon in Miami next week.) While I usually 
avoid most scheduled con.- activities, I made a point of visiting a number of D&D-related 
seminars.

First, the news from Gygax & co. (as told to Gygax's seminar at GenCon): TSR is plannihg 
a series of books to follow the "revised basic" seti; one for players, one for DMs, and 
one .for monsters and treasure. I believe they are to be hardcover, and sell for $10 
(maybe $15?). The old D&D books will still be available but at $7-50 each.

IF the new rulebooks are well-organized, well-designed, well-conceived, and well-executed 
(with TSR the chances of this are -low), we will have a good thing on our hands. But will 
it be so good?

The errors, inconsistencies, and general lack of coherence of the original TSR rules were 
a blessing in disguise. For usually, no natter how much a game designer tells people 
that his game is open-ended and that they should design their own rules, there will be 
a great majority of people content to play exactly the way the rulebook states, with no 
changes, expo.nsion, or imagination added. TSR's books forced everyone to improvise, and 
thus we have the magnificent diversity of systems and ideas prevalent in the D&D gaming 
field.

Yet it is only human to continue the search for order and coherence. Until now this often 
took the foi-m of players wishing to consult some higher authority (actually avoiding the 
responsibility of using their own imaginations), i.e. Gygax/TSR. Thus we have constant 
letters people write about "How do you interpret the third word of the seventh page of 
"Men and Magic?" One would expect these to die down when people get the message that this 
game isn't like that, but the clamor continues. In fact, the seminar Gygax ran at Gencon, 
with a few exceptions, consisted of questions on rules. How do you do this, Gary? Hpw 
do you do that, Gary? Not only did this make the seminar excruciatingly dull, it proved 
(to me at least) that many people are looking for the Best Way to Play in the wrong way.

(continued overleaf)
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If they understood the basic concept behind D&D (or, to be less snotty about it, if they 
agreed with MY idea .of that concept), they would ask the same questions they asked Gygaxn 
to everyone in the room at that seminar, most of whom were experienced players or DMs with 
brains in their- heads. They would read A&E, and other magazines. Then they would decide 
for themselves what interpretation of a particular rule they liked. They can-do all this 
without even attempting to exercise their own imaginations by coming up with their own in
terpretations. Alas. They continue pestering poor Gary.

Well, if TSR does the job right, they won't have to once the spiffy new revised D&D comes 
out. It'll all De there, in cold type--neat, Intelligible, and cross-referenfced. And our 
lazy friends can sit back in the comfortable knowledge that they have the entire rules at 
their fingertips.

I hear the objections already. Wo, I do not believe that all DMs will suddenly abandon their 
own carefully-worked-out rules and adopt the revised TSR set. But what I suspect will 
happen is that a rift will develop in the D&D playing conmiunity between a large group of 
'standard' players who will comfortably play TSR's game, and a much smaller group of truefen 
who will continue feverishly turning out new character classes and tables.

I suppose there's nothing inherently.wrong with this. After all, D&D should be played however 
one damn pleases, and■if -a large numberof people damn please to play with TSR's rules 
then that is fine, and 1-wholeheartedly condone their choice if .they feel they will have 
more .fun that way. .

What I would become afraid of is a growing attitude among, 'standard' players that the non
standards are playing wrong. Inherent in asking Gary Gygax/TSR detailed rules questions is 
the assumption that his/their answer will be the right one. This point can be dodged, but 
subconsciously this assumption will always be made (otherwise why ask him/them and not 
other DMs who may be equally experienced?). If this assumption can be. made even with D&D's 
rules in the incomplete and contradictory form they are in today,,how .much stronger will it 
become onc.e it is reinforced by a clear, standardized set of rules?

I suppose there's nothing to be afraid of. But it would be a sad thing for the bulk of 
D&D players to go ;around thinking they are playing 'the- real thing' and those who make yp 
their own rules additions or changes are playing some sort of 'variant.'

-X- -X * :
OTHER NEWS FROM THE CONS:
All the World's Monsters is o.ut and at $8 or so is well worth an investment. It comes in 
expandable-looseleaf format;is well printed; and should be useful to DMs like me who enjoy 
creating rules and worlds but are not so hot on inventing new monsters.

CHIVALRY AI® SORCERY is a massive booklet put out by FGUI (Fantasy Games Unlimited) which 
is sort of a coherent re-write of D&D with a slight change of locale--to medieval France.
The rules are extremely well-written and extremely long (l^Oish po.ges). It is well worth 
your picking and choosing -among its systems for possible Inclusion in your campaign even 
if...you don't-want to adopt,the whole shebang.

TRAVELLER, GDW's science-fiction role-playing game. IS the best non-D&D-related role.-play-
ing game yet, I think. I've played in olny half an expedition so far, but it strikes me 
as--a great game that is sufficiently complex yet does not bog down. Needless to say, the 
graphics are well done,’ up. to GDW's high standards.

These struck me as the highlights among the new products available. There are other good 
o-nes, and other not-so-good ones. Highly rec-oi'iimended are all of Cha.osium (Greg Stafford) s 
products--games VJHITE BEAR & RED MOON, NOMAD GODS, and TROY, and ELRIC. The Judge's Guild 
stuff strikes me as poorly preseate.d--one does not squeeze data together the way they do 
witho.ut. significant loss of readability (good use of white space is the key to good 
graphics). TSR's,,--new products strike, me as uniformly mediocre.
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Ahout That .Magic S y stem I V.̂ as TTsing,, ,
I t  h as  been r e v i s e d .  The f i r s t  t ime a  s p e l l  i s  throvm i t  can 

u.se up anywhehe from one to fo u r  s p e l l  p o in t s ,  depending on the  l e v e l  
of  the  c a s t e r . ( S e e  J a n e ' s  b a s i l i s k s  and Dragons i n A S k  25) But th e .  
second c a s t i n g  of t h a t  s p e l l  nov/ burns up one s p e l l p o i n t  more’ than 
the  f i r s t ,  the  t h i r d  c a s l i n g  burns up two more th an  the  f i r s t ,  e t c .
That Mu6 i s  go ing  to  s t a r t  c a s t i n g  a l o t  fewer  magic m i s s i e s  now t h a t  
the  f o u r th  one w i l l  be u s in g  up a s  much power as  h i s  f i r s t  l i g h t n i n g  
b o l t  o f  the  day .  P l a y t e s t i n g  seem s-to  i n d i c a t e ,  t h a t  t h i s  sys tem  v/orks 
q u i t e  w e l l  a t  c o n t r o l l i n g  magic u s e ,  d e s p i t e  i t s  s i m p l i c i t y .

I  spent  a  l o t  of  t ime c o n s id e r in g  the  p o s s i b i l i t y  o f  ad op t in g  
e i t h e r  Glenn B lacow’ s or A rn ie  K atz ’ s IQutz f a c t o r  sys tem , but the  i d e a  
of a  mage zapp ing  h im s e l f  somehow d o e s n ' t  ap p ea l  to  me.. B e t t e r  to  l e t  
the  monsters  have t h e i r  meat raw.

Hev; .B ea s t i e s

Puds (Oogies)- ■6 GP i n  stoumacha p p . -  1-12 AC 8 BD 1D8 
2-6 c I b m s  per  melee do ing  1-2 on a  h i t .

A c l e an u p -c rew  member, , Puds a r e  t en  l e g g e d  fuzz  b a l l s  b e a r in g  th r e e  
s t a l k e d  eyes  on top of  t h e i r  b o d ie s .  These s o f t  brovm c r i t t e r s  a r e  so 
a f r a i d  of  s i l v e r y  m e t a l l i c  o b j e c t s  t h a t  th e y  v/ i l l  run av̂ ray from any 
b e in g  i n  m e t e l l i c  armor or anyone v/ith a . drawn weapon. As th e 3  ̂ run th e y  
Shout "Oogie, C og ie” a s  loud a s  th e y  can ,  a ro u s in g  numerous dungeon
n a s t i e s ,  
and n ever  
two

They can v/allc on v/alls  and c e i l i n g s ,  a r e  im p o s s iH e  to  s u r p r i s e ,
abouta t t a c h sxij th  in g  . mo r  e than  tw ice  

or threeE  f e e t  t a l l . ' They a r e  r a t h e r  r a r e
t h e i r  s i z e .  A Pu.d 

i n  Prrenden .
I S

Ichlubs- a p p . -  2—12 AC 4- HP ID-8 . 1 -4 sm a l l  gems i n s i d e .
2claVvfs 01 -3  or i M t e  a t  1-2 -hl)6 p o ison  

The Schlub i s  a  one to  t h r e e  fo o t  wide c rab  a b le  to  wa-lk on \A/alls and 
c e i l i n g s ,  but p r e f e r r i n g  to  r e s t r i c t  i t s  s idew ays  shambling to  normal 
f l o o r s .  They can jump about s i x  f e e t  i f  n e c e s s a r y . ,  f o r  p r o t e c t i o n  
th e y  l i k e  to smear them se lves  a l l  over w i th  an a c i d i c  c le an u p  crew l i k e  
g reen  s l im e  or ocre j e l l y .  In f a c t ,  a  s i n g l e  ameboid monster may be 
accompanied by a  dozen s c h lu b s .  SchlLibs a r e  a  t r u e  sym biote  a s  they

n a. group of 2-12 schlu .bs .Tfeed  t h e i r  g ooej  companions a t  ev e r y  meal 
1-10  should  be coa ted  w i th  v a r io u s  l i v i n g  protop ’’ 
a c id  and poison  r e s i s t a n t ,  but talce double damage 
throv/ t h a t  co ld  s p e l l  remember t h a t  th e  c le anu p  crew r i d e r ,  
schlu.b, i s  go ing  to  g e t  h i t  f i r s t .

(Sms.
-fr om colc>

a r e  1 OCy. 
Before  you

not the

. To anyone i n t e r e s t e d  i n  runn ing  a D r i l g b ' r  t h i s  i s  my pet  monster 
and th e y  have, a  c e r t a x n  bas. ic  p e r s o n a l i t y  w h ich^ is  a b s o l u t e l y  n e c e s s a r y  ■
i f  one i s  to run them c o r r e c t l y .  They a r e  proud, t i d y ,  c a u t i o u s ,  g r e e d y ,  
s e l f - d e f e n s i v e ,  e x t r e m e ly  c u r i o u s ,  and somev/hat nai.ve.*, Penhaps the  b e s t  
way to p e r s o n i f y  the D r i l g b ’ i s  to  r e l a t e  an encounter  v/i'.th 
l i v e s  on the  f i r s t  l e v e l  of  Prrenden dungeon, 
c a r e t a k e r .

b  a c t s  a s  a
one v/h.o 
s o r t  of  a
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A p a r t y  of  fo u r  f i g h t e r s ,  two mages, a  c l e r i c , a n h  a t h i e f  

en te r ed  on the  southBrn s t a i r c a s e  and proceeded northward np the  h a l l ,  
th e y  opened a door in  the  e a s t  v/all and en te r ed  an empty room w i th  one 
door i n  the  o pp o s i te  v/al l .  I t  opened in to  a  sm a l l  square  room v/ith a 
door in  the  south w a l l  and a. p uzz le  hor s i t t i n g  i n  the  c o rn e r .  The 
t h i e f  s tepped u p , . p i c l : e d  up the  hox, and began f i d d l i n g  v/ith i t .
Unnoticed hy him, t h e . r e s t  of the  p a r t y  l e f t  the  room, c l o s i n g  the  door 
behind them. BOOM!! Ihe hox exp loded ,  s p l a t t e r i n g  the  t h i e f  and h i s  goods 
(V.rhich in c lu d ed  umpteen rao la tovs)  a l l  over the  room. E ve ry th in g  caught  
f i r e ,  p roduc ing  c louds  of' t h i c h  b l a c k  n a u s e a t i n g  smoke.

Nov/, t h i s  d r i l g b ’ l i v e s  i n  a  burroA«/ on ly  ten  f e e t  from the  f i r s t  
door the p a r t y  had e n t e r e d ,  'ihiey were about to  open the  door and run 
f o r  i t  v/hen th ey  heard  a  loud and ang ry  "BRILCrB' PE.ITiGB*'h! ThiiU'ing 
f a s t s  th e y  found a  s e c r e t  door i n  the  south  v/all .  I t  opened in to  a  room 
f u l l  of g o b l i n s .  As th e y  rneleed v/ith the  g o b l in s  a, loud  c r a sh  
resounded a s  a  door i n  the  room behind them v/as smashed. Not t a k i n g  
t ime to  s e a rc h  the  e a s i l y  f e l l e d  tw erp s ,  the  a d v e n tu r e r s  e x i t e d  
through a l i k e l y  l o o k in g  door and A/ere happy to  f in d  them se lves  bac]: in  
the c o r r i d o r .  They r a n  f o r  the  s t a i r s .  A loud ''URIIGB''' came from up 
the h a l l .  Tip the  s t a i r s  th e y  r a n ,  and on th ey  ran  f o r  n e a r l y  a  thoi-'sand 
y a r d s .  Thej/ stopned f i n a l l 3/, p an t in g  f o r  b r e a th .

The d r i l g b '  appea red ,  f lo a t in . g  over t h e i r  h ead s .  ”E r i l g b ' ” i t  ■ 
bel lov/ed, p o in t in g  a t  a  f i g h t e r ' s  backpack .  The f i g h t e r  cov/ered back ,  
t e r r i f i e d  of the  s e e t h in g  c r u s t a c e a n .  "D r i lgb ' ' -  i t  h o l l e r e d ,  p o in t in g  
a t  a  mage' s pack.  .

■ ”vd have no va l i/ab le s"  l i e d  the  mage.
Again i t  h o l lE red  '‘'DRIl-GrB'" homing i n  on the  mage. A second f i g h t e r  
i jegan to  drav/ h i s  sword, but l i a s t i l y  r e tu r n e d  i t  to i t s  scabbard  a s  a 
huge b l a c k  eye tu rned  on i t s  s t a l k  and' survev/ed him.

" lo o k ” the  f i g h t e r  p le a d e d ,  " I 'm  a  poor man. I have "n-t a  fev/ 
s i l v e r  p i e c e s  to  me name".

The d r i l g b '  d id  a  f a s t  turn '  and i n q u i r e d  "D r i lgb " ?
"■/ell , I . . . o h ,  v/hat's the u s e " !  The f i g h t e r  produced a sm a l l  

pouch c o n t a in in g  a  hundred s i l v e r  p i e c e s .  The d r i l g b '  d e f t l y  removed 
the  pouch from, the  man's  hand and examined the  c o n te n t s .

I t  thanked him- "D/rilgh'^j and d e p a r t e d .
As the  d r i l g b '  f l o a t e d  back to  h i s  burrov/ the  c l e r i c  sm i led  

f a i n t l y  and touched the  s ack  of go ld  a.nd a fev/ gems openly  hang ing  
from h i s  b e l t .

"S i l l j ? '  b e a s t "  he sa id ,  a s  th e y  began riarch-ing back to  tov/n. 
8888d88CG88GCrKT8rbDOdkrnCSr.r88C8SnnOG8OP88r.Rr3d8aO8088G"^Gnr:n88n8n8R88R888

THE RING OE AGGREVATION- This  r i n g , a p p e a r s  to  be a  r a i t h r i l  and
plat inum, f i l i g r e e  
bvit i n  r e a l i t y  
d i s g u i s e d  bgv a 
on i t  A/ill not 
i s  d i s n e l l e d .

and em.eralds, 
sh a rd s  and 

r i n g  i s  put

studded v/ith diam.onds, r u b i e s ,  s a p p h i r e s  
I t  i-s a  loop  of pot i r o n  studded v/ith . g l a s s  
semi-perraan ized f a n t a sm a l  f o r c e .  Then the 
come o f f ,  hov/ever, i n  f i v e  minutes  the  f a n t a sm a l  fo rc e  
So the  w ea re r  i s  s t u c k  v/ith th i .s  ugljv p i e c e  of m eta l  

stubbomlvr c l i n g i n g  to  h i s  f i n g e r .  A f t e r  he has  washed a fev/ t im es  the 
r i n g  A/ill become r u s t y  and probablv/ giv/e him t e t a n u s  an i t ' a b r a d e s  h i s  
s k in .  The r i n g  of  a g g r e v a t io n  cannot be 
of c a n c e l l a t i o n  or a-. good b la c k sm i th  can 

This  i s  a  n i c e  one to  have s i t t . i n g

s p e l l s ,  but a  rod

of a room. Anybody v/ho pu ts  i t  on' d e s e rv e s  a  l i t t l e  
h a s t e  and g r e e d .

removed bjv 
u s u a l l y  do the job .  
a l l  by i t s e l f  in  the co rne r  

reward f o r  h i s .



ASWAG #1 PAGE ,3
COLLATION COIMENTS ON A&S 24

Lee Gold; Your m o n s te r s ’ s p e c i a l  d l i l i t i e s  c h a r t  may prove 
u s e f u l  th e  n ex t  t ime somebody wants to  t a k e  h ig h  l e v e l  c h a r a c t e r s  on mĵ ' 
f i r s t  l e v e l ,  .........................

IT a i l sm ash  © 2Do 
p lu s  6l)S po ison .

Nicol a i  Shapero ; Get t h i s ,  N ic o la i - -  
‘  1B i te  f o r  4D4, a  Horn v/hich

- fIL 6DS AC4 
does 1D8+1D12

m.an-sized 
damag-e

and SÔo magic r e s i s t a n c e .  Now f o r  the  good p a r t — 
i t  can a l s o  Magic J a r ,  Cold breahh ,  Peeb lem ind ,  S low, and POWER V/OKD.. 
KILL! Ill  You majr not have g ro s sed  oxxt c e r t a i n  e a s t - c o a s t  Dli 's,  but I  ■ 
(Who co n s id e r  m y se l f  to  be a  somewhat h ig h  v o l t a g e  v/es te rne r ) don’ t  
loiow v/hether to  AAARRRGGGHHHi : i or go b l i n d ,  I p r e f e r  monsters  
based on s c i e n c e  f i c t i o n  s t o r i e s . -  They tend to be im a g in a t iv e  and w e l l  
b a lan ced  i n  weal-messes, s t r e n g t h s , and m a g ic a l  powers.

I-Iilce G-underlpy; Be ing something of a s t i c k l e r  f o r  r e a l i s m  I 
p r a c t i c a l l y  h i t  m y s e l f  v/hen I r e a l i z e d  t h a t  not  one c h a r a c t e r  i n  Prrenden 
hag ev e r  had to  h a s s l e  w i th  a  v/hetstone. Thanks f o r  ment ion ing  them.!

Jpn P i c k e n s : Nice o ve rhau l  of the  I l l u s i o n i s t  c l a s s .
Dec k e r  Ifacjcln: AnsRogs have , a  tendency  to  overwhelm

the game whurii'K have on ly  seen  p r e v io u s l y  i n  three- c l a s s e s :  I d i o t s ,  
J e s t e r s ,  and W itches ’. A c a se  i n  p o in t— th e r e  i s  a  ve rv  inve 'x t iv e  
pla^xer i n  my campaign who has  t r i e d  to  pursuade me to  allov/ h i s  
c h a r a c t e r s  to make dia,monds, n i t r i c  a .c id ,  and dynamite  u s in g  f a i r l y  
s im p le  t e c h n iq u e s .  Any world  v/hich allov/s th e s e  v/ i l l  s u r e l y  have an 
i n d u s t r i a l  r e v o lu t i o n  w i th  the an a lo g s  a s  the  foremost  i n v e n t o r s .
Don’ t  g e t  me-v/rong; a  c h a r a c t e r  based on the  p l a y e r  who r im s him can 
a  l o t  of  fun ,  but on ly  so f a r  as  p h y s i c a l  a t t r i b u t e s  and p e r s o n a l i t y
No v/ay I 
s tu d e n t s

m go ing  to  l e t  the  
in, my campaign use

c h e m is t r y ,  p h y s i c s  and 
t h e i r  t e c h n i c a l  s k i l l .

e n g in e e r in g  C-rad.

oe
go,

Glenn Blacqw: Good e s s a 3î s on v/eaponry and your  k l u t z  f a c t o r
sys tem , ! Your  l o g i c  i s  good but Incomplete  concern ing  both 
t e c h n o lo g i c a l  abundance and the  emphasis  on d e x t e r i t y  f o r  magic u s e r s ,  
TechnologicaR i tem s  can become q u i t e  r a r e  when th e y  have been out of 
p roduc t ion  f o r  a  lon g  t im e .  Ever t r y  to  f in d  a  c i g a r e t t e  l i g h t e r  f o r  a  
’ 53 Packard?  The lo n g e r  something has  been out of p ro d u c t io n ,  the 
h a rd e r  i t  g e t s  to  f i n d .  In  Prrenden i t  i s  p o s s i b l e  to  f in d  
t e c h n o lo g i c a l  i t e m s ,  but th e y  a r e  a lw ays  r e l i c s  of an a n r i e n t  c i v i l i 
zat ion.^ To sa 3  ̂ the  l e a s t ,  th e y  a r e  fadri lousl i^  r a r e  and ex p en s iv e .  Would 
you b e l i e v e  100GP f o r  a  b a l l p o i n t  pen?/// I a g r e e  co m p le te l y  t h a t  a  
c h a r a c t e r  v/ith an 18 Dex and a 3 IQ shouid not  be a b l e  to  make i t  a s  a  
mage, but i t  j u s t  d o esn ’ t  seem r i g h t  to  me t h a t  two mages of equa l  
i n t e l l i g e n c e  should  r e a c h  a mexican s t a n d o f f  i n u n a g i c a l  combat i f  one 
has  a  3 Dex and the  o th e r  h as  a.n 18 Dex., The same problem a p p l i e s  to  - 
the  s p e l l  p o in t  sys tem  I ’ ve been .u s ing .  While p l a . y t e s t i n g  3/-'our sys tem ,
I go t  what might be the  r i g h t  f l a s h  of  i n s p i r a t i o n .  By u s in g  d e x t e r i t y  
a s  a  m o d i f i e r  of  the  chance f o r  double w iu t z ln g  fhot s im p ly  k l u t z i n g )  a 
s p e l l ,  i t  i s  'p o s s ib l e  to  make d e x t e r i t y  a  v e r y  u s e f u l  a t t r i b u t e  f o r  
a  s p e l l  c a s t e r  w i tho u t  t u r n in g  i t  ' in to  a  second prime r e q u i s i t e .  So f a r  
I  have g o t t e n  such good r e s u l t s  w i th  the  fo l lov/ing m o d i f i c a t io n  t h a t  
my s p e l l  p o in t  sys tem i s  l o s i n g  f a v o r .  Dex 3-^4 i s  to k l u t z  t w i c e ,  •
Dex 5-6-. ' i s  -i45Ho double k l u t z ,  Dex-7-8  i b  +2%, Dex C-12 i s  not m od i f ied ,  
•Dex 13-14 i s  -2Jo, Dex 15-16 i s  -41), and Dex 17-18 i s  l e s s  l i k e l y  to 
double k l u t z .  Note t h a t  t h e r e  i s  s t i l l  a  c o n s t a n t  55o chance of k l u t z i n g  
a  s p e l l  a f t e r  the  f i r s t  u s e .  Note a l s o ’ f h a t  t h i s  m o d i f i e r  i s  c o n s tan t  
and does not  compound f u r t h e r  a s  the  magic u s e r  goes uu l e v e l s .



ASWAC PA&E 4
P h i l i p McGregor; See my comments to  Glenn Blacow ahont 

t e c h n o lo g i c a l  i t e m s .  Some P rrendenese  t ime n a p s u l e s  w i l l  co n ta in  a 
few of  your  d e v i c e s .  Thanks. .

Chery l  P. L loyd;  I am u s in g  your  po t ion  c h a r t s ,  hut the  name 
g e n e r a t in g  one s t r i k e s  me as  a good example of l a n c i n g  a  w in d m i l l ;  why 
bo ther?  The dragon t a l e  in  Songs of C a i t l i n  was charming.

John S a p i en z a ; Mace of D i s ru p t io n  t yp e  powers a r e  not 
co m p le te l y  m'lssTng" Trom j^our weapons ta .h le .  An undead s l a y i n g  sword 
does a  h e l l u v a  job ./// By u s in g  d i f f e r e n t  d i c e  on your  t r e a s u r e  ch ax t s  
I have found t h a t  'the l i m i t a t i o n s  needed f o r  one as  opposed to  a  dozen 
or a  hundred o r e s '  t r e a s u r e  a r e  e a s i l y  in t ro d u ced .  Thanks much.

p a r o d ie s ?  
Sean C l e a r y

Blaise
so

Comments on Aĉ-_E 23

ICirk; Do you mean t h a t  you a c t u a l l y  d i s l i k e  B i l l ' s  ■ 
then you d i s a g r e e  w i th  Glenn Blacow,- P e t e r  C e r r a to ,

eggy Gemignani , Mike Gunderloy, Pau l  J aq i i a y s ,  Kay ■ jf
Samuel Konkin I I I ,  S tew a r t  L ev in ,  C hery l  P. Lloyd 
McGregor, A lex  M e ln ick ,  B i l l  P a l e y ,  Marl- 
Lew i/o lkoff ,  a s  a l l  of  them have p r a i s e d  
once i n  A-;E's 21 -25 .

B i l l  S e l igm an ;  Co^mt me in  on the  above l i s t :

o n e s ,
C h a r l i e  Luce,  P h i l i p  

Svranson, ' / i l l i a j i  ^ a y lo r ,  and 
TTr. S e l i g m a n ' s  v/ork a t  l e a s t

M k e  '"‘■underloy; Concerning P h y s i c s -  n i c e  t e c h n i c a l  work, but 
i t s  not my' iefea o f  ’fun. '/// That t a b l e  f o r  m od ify ing  a  c h a r a c t e r ' s  
c h a r a c t e r i s t i c s  reminds me of  a s i m i l a r  t a b l e  which I t r a s h e d  v/hen the  
number of weak mages and s tu p id  f i g h t e r s  go t  e x t r a v a g a n t .  The room

I 'm  go ing  to  have to  t r y  a few out .a c c o s s o r i e s  i n t e r e s t  me, fi^ough.
Wesley B^ I v e s ;  

loo k  a t  the ’ tfe’sc r ' ip t ' io i i  i n  
I t  d o e s n ' t  s a y  hov/ o f te n  a 
To tone t h i s  spe l l ,  down to  
mind to t r a n s f e r  from the  
n i n t h ' l e v e l ,  fou r  t im es  a

About ,iar
eu ough,

s p e l l - — I
I found

the magic 
and su re

mage can t r an c . f e r  
r e a s o n a b l e  s i z e  you might a l l o w  the 

j a r  to  a  v i c t i m ' s  body th r e e  t im es  a

from J a r  to

d ay a t  t e n th  l e v e l ,
l e v e l ,  e t c .  Many o th e r  p o s s i b i " ' i t i e s  p re s en t

Bruce Chubby M i l l e r  
*fhefe a re

f i v e  t im es  a 
th e m se lv e s .

took a  long  
a lo o p h o le ,  
random body, 

mage' s 
day a t

day a t  1 t t h

_____ _____  ̂ l i k e  yoixr approach to  puadraped
c h a r a c t e r  cTa7s"ses. There a r e  tho se  who d e c id e  thê r  ̂ l i k e  some b e a s t  and 
im m ed ia te ly  s t a r t  d e s i g n in g  a ch a . r a c te r  c l a s s  f o r  them. Oh v/el l ,  to 
each h i s  own./// Gremlins a r e  i n t e r e s t i n g , . but  I p r e f e r  to  have' D r i l g b s  
do the  f i d d l i n g  i n  P rrenden .  I f  anybody i n  m̂  ̂ campa ign . 'ge ts  i ip ' t o  20th 
l e v e l  I  w i l l  t r y  runn ing  Ashmen. They a r e  ■'■-drool, s l a v e r , chomp'/

}/ i l l i am  Ta.y l o r ; A ■nut th e  e x p l i s i o n  when a  p i . a y e r ' s  twro 
c h a r a c t e r ' s  'fry worlcing " to g e th e r . . .  I Donk l i k e  i t .  Much too S ev e r e .
Trj/' j u s t  zapp ing  the  h ig h e r  l e v e l  one. TGen a g a i n ,  t h e r e  a r e  t im es  
v;hen a  DM on ly  has  tv/o p l a 3n r s  on hand. I p r e f e r  to  l e t  them n m  two 
or t h r e e  c h a r a c t e r s  v/hen -bhis happens ./// Ibice d e v i c e  fo r  g e t t i n g  r i d  
of  t w i t  s l e e p e r s .  Try a  kobold v/earing a s p e l l  t u r n in g  r i n g  v/hich on ly  
w/orks when a  koh'old i s  wrearing i t .  B ig  d e a l  i f  the  c h a r a c t e r s  g e t  the  
r i n g ,
SOS.. .SOS. . .IJIYDAY. . .MAYDAY. . .VK;«yB STRUCK BOTTOM.. .SOS. . .SOS. . .MAYDAY-... 
T.A.YDAY. . .WE ARE BEGIUI'TIITG TO SEE LITTLE GREED' MRU RTfMT AROITTID TMTE s'lIIP. 
SOS. . .SO S . . .TI-IEY ARE LAYIHG OUT PIECES 0^ BADER AJTD '-■'OLLIUG BEIRD 
POLYHEDRAL OBJECTS. . .  SOS. . .  SOS. . .  THE OAPTAlN IS BEIHG EAT7F BT SOiF 
SORT OE I’JOHSTER OUR SE:b30.RS R.";PUSE DO AC/''"F-UjEGE THE' EKISTEHCE 0^ 

-.MAYD-AY... 'I'-AYDAY,



THE I-JEAKLY SAGE #2
by Eric Haines,. 212 N. Riding Dr., Moorestown, NJ 08057 (609)-23^-^^?8
who is now. wondering if his typesiwriter stencil setting works .’ For A.&E #26 •

I am. presently in fear of this stencil,̂  It's some newfangled kind that doesn't fol
low Lee's description, or even the description on the stencil bow itself. TishI I 
mean 'box' but can't figure out how tb correct this hell-born beastie. ■ How idiotic! 
Well, please .keep in mind this zlne lias a -k- vs. typos. Bno.ugh, excuses.

WEIGHTS & MEA.SURES
Recently (i.e, today) I came up with a convenient way of recording encumbrance. All 
you do is add the following to your character sheet form:

1 2 ' I 9" I variable 3" I
I I I I I r I I/I I T I I I I I I I I I I I I I I I I I I I I

1 1 1 1 1 1 1 1 1 1 2
1 2 3 4 5 6 7 8 9 0 1 2 3 ^ 5 6 7 8 9 0

2 2 2 2 2 2 2 2 2 3
1 2 3 4 5 6 7 8 9 0.

- movement rate 
w i e g h t —  -I

- hundreds of ■ GP- wt.

(N.B. a wieght is an obese undead). All jtou do is record weight, carried by marking 
off boxes for the hundreds and putting what's left under weight". The slash, ( _/ ) 
in the 8OO GP box means that 750 GP is the divl.ding line for speed, and 'variable’ . 
means that the cutoff point varies with strength (Personally, I vary the cutoff point 
with constitution, as the important factor in carrying weight is not if you can lift 
it or not, but is whether you have the staying power to hold â ctra weight.without , 
slowing down,). ■ -

So why vraste valuable character sheet space doing this? iWell, I-ve found-that 
players hate keeping track of weight, especially during play. This record, keeping 
form is simple and generall5'’ quick, as most large treasures have gold,and silver in 
lots of hundreds. The other advantage to this-system is that, a player*, can easily see 
how much gold or whatnot he can carry in a graphical way. _ . , , .

There is'a fast and dirty method of keeping track of weight if. you. don't x̂ ant 
as much detail, but just want to knox̂ r x-riien a: party's movement ..is slowed. , , Before an 
expedition starts, the DM totals' up the weights pr.es.ently carried by. each party mem
ber and calculates the maximum freight a party can carry without having to move at an 
encumbered rate. Then, . any time TJoighb is gained,/lost during the expedition the DM 
marks it down and informs the party when they're enpumbered,^^

■ Or you can , just ignore weight al-togeth.sr. and let that .party of thi*ee carry out 
that lOK silver piece treasure. Although this, x-jill. p.robably put a; lot of trusSmakers 
in your world out of v;ork,

' .̂-Dick Eney inspired trixia dept, ; After reading -..his ..excellent article on gold 
and weight in A&E #24 I decided to calculate the coin sizes of 1 oz, (troy) .Au/.A,g/Cu 
pieces, ]yy gold “piece is about the size of a U,S,. half-dollar, silver the ;size of a 
silver dollar. An ounce size copper piece is a little too large, so I have .I- ounce 
pieces about the size of anBrltish penpy (this lighter weight also'makes copper alia 
most worth picking up,),- I also roade some rough calcxolations .as to-hox̂  much room 
treasure takes up, I assumed the coins, would take up 75^ of .-the volume, A.ryway, I 
found'that they take up very little space: iOOO-GP take up the valxime of a cube of 
five Inches on a side, or a sphere of 6#" diameter, lOQOO GP take up a cube of^11" ■ 
on a side, or 1 3'|'" diameter, hy copper pieces xjIII take up ..a little more space than 
this, and silver will take up somex-rliat less than tivice this space.

LORDS OF VA.LETIA ' ,
Well, after more'than a year I have receivqd my:first turn.sheets for this PBM game. 
I'm (I mean"t^e" as Seven people, pitched.in. to:play, as. it.'s e:^ensiye) a^male warrior 
on the island of Tar-At. So now what? Well, we'll meat, tomorrow night for a’medii 
eval miniatures campaign and discuss it then. More next issue.



■Dape 2

Last week I called Lee about reserving space in and learnt that 1 had to
know how mapy pages 1 would submit (Oops, 1 hope that doesn’t sound mean’or angry.

syntax usually gets messed up when I'm typing from my head and not a hard copy). 
1 called 3 days later and found Ax&E #24 full upi Gads, two weeksJ If all succeed
ing A&E’s’ get filled that fast, 1,can see it now: zines in 4&E 34 saying "meant for 
A'«E 26", or "COMMENTS ON A&E 22". 1 hope that the whole reason A&E 24 filled so'
fast is that a lot of people in school have time to write now that was usually de
nied them by studies. Anyway, I'm adding to this paper inflation so onwards to 
something usefully useless.

GREYHAWK PIKERS
A few weeks ago 1 typed hP (accidept) a table with all relevant combfet info on it. 
5bing this got me interested in which is the best weapon for various purposes. I 
us‘e the "Alternative Combat System" in Greyhawk, or I should say "used to use", as 
my analysis of it has turned up some anomalies. For example, why in the x<rorld arry- 
|ne would use a pike under the Greyhawk system is beyond me. A pole arm is about 
fhe same length, does the same amount of damage, hits with the same or better prob
ability, and gets pluses for hitting a prone opponent, which a pike doesn't. I’m 
^ure many Swiss pikemen would be surprised by this revelation on the part of TSR.

Other weapons show up as next to useless for the average fighter, fesically, 
i|.f he has the room he should always use a 2-handed sword (there is one exception: 
if he's -1 or ^§S§ to hit an opponent and is 1st to 3rd level he should use a 
fGail)if he's hitting plate and shield). If he's the point man in a lO' corridor, 
he has quite a selection: Military pick, Morning Star, battle axe, sword, and ham-
iner are all useful, and I must commend TSR for balancing choices.infielow is a short 
analysis of these weapons (remember that this is according to TSR, and probably is 
not "realistic",^,

- Military Pick - very popular among low level fighters in a few worlds, the 
... mil. pick's only redeeming quality is its effectiveness against plate.

Fighters hitting with more than a +2 hit prob, should use a morning star,
Kthough.

- Morning Star - the best weapon for men sised opponents.
- Battle Axe - a gqod all around weapon.
- Sword - the best weapon for large opponents.
- Hammer - not that great a weapon, but can be thrown. For fighters with less 
• -> than a +3 hit, prob, this weapon better than a sword against plate (AC; 2

or 3).

The best weapon -for close fighting is still the sword (except for the hammer's spe
cial case.). For clerics, the flail and the hammer are his best weapons. The mace 
is basically useless.— the hammer does the same damage, is a tad better in hitting, 
and .-Gan, be thrown.

To sum up, the pike, mace, halberd, and hand axe are for the most part useless. 
At this point I should give my alternative Alternative Combat System, but I don't . 
have one as yet (Do I hear a vast sigh of relief?). Some possible solutions, are:

1.

2.
3.
4.
1.-

Change the probabilities. I have next to nil weapon knowledge so I don't 
have any suggestions.
Have a minimum dexterity or strength necessary to xise a xjeapon. I've seen 
one of these but don't have one. Help, aryone?
Use a special abilities table with plusses/minuses for certain weapons. 
Scrap ;the whole system and start again. Good for a closed universe.
Skip the whole thing and turn the page.
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O.Ki f after only two pages I figured out that I' ve been using the wrong margins, 
so, no, it's not Barry's fault. Goncening errors; in issue #23 in my first zine I 
left out a sqiiare root sign in ny Spell point potential formula. Put it over the 
"MU's Lvl - 2*sp Ivl + 2" part. Or don't. See if I care. Actually, I've decided 
against using this formula as higher level MU's get grosser and grosser— which is 
exactly the opposite as I had planned, I've changed to having spell point potential 
equal to fiJHtelligehctifaimes the square root of the MU's level, and there is no se- ' 
paration of spell levels. All the other rtiles will apply.

Hopefully I'll finish this issue before Origins, On second thought, hopefully 
not, so that I can write up a report. I should be playing in Bill Seligman's dun
geon, L'fa, on Sunday with Glenn BlaCow and others familiar u6 these pages. Last 
year at Origins I was able to play in only one dungeon, and that was a tCPrible ex
pedition. It was one of those scheduled D&D trips by TSR, and I think it was run 
by Arneson? not sure. Anyway, fifteen people in a group, about 6 df which actually 
got to partic:!y)ate'.' I was an 11th level mage, and our grouip was formed to explore 
the local irystrious ruins, which turned but to be a spaceship that had crashed in
to a meuntain. At first we wandered aimlessly around the first level, finding lots 
of dust but not much else. Oops, forgot; when we first entered we found an eleva
tor shaft (but no elevator). We sent a thief doxm it on levitation boots, and found 
the second floor normal looking, but the third was a garden-park area.

The party was transfered to this level by rope, and we set out, .We ran into a 
sea monster while crossing a bridge.■ I tried out iry cold wahd, but the thing was 
something like- 80^90^ magic resistant. The thief (who was 'later voted most origi
nal in our group) put on his boots and attacked. I believe the beastie finally left 
to digest the hobbit it swallowed. We quickly crossed the hridge, found some stepis' 
down into a room with some scuba gear in it, but passed thia up and continued on.
We gave wide berth to a shambling mound and proceeded towards a door.

On the other side of which we founi a mind flayer in the piddle of a swimming- 
pool. It is 90^ magical resistant (of course. During this expedition not a single 
spell was useful.), so'the thief and a fighter swam out towards.it. The fighter was 
stunned by- a mind blast, so the thief stopped and saved him. I think the MF was 
finally done in by missile fire,

! When this happened, Arneson (7) closed his notebook and said, "The ghmefe over.
You won!" No one saved vs. confusion, so we all stood around for 1-6 melee turns/
"No, really! I'm not kidding! That was the ruler of the spaceship." and he went on 
to tell uS the history of the ship, and said this explained how Mind Flayei^ came to 
Earth,' ■ And hie Was going to highly recommend our group for the prize (which we lost 
to-a'group which wandered around collecting information, and that didn't even meet 
up with the^Mind Flayer, As it was, we still had if hours left in which to play, but 
it is- just 'as well We didn't. I was bored and was considering trying to kill the rest 
of the party. Which would have been justifiable, as there was a note on my sheet 
saying that I had a secret mission to collect as much magic and information as I could 
without being discovered,),

ORlGIî iS II '
It's been 3 weeks since I went. I'm too lazy to write about it, but I'll go over a 
:^W points of intergst. Friday Kask attacked material published without official 
aproval from the great god TSR. Saturday I went to the fantasy gaming seminar, Where 
Dave Arneson ('oh, yes. Dave Arneson wasn't the DM I had last year. It was Kuntz.) 
stressed consistency and cprapleteness for a good world, Lin Carter talked about dif
ferent types of government not normally seen in D&D games (theocracies, matriarchies, 
anarchies, etc,), the designer of B&Burrows talked of different magic systems and 
Ways of awarding experience (experience -to clerics for proselytizing, to magic \isers 
for gaining knowledge, etc.), and Ed Simbalist (of Fantasy Gâirles) talked Of a new; 
game soon to be released called "Chivalry & Sorcery" that had almost all the ideas



'■'tWt''the'B&B ereator had just talked about. -In the afternoon I played in Howard Mahi- 
ler's ''first-and-last-tiitie-opened-world". Hopefully Glenn Blacow or one of the ’Cer-'f 
rato brothers will write up this expedition 'ip such'a, way that it won't sound give, • 
away. I was a 7th (?) level lawful cleric (for once', not named "Er.ib'the Cleric", a^' 
he was a loan from Howard.) who didn't get to do much (l threw one Spell) but dii 
■ get-2S', 1 25 gold (What can I say? We were lucky; If it wasn't for G|-ph|i's' gypsy- 
thiefwe'd have all been dead, ). /That night T watched'an expeH^itioh illto Gle.nn's' 
dungeon, Edwyr, which waS' marned by loss of temper by a few of the player^ (dub tb' 
loss of sleep), and w4il probably, be best remembered for Howard Mahler calling Glenn 
Blacow'a Monty Hall DM, The high" point of the convention was the trip into .Howard,'f 
"Magnificent 7" dungeon (')î th level types to the, "7th level) Sunday afternoon at V 
Bill Seligman's. Let's see, nows Lew Wolkoff's'friend's Ranger dies, , then Sapien- 
"za's Cleric. V/e hole up in, .a room. _ A■!:'tacked..again,;^,.dwar.f dies (our last,-fightep 
(wp Should have' had more)), and everyone is' dyerrun, ' Seligman's .friend's., MlJ .dfes, 
theh''t)an Bierson's (who was a little upset to vrake up .from .a .pap to .findthirnseif..'; 
deid,), but we '.finally prevail. We=Seligman's thief and Wolko.ff’.s_ cleric left alive. 
They carry out the ranger (he's worth points). Mahleir suras everything lip, and we. j 
find we are the worst group to ever go in. , iAfter futile attempts , to bribe Mahler,.-we'' 
leave, ' . . ‘

A.RDUIK1 GRmoip:-
Back in A.&E 2̂ 1"Dave Hargrave asks .for specific Criticism, of his Ardiiin' Gpimoire, I 
like much'pf‘'iti But some ''6.f it is random, and sotae of it'useless. . $10 is a bit high 
at first' glahce'j but.'it is 100 pages long, and is worth'morein . useable ideas than. 
Blacksnbre, Blbitch Wizz, and GDH combined. . '' V',.'...',

First the bad. No;'I shouldn't say that. In general,''-fehe'rules presented in 
a .few sections-are useful'for high level campaigns only (i.e. a ’liist for 25 known 
types- ef prismatic walls, a list of the 21 planes of hell (3 of'which humahs can 
brea'th the atmosphere for more than a week without dying)). A few sections are Panyr 
dom'(i.ef a random fog list with a lot of clever effects and suqh,'but 'Which makep ' 
it impossibie to figure out what a fog will do without testing.it but, and. a random 
trap chart with quite a few insta-kills (pits with emerald ooze, 7' .deep_"acid, 1000? 
drop, miechanical grinder, molten lava, quicklime; ceilings with disintighate ray, 
hydralic roof which smashes everything, li.fe draining ray,).} ,

However, the biggest complaint I have is very subjective. Many of' the'''char'ts ̂ 
are so much clutter. Admittedly, some of the charts I think are useless Will be,/|’ 
use.ful-to'others . ' But how often ■will"I use the escape table? The Sa-ving 'Roll''ta&e 
is interesting, ' but I see this as a'case of'playability vs. real(?)ism.'," and^playafi 
bility wins-by ten leng'fchs'. Referring to a table that cross indexes mcinster..type . .. 
'-vs. - speil'thrown'is a''gfeat idea,'-but"!' have enough trouble finding ity- d-ungeon,.'let 
alone rag charts. Same argument against detect abilities chart.

' Errors (mb'fe 'or less)? Mistake ’to have damage of a .fireball Riyided 'by the'n 
number of beings hit by the spell, for reasons already gone over in feiii!ii0EnA(SEs.
The weapon attack chart needs some revision. handed battle-axe is always equal 
to or better than a gwhrdsword, etc. I'll send a list. The brawl chart looks good, 
but would be better with what attacks cannot be used with what defenses. 'Under thê  
monsteb listings you should include ^ in lair, not liar. I'll'admit tb at first be.; 
ing confused'by the mo®s ter list chart cbliimn in vol. 2 that-said in liar", but' 
can't':imagine how this typo got compounded so. Some of the demons listed'have no ■' 
Stats. I'll stay-.away.'from other items and just say "as you like it",
... ,Anywell, that's about all' I can say bad about the AG. I would'recommend the"'̂
AG to anyone,who desires more variation or complexity in his game, especially high 
level campaigns. Just about everyone will find something they will want to use. If 
you: were rich enough to buy GDH, yoUff*e rich enough to buy AG. Also,'"buy now, before 
TSR sues (rumor #1 3 1 ). ■' ■ ■■'"■ ' • .. .
plugs' D; Hargrave, 5^11 Carl A.ve.,, .Rich.mond, -CA. '9̂ 804 '' C/?//!



THE LAST OF THE LOST MASK final edition
1/Vriften by Stewart Levin who has MOVED to this address: '
2 7 2 9  4th Street South, Apt, Petersburg FLA, 33705. But
as '6f September the 6th, 1977 ivill take residence at:
1 3 2 0 1  Clayton Rd, ̂ St, Louis, Mo,., 6 3 1 3 I.

QUITTING -NOTICE

As o f  today, August the third, 1977 the poriodical'known as •
THE LOST IvIASK.will FADE FOREVER FROM THE .HALLOWED̂  PAGES OF A&E.
(Luce, Shaw, stop clapping) There ma y  be'..periodic relaspes but 
no continuous zine. There might be articles appearing to upgrade 
tho quality of such zines ad THE LORDS OF CH A O S , THE' DRAGON &  the 
QQG though*

Adventures of Alan cont,
’’Here I am, deep'in Lord Earfarl's keep and I am beirig slowed 

down by. this ,turkey'!'".thought. Alan as for the fourteenth t i m e _he" 
belted the cleric Hmml.y into-silence to stop his childish cr^n.ng,

. "It was only a boho'lder,'" hissed Alan, "Why did you have to 
scream!"

"B5i<B-B-.BUt is was so. menacing and ugly, "blubbered the cleric,
"We^ 11^be'lucky if yoTir scream didn^t awake the whole castle!

Novr keep quiet, or y o u ’ll never rescue your sweetheart, ordered
The cleric sniffed and agreed, while vrondering vjhet.'or who he 

wa.s more afraid of, .Lord Earlfarl or Alan, As the twain crept 
through the labrinith halls of the keep, looking for the clerics 
sweetheart that, had been.abducted'by E arfarl’s mercenaries.

Then Alan whispeiied to Hmmly, "Got to , the'door. Now help me
left this bar------Uhhh!-----Come on Hmmly h e a v e !" With a clank the
bar swung to. ;the side of the portal. Alan entered., the room and 
■ saw tv;o figures struggling one that obviously the.,Lord Earlfarl ■ 
and the other was the clerics sweetheart! '

This caused the normallj^ timid Hmmly to uttrr a shriek of rage, 
akin fto tfhd mighty roar of a wotlnded rabbit and to .chargq the Lord 
Earfarl(he saw that Barfarl-was unarmed)v/ith his mace high, but w'hen 
the- Lord produced a longsword from behind the bod, Hmmly tried to ' 
bhift to reverse, failed,and'tripned oFer a fold in the rug and fell, 
hitting fek his head on a cornerpost of the bed^ thereby knocking 
hiradelf out.

Both Earfarl anc.i Alan were astonished by the - cleric's' fall so rbri-. 
that niether moved for a second, then Alan sighed, drev.r 'his sword 
and went to do battle vrith the duke. Swords clashed ■ back and forth 
till Alar^ flipped his sword under the other's guard an d,flicked the 
Lord's sv^rd out the open vdndovr. Lord Barfarl also went'through the 

„v/indow and climbed dovrn a tree-leading into ^is courtyard, calling 
for his guard,

Alan found tho girl bathing the cleric's, head which had been cut 
by the bedpost, Hmmly g r o a n e d , l o t  the blood, and saidj"Ahh, I 
am mortally w^ounded m y  friend, 1 go to the last ■ roundup,the happy 
hunting ground, the,,.,".

"Shut up you pile of dog.escreraentl" interrupted Alan," It 
is only a scratch and'ifvyou d o n ’t get a move on, I'll..,*.’

Alan himself was-interrupted by Hmmly, v/ho said, d» W h y  you're 
x t ^  right! Now'that I have gotten rid of that scoundrel Earfarl 
'his just deserts, I must get Grrl to safety," this having been ,, 
aald Hmmly ■ grabbed his.mace and led k±s: Crrl out'of the-room into 
the hallway, Alan groaned, muttering to himself, " W h y  me all the 
time?" And followed them.
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Some tima later, v;hile Alan wad reading th^iraap drara by-.Hinmiy, he 
chuckled and for once alloKed himself'a'smile and s a i d / "  VJell ' 
friends here is the door that will lead us right out pf this castle!" 
Confxcl6ntXy ho wGnt to tho door* 3,nd oponod it r6VQ8,ling» * * b, Irii.r'go 
inner courtyard surrounded by-a balcony.

_ „ -Alan.turned to Hmmly^.his face contorted with rage, when from 
deep within/the gongs sounded, followed by the hurried patiter of feet 
followed by the. chink of chainrnail as tv;o sqauds of men converged upon 
,the KKMkyxxii courtyard. • , . - •

Cursing^Alan and the rest headed for the -balcony arid gained it 
only a few seconds before the an-ows struck the lattioev/ork. The
fusilade kept up for a fev-r moments but none were hit and then it stopped.

""Gh-Oh, there sending in the second string, "mutteri'ed Alan, "
OK Hmmly, we are gonna take, them right?"

Hmmly made.no sound for he had fainted.
Alan said, "Oh shhhhhh..."While he turned to kfex Crri only to 

find that Scksy she also had f a i n t e d . i t  I "finished Alart as he turn
ed to the mercenaries -that vrere rushing up the stairs. Quickly he 
looked around and seeing noexit from the balcony except.dovm he 

^.unsheathed his sword'Stell and attacked. A- flurry of svrords m t h  the 
first-three men.proved Alan the-victor and t h e .fourth man found his 
' way'towthe. bottom the hard way, tlirough the latticev^ork. Alan -laughed 
once then waded i n , ., .V-Jhen. the number of men ki l l e d ' reached ten^j • the 
mercenaries begahe to falter, when -the number hit IS^ a few-iDegan to 
run but were-'held in check by th-'ir commander. ’ when the number reached 
27/the commander seeing that Alan had reduced half his force .came for
ward himself t o ’take this v.rorthy apponeht. Alan truly weary said to 
his' sword by a'-raental 'command or rather, a plea, "Take him Sfell,"

Then Stell leaped from A l a n ’s hand and engaged the apnroachlng 
commander by itself T .Weaving-a nfet of Steel around its onponet-the 
com.mander held his own for a fevf mini'tas. but then with the knowlege 
of his fate, as the svrord Stell gave, the: co-mnander, his fatal- blow, the 
commanded turned to Alan, saluted once then died.,.'thelife fading-from 
his eyes. As'ohe the''rest of the -companies' of men fled percieving 
Alan to be’-a great demon of some:', sort.

All but the, archers, they began showering the upper balcony so 
that it began -fco look like'''a cabhus, Alan retreetedbehind the ’lettice- 
work and despar^ed,. how could: he get to the gate m t h  all these afcher.« 
firering upon him? ^

Sud(.le.nly a voice in his'head began to'speak, calm, it cu-fc 
through his frenzied thoughts and,it was Stell!

"Listen Alan,"it ,said., "Listen to what I, have to say."

" I ’m*am keeping the. archers busy-with an illuc^ion 
yourself flying above them, they are .brave but are so afraid-oJ me 
that (Did Alan detedt' a note of pride and even humor _ In^ that-miiid-voice) 
?)that they will not attempt to bother the;balcony. This is all 

that I can" help you f o r . you must use your, equiptment.and your wits and
may- GORTIi’have mercy on your', soul." ’ -. _ V  , . „

"Great advise." muttered Alan; "Use m y  eqniptment and my 'V'a.ts. 
Peering though the lattice he indeed saw the :.illusi6n that. Stell had 
spoken^of' and then -he got -an i'd'ea. - He .moved back and t r i e s  .bainlv to 
rouse h i s ■fainted'friends. No luck, they simply wound not wake up!

' He 'ccuidn’t-be bothered’with..their .bodies; he needed to-be ffee'i.--^So 
h e ’ thought’and thought and thought and thought and t h e n ’said,.’I get 
it iSll use'this portable dingus that I got off that wizard." .SO 
saying .hhis he reached into ”his ,b.ack and; drew forth a s h i m m e r i n g  ,.
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round, h*le : #f lilackness that seeded t» have a feeling *f depth.
Into thi's ,h*le of blackness Alan thrust the bodies of the 

cleric and his -girlfriend, Alan suspected some dire enchantment 
kept them this, way,

' ..He' then pu.t upon his hand., the ring of Absolute Concealment, 
t h e . wearer tf. such w i l l ‘not be detected l>y sight or sound, Alan 

then made his wa y  to the front gateanly to'see stationed there four 
Hell hounds of .the Mountainous breed, who, it v/as. ..rumored, could ' 

smeil a man #ut from a drop of' his blood, evep thojugh ■ that m a n  
be many miles avray. Realizing that he was outclassed, Alan left 
4 '̂ % - - ' in a little used guest room and there he
liberated his frienws. As he opendd the h*le again, alan was unsure 
if his friends were still alitd, but his thought was ansvTered T*y 
the 1?!#ices that came #ut of the pit.

■ _^have died and must atone, for my sins, but neverfear brave 
Cfrl, I will fight- even Satan .himself to protect you. I will 
take him byhis horns and his forked tail and'tvast them around...” , 
Upon seeing Alan,Hmmly gasped, shrieked once, then curled up into 
a ball. Alan seeipg this, chuckled, but sta.rted cursing v-hen a 
pounding on the door started. .. ActiinJ ouickly Alan dumped Hmm|y 
and Crrl out of the' hole and put it in front of the door, then 
drawing Stell he yelled,”Come and get me you S.O.B^s-1— unless you 
are chicken I” The pounding on the door continued with redoubled 

fury, then turned to crashes' as axes were used 'to chop the door 
down.

The door collasped inwARD and three fighting men followed 
the door into, the pit, the fourth fightdr, seeing that he was 
outnumbered, turned and ran, but feil later with an arrow in his heart, 
Alan, wonderirg v-rho iad fired the arr,ow looked-jub side the door.
He,'..saw: S9 ..guardsmen, 5 hell hounds 12. dgers, a Nickolal Shapero
(distinguished from the western variety-by two left feetj the western 
variety* of Nicolai Shaperoettice is much worse and throws a bore 
spell.) lk''ro superheroa, a sftuad of archers (and a nartrige in a Pear 
tree triought Alan)

”Alan! We know that you, are in. there, come out and we vd.ll
give you safe conduct but you must , hand over the girl!” shouted.a 

voice from the group,
”1^11 see you roast in hell before I do that!” shputed.Alan,

)!e then cloa-sed up the portable hole, dooming the three men inside 
to.suffocation, Ilan asked Hmmly, ”You got any spells that will 

■ get I'id of this- bunch?” ..
”Only one that wa s  used to scanc 'children,”
’’Gr e a t ” ' . . .  --I ^
’’Should I u s e  it ? ” ...
” Sure, go ahead, its really going to affect th e m . ” „...
The cleric began conjuring, ”0 most holy (in the he-̂ .d) S e l i ^ a n  

who I amasking for this boon(chant,ch a n t ), OM-Panny-Annv-Titan.
Alan woke up a few hours later and vievjed the shambles oi 

the hall and vrhat fevr scraps th'^t was- left »».f the enemy,
”What happened?” he asked Hmmly.
’’That v-ras the spell that was used to. frighten ...”
’’Alan interrupted,”V!hat kind, of children?” - :
’’Titan.” replied Hmmly. . , .  ̂ .

They rnde ‘bheit' way fetut of* the castle (new in m i n s )  and
Alan picked up his reward arxl .left' into the east to s e e k -some new 
adventure.
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NOW FOR SOME MATERIAL OUT OF AND DIVFS I
■6 '

BILL; S E L I G M N -  You sir, have moved' andrdid i^ot gsenc]̂  me a 
forwarding address;also the nev.r addres'e on your l;ast''column ' 
was blurred in my copy so I am producing the matiri-al in A&E. 
■Please send me your new address,

K a y -J0NES- If what.Bill and I have worked out is true, there 
will not, repeat NOT be any romantic interest or liason(as you 
seem' to think) The main action for the woman in it is to get the 
men to run in^ their dungeon or the men to run the women in their ' 
dungeon I ** r ' s , PAX I

Songs
0

Title- THE OLDEST ESTABLISHED

. 'C

'. The playboy resort wants a grand 
But' w e  ain'-t- got 'a' grand on" hand
:■ ' O And. they now have a lock on the door of the basement of Horacul- 
"ter Hall! „ ^  ■. o ■ ’ •

There's the s t o c k r o d m ;behind Gygax's bar 
But Mrs,- Gygax aint a'^gfiod £3COut; \ ..

And things, being as the'" are, the back of THE DIJNGEON out I

So the Playho'y Resort i s '-the" s p o t , : ■
But the one thousand die S's V7e ain't got.-;

.(Enter a crowd of gamers, who see Stewart and they |:o into':)

W h y  its good.ale reliable Stewart, Stewart, Stewart, Stewart 
'levin! If you're-looking ff.r action, he'll furnish a spot. Even 
when the heat is on its never "too hot, NOT for good ole reliable 
Stewart, for its always just a short walk;' To the Oldest Established 
^ermament,Floating Gamboling game ih LAlce Geneva.

. T
There are vrell-heeled players everyi'-^here, ever3rwhere, there

are well-heeled shooters everywherec
: And an avrful lot of lettuce'?or the fellow who can get. us...
"...there...,- - . : •*ft.'

If we only had a lopsy little , ^ a n d , v;e could be a millioriaie!

That's good ole reliable Stewart,^ Stewart, Stewart, Stuart 
Levin. I.f the level of your characters you want^-feo increase, he'll 
arrange, that they will die in quiet and p e a c e . . .in.-a Hideou-t 
provided by Stewart, where there are no-'editors_to squawk, it's the 
Oldest Established ,■-1 Permament, Floating,' Gamboling game in Lake
fgeneva. , ‘ *5
WHERE'S THE ACTION! " w

WH'ERE'S THE GAME! , - : . .

Gotta have the game or we'll die from shame,... .. ..

(Slowly) ' ■ ■
It's the Oldest Established,Permament, FLOATING-gambolinp- 

game in Lake GENEVA! .

end of the song



ijxji'j

S ue me

You promised me this
]fou promised me that -i--
You promised me everything under the sun
But you give an escuse and you're grabbing your dice
and y o u ’re off to the Cons agaiUo '
When I think of the time bone by., (Kay, Kay)

. and the way I tiy (Kaj'-), I could hones-cly typo! .

Call a magistrite and sue me, sue me, what can vou do me,
Y o u ’ll play sooiio .
Use your wand and freeze me, freeze me, go ahead and freeze me. 
Y o u ’ll p l a y  soon. ,

The best months of A&E 1 wasted waiting for 3?'ou„,,

a l r e a d y ’ I ’m  jugt a chaotic! Alright already, i t ’s true, so new.. So i^ieoze me, irdt^ze me, can yod do me y o u '11 play soon.

But, you're gamboling here
Y o u ’re gamboling there 't
Y o u ’re gamboling in every dungeon, i 
all except mine, r
And I ’m  sick of  ̂ tiy characters'%ip in th^i air,

Till Y o u ’re back in the morning a g a i n o '
When I think of tne time gone-by,(Kay,Kay) ■ .
.When. I.-think of the way I try, (kay) r.’Y
I could honestly typql' .

Do 3:. spell and stone me,stone me, what can you do me, Y o u ’ll play 
SOOhe ' '
Write a Jiine and blast me,blast me, what can you, do me, Y o u ’ll 
play sooHo

When Blacow catches iip to 3’’ou, d o n ’t look to me to help you out,

, ;nALRIQHT ALREADY, - s o , call a policem.an. Alright already, its true so k  
nevj so freeze me. freeze me, what can you do me, Y o u ’ll play soon!

/><1
fga n Y o u ’re at at again, Wie gamboling game^ m y  characters will not 

p la y  second fiddle to that, I ’M  sick and I ’m  tired of stalling' p o u n d  
I ’m  telling you now 'tloat y o u ’re though.— — ® i e n  I think of the issues 
gone .by and the way I try, I COULD HONESTLY T Y P O ! ! ’’! (Kay)'
BLAST ME,BLAST, shoot arrows though me, y o u (11 play soon.
>lt :{t >1; 5|t 5k 5k 5k 5k >k >k sk 5k 5k 5|t sk 5i< sk
The preceeding songs were copied from a record(33) and. run at a speed 
of l6  to capture and bring them to you. Comments will be gratefully 
acepted as I will still be taking this zine. (A&E) A n y p h o p a n  do 
better will kindljysend a cop 3̂ to me and bill, anr^ publish it in 
A&E s i l ’vous plait! I did make some mistakes but I am out of cor- 
flu so if I get some before it get-ss out^o. Corrections are ad follows 
time should be changed to issues aome of adelaide's s-peeches..

f M s o  )fcu c o u M  ( i ^ C

î '̂ e q Pri^jpee
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PARTING GOi-ii,i:NTS ON AfcE #24 ..’■

DICK CNGY- GREAT COVER!!! ' ■ \ V

LEE GOLD-Nice to  have been w i th  you t h i s  lo n g ,  thanx  fo r  the good 
monster a b i l i t i e s , Boy w i l l  my p laye r ’ s be' s u r p r i s e d  I

JAY SAYLOR"A l e s s o n  in  h u i 'n i l i t y  i s  hard to  l e a r n  i s n ' t  i t ? '  Jakoo a r e  
g r e a t

AY JONES/NICOLAI iiHAPilRO Ta lk  about  zany a c t i o n s !  I  met a  f r i e n d  of
whos name is Kieth and lives in CleariArater FLA and m y  brother

CURSE THIS TYPEl/i'RITER I!! ! As I was saying, and I were invited to play 
in a local DM's dungeon. These players are the overly cautious.type 
so v/-hen they took over a half an hour real time to investigate 
a corridor and they sent m y  jscharacter Karn 2nd level FPI (good: in a 
fight but not too wise and has lots of chutzpah) dovm it tied to a scdope# ViJell I cut the rope and lSTrTi"ut a scream and finally got some
^gtion!,; The party judged me insane after I told thdm about a non-
■existarit Scarabe of Insani-'-y  ̂ 3ELIVED IT! .So they tied me up
and I cut myself loose v.;ith some dagf^ars I had hidden in m y  boot and 

then proceeded to scare the party out of the dungeon with noise=^. and 
sc r e a m s ! I v^as helped by the appearance of a Minotaur and vras round

ing out the rout when joineo by a fevr trolls at the enterance/exit 
of the dungeon, so now t h e . party is caught between trolls and a ,
minotaur and 18m sitting back and enjoying it all. Oh---- by the'vray,
Karn is a chaotic,
SCOTT NORTON P A Y U P I I I I !
______ You o w e nicolai 3^,50 and me you owe an adventure 'writeup !'!!!
Lew Viiolkoff- Coops I The claw does IDIO plus strength bonus damage, 
■:'!.:hipsclavr, monsters are already been called "The Arm of the Oger"
On your Appolonian priests the spells are lacking duration othervxise 
fine.
KEN PICK -Some more adventure write-ups PLEASE!
Guardians behng killed I H ORRORS!
LARRY -STEHLE-'  ̂ Bill Bleuel could takesome hints from Karri. (See con’''’.ent 
to Kay Jones/Shapero 0
JON PICKENS" Illusionist class usable but Prismatic \'all at 7th level 

y-NO! NO!' NO!' NO!, NOl NO! NO! NO! NO! NO! NO! NO! NO! NO!
And what about ep levels^(Experience!)
. GLENN 'BLACOW-If possible , I am still avraiting for your promised 
' letter sinc’e May 1977o (40 yrs later— -I got it!) The letter at 
last note was written but not sent ;it was about 3̂ our magic sys-tern! 
oops ! jtist read on there it is!'Sorry, As WHIPSCLAV'S now, I digress 
a whip in the hands of a master is very good against someone^in 
plate! It can drag,a person off his saddle, knock him off his.feet,
entwine’ and grab his weapon--- the, lists are endless!. Agreed it
couldn't do him damage but it can pretty well keep him helpless....so 
the claw can behead' him! , . ' . ^
‘ Ca r y  m a r t i n - I recieved a piece of hate mail,(l think it was that, I 
couldn't find the in s u l t )concerning you and right, now I am apolog
ising to you-— Poor Devil! Anyone who plays D & D , like you,cio should 
be. humored in their— ahh, shall we say eccentric behavior?
PHILLIP MC GREGQR- I n t e r e s t i n g  World s e tup  t h a t ,  
ad v en tu re s  beiftg V rr i t ten  up,
CHERYL P, L lo yd - some t h in g  i n  your column was good 
l a s t  h a i r i ' o f  yo'ur z i n e  f o r  i t .

How aboixt some

I  butchered  the



Lffi 7
‘J"

ROB'ilRT HOLLANDER™Get out  of the salmon anr’ i n to  the duneeon ok? 
UTfflI'5 "FETTUS"^  'B'omething i s  wrong w i th  your c a l c u l a t i o n s

1 tu rn = l  min; 
1 1 1 = 1 0  ya rds

1 mi!Le=1427 y a rd s  '
3 6 " -speed  o f  s e l e c t e d  dragon

3 6 0 yd/min ~ ;speed ̂ of d r a g o n . 
Z 6Q mi n = 1 hour ■ ,r
21,600 yards per hour ,

1,427/21600
1 5 . 1 3 6 6 5  m i l e s / h r .

' The 
had .̂your

speed sys tem  fo r  D?;.D i s  s t i l l  wrong/crocked/wedged but you 
f i g u r e s  wrongc- Fo l low ing  s i m i l a r  l i n e s  a human a s  you

of
10

d e t a i l e d  l a s t  is '^ue would have ' 'a  s 
Maybe ■you were u s in g  the  tu rn  th in g  as  
min, ^-
MARK SWANSON- Great Gorp! Un less  I  miss  
K ev in ’ s monsters  have i n t e l l i g e n c e s  o f  1^

XiX 7 .1 3 5 " .  Not' 133" .  
■mimites i n s t e a d  of  one

dungeon. Both of \jhich .T d o u b t l  
p l a y ,  i n  Kevin ’ s  dungeon,," Kevin;, 
a r e a  from ,Sept.-F lay when T move'

. l i k e . t o : p l a y  i n  your dungeon and 
Mik e . Gund e r  1 a Thanx for- moldmen and 
men h.qve a: chance- of g i v i n r  ■ the  person
D ared ev i l s  a r e  good-----w e i rd ,  but good,
THE ONE TRUE DAY —Reminds me o f  t h e ■time I  had

fo r  a  moment'

my guess  e i t h e r  a l l  ■' 
or he has a  s u p e r - k i l l  

I t  seems’, t h a t  I' have got tO; - 
i f  you w i l l  b d ' i n  the  S t .  Louis 
able t h e r e  S e p t i  '6 th .  I  -wduld 
see' and decid.%’'"for m y s e l f . ,

Komodos' but ,-  s h o u ld ’ n t  mold 
hib i  mold type  o f  d i e s e a s e ?

to  throw out some

pppppppppppp? n  T!!I!?1!!T!It!
ga rbage  fo r 'm y  paren ts -—excuse  me 
RRRRRRRRRRRIIIIIIIPPPPPPPPPPi 
Novj,. I  -got t h a t  p i e c e  of ga rbage  out I '
Kay JONES'™. Thanx f o r  th e  1'laiids-vStaves and rod t a b l e !
WUNDERBARM 
JOHN T SAPIENZA-:- 99 pa ges  

'VERY-I'lUCH I ! Al:
of u s e f u l  in fo rm a t io n  and i t s  a l l  mine !  

50 thanx  go' to Regina Cohen fo r  he rTHANK YOU
s p e c i a l  m i s s i e s  t a b l e !  
b i l l  SYBE- ’ Hi ' b i l l ,  wondersd v l ia t 'h apuened  tO' y o u , , can^you send me 
a l e t t e r  about  i t , '  e s p e c i a l l y  abou t- those -phone  c a l l s ! T e l l  
your  p a l  Mark-'Jones t h a t  I  am - l io ld in g ,| 4o 2 i  from h i s  . 'account in the 
campain j  i f  he u-faiits i t  b ack , - 'he 'm ust  "wi-ite me M ! P lease '-nub .ybur 
ghos ts .^  My b ro th e r  S t e v e 'w a n t s  to  knowr how many eps does 'pne-'^et 

■for knock'ing o f f  Sauron(Remiember GenCon?, Remember the R h i r i e . . . ) .  
SANDY- McIntosh -  FANTASTIC COVER ' on C learEther^  'Hov-r about an 
concep t ion  o f  a Demon F i g h t e r ?
CLEAR ETHER Mr, Konkin, I  do -note -that Glehh rfiade a comment 

'about your l a s t  i s s u e  and you h aven ’ t  ariswrered i t  y e t — something 
."about how you u-?sre moaning abd-iit copyvTrites and how you a r e  y ’ 
demanding r e c o g n i t i o n  o f  ydur own ’'co-py'Write'M, Any ..comments? ,

■ ABCDEFGHI JKLMNOPQRS TUV wXTZ1234567B910abcdefghi jklrflnopqrstuvwucyz 
; So ends a year of writing in A&E.' 'I might be back and I 

■ might -not „ (Stop cheering) Any of y o u 'who m a y  b^ve notised some'
-■ -- - .....— -wi-ell, you w o n ’t believeo v e r l y  c av i s t i c  comments i n  t h i s  ‘t h i n g ,■ 

t h i s , b u t ,  I  ran  out of  s tam ps !
Goodby and Ghod Bless  
your t r a v l e s ,

,-j j,' -.■
)■ A 'f'i

-t■ f



visions OF A VATCH #1 (A&Ezine tilO) 
I WAS AW ORC IN THE NAZI HIGH 
COMMAND is n,p more

by PETER CERRATO
200 W. Village Ave. î'2E
RVC, NY 1 1 5 7 6

CHAOTIC COMMENTS KILL 2k ......... ' •
(meaning this is going to be a random idea/comment zine.)

ORIGINS '77: AT 
points:represent 
fenses have fall 
fighter didn't t 
have all his hit 
he hadn't really 
raises some othe 
why should non-c 
ability (HP) , et 
wer these. Also 
questions apply?

the D&D seminar, Tim Kask mentioned that he 
a fighter's ability to deflect blows; at OHP 

en and he goes down. That would suggest that 
ake all his hit points, in the next battle he 
points back even if he wasn't cured--because 
taken any physical damage in the last battle 

r questions: do Cures add to your defensive
ombat damage (from MUs/Cs) be taken off your 
c. I'd like to see somebody who uses this sy 
, what do hit points mean to you, and do thes

felt hit 
, his de- 
if a 
would 
in effect 
. This 
ability, 
defens ive 
stem ans- 
e dame

Magic and Metal: I just had an idea that may explain a few things.
What if it is that magic is attracted to metal I This would explain why 
MUs can't wear metal armor; if they did, their spells would backfire. 
Also why fighters have worse saving throws: their metal armor attracts
magic . • Ihstead of metal degaussing magic (if-so, fighters would, get
better saves) it makes more sense for it to attract it. i

False Alarm Rolls: Most D&D games lack a sense of uncertainty; what
you hear is really there, etc. When the DM says you hear something, 
you can be sure it •'s a monster. Why not have a False Alarm roll, 
rolled when you roll for wandering monsters, based somewhat on the 
characters' level. The more experienced are less likely to sense 
something that's not there. A 1st level that's never been to a dungeon 
before- (but ,has heard nasty rumors) may hear a Balrog around every cor
ner! (a way to do this would be d 6 above the party's average level.)

Glenn Blacow:. Would you allow someone to research "Concentrate" that 
would-let a-MU keep two spells prepared after it was cast? What level 
would it be?//l hear Slavus the Clever likes practical jokes? (Could 
you recount some Interesting ones?) Imagine this: a party with a Mel- 
nibonean Mb; cpmes up an impressive throne and the MU volunteers to sit 
pn it.- When she does, she makes the embarrassing discovery there was 
a whoopee cushion on it. She'll never live it down!//A treasure (?) 
commonly known as bM's Delight: The Crock Ppt.//Re: Klutz— factored
Magic : r I (pan understand why skipping rounds of prep time would'-'in- ■ 
crease Klut z Factor, but why does having used , that specific sp6-ll be- 
before add to klutz?. Shouldn't it be the reverse: the mpre you use a 
spell, the more you remember it and the less chance for mistakes. If 
the K-factor for throwing a specific level spell now (in relationship 
to hbw many other spell level s you've-used that day) was what you 
calculated it would make more sense. You could have the first spell of 
the day have\z;ero Klutz factor, (unless prep time was skipped). .Then 
for-each spell you throw, a f would be added to your total Klutz Factor. 
This % would be less than the ones you use nox-j- but based on the'-dame 
things: IWT,, Level, Spell Level. It would take some playtesting to
get the right, but I think it would be worth it.

Cheryl P. Lloyd: May the FORCE be with you! Just the thought of "The 
FORCE Conspiracy" is great. Can't wait till those buttons come out! 
Incredible fun!

GOODBYE SMALL DREAM PEOPLE....



Babylon #9 Bor A&E 
212-767-4620

Howard Mahler  7-16 L e r g e t t  Place,  
VJhitestone N.Y.,  113 57

I had the  p l e a s u r e  of a t t e n d i n g  O r ig in s .  Although i  had s igned  
up f o r  the  Diplomacy Tournement, I  never  o l a y e d .  I  devoted my 
t ime to  D&D,

I a r r i v e d  on F r i d a y ,  and p la y e d  in  th e  .-,D&D tournement.  It was 
run by peop le  from Dave A rnonsen 's  o r i g i n a l  Blackmoor campaign.
In my op in ion  i t  was not the  p roper  t h in g  f o r  a toumnement.

F i r s t l y ,  t h e r e  were 12 o l a y e r s ,  l e a d in g  to the i n e v i t a b l y  of a 
s t r i c t  c a l l e r  sy s tem .  Many of th e  peop le  w i th  low l e v e l  c h a r a c t e r s  
( th e y  were p r e - s e t )  coulc not r e a l l y  g e t  i n v o lv e d .

Second ly ,  t h e r e  was a g o a l  to r e ach ,  I  b e l i e v e  i t  was a d r ag o n 's  
l a i r .  Hov/ever, t h e r e  was no way to f in d  i t ,  excep t  by dumb lu c k .  In 
the  l im i t e d  t im e  a v a i l a b l e ,  my p a r t y  u sed  a l l  our means but were 
u n ab le  to  make any p r o g r e s s .

T h i r d l y ,  i t  was m o s t ly  c o r r i d o r s  r e l e a v e d  by mass combat (v e r y  
t ime consuming) .  I t  was j u s t  p l a i n  u n im a g in a t iv e ,  e s p e c i a l l y  f o r '  
a s p e c i a l  p i e c e  made up f o r  a m a jor  tournemnet .

My g e n e r a l  i d e a s  on s c e n a r io s  f o r  a convent ion  a r e  a s  f o l l o w s :
1.  L im it  i t  to  a r e a so n a b le  number- o f  p l a y e r s ,  perhaps 5 to  8 ,
2. Have each of th e  p l a y e r s  c o n t r o l  a c h a r a c t e r  or  c h a r a c t e r s  of 

ro u gh ly  e c u a l  l e v e l .  Make su re  each w i l l  have im portan t  input  
to  th e  e v e n t s .  No c h a r a c t e r  shou ld  be s u p e r f lo u s ,

3 , Do not make the  c h a r a c t e r s  of a l e v e l  o t  typ e  t h a t  th e  GM or  GMs 
a r e  u n f a m i l i a r  w i t h .  The GM should  have hand led  s i m i l a r  p a r t i e h  
a t  l e a s t  s e v e r a l  t im es  in  th e  p a s t ,

4 ,  B e s id e s  c o n s id e r in g  th e  GMs e x p e r i e n c e ,  a l s o  c o n s id e r in g  how 
ex p e r i en ced  your  p l a y e r s  w i l l  b e .  This  i s  tough to  g au g e .  Most , 
peop le  en jo y  th e  chance to  p l a y  c h a r a c t e r s  a few l e v e l s  above ' 
what th ey  u s u a l l y  p l a y .  However, i f  i t  i s  too h ig h ,  th e y  can't'* 
hand le  i t .

5 ,  There i s  no th ing  wrong w i th  h av ing  a s p e c i f i c  g o a l .  However, then 
you must make su re  t h a t  t h e r e  i s  a p lan  of a t t a c k  t h a t  i n t e l i g e n t  
p l a y e r s  can pursue  to fo l lo w  th e  path  to th e  g o a l . P r e f e a b ly  t h e r e

should be more than one path  to t h a t  g o a l ,  o r  even a ch o ic e  of g o a l s ,
6.  Never have i t  h in ge  on the  p l a y e r s  f i g u r i n g  one s im p le  p uzz le  

or  r id d le , .  No mat-ter'hov/ s im p le  i t  i s  to the  d e s i a n e r ,  i t  i s  
su r e  to  be tough to  s t r a n g e r s .  A lso  hov' do you th in k  peop le

' --feel about w a s t in g  t h e i r  t im e ,  I'.Mthout r e a l i z i n g  t h e y ' v e  
blown a l l  c h a n c e - fo r  s u c c e s s .  Th is  does not mean t h a t . t h e  
s d lu t i o n  of a r i i o l e  can not be put in  so t h a t  i t  a i d s  the 
chance f o r  s u c c e s s ,  but  i t  should be p o s s i b l e  to  succedd 
w i th o u t  i t .

8, Gam etes t ing  i s  a must .  Your su re  to spot some bugs ,
9, Assume s t r a n g e r s  p l a y i n g  to g e t h e r  f o r  th e  f i r s t  -time, 'w i l l  

t a k e  a t  l e a s t  tw ic e  th e  t ime you expec t  to p l a y  th e  s c e n a r i o ,
' Take t h i s  in to  account  when d e s i g n in g  th e  s c e n a r i o ,

1 0 ,  Many t h in g s  t h a t  work i n  a u s u a l  e x p e d i t io n  do not work w e l l  
i n  a s c e n a r i o ,  keep  away from n e e d l e s s  t ime consuming a s p e c t s  
and n e e d l e s s  c o m p l i c a t io n s .  For excimple, th e  hour long  melee 
when y m  o n ly  have 2 or  3 h r s .  t o t a l  u s u a l l y  makes l i t t l e  s e n s e .  
A lso  com p l ica ted  d i s c u s s io n s  on the  background of  th e  world 
be long  e l s e w h e r e ,

(comtinued nex t  page)
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11. This  s u g g e s t io n  many peop le  may f in d  u n u su e l ,  but p l e a s e  th in k
about i t  b e fo re  commenting. Have th e  p l a y e r s  a l l  r e c e i v e  th e  same 
s co re  (assuming th e r e  i s  a s c o r in g  s y s t e m ) .  The co n d i t io n s  a t  
a con a r e  u n u s u a l .  S t r a n g e r s  who may never  meet a g a in ,  a r e  
thrown t o g e t h e r  to p l a y  a game. P a r t  of the  fun i s  g e t t i n g  to 
know the  o th e r  p eo p le .  \'/hen i t  i s  made c l e a r ,  t h a t  no m a t t e r  
what ,  a l l  p a r t y  memLberg'receive the  same s c o re ,  th e  p l a y e r s  can 
co o pe ra te  to  th e  f u l l e s t .  I t  i s  so e a s y  to t r y  to  g a in  a t  
ano the r  c h a r a c t e r s  expense ,  p a r t i c u l a r l y  when t h e r e ‘'s no 
chance f o r  revenge and no c o n t in u in g  r e l a t i o n s h i p ,

I'm su re  I fo rg o t  to mention something I wanted t o .  P l e a s e
f e e l  f r e e  to  r i p  a p a r t  my s u g g e s t io n s .  However, f i r s t  l e t  me d e f in e
what I  c a l l  a s c e n a r io ,  and vAat I  v/as d i s c u s s i n g .

Convention S c e n a r io :
1 .  Has p r e s e t  c h a r a c t e r s H o r  perhaps a cho ice  from a l i s t  of p r e s e t  

c h a r a c t e r s ) .  This  means e v e r y t h in g  has been a s s i g n e d  such as  
equipment,  m a g ic a l  i t e m s ,  e t c .  (In  sys tems whore you choose 
your  s p e l l s  b e fo re  you go down, t h i s  may c i t h e r  be p r e s e t  or  
l e f t  to the  p l a y e r s .  However, t h i s  i s  the  same fo r  a l l  groups
of p l a y e r s . ) .  , .

2. There i s  a c a r e f u l l y  and co m p le te l y  p lanned s e t  p i e c e  f o r  th e s e  
c h a r a c t e r s  to p l a y  i n .

3 .  I t  i s  s e t  up so t h a t  one or more GMs can run through  groups 
under  a s  n e a r l y  a s  p o s s i b l e  i d e n t i c a l  c o n d i t io n s .

4.  A s co r in g  system i s  u s u a l l y  p r e s e n t ,  a l th ou gh  i t  can be d i s 
pensed w i t h .
5. Each grf'up of p l a y e r s  o n ly  p l a y s  in  i t  one t im e ,
6 .  C h a r a c t e r s  a r e  not r e t a i n e d  a f t e r  the  s c e n a r io  i s  o v e r .

A f t e r  th e  D&D tournement on F r id a y ,  I  ran  i  
New England who was go in g  to  run h i s  dungeon, I 
F i r d a y  and S a tu rd ay  n i g h t s .  His nam.e e sc ap e s  me 
but i t  may have been Ken Blakehow. Perhaps the  C 

In anydease  i t  was t o t a l l y  u n r e s t r a i n e d .  In 
to th e  f i r s t  l e v e l ,  my dwarf B o r in ,  made i t  h a l f  
f i o h t e r ,  go t  a  +1 s h i e l d ,  and a +1 sword weith do 
go t  a permanent r a i s e  in  s t r e n g th  from 12 to 13, 
i t i o n  he even go t  k i l l e d ,  but was r a i s e d  back in

nto a f e l l o w  from 
p lav ed  in  i t  both- 
a t  the  moment, 
.e r r a to s  remember. 
o n ly  two ex ped i t ion s  
way to" 2nd l e v e l ,  

t e c t  e v i l .  A lso  he 
On the  2nd exped- 
town f o r  f r e e  !■■

On S a tu rd a y  I p la y e d  in  an e x p e d i t io n  in  John C o r r a d in ' s  
w or ld .  U n fo r tu n a te l y  the  dwarf f i g h t e r  I ' d  been prov ided  fo r  the  
e x p e d i t io n ,  was poisoned by a g i a n t  s p id e r ,

“ This  was an example of why I e a r l y  on sw i tched  to my method df 
runn ing  po ison .  In J o h n ' s  w or ld ,  you save  or y o u .d i e  in  about 1 h r .  
In mv w'-orld, a b a s i c  dose of po ison  does no .damage, i f  you s a v e .  I f  
you f a i l  to  save ,  i t  does B6̂  h i t s  i n t i a l  s u rg e ,  and then 1 h i t  per  
melee  round; then  you g e t  a d d i t i o n a l  chances 
m an -s iz ed ,  once ev e ry  10 rounds_

In any c a s e  I had to  l e a v e  the
I ' d  promised

to s av e .  La.rger than' 
o th t .rs  once ev e ry  20 rounds ,  

i n t e r e s t i n g  e x p e d i t io n  in
s in c eJ o h n ' s  dungeon 

a t  3 : 0 0 ,
I t  v/as the  f i r s t  t ime I d e v e r ' a l l o w e d

some peop le  I ' d  rtin my oungeon

ch a r .c c te r s  from ano the r
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v/orld i n to  mine.  I  do not p la n  to make t h i s  a r e g u l a r  p o l i c y ,  but  
t h in g s  worked out f i n e  t h i s  t im e . • Everyone took a 6th l e v e l  c h a r 
a c t e r  o f 'o n e  of the  " s t a n d a rd "  c l a s s e s .  A lso th e y  took a lo n g  o n ly  
one m a g ic a l  i tem  ( s u b j e c t  to  my v e t o ) .  S in c e  a l l  the  p l a y e r s  were 
r e a so n ab le  t y p e s  t h e r e  was no problem. (There was no one who t r y e d  
to t a k e  a snake I'lU, fo r  ex am p le ) ,  I  should w r i t e  up t h i s  e x p e d i t io n  
f u r t h e r  a lo n g .  I t  was not t y p i c a l  f o r  my dungeon. I t  was more 
s u c c e s s f u l  than most, and d i d n ' t  in v o lv e  any combat a t  a l l  S

F i n a l l y  on Sunday a bunch of us  wont over  to  B i l l  S e l i g m a n ' s  
house in  B rook lyn .  I  ran  a s c e n a r io  "The M ag n i f i c en t  Seven" t h a t  
I  had run a t  PrinceOon,

I t  in v o iv e s  the  p l a y e r s  choosino .a t o t a l  of 7 c h a r a c t e r s  from 
a l i s t  of 7th l e v e l  c h a r a c t e r s .  Then t h i s  p a r t y  e x p lo r e s  a m in i -  
dungeon, eq ua l  in  d i f f i c u l t y  to a 7th  l e v e l .  They l e a v e  when they  
want,  and the  p a r t y  r e s u l t  i s  s co rdd .

B i l l  Se l igraan p la y e d  Jecko the  hobb it  t h i e f ;  Lew Wolkoff ,
Aaron the  c l e r i c ;  John S a p i e n h a ,E l i j a h  the C l e r i c -  Dan P ie r so n ,  
Blumo the  MU; V i c t o r  Goldberg (a. f r i e n d  of B i l l ' s ) ,  Gygax the  MU; 
E r ic  H a ines ,  Bombur the  Dvrarf ' .F ighter ;  and Donna Gause (a  f r i e n d  of 
L e w 's ) .H a r r y  the  Ranger .

Everyone was t i r e d  from a long weekend. Also th e y  were perhaps 
too c a u t io u s  v.dth t h e i r  u se  of  s p e l l s .  They scored  o n ly  228 out of
1000. .By f a r  th e  lov/est s co re  tb  d a t e .  Dave Pa rke r  who had the
former low of 372, can now f e e l  b e t t e r .  (A lov/ sco re  can be the 
r e s\ i l t  of poor lu c k ,  p a r t i c u l a r l y  in  h i t t i n g  a l l  th e  wrong rooms. 
Only a v e ry  h igh  sco re  r e a l l y  has much moaning. In t h a t  c a s e , - w e  
know you p l a y e d  w e l l ' .

Thanks a g a in  to B i l l  f o r  b e in g  a f i n e  hos t  as  u s u a l .
Below i s  a w r i t e  up of th e  exD ed it ion  I ran on S a tu rd a y  (not

"The M ag n i f i c en t  S ev en " ) .  This  i s  th e  u s u a l  format I u s e  to  w r i t e
up a l l  e x p e d i t io n s  in  my w or ld .

E xped i t ion  //99 J u l y  24, 1977

Radagas t  ICf8' 
(Bob West) 

P ious C8 
(p l a y ed  b y .E r i  

Lenca i  the  Lone 
(Judson Main) 

Z u l ik a ,  female  
(Glenn Blacow) 

Boeing F3 
(James Cerrato ' 

Regnar ,  Ranger 
( P e t e r  C e r ra to  

Goodguy,Pa lad in  
( H i r e l i n g )  

"Smokey " ,  W o'rebe 
(H i r e l in c ; )

rew ard s ;  both o 
unintabiteci and

O r ig in s  I I I  a t  Wagner C o l l e g e ,  
S t a t e n  I s l a n d

Boeing,  Regnar ,  Z u l ik a ,  and L en ca i ,  a l l  
a r r i v e d  i n  th e  Land of  Megoo v i a  a s t r a n g e  
ex p e r im eh ta l  s p e l l ,  c a l l e d  Gate.  They, 
jo in e d  t o g e t h e r  w i th  som.e l o c a l  adven
t u r e r s ,  to  fo l lo w  a map t h a t  Radagast  
had ofotained to th e  6th  l e v e l  of 
" C a s t l e  C r u e l " .  ( A l l  members of the  
e x p e d i t io n  ag reed  to go fo r  an eo ua l  . 
sh a r e  a s  pe r  the  custom l o c a l l y . )
(Note th e  " H i r e l in g "  were n o n -p la y e r  
c h a r a c t e r s ,  under  th e  j o i n t  c o n t r o l  of 
the  p l a y e r s ,  w i th  ve to  power w i th  the  
GM.) Amazing ly  th e y  took the  long  and 
round about p a th  to the  Bth l e v e l , , ,  
w i tho u t  a s i n g l e  wanderincr monste r .
(The Bth i s  the  lowest- l e v e l  y e t  ex p lo r ed .  
I t  i s  v e r y  dangerous ,  but  w i th  h igh  

f course  in  the  co n tex t  of my w o r l d . ) .  A f t e r  two 
u n e v e n t fu l  roomis, th e  map showed a door where none 

( co n t inued  next  page)

c Haines)  
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was v i s i b l e .  Those members of th e  p a r t y  who were a b l e  to. l o c a t e  
th e  s e c r e t  door, i n c l u d in g  "Smokey", were unab le  to  open i t ,
R adaga s t ,  who could  not f i n d  the  door, threw a D i s p e l l  Magic a t  th e  
a r e a .  He must have d i s p e l l e d  t ie  V/izard Lock on the  door,  s in c e  now 
Smokey was ab le  to open the  door.

I n s id e  was a s t a t u e  of a W izard .  A 'p lao re  on the- .base  had a 
lament in  E lv i sh  to th e  f a l l  of L u in r a n d i r .  R ad aga s t ,  whose b e n i -  
f a c t o r  B u l l r o a r e r  had been t h e r e ,  t o l d  of the  s o - c a l l e d  "Arena 
B a t t l e "  in  which Am the  C e r u l i a n  B lue  had p e r i s h e d  (L u in r a n d i r  
in  E l v i s h ) .

A lso  t h e i r  map now showed th e  l o c a t i o n  of a s e c r e t  p an e l  and 
had an i n s c r i p t i o n  i n  E lv i s h ,  "

When the  p i l g r i m  of b lu e  l e f t  u s .
The f o r c e s  of good f e l t  a  b low.
But l o r e m a s t e r s  found to  ' s u a g e  the  l o s s .
Brave ones to  'no thor  wor ld  must go .
Ten co in s  of g o ld  and v/ izard 's  s c r o l l .
To open a g a t e  f o r  a d v cn t i i r e r s  b o ld , "

Upon opening the  s e c r e t  p a n e l ,  th e y  found a s c r o l l  f o r  a g a t e  s p e l l .  
I t  would open a one way p o r t a l  to  ano the r  d imens ion .  The problem 
would be t h a t  th e y  would have no means of r e t u r n in g .  Also t h e r e  
was a pouch c o n t a in in g  10 go ld  c o i n s .  Another co m p l ic a t io n  was 
t h a t  th e  s c r o l l  would o n ly  fu n c t io n  from t h e i r  p r e s e n t  l o c a t i o n ,  , 

They dec ided  to s l e e p  o v e r n ig h t ,  to  r e s t o r e  R a d a g a s t ' s  s p e l l  
p o i n t s .  F o r tu n a t e l y  th e  two b lu e  dragons t h a t  wandered by d u r ing  
the  n i g h t  were un ab le  to  l .oca te  th e  s e c r e t  door ,  (Under my wander ing  
monster  system, t h e r e ' s  o n ly  a l/ 3 rd  chance t h a t  a monster  w i l l  
a t tem p t  to come through a s e c r e t  d o o r ) .

R e f re shed  in  tho morning , R adagas t  used ■ re ad  magic  s p e l l  
and the  (one u s e )  s c r o l l ,  to  open up the  b l a c k  p o r t a l  to  an o th e r  
w o r ld ,  V/hen the  p a r t y  p assed  through ,  th e y  found t h a t  1 minute in  
th e  o ld  wor ld  e q u a led  100 m inutes  h e r e .  Also th e y  were s t a n d in g  on 
a p l a i n  about 3 m i l e s  in  r a d i u s ,  beyond tho p l a i n  was " n o th in g n e s s " .  

Near them was a square  s t r u c t u r e ,  about 100 '  x 1 0 0 ' .  On each  s i d e  
was one door.  They each had one pict\are of an an im a l  on them: Uni
corn ,  Pegasus ,  G r i f f i n ,  and Horse,  Also by u se  of a Detect  Manna 
s p e l l ,  Radagas t  found out some bad news about how magic worked in  
t h i s  v jor ld .  He'was not d i s t u r b e d  by the  l i m i t  to  on ly  4 th  l e v e l  ., 
s p e l l s  or  l e s s ;  however, tho f a c t  t h a t  he would reco v e r  h i s  s p e l l  
p o in t s  o n ly  ev e ry  100 days r a t h e r  than  once a day was a b i t  of bad 
newsi E s p e c i a l l y  v/hen you remember t h a t  th e y  had a weeks r a t i o n s  
each .  To add to  th e  t r o u b l e s  th e  c l e r i c s  seemed to be cu t  o f f  from 
t h e i r  gods ;  thu s  no c r e a t e  food s p e l l s  were p o s s i b l e .  Remember they  
had no way back hom.e.

They founo t h a t  each of th e  fo u r  doors would admit o n ly  one 
p e rson .  Also t h a t  ESP was cu t  o f f  by th e  w a l l s .  F i n a l l y ,  Z u l lk a ,  
R adgas t ,  Lunca l ,  and Regnar were i n s i d e  each s e a t e d  on a s t a t u e  
of the  an imal  d e p ic t e d  on the  door th e y  had come th rough .  Yes ,  i t  
was a  m e rry -go -a ro un d ,

(con t inued  next  page)
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The four  i n s i d e  had 6 of the  gold, co in s  (from the  pouch’ in  the  
s e c r e t  p an e l )  amouhg them. Each animal,  had a, s l o t  for, a c o in ,  o r d in 
a r y  co in s  f a i l e d  to work. I n t e r e s t i n g l y ,  when th a y  had en te r e d  th ey  
had each found them se lves  on t h e i r  r e s p e c t iv e ;  anamal .  There was no.
.way out v i s i b l e  . T h e i r  a t t e n t i o n  vras dravm, by a;::Clispenser of r i n g s , .  
to  be grabbed  a s  the  m erry -go -round  went around (pr-esumably)> U n fo r t 
u n a t e l y  i t  seemccV .to 'be in  the up p o s i t i o n ,  i .

One of them put h i s  go ld  co in  in  the  s l o t ,  and th e y  s t a r t e d  
r e v o lv in g  and, t h e  d ip e n s e r  of r in g s  went i n to  t h e  down p o s i t i o n .  As 
they  went by th e y  each t r i e d  to g r ab  a r i n g .  During th e  5 r e v o lu t i o n s  
th e  co in  p ro v id ed  Z u l ik a  was th e  o n ly  one who succeeded ;  she go t  2,
As the  r i d e  ended, doors appeared  to e x i t  b y .  Hov.rover, a f t e r  some 
d i s c u s s io n ,  th e y  d ec ided  a g a i n s t  l e a v i n g  or  even * s w i t c h in g  in  
Boeing .wi’th good d e x t e r i t y .  'There  were s t i l l  ;more go lden  r i n g s  to  . . 
be had! Things vrent about th e  same on the  ne.-'t t h r e e  r i d e s ,  with^-’ 
Z u l ik a  g e t t i n g  5 more, and P ad aga s t  g e t t i n g  P n e ,  On the  u se  of g 
t h e i r  nex t  to  l a s t  co in ,  Z u l ik a  managed to g e t  what appeared  t o ' b e . 
the  f i n a l  two r i n g s  . Number ton ( th e  f i n a l  one) was not a p l a i n  
band l i k e  the  o t h e r s .  I t  was s e t  wil :h a l a r g e  r ed  gem.

They now dec id ed . ' to  e x i t  th e  ■ s t r u c t u r e ,  each by h i s  appropr ia te  
door,  c a r r y i n g  th e  r i n g s  he o b t a in e d .  The fo u r  p a r t y  members who 
were .w a i t in g  o u t s id e  on th e  p l a i n ,  were g l a d  to see  them. They-w.ere 
even g l a d d e r  to see  a g a t e  appear ,  a s  Z u l ik a  emerged w i th  the  10th 
ring., of  the., reel gem. ' • m • ■

Having , n o th in g  e l s e  to do, th e y  dec ided  to see  where t h i s  g a t e  
l e d  i ( i t . was complfetely b l a c k ,  so you have to  pass  through, .to f in d  put,  
They went through ,  .being c a r e f u l  to  l e a v e  30 seconds betwe^en .them-, 
s e l v e s .  (They 'were  correctI j ; -  w o r r i ed  about t h e  p l i f f e r e n c c s  in^.ratqp 
of  t im e f lov/. ) ..,.. ;

To t h e i r  g r o a t  s u r p r i s e  th e y  found them se lves  s t a n d in g  in  a l a r g e  
poo l ,  in  the  . c e n t r a l  s c u a r e  o f  a l a r g e  c i t y .  Behind .them in  ..-ibe 
c e n t e r  of th e  pool was a ' s t a t u e  of th e  -goddess of j u s t i c e . . " J a n d a " ,
The townspeople deemed none to  happy over  t h i s  t r e s p a s s i n g  in  th e  
s a c re d  poo.l. ■-i e- :

F o r tu n a t e l y  P ious was a p a t r i a r c h  of th e  church of . Janda,  ..and 
was a b l e  to  t a lk " th e m  out of i t .  They wore in  th e  land  of J anda ,  in  
t h e . c a p i t a l  .c i 'ty  of B a y s id e .  (About '200 m i l e s  downriver  from Quincy 
t h e i r  s t a r t i n g  p o i n t . )  ' .

During t h e i r  in terv iev/  v l t i i  the  r eg e n t  of the  c i t y .  Gene of . the  
Ly ina  Brook (former companion a lo n g  w i th  Howard M a i l -B ag g in s  of 
Arn 'the C o ru l i a n  B lu e ) ,  th e y  found t h a t  th e  r i n g  w i th  the  red  gem. 
had bolonaeci to Arn and was c a l l e d  Narya,  ,

Radaoast  was g iv en  the  r i n g  ( i t  was o n ly  u s a b l e  by a l a w f u l  MU) 
by th e  p a r t y  . Z u l ik a  was g iv e n  fo u r  s l e e p  s c r o l l s  by Radagas t  to. 
reward her  fo r  her  e f f o r t s . - T h e  o th e r  9 r i n g s  were found to  be non- 
m a g i c a l ,  but worth 25 ,000 g . p ,  each ;  th e y -w e re  a- r a r e ,  a l l o y  .of 
m i t h r i l  and gold. v.?hich no one nov/ knows how-.to produce .  A,., r a t h e r  
s u c c e s s f u l  l i t t l . e  b i t  of work.

Note: This  was. one of- a handfu l  o f  ex p ed i t io n s :  t h a t  m ight  h.ave been 
termed p u z z le  ' e x p e d i t io n s .  They r e q u i r e  -a g r e a t  d e a l  of 'v,rork .to ; 
s e t  e v e r y t h in g  up in  advance .  However, I t h in k  th e y  a r e  worth i t ,  
a t  l e a s t  as  a change of p ac e .  As w i th  most o f - t h e s e ,  th e  . a b i l i t i e s  
of. t h e  p l a y e r s  a r e  ■emphasized, aloncf w i t h  those  g f  the  c h a r a c t e r s .  
A lso , ,  the  p l a y e r s  had many chances -to gO:-wrong, 
p r e c a u t io n s  were u n n e c e s s a r y ,  most were--not .  :

Although,; some of , the
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A&E #2̂ -.\ cover very good, Dick. It looks "like my last DM.

Lee: The speclad abilltl
they're used in a dungeon 
the good life as in some. 
Swanson thinks they would 
interact with humans to a 
Cleric-Thief might be if 
enough morals to be cleri 
asses sounds like fun.

es are good, but there may be a problem if 
in which adventurers do not'get as much of 

//How do you feel about Elfland dwar clerics? 
tio better interacting among Elves, but can 
limited extent.//A Cleric-Bard is okay; a 

you can convince most DMs that thieves have 
cs and can be IawfuI.//Dropping doors on bad-

Kay Jones and Friends: I met Kevin Slimak in Boston. He spent most of
his time in the expedition in the men's robm of Goree waiting for the 
Knights of Dark Renows's Lightning Bolt Magic User. Unfortunately, or 
was it fortunately, the MU was out of town. Kevin ran the Man in 
Purple, a cleric.

The best way to stop a cheater is to Klutz him. The risk is not 
worth it.//You can be sure if Ja'ala meets Benjk DarkIight, my half- 
Melnibonean thief, he will be suitable grateful.

Nicolai Shapero: Is the demon also honored when the player blows him
away? You can avoid a +1 umbre I I a ...or a demon. Slavus the Clever can 
be reasoned with according to Jeff May and Steve Simmons. If you want 
real thrills, go down into some dungeon as a member of a religion not 
in their world, knowing you can never come back if you buy the scbore.
I believe in risk and in hard dungeons, but I feel permanent kill is 
like dangerous curves; you need a sign to warn people about it.//I 
like the random monster table.

Lew Wo i kof f : 
bert. (Garga 
now a Rab agai 
me about selli 
the record for 
( Fred Bo I i n ) w 
run by piayers 
Gee, he got a 
for it!

Garga says hollo to her 
is my ha I f-giantess who 
n in a place called

little Prune DAnish, Rab Cuth- 
protected a certain prude danish 

Harry's Hole at Midarnericon.)//Write 
ng Flash, TrebIeth.//Priests of Apollo are good.//I thihk 
a character's age is held by the D&D PBM game Telus 
ith a 9-year-old girl Lla and 8-month-old boy Grimhold. 
.//The Spectre increased Kharoitec's family treasure, 
treasure increase and didn't have to refight a monster

Ken Pick: your
D&D characters.

material is good, especially the idea of families in

I really thought Pornese dragons had morals and some say in what they 
did, so Quizzee wouldn't have an easy time'of it. I also thought one 
dragon chose one man and that their taste was usually very good. Be 
sure to let us hear about underpeople.

Jon Pickens: No Paul Jaquays wasn't ki-ding. In 
had dragon's breath and mouthwash. And there was 
charisma if you didn't use the mouthwash,//Good i

his mini-dungeon he 
indeed a loss of 
lusionist material.

Decker Martin: You have some good ideas. The trouble with Clieve's
brava was he ran into one of the few people who would call his bluff 
and get after him all at the same time. If he ran in certain dungeons 
and met some non-player characters, the results would have been more 
permanent.



Glenn: I never said the Pink Horde was harmless in any w?iy, I told
Blake that if your mother^toldyou anything was easyin Edwyr, you'd 
better see if shelikes your brotherbest.//Your neutrals like being 
doormats for Lawfuls and Chaotics? As to saving one's own skin> he who 
sacrifices honor for life deserves neither. But neutral s should have 
a way of controlling rip-off artists.

Tim Main; Have you tried transparenciesin layers like those used in 
bio books for world bu i I d i ng .//Some DMs give el'^es special sexual 
attractiveness.//Was the book called "Back Then"? I thought Dragonsong 
was a projected book combining White Dragon and Back Then into a larger 
book, It, isn't out yet but will be soon

be happy to, knowthat my elf dale used the javelin VardisFolks w i
researched out of Carnelian. It'sa spell. dale Whiteson called 
B6wquick (originally John Quickbow) and his brother PeIe Whitemoon 
called the Pius (originally Pepe the Pious) bought Silent and Javelin 
from Vardis and Beardaughter in Carnelian recently. Jaselin is known 
as Magic Spear in Edwyr. Mark also allowed a special characteristic 
out of Tyidarien to be used for Pole who was born here and has +2 on 
cures. This was in Gorree.

But darn it, Mark, why did you have PeIe and dale turned Old 
Orthodox over that unavailable suitab Ie neutraI religion for male non
humans. Look for St. Fortarai in Old Orthodox. dale enjoyed meeting 
Dal in Tarhalen, twit Dwarf, and the Brothers won't forget your twits, 
Glenn. Is it true that Jack the Slasher and Dick Dastard are going to 
join the Cult of Priapus as senior patriarchs?

Jason Saylor: how do you subdue a Vorch for trassportation?

Phillip McGregor: I appreciate your letters very much. It turns out
there was jousting armor towards the turn of the 15th century, but you 
are right, nobody ever got lifting into a horse and oone of the spec
ial i zê d jo^usting armor.,was used for combat armor. You are also right 
about "the baIance of ChaIpmai I .//You mean to say that because Jack the 
Slasher is a devoted rapist, he is lawful. Shame on you, calling Jack 
a nasty name,...but according to your view, that is correct.//Good 
techno i deaas .

Robert Clifford III: Good .'monsters .//W i th the golden golem, the metal 
from which they were made can be their undoing, right?//Does the master 
assassin know how many assassinations his demon has left?//The reincar
nation table is interesting. Got any horses?//How does a soul -perm
anently trapped get to reincarnate into a new body?

Cheryl Lloyd: 
A good potion' 
visit the New

I like 
Ta b I e . 
Word d?

your Naming Chart. 
Love your God's, and

1 Iove Co It i c 
emigods. When

names anyway. 
will New Rome

Robert Hollander: love your story
Jeff Pimper; "Castle Dungeon" refers to the castle dungeon playicsiod 
by Gary Greke at Chicago Diplomacy con for E. Gary. Greke who origin
ally had afeudalgame of Ancients had a castle like Aroeson's Black- 
moor which had a dungeon added, and you know the end of the story. 
Incidentally, the name of the club was Castles and something.//This 
all h a p p n o ;j a yon i be f i.) i o DAD h i I I b o 1 1<> t kc I . / / I I o vod your Archive 
ffjiMos. Yon did a fine job with my order.



Chris Pettus; You 
i s a typog raph i caI

d love a. room in Zeldbar, Scott Jones’ dungeon; it 
error room.//D i dnf t* ̂ the hate monster in its 'stronger 

fbrnv make its first appearance in a. S&S' work'by 
monster can be beefed, up by having achaotic, 
destroy their enemies.. if the parties

Fritz Leiber? 
sect send it out 

withdraw from the' fi

The 
to
' then

the members of the se,ct are weakened and can’t send ' another, monster 
for some time as it drains their energy too much.

Mark Swanson: .enjoyed meeting the Knights of Dark Renown.

Mike Gunderlby: Dark Elves are neutral/Chaotic?//Neutrals nee'd a
breakdown in alignment Just like chaotics and. I awfuis.//Good weapons 
cha rt'.//Da redev i I s have possibilities; maybe Ithey are right.’

Steve Marsh: love your song.//Would E I aijiaes consider anakyzing for
a rpize. Carnelian is looking for an MU.3+ who wants do do an analysis 
for Vb rd i s Oath i'ady on a spell she,has in mind. Contact Lee Burwasser.

Gareth Kantz; ' love your tale of Temporatana.

Howard Mahler; your spells make serse.//Anyone who can'put up with 
John’ Boardman for a whole con deserves a metal.

Kay J ones ; ’good , mag i c item table.

James Cerr'ato: Can a Draining Sword be forced to revrse its soul-. .
sucking and return the soul? It’s said the monsters should have eguaI 
advantages to the adventurers, but no adventurer except ’ for a chaotic 
can soul drain. So why not have a way of reversing it?//l loved Star 
Via rs too. ‘ '; i • ' ■
Wi I I i am Taylor: Thank you f.or the Dungeon Masters’ Song.

John Sapidnza, Jr: I like Forceblade. Hoŵ  do 1 get, a DM to accept it?
//-Why not givO a clerical, power to a- Holy Sword? Sou 1 ’ returner?
Demon blinder? Demon d, i s.pe I i.er ? Unde.ad D i sp:e1 I er'? Dispe I I er. of 
Cursed weapons?

Bill Eyre: GoOd idea on class advantage.//Gee,a MU in Goree recently
idlled a fighter who wau down in points with a dagger; theMU was high 
level and dexterity,//Thieves are good,scouts.// ,

Samuel E. Konkin ill: I like yur fIyers .and• hand movement. Thumbs
up> live. Thumbs down, dead. Sandy's artwork is excellent.

Peter Cerrato: Sortie DMs use friendly persuasion to discourage rip-off
artists. You have to use friendly persecution on players. : //
A way‘to get back constitut ion points lost to dying. Good. ' ,

Nick Smith: clear and precise explanations. I’m all for such things.

I got Judge’s Guild stuff; it's good. .

Eric Holmes: you might contact the Burroughs Bibliophiles. . i

I ! r
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Erom the Electric Quill of Kike Gunderloy,31?6 H. Divernon,

Simi Valley, CA 93063* Phone (805)-526-^191* However, by the time 
you read this, I shall be at Cal Tech, and there will consequently 
be a delay in getting mail to me, and phone calls are useless. I 
will be publishing my new address next month, when I know what it 
is.
COLmiENTS ON A&E 25 s ' "

Don Rice III; Changing all Gold to Silver wps what we did here, 
even if my description didn't get that across. For what it's worth, 
this was originated by the First and Last Triumvirate (Me, Frank 
Comito, and Rick Boerger.')

Jon Pickens; For details on the two types of rapid fire 
crossbows that I sell, see below.

Cheryl Lloyd; One local addition to your misuse of spells 
section: Stone-Flesh on a Wall. Kakes it much easier to hack your 
way through when the doors are sticky. ("Key, Kike, how much experience 
do I get for killing a wall?") ,

Richard Dennis:Very interesting bit of history. Got any more?
///Um, can I ask a stupid question? Seems to me that a 1-100 die 
roll averages more than a 0-100 one, so that the product of two 
1-100 die rolls should be greater than that of two 0-100 ones, 
right? Why not?

Wesley D. IvessActually, I had read your system for RDR's in the 
Dragon, and used it for a while. I dropped it because it was too 
much die rolling. I may well sv/itcli back to it now, as I can program i 
my calculator to do the work for me...

Peggy:No, No, NO! I was not ripped off by the players, I was j 
ripped off by the dice! All of these obscene 1/6, l/lO, 5/̂ , 20‘>, 
etc. chances kept coming up! And the players were rolling 18+ on the . 
attack dice! and the mage was rolling 03/ on his "Break domination" 
roll, when he needed 30+. Also, one chance kept .refusing to come up: 
the 5/ chance, each, to screw up the teleport. Although most of the 
Teleporting was yia a room full of screwy dimension doprs,,; which I 
became Very Sorry about putting in.///Are you sure you're talking 
about The Arduin Grimoire in your last-but-four comment on your third 
page?

Ruach Shaddaih: Thanks for the defense of Gary Gjrgax to'balance 
all the criticism. As one local is fond of saying,. "Goddamnit, stop 
blaming everything you don't like on Gygax! Without him, you wouldn't 
even have the game in the first place!"

Alan Davis; Welcome, Thank you, and thanks for the monsters.
I'm using all of them.

Bill Seligman: VJell, if you want to be just "good" as an alignment, 
you take Chaotic/Good and do good regardless of the laws and/or 
consequences. Similarly, to be just "Evil", you can play as Chaotic/ 
Evil and be as nasty as you like.///l don't know where you get î-O 
contributors5 there have been over 75 in the last A issues alone.
Shucks, I can't even afford to send Christmas cards to that many 
people.

Jim Eckman; Gee v/hiz, if everyone in A&E had a l6-pitch typer, 
we v/ouldn't have a space problem. Or if I stopped babbling.. .

John Sullivan; Huh? If a wight is on the Ath row of the, 
turn-away chart, and has three hit dice, how than does it have 
ONE Energy Level (Page 2, paragraph- 2)? Help me, I'm confused!

Steve Kcintosh; Anderson Elves, Tolkien Elves, Norse Elves-- 
What in blazes are regular DJD Elves??? P.S. I like them.
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3-ground, 
"magic"

Gareth Kantz; True., the comment in question was tn Alex K'elniclc. 
Hope no one is too confused

It's going to be a long and mixed bag this month. Simi Valley 
in July and: August is BOPJMG? . so there' ŝ  nothing to'do but play : 
DAD...and of course invent new rules. 
qUESTIOMS!

1. Does anyone know of any work that has been done on the . 
following races and/or character classes! Slavers, Fremen, Sardaukar, 
Tleilaxian Ghola, Face Dancer, Sacerdote, Valerian, Velantian?

2. How do you people run a potiOn or ring of Delusion?
Can anyone explain how a dragon or Pegasus can get off the 
in view of wing loading and the square-cube law? If.it's
what would a "Dispel Magic" do to a dragon on the wing?

(Or for that matter, can one dispel dragon breath?)
E, Do any of you folks have the En Garde rules? If so, would 

you be interested in a PuM. campaign based on those rules?
AVAILABLE DY MAIL:

Since I don't want to have to pay Lee to publi.sh full page 
charts, or take up space with them, the following are available to..;\ ..
all Al-E readers by mail, , if you sendIne an SASE and specify which .M .... 
chart(s) you wants H ■ . ■ -

1. Expanded potion smell and taste chart, with ^01 distinct s 
combinations. No, wait, make that about 30»000 combinations.

2. The race table which 1 am how using. A variant of the table 
that 1 published in A&E 2^, subdivided by alignments, and with, a lot 
of new races added.
OK. YES, ONE LORE QUESTIONS

5. This was brought on by Bob Clifford's- se.c.tipn on Demography 
in A&E 2^. It turns out that if you extend his charts to higher levels 
make the modifications required to make them statistically correct, 
assume a promotion rate of 3'(very generous) arid assume a population x 
of 006,000 (big for a m-edieval v;oeld, but the earliest figure I ij- 
could get--l650) it turns out that the highest character in the world; 
is 16th level. Which brings up my questions Who researched all'of thevi 
9th level spells??? Or who uses them???
PHYSICS IN D&D— PART II
Why the Sky is Blue and What to Do about Its ,

Well, the sky is blue because of a phenomena known as Pvayleigh:.. 
scattering, which I don't really understand. 1 think how it works:!S' 
that light bouncing off any small particles (like molecules) is 
scattered in such a way that the blue light is directed towards the 
planetary observer. This phenomena would happen in any atmosphere ' 
whatsoeverj so there is almost nothing you cari do about it. Hov/ever,
1 ,do have three suggestions. '■

1. Put a colored gas in the atmosphere. This-will tend to absorb 
all light not of its ovm color, making the sky and everything else 
that color. Likely candidates include:

Bromine. Red. Liquefies at I38 degees Fahrenheit, resultin-g in 
poisonous bromine rain unless you have a very hot world.

Chlorine. Green-Yellow. Poisonous. (Except to green cLragons)
Chlorine monoxide. Yellow-Red. Explodes on very hot days;
Chlorine Dioxide. Red-Yellow. Poisonous. Explodes, at 212 F. 
Fluorine. Green-Yellow. Poisonous and Corrosive.
Hypobromous Acid. Yellow, \dbrirosive. 'Rain.at 10̂!- F. and below. .. ,■
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Nitrogen 
■Nitrogen 
Nitrogen 
Nitrogen 
Ozone 

And

Trioxide. Red-Brovm. Poisonous.
Tetraoxide. Pved-.Oroi<vn. Poisonous, 
oxybromide. i^rown. Poisonous.
Oxychloride. Red-Yellow. Poisonous.

Blue in very high quantities, 
that's about it. Gases don't come in the rainbow colors

As long as the world 
d=V2rh

you see in the 3F movies. Still, the above-mentioned ones do 
one solutions A layer of the poisonous gas, high up in the atmosphere 
where no one v/ill breathe it.,

2. A different colored sun. However, you have to be pretty far 
from a normal star to get a color difference. After all, our sun is 
a yellow star, but we still get white light. Still, a red giant
or a green-jollow Class F Star ¥/ould change the color of the sky.

3 . Say "the hell with Physics", v;rite me a nasty letter for 
wasting your time, and. legislate a purple sky for your world.
Horizon distancess

"On a clear day, you can see f o r e v e r S t e l l a r i s  Electronic 
Binoculars have an 18 mile range. Tolkien Elves can see as far as they ’ 
want. But how far is far? hliere is the horizon?

is circular, the answer is very simple.
d=distance to the horizon  ̂
r=radius of planet - 
h=height above, ground of observer's eyes 

Important Note: d,r, and h must all be expressed in the same units.
Satellites: can wait until I find out if anyone iS.reading.this.
NEA fcONSTERS:

Blue Fox— This animal looks like an ordinar^^ silver fox, , except- 
that the tips of the hairs glov/ an electric blue. This glow is capable 
of hypnotizing all small animals into standing stock-still until they' 
are eaten by the fox. Any hit by a blue fox drains one point of 
strength from the character permanently. Characters brought to zero " 
strength are dead. If the fox is hit with a conductive weapon, this 
effect travels along it and the character loses the''strength anyway. 
Blue Foxes are immune to sleep. They are not true -undead' and are not 
turned by clerics. -

Cobra of Death--A completely skeletal cobra, except for flashing 
green eyes. Its bite drains two energy levels. Its gaze hypnotizes 
all of four hit dice or less. Those killed by it vanish in a puff 
of smoke, and cannot be raised, although reincarnation is possible.
It can only be hit by magical weapons of +2 or better. lOÔ o fire, 
charm, poison, and heat resistant. They are turned by clerics as a ' 
Vampire.

Tapeworms--These were inspired by nob Clifford's zine in the last 
issue and have the same specs and purpose as his red-tape worm, except 
as otherwise noted:

Green--Drains Constitution points
Blacky— Self-destruct on contact, doing heavy crossbow 

damage.
Vhite--Drain 1 life level on contact.
Yellow--Burrows to the brain, and had a 10̂ ) chance of 

causing convulsions in any stress situation.
I3rown--Burrows to the heart and causes instant death.

By the way; Frank Comito allowed a player-charactdr i/iJere-Broccoli ' 
in his dungeon the other night. ■
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M onster -;/-App. AC Move HD ' DX I n t . ^ inL . T reasu re " A tta c k s
B lue Fox 1 - 6 5 15 3, 2D12: I No T reasu re  2 

1
c law s  ( 1 - 3 ) 
b i t e  ( 1 - 6 )

Cobra of 1 - 8 7 1 2 6 3D8 I . 25m I 1 b i t e  ( 1 - 8 )
Death .poison (1-20)

MEW 1V.AGIC AND TREASURE
Neuronic Whips A gun-like affair, with a sleek black form, 

a trigger, and nothing else. Universalljs- and maximally stimulates 
the nerve endings controlling the sense of pain. A light, quick 
brush across a foot or an arm can put the victim out of action, 
screaming and writhing on the floor, for 10 minutes. A heavy blast 
(Full in the chest or the groin, foX' example) can do the same for 
hours, often locking the jaws into agonized contraction and preventing 
the victim from calling for help. The beam leaves a very pale shimmer 
of ionization in the air. Sugg:ested D&D parameters: Light .blast, save 
vs. spells to ignore it and keep on ^ fighting,, though distracted 
and unable to concentrate on strategy, injured part is unmovable.
Effects last 10 minutes.. Heavy blast, puts victim out of action for 
D6 game-hours, die of shock. 1-100 charges, 20' longgbeam, 2"
y/ide.

As an aside, I have come up with another rationale for techno 
yveapons which explains why they are not present in mass-manufactured 
quantities. Suppose the world has been taken over by a more technically 
adyanced race. (And one which is not very nice.) These rulers would 
be in a rather precarious position if the natives ever got the techno 
weapons which they use to enfroce their rule. So they would produce 
the techno weapons in strictly limited quantities, supplying them 
only to picked bodyguards and doing their best to prevent the underlings 
from getting any. .When the rulers v/ere overthrown, thej/ blev; up the 
weapons storehouse on their y;ay out, sovery few techno items are left.

Potions: I am presently using a revised version of Cherjrl 
Lloyd's chart from A&ji2^ to determine the form of a potion. One of 
the modifications which I have made is to make the duration of a 
potion's effect dependent on it's form, as follows:

Hard Pill: Permanent Spongy Mass:5 days
Crumbly Cake:20+D20 turns Powder: lO+DlO turns
Thin Liquid:6+D6 turns Thin Carbonated Liquid:8+D8 turns
Thick liquid:8+D6 turns Thick Paste: 1 day
Gas: 10+d 8 turns,
All turns,’referred,,to are 10 minutes long.
My o th e r  ,main m o d if ic a t io n  i s  to  r o l l  fo r  the number o f doses 

p r e s e n t :
01-50 1 dose 51-75 2 doses 76-90 3 doses

9 1 - 9 9  ^ doses 0 0  . d6+4 doses
S in ce  both  o f th e se  m o d if ic a t io n s  tend  to  make th e  av e rag e  

p o tio n  more v a lu a b le ,  I have in tro d u ced  tv/o com pensating f a c to r s  in  
th e  name of P la y  D a lan ce : '

1. It is impossible to "taste" a potion and determine, ,i,ts 
effect without using up at least one full dose of

potion.
2. I have decreased the frequency of "Potion" on my magic 

determination table.
I'.ionomolecular gloves: Similar in construction to a General 

Products hull (See Flatlander) cannot be cut by physical force, but 
vulnerable to magic A energy weapons of certain types.
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And. nov;, s in c e  I h a v e n 't  h eard  too many an gu ish ed  scream s about 
D a re d e v ils , an o th e r new c h a r a c t e r  c l a s s !
TiiE ynUTDi ,

R equ irem en ts ! S tr e n g th  1 5 - 1 8 , I n t e l l i g e n c e . 3 - 9 C o n s t itu t io n
H it P lu s  P lu s  to  Hand'

L ev e l T i t l e  nx ioerience D ice (D8 ) to  h i t  Damage Da~mage S n e c ia l

15_IP.

1 ... - Lenny 0 1 0 0 1-il,
C.lod 3 0 0 0 2 1 0  ' 1-6

3 Dummy 6 0 0 0 3 1 1 ' 1 - 6 ' 1

Lunk 1 2 0 0 0 b, d 1  ! ■■■ 1 -G-
5 Lug 2 0 0 0 0 5 ■ 2 1 1 - 8 . 1 , 2

6 . .e a s t A5 OOO 6 2 2 1 - 1 0 :3
7 Savage 7  5 0 0 0 7 2  •• • ' 2 1 - 1 0  ’' l - , 2 '
rjU G aloot 1 2 0 0 0 0

0U 3 2 1 - 1 2

9 b ru te 1 7 0 0 0 0 9 3 2 1 - 1 2 1 , 2

+ 5 0 0 0 0  . + 3  p ip s
S p e c ia l  A b i l i t i e s :

1 . At t h i s  l e v e l . S tr e n g th  woes up one p o in t , o f  1 5

p e r c e n t i l e  p o in ts  i f  1 8 . i ;■
. 2 . ■ At t h i s  l e v e l , c o n s t i t u t io n ."oes up 1  p o in t ,. o r 1 5

IG. Aii3r a d d i t io n a l  + t̂o h i t  d ic e  i s  r e t r o a c t iv e ,  
l e v e l  th e  ...Tute hecomes e x p e r t  w ith  one v/eapon. 

e t  an̂ /" b e n e f i t  from’ s t r e n g th  in  th e  form, o f
e t  th e  p .lus shov/n on th e  c h a r t .  

Prime G ieq u is ite , hu t 
and 1 0 5  ' a s  5 G-*' b ru te  
e g e ts  5  p o in ts  a ls o  p e r

p e r c e n t i l e  p o in ts  i f  
3 ‘ .A t t h i s  

. .r u te s  do n o t g
p lu s e s  to  h i t  o r damage, in s t e a d  thev

E xp erien ce  f o r  a  b r u te :  S tr e n g th  i s  the 
a  5'/ bonus to earned  ex p e r ie n c e  coun ts a s  Z, 
g e t s  r e g u la r  e x p e r ie n c e  fo r  .h i l l i n g  th in g s .
n o in t  o f damage he does vd th  h is  .hands, in c lu d in g  an;/ e x t r a  dama/'e 
done bgr b ra s s  k n u ck le s  o r th e  l i k e .  ._.rutes a ls o  r e c e iv e  1 0  p o in ts  
t im es  th e  l e v e l  o f dungeon fo r  open ing do o rs , and I - 5 0 0 0  p o in ts  fo r  
b re a k in g  and d e s t ro y in g  th in g s ,  depend ing on t h e i r  v a lu e .

. jr i i t e s  a re  
b u t a r e  Combat 
lo v e  to 
h i t  and

b a s ic a l l ;^  b ig , 
C la s s  A b ecau se

f i g h t e r s , 
They

dumb f i g h t e r s .  The;'' save  as  
the;'' d o n 't  le a r n  a s  q u ic k ly  

f ig h t  vd th  b a re  h ands, and r e c e iv e  t h e i r  s t r e n g th  bonuses to  
dama.ge a s  v ;e l l  aS th o se  in  th e  t a b le  v/hen th e y  do so . They ?

ma;'' w ear any arm or, and use  any weapon v/hich i s  common in  your : 
cam paign . ’ ■ i X ,

.I f  a  b ru te  i s  g iv en  a n y th in g  u n f a m i l ia r  o r more com plex"then
o u t, he w i l l u s u a l l ya  crossbow  to  p la y  vdth  d r f ig u r e  

and b reak  i t  in to  t in y  p ie c e s .
. -ru te s  n ay  u se  m agic a m o r , sv/ords, and m is c e lla n e o u s  

They may u s e 'o th e r  m a t ic a 'l item s  vdiich f i .g h te r s  :raa.;/ h ise : i f  
e x p la in s  them' c l e a r l y  and p a t i e n t l y  f i r s t . "  ■ r

A b ru te  shou ld  have a  fr ien d s, u s u a l l y  an o th e r  c h a r a c te r  
by th e  same p l a y e r , . t o  t e l l  hi,ra what to  do. A b ru te  o p e ra t in  
ov.'n.Ydll u s u a l l y  g e t ' t ib p e le s s ly  l o s t  d n  sh o r t  o rd e r , fo rg .e t d o  p ic k

g e t  d iS ,busted

Y/eapons. 
someone

o p e ra ted  
' on h is

un "oreasure. t r y
I '

■to talk to the' undead j and similar unlikely thingS;.i.
. . .  . 'e l l ,  I ’ ve go t a  

Anyone Y'/ant to  h e a r  more about P h y s ic s  
m e d ic a l problem s th a t  we
'loeople, i e t  me :know v/ha.t ___

■ . Mayd''ou- a lv ;a y s  s u r p r is e

lot j.aore, but it can wait until next
.ow aoout an. essa;/ on

Ignore (like gangrene and sunstroke) 
2/ou_ v/ant to see. ..

th e  b ig  th in g s ,  a n d -sc a re , th e  sm a ll

month.
the

P le a s e

ones■away* i- i k e  G underloy
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On Demons
The randomness of Eldritch W i za rd ry , demons has bothered me for__

some time now. If, as someone (Soligman?) said in A&E'26, they were 
drived from the miniatures rather than vice versa, that could explain- ■

But not'justify it. I vastly prefer a nice ordered set o,f demons 
similar to, in order if not in power. Death Demons. (Oh, 1 suppose one 
could argue that only Law/Evil demons should be well-ordered; Chaos/
Evil should be random,ct tedious cetera). Anyway, here is a nice 
orderly set of Demons which have almost completely replaced Eldritch 
Wizardry Demons on Anton...,

The Demons ot the Planes (or Planar Demons)

These are the critters that inhabit the high planes of reality 
(well, what did you think Contact Higher Planes talked to?). They all 
appear as humanoid mixtures of swirling smoke and;air. The more power
ful the Demon, the more smoke. They project on ail planes, but are 
only present on the plane equal to their Class (Class l=Etherial,Class 
11= Astral), Killing one on-a plane that they are not present on 
simply forces them to withdraw from the plane for a certain amount of 
t i me .

Specifications: (C= Class of the Demon)
AC: I 0 - C
HD: 6+ 2C
Move : I 0 + 2.C
MU LeveI: c - 1
Mggic Resistance: 5L^ at ilth level

Class 1-IV drain no I if e-1 eve I s', can only be hit by +2 or less 
powerful weapons.

Class V-VIII drain half li fe level (one per two hits) and can only bo 
hit by +1 or less powerfuI weapons.

Class IX-XII drain one life level and can only be hit by +0 or normal 
weapons.

Class XI I I-XVI drain three levels per two hits andean onlybe hit by 
norma I weppons.

Attacks: l:DI2, II:DI2 + 2, lll:DI2 + 4, I V :2QDT2;.V :2@d12+2...Thus a
Type VI gets two attacks for DI2+4 each, and a class VI I gets three 
attacks for.D12 each. (Note Type and Class are equivalent terms.)

A cleric has (Cleric's I ev^ 1/5). 1-1 mes (Demon ’ s Class x 100) 
chance of Turning one. A Dispel Evil has an equal chance of Dispelling 
one, but only if : the casting Cleric made the Turn roll,

ON SCROLLS

The seemingly standard method of generating scrolls is to roll a 
DIO for level, the roll on the charts. While this Is simple it makes 
scrolls of 9th order spells as common as scrolls of 1st order' speI Is. 
The problems with this are many, play balance not the least.



- Jherei ore, here a few new tables (ph, stop grpaning.) to (jhope- . 
fully) solve the situation. Anyway, they make scrolls of 7 9th order 
spells occur once in, every 8 million bijtlon scro-ils instedd pf once. ' 
every 8 ‘ b ! ! 1 i on ones . ,

Table I: # spells on scroll Table
01-50: One ; given
51-75: Two 01-65
76-90: Three 66-70
9 I -9.9 ; F i v e , . .  71 - 95
0 0 :. . ' : S e V e n 96-0 0

I I Kd.nd ot Spell, 
type,of.spelIcaster 
■Magic-User 
I I Iu s i on i st 

, Clerical
^Druidic . . ■

(Only the 
can use it

Table Ilia: Spell.Order for MU Scrolls
01-24: First .  ̂ • , 60-72: ..Fourth ;.
25-44: Second 73-80: Fif,th
45-59: Third 81-88: Sixth

Roll o n c e/s p eI I
89-93
94-97
98-00

S e.v,e n t h 
Eighth 
N i nth

Tab I G
scroI Is.
01-26: First
27-47: Second

I b : Spell Order for I I I us i on 1 st > C,i er i ca I and Druidic
RoI I once for each spel I.

48-64: Third 78-87: Fifth 96-00: Seventh
65-77: Fourth 88-95: Sixth

If these tables look familiar, I adapted them from John T
Sapienza’s Sword Generation System. -Many thanks.

Comments on A&E //25

Charlie Luce: Elladan thanks
est.Gd in seeing his spell.

Heilborn for the. money and w I be inter-

Sean Cleary:, 
and/or raped 
comments abo.ut

Your churches are somewha.t unforgiving, if being enslaved 
is enough to turn one Ne.ut.ra I .//PI ease don't make g.oneral 
West-Coast vs. East Coast DMs. I know some DMs out h.ere

like, your "official'" Boston DM type. Maybe thoyshoul.d moy e,.,; ....

Steve Perrin; But there is something special about llth level f,.or,a 
Mage.. That's where they. 1 ) can start enchanting items a.nd 2) start,,- 
cp I I ect i ng HP ra thor tha n dice.//Your are m i s i nterp ret i ng G .1 en n ' s ,pos i- 
tIo_n_. To reach Necromancer,...you need 200,000. For W i za rd 300,000,
.fpr,, .e.ach level .OVER Wizard, you need another 300,000.//Caso', ,/A2 is : 
correct. I have written to gygax about it. And Glenn is most . cert,a,i n 1 y 
not "one of the few."//If you (and by your statements, every one else) 
are not going to change come he I i or high water, why a,re we wasting , 
space/time a rgu i ng ?//Doe s your new EP system 'give eps a';| I from treasure 
and NONE from f i ght i ng/spedi I cast 1 ng?

Margaret Gemignani; (Why do I get the feeling that this argument „is 
going in circles?) But the poss i b i I i ty for Permanent D.eath must 
always exiit, or Death is as meaningless as if noone ever got killed. 
//But, Peggy,. do you get so many RunehZados that you hav.o to
wpiPTy . about them? ;

John T . 
but: too

Sap i enza; 
late...

Your letter to Gygax was rational and much needed.

&i I I Sel.igman:; I hate to say it, but I) I'm glad 
'zine-. and 2), Lee's fi l ler satire was funnier than 
satire-. (I'le 1.1 . you said- not to say something I i kt
satire. . . . "7 :

Lee condensed ypur- 
your Star Wars; j,,.. 
good tr i l ogy ,.v gop.d



Lee .Gjpid: , Hmmrnj. . . Yes , I;, wou J d put' Lu ke ' s w i sdom at 9. But Obi-Wan’s 
(the charactier that, my write-up was based o,n) I would put at 17. , M.y 
oa.Iy j ustJi i cat:i o.n Is tha,t Luke will become wiser as he becomes a full 
Jedi.//Hmm again . . . .Yes , a Lightsaber couId' possibIy be as nasty as a 
Katana. But the Chisakatana seemed to be the closest thing. Either 
way is f i Pb • • • • ?/Tr ue., but spell use, fs ppssJ.b I y I ess likely to evolve 
■vtfhan something rather common on this wor Id- such' as poisoned claws (wit
ness the Platypus...). Requires thought.

Steve Me Intosh: 
and Interesting,

Your version of Tolkien Elves is accuratep I ayabIe, 
But why would an Elf go on a Dungeon expedition?

TRIVIA: There were 42 zines in A&E //25 with I 55- pages of zine, there 
was an average of 3.59 pages/zine. A considerabIe drop in the upward 
trend. Possibly even a hopeful sign;.:

This will most likely be my last zine for a while at least, as the 
School Year and UCLA approach. But until later,...

L u X e t p a X ,

CP

AtAtAfA + A + AtA + A + A + AtAtA'I-AI-AtAtAtA't-A'I-A-l'AtA t A t A t A t At AtAtAtAtAtA + AtAtAtA 

ICE DEMONS by Glenn F. Blacow

These: bein.gs . are shaped much like' the con-entional demon of 
Christian myth--horns , x̂ in/rs , tail and fangs,.- They- are about man-size 
and are crystalline blue in color. They dwell in places of ice and 
snow, acting as either treasure guards or as servants for such things 
as SnoxiT Demons. Their: primary weapon is , their b.r.eath which forms a. 
cone 6".long, and six feet wide at the end. The.first time a victim is 
caught in it, hesh is affected as if S L O W E D t h e  second time hesh is; 
caught, incapacitation results, and the third time, death folloxrs. 
There is a ST .(vs. Staves-& Spells)..  ̂If made., then, it takes two 
breaths to achieve the result of one, In other words, if a character 
saved every time , . it w ,q|i1^ tak.e f our-.'breaths to incapacitate . him and... 
six to kill. Ice Demons .can breathe three., timbs a...day... If the demon 
isn’t breathing, it bites, (D8 damage) and clavr, { d 6. each) , fc.e Demons 
are. somewhat intelligent, (Piaure 6-fD6 for, IQ)-. ;

§ APP 
l-h

AC0 8-10
Speed , 
9"/l2"

a '■in.; Lair 
.50;(

Treasure 
2 X kl

A+A+A+A+A+AtAfA+AfAfAfAfA+AfAfAfAfAtAfAfAfAfAfAfAfAfA+AfAfA+AiAfAfA+A 

Verdigris Thoughts -by,Steve Marsh-

Most pictorial representations of Sword and Sorcery show people 
in half armor. Th,t's armor that covers the upper torso and perhaps 
the shins. Does anyone use this in their campaign?

A Confrontation atGLASCI I reminded me of a slight probJetin with 
TSR spell tables. Prot/Normal Missiles should (by standard deducibIe 
from T,he Golden Bough) be 5th order, wh i ,| o M i ss i I e Ref I ect i op , ( sends 
missiles back at their so.urce ) shou I d be I I st order . (Before anyone . 
starts changing bas i c spe i) , system to ;’ma ke i tmore J og i ca I p l e a s e  
research and neatly observe results. D<°D is not a fonom for the 
one true way in practice.)



And now, for the nth (n=3) time.
One More Ratiocination from th;e Immortal Olive, :
being the ramblings of Alex Melnick, 1636 Franklin , Santa Monica, CA 
90404.; Typed by the oft-complimented and a I ways ;deserv i ng Lee; Gold . 
without whom Andros would have never encountered Green Paste of Plant 
Control and Rod Cake of CI airaudience.

First I would like to suggest a (perhaps) better Incentive than EP to 
get characters to keep coinage. Simply require that they pay \% of 
the ir expeci ence; points per week in gold pieces. The chara;ciers either 
bring back a,:l;l the coins they can find;, wind up, in debt (ati yer-y ,high 
interest rates); or starve to death. - And I ;doubt there are very many 
players who would want to work a character up to Wizard and then have 
h i m or he*r ;d le, not in battle, but for Lack of food. [.Somehow 2400 GP 
for a week,'8 lodging for -a Lord-9th^ 1000 for a Sorcerer (MU9) and 
2000 for a -Patriarch-9th .seems a trifle, expensive. --LG']

Second and, L feel, more important, I would like to reponen an unshut 
can cif worms by ^presenting The One True Aiiggraent Systen, as devised by 
Chris Pettus and myself bt 40 mph on the Pacific Coast Highway. I n 
order to understand this 'system, you must f i rst take a deep breath and 
forget everything you already know about a Lignment and morality.
Simply start with, this concept: some actions are good and some aro
bad. Helping someone is g o o d h u r t  i ng someone is bad. , ,i

Now a person, being or group is denoted as "Lawful" if her/thair actions 
are good in the long run, that is ff they will|_bring about a good end.- 
Someone Is Chaotic if its act ions • wiI I bring about a bad end. Someone 
is Neutral if his actions are not designed to br i ng about any .part icu-r 
lar end. (Neutrals tend to give little forethought to the long-range 
impLLcations-of their actions.)

In addition to being Lawful, NeutraLror Chaotic, a person or group may 
also be defined as either Nice or Nasty or Nei ther. . ;Someone whoisp.f 
Nice will do good th i ngs to br i.ng about whatever end i s des i red. A 
Nice Chaotic will he I p .Chaotics, because that he Ips bring about a bad' 
end, that is that there are more Chaotics.) A Nasty person will do bad 
things to bring about whatever end is desired. CA Nasty ;Lawful will 
hurt Chaot i cs, -because that helps bring about a good end j, that i s i that 
there are fewer 'Chaot i cs .;) ,Someone who i s Ne i then ,w i i i do whatever is
necessary to bring about his: des i rqd end. (They'tend to both;help and 
hurt,('doing each in turns and in moderation.) j ;

From Peter Cerrato to • ; j > - i p
"The One. True Way" . t)y VJT/BS (William (Taylor/.Bruce ; Saul) . -ib :i
We know who done it! Only .the two people who wrote it would .-i
commenton it. , o-ip . p p

DM i NG ;EQU I PMENT : Hasbanyor; . ever used one ;of . those "tangupge;; Lab" •
setups? A classroom where each desk has a headset/microhpone.connected 
to the teacher's contro.i panel. This would be the greatest way to DM 
an adventure wi|th two sides or where a party, is split up, with the 
fIick of a switch you can focus in on whomever you need to taIk tq. 
privately. Conventions that take pI ace, in colleges might look into, 
these facilities. , ...; p h ,.



The View from Seadie's See

by JeTf J Pi mper, 347’Miche l I St. L i verrmore , CA 94550 ( 4 I 5 V 45,5-6333 
T y p e d  byi the" Bver-marvei ous Lee Gold (what would we dp without her?)

ALL THE WORLDS’ MONSTERS

ATWM, Vol. 
get it out in 
I am not 

FIrst, 
in a binder 
to the 8 
a change 
(Forgive

I ts out! There 
time for Gen Con

was quite a rush at the 
but we did it. Since

last mi nute to 
am prejudiced.

I will describe its forjTOpt. 
punched. You can .put, it’; 
use. Even TSR is going | 
George Barr wp ich i s, qu'i;tp

from the normal Barr cover work;, it is creepy rather than cute, 
me, George; he hates cute). There are two pages of the usual 

explanations and acknowledgements. Then comes the index

going to review it for context, but 
it is 8 1/2;" by II" and three-hole 

so that i i t w i I: I last under much 
X 11 format. - It has a cover by

introductions
of the monsters in alphabetical order! Plus 100 cross references to 
aid you I n f i n d i n g wha teve r you are IpPking for. La te r vo I um,es will 
have a comprehens t ve i ndex to a I I voIumes i ncIuded.

The 265 monsters come next i n alphabetical order with a n, ,4 I I u st ra
ti on for each letter (except Z), The monsters cover 106 pages. Aft.pr 
the monsters comes a listing of all the monsters by encounter .type 
(Alien, Flyer, Dragon, etc.) and a listing of all dungeon mon.sters by 
level of occurance along with a die roll chart to help you in deciding 
which monsters occur on which level. This is not my ranking system; 
it "got aced out due to space problems. .
'•Last but not least is Steve Henderson's Random Monster table. We 
weuId 4 rke toiinclude:a differept random monster table in each volume

it in.
Cora Lee HeaIy and shows her interpreta11 on pf 
Dragon Masters). There are 27 interior illUs- 
Chris Lofthus, Luise Perrin, Steve Reichmuth,

so if 'you have"one send 
The back cover i s by 

the Vance Dragons (from 
tTattonsby Cora Healy, 
and;: Carol Rodes ( i n . a I phabet t ca I order).

Theprice is $8.00 and it • is avai I abIe from me 
ftom the Chaosiurn anp from most wargaming outlets

at the above a d d r.| ss ,

i The following people have; monsters i n the book. ( I n som.Q cases,;p 
s ing I e monster, i s creid i ted to- two peop I e so each gets cred i t-•'f.o,*"' - 
■a monster:- Scotti Arguette-I ,' Tony Ayres-I, Clint B i gg I estone-2,4 . 5 
Da ve ’ "Af dill 1 n Gr 1 mo i re" Hargrave (25.5), Dan P 1 erson-29, Randy, Boucher- 
I, Chuck Cady-24, Sean Clear-4.5, Ca ry Ma rt i n-2 , Steve Da v i s-7 ,!4Denp i's 
O'Brien-4, Brad Hinkel-3, Hilda HannIfen-8.5, Steve Henderson-I 8,
Roger Harvey-2>. Ri cha rd: Harve.y-4 , Jerry: Jacks^6, Kay Jones-8 > Char J i.p; 
Luce-4, Stewart Levin-1, Scott McCa rt^iey-12, Steve Marsh-15, Owen 
Hannifen-6, Ken Pick-4.5, Glenn Blacow-.5, Wayne Shaw’-I7, Stewart 
Spada-2, and Mark SwaasohrS- All of,these people should have heard- 
from me by now; it hot > pi.eas.t contact me for your cred i t s S t e v e  and 
I purchased some of the books and we will give you 504 credit, for 
monster toward the purchase of one or more copies or 404 
the purchase of any' bookl et, Igame or. tigure I carry. as tEveTyth i n.g- for 
the Wargamer." 'V . ' f ■•!, . j;;,, , ,, ....

each 
credit toward

The Chabsium wants Volumei Two by; November f i rst, so most Pit; the , 
monsters a I ready sent to us will still be. used, but we ,a;re a I way sj , ; > . 
looking for more. The second' volume i s supposed: to be out for C-hrlst- 
mas, the third probably in the spring. i
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Computer Hacking for Fun and (Little) Profit

Enclosed with this issue of A&E are two more computer generated dec
imal D&D charts. The first is a new version of the combat matrix.
While working on the second chart, I discovered a simpler formula for 
computing the combat matriises, so I redid the chart and--wonder of 
wonders—  it is almost exactly the same as the original. There was 
enough different to warrant my including the new version.

The second chart is a decimal saving throw chart. I had two separ-*. , 
ate offers to pay me to develop it, so Ifigured there was some interest 
in decimal D&D., Anyway, it is used much like the, ;Combat matrix ; the 
caption on the chart explains how it works. In my universe, there is

save, so the charts stop at 
either chart,taken up to 100^ 
l*d be most happy to send one. 
it the way L did, some inter

esting relationships come to light. Fighters are better than Mages 
against magic up to 3rd level. Fightersatall levels are better 
against Dragon Breath. Clerics are best against Spells and worst 
against Stoning at all levels. I'd have asaumed that Mages would be

If you do a straight conversion of the c&D sys- 
II find that the two systems are rli->t;p, hu+

always a 5^ chance of failing to hit or 
95/s. If there is anyone who would like 
success probability, send me a SASE and 

By converting the chart and printing

best against Spells, 
tern to decimal, you' 
is much smoother in t r a n s i t i o n s  b c t w o o n  l e v e l s

COMMENTS: Responding to the appeal to keep comments current,. I wiLI
refrain from commenting on issues 23 and 24.

Tantivy; I like your roOm-stock1ng ideas. They are. similar to the 
ones I use in my Dungeon Populator program, though I am very easy on 
traps .

Morningstar Mutterings §5x 1 have worn both chain mail and plate whil
I was an active fighter in the SCA. Plate is better protection, and i 
is distributed over the body, but I prefer chainbecause it "feels" 
better and it is easier to fight in, Plato is very stiff (-1 on dex
terity) and provides no venti lation. After 5" in the hot sun or in a 
stuffy enclosed area (read dungeon), the plate wearers are much more 
tired than the chain wearers.

One thing you didn't take into account about chain; a backpack has 
two probably I" wide straps on which the weight is distributed. Chain
puts its weight on the 
True the entire weight 
shoulders', so It seems 
only takes up about one third 
having worn chain without any

entire; shouIder area (about 
is still there, but it does 
to feel lighter than it rea 

or less of the 
belt at all, I

on each side)

in hovi/ long it took me to get tired, 
them both out for yourself. The most 
exper i ments .

not dig Into the 
Iy is. The belt 

weight of the chain and 
found little difference 

Come to.. DunDraCon I I 1 and try 
convincing argument is your own

Stoned Acolyte: The myth surfaces again. You do not need space for a
two-handed sword. We proved it at DunDraCon is a 3' wide corridor.
We will demonstrate it again at DunDraCon 111, Gen Con WEst and maybe 
OctoCon and the World Fantasy Convention. Too many people make remarks 
about fightIng without ever having seen how it is really done (and no, 
Hollywood movies don't count). Chock your local SCA chapter (Nick 
Buckhbld aka Count Sir Alaric.von Rotstern, 2516 W. Tremont Ct.,
Alexandria, VA 23225 is the Ear I Marshall in your area,and Robert 
aka Robin of Mannefeld, 2933 Wycliff Rd., Raleigh, NC 27607 (919) 
782-2960 is yoUr local Seneschal. (Tell them Pendragon sent you.)

I de



They, can demonstrate 
yourself.

how it is done and even let you try it out for

I agree 
real world 
bodies you 
Avalon Hill 
trucks to a 
the tanks. In their 
corrected; everybody 
ally at full value, 
there is an obstacle

about hte fireballs. Consider them as exploscbons. In the ■ 
explosion, the more peopletat groun^d zero', the more dead 
end up with. The same idea crops up i n w'awgam i ng,' iname I y 
*s PanzerbliTz and Panzer Leader ganies i n wh i ch addiing 
stack of tanks reduces the combat odds of indirect; fire; vs. 

latest game, "Arab-I srae I i War"'this has ..been,: 
in the hex must face the incomivag f i re Ji nd i v i dyi- 
I will concede a slight red uct Ton i n effeictnif ' ,
between a character and the center of the’ blaif or

fireball, but not much of a iduct i on

Voice of the Mountain: I agree; Gary is much maligndd.; But i;can*t
help but feel that he (and Tim Kask) bring it on themselves'; I am ■ 
sorry to hear TSR has some financial problems, but Icdon’t think^threa- 
tening to sue everyone in sight is, going to help TSP-'s good wi ll;situ,f̂ ; 
ation. Jagdpanther Publications talked itself right but.of the gaming 
busi.ness by alienating everyone' i n s i g h t ■ at ■ eve ry oppbrtg n i ty. f (This 
ties in with thoughts on Platinum Drggon. )  ̂'

Platinum Dragon: I am not shouting at you, but as one probably included 
in Tim Kask's tirade i would like to point out that countersuits a;re 
also viable for putting someone out of business. Besides, other than . 
the actual mechanics, how much original material is there in O&D? 
Mythological and I i ter.ary monsters are 'not under D&D or TSR copyr.i ghrt/i 
As for xeroxing, I have purchased two D'&D'sets. The f i rst if e i ,1 aparti 
from use, so I bought another and xeroxed the material I needed son-'

■would..last a while. I'd I i ke to see Kask make 
most .of th,e people who Xerox D'&D or: t he rA.rd u i n-. : 
ma.tter All the Worid'^' Monsters) dof't: have any i 
is'a lawsuit going to' get you? Just iook at the; 

numbers of students.who default on the i r''schoo I loa’hs (one of whom -i's.,- 
making $300,000 a year as a 'p ro ' ba s ket ba T I player).’ i

stantly so the second 
'me eat that. Besdies 
Grimoire (or for that 
money anyway, so what

Shores of lnfinity:Tou're right; Jedisdonot f i t i n D & D  
that matter, what dogs? But that's all Tight; 
players to exercise our imaginations in tryf'ng 
problems. Lee, I thinf^ that you were generous 
w i sdom of 9. . ' ''

well. For
i t a I Iows usd &D 
to rationalize away the 
i n 'g i V i ng ' Lu ke a f :

Spinwa-rd Ho!: • Where' does it say that DAD elves are'Tofkien elves?..:.. 
Whi..|.g LotR is the principal source, there’ are I ots ; of ' cthe r: i vers.i ons.. of 
elxgs , j,o myth and I i terature;; from litle fairy typei: 'cbo rather: largo..; 
fighting men. I did think that your descr i pt i on et' the Tolfion Elf ..r; 
was one of the best thought out and consistent and complete. .x
■'! '• ' ■■

 ̂4' 4:-̂ 4h ‘i>;4 *i*404^4^4 C* 4î-,4 04044‘̂4$4̂ l>404'̂ 4<540 4'̂ 4‘±^4^404045'40404'±’4^4C’4’I'4'04̂  4̂ 4'

From .Ken. .Pickpl̂  A IJote. to G. F. Blacow:" The +1 vs. plate ability of. 
the yo.T)Oi-(iqBhi, .is ’measured, from the hit mods of a''flormal dagger, not 
frois.,.the b.as.e.| hit probs. True, samurai are one of the best" waiys ;to take 
down a Death pem,pn. Bu,t, experience shows that the loest kinds . of, D,D.. 
are .easy to ,,take down, period, while the higher ones would eat. imany,...g 
samurai souls .before .going down.. Suioi jutsu refers to swimming, fin, full 
armor . and fighting .while doing so. Could you clarify your comm^ents ;,on 
spears and staves in Japan being "cooler"--in what way? Also, T ■advise 
you to read the sourcebooks I listed in ff2h.
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THE GRIFFIN'S QUILL î*ll ,

brough to you, for a change, by 
the talented fingers of Lee Gold 
fay very favorite hobbit

presented by: Charlie Luce
U2 5 2 51st St.
San Diego, CA 92115 
Phone (Tlî ) 281-7897

Since other people have been busy presenting their various write
ups. and rewrites 
two of mine.

of different character classes, I thought I'd present

First, ̂ the older of the two. When SR came out, I enjoyed the 
concept of ILLUSIONISTS but felt that they were a bit too powerful as 
well as not quite different enough in approach from normal Mages. AS 
a'result, I wrote my own version, which several local players adopted. 
The material in Dragon prompted a rewrite. Then, recently, reexam
ination of the higher levels prompted another rewrite, which I now 
present. here are: . ^

ILLUSIONISTS: A sub-class of Magic-Users

Potential Magic-Users with a dexterity of 12+ nay elect to 
become Illusionists instead of VJizard-Type MUs (Mages). Illusionists 
are of the school of Manual Conjuration (casting spells by means of 
gestures), while Mages are of that of Phonetic Thaumaturgy (spoken 
spells). While both types usually employ both words and gestures .■...in 
casting, an Illusionist may cast while unable to speak (but cannot 
with his hands tied), while the opposite is tune for Mages.

Illusionists are restricted in armor and weapons as are nages-- 
and such types as Elves which may wear armor as a Mage cannot as an 
Illusionist unless the armor is nonencumbering (as enchanted armor). 
Also, Illusionists are restricted in magical items to the following: 
Scrolls Illusion, Fear Par aly zing and Polymorph Wands
Crystal Balls ,Iems Mages and.at least one other class may use 
Items which act similarly to Illusionist spells (DM's discretion)

PROGRESSION FOR ILLUSIONISTS '

Level and Name EP HD (d O) Spells:' ■ 1 2 3 it 5 '6 7 8
1 Minor Trickster«
2. Trickster 2 2 5 0 2 2
3. Master Trickster U5OO 3 3 .1 - - -
u. Cabalist 9000 It It 2 - - - '■ - -
5 . Visonist 1 7 5 0 0 5  ̂ ^ It 3 1 - - -
6. Phantasmist 30 K 6 It It 2 - - - - —
7. Apparitionist 50 K 7 5 It 3 1 - - - -
8. Spellbinder 80 K 8 5 It It 2 - - ' —
9 . Illusioni st , : 1 5 0 K 9 '■ • - s 5 It 3 1 - -
1 0 . loth level 300 K 9+2 ■ : -6 5 It it 2 - -
1 1 . 1 1 th level 600 K 9+lt 6 5 5 k 3 1
1 2 . 1 2 th level lOOOK 9+6 .,,g 6 5 it it 2 —
13. 1 3 th level lUOOK 9+7 7 6 5 5 it 3 1
lU. lUth level I8OOK 9+8 7 6 6 5 U it 2
15. 1 5 th level 2 2 0 0 K 9+9 7 7 6 5 ■̂5.-. it . 3..' 1
Each additional Ivl + UOO K + 1 as shown above

Prime Requisite: either Intelligence or Dexterity, whichever is higher
Combat is as a Mage of the same level.
Saving throws are as Mages but in steps of U (l-it, 5-8, etc.)



To throw a spell of this level Takes INT and DEX of at least '
5th 12
6th lit
7th l6
8th 1 8 ••

ILLUSIONIST SPELL LIST ... : : '!■' ■

1st 2nd 3rd r
1. Phantasmal Forces 1. Hypnosis 1. Blindness
2. Fogwall 2. Detect Illusion 2i Hypnotic Pattern
3. Light ■ i; 3. Change Self 3. Self-Blank
1;. Darkness it. Illusionary Forces it. Continual Light:
5. Mirror 5. Invisibility .-i 5. Continual Darkness
6. Suggestion 6. Misdetection 6. Spectral Forces
7. Detect Invisible 7. Detect Magic 7. Hallucinatory Terrain
8. Self-Infravision 8. Shadow Armor 8. Dispel Image
9. Mirror Image 9. Deafness 9. Fear
10 Ventriloqui sm 10 Fog Cloud 10 Invis, 1" radius

11 Magic Mouth 11 Illusionary Script
12 Blur 12 Ignore X'/ounds

13 Mass Suggestion
r lit Super-Hypriosis

1+th 5th ’ ' 1 6th
1. Paralysis 1. Super-Invisibility 1. Polymorph Others
2. Concealment 2. MinOr Creation 2. Major Creation ’
3. Massmorph 3. Dolymorph Self 3. Shadow Death
k. Phantoms it. Projected Image it.' Summ.on Shadows
5* Shadow ;Wall 5. Chaos . Window
6.- Shadow'Missile 6. Deni-Phantoms. 6. ^ Illusionist's Eye
7. Emotions j 1. Demi-Wall 7. Create Shades
8. Confusion 8. Demi-mi s sile 8. Astral Spell
9. Sleep 9. Dispel Magic:;' 9. Vision
10 Read Magic : 10 Pyrotics i 10 ' Lycanthrope
11 Infravision 11 Hold Portal 11 Mind Blank
12 Spellbind 12 Knock 12>; Disenchant
13 Shadow Shield 13 Change Others 13 Ignore Disability
lit Programmed Illus'n llt TriggerediIllusion lit Prismatic Illusion

7th 7th-- continued 8th
1. Disbelieve it. Permanent Spell 1. Prismatic Wall
2. Maze 5. Illusionist Trap .' 2. Create Reality
3. Alter Reality 6. Power Gesture : ' 3. Shape Change

it. Empower Others

NOTE: Most Illusion detection items, spells, abilities, Truesight, etc.
are not able to detect illusions generated by i»th+ Illusionist spells 
unless of Artifact quality or specifically stated to be able to do so.

ILLUSIONIST SPELL DESCRIPTIONS (B = Range, A = Area affect . ;
D = Duration)

1 st order 
PHANTASMAL 

ter ,
FOGWALL: 

but 
(vs .

A=3" diame-FORCES: same as MU-2nd order spell, butR=2L"
D=as long as caster concentrates.
A Wall of Fog which does not prevent movement through itself 

does block normal vision and cut Infravisioh through it to 1” 
a normal J+-6 " ). R = 12" , A=6" by 1" high or 3" diameter by 2"

high. (l* thick). D= D̂ i turns above ground, 2Di; turns below.



LIGHT: Same effect as the MU-2nd order spell. R = 12" , A=3" diameter
D='( 6+c aster ’ s level) turns.

DARKNESS: Creat.d.s darkness of the same R,A,D as Light. The Darkne;
cannot be seen' in, unless a combination of Infravision and a; 
light source (or Light spell) is used.

MIRROR: Creates a one-way square where the caster d'eisires i/hich.is
perfect reflector of light, capable of defending against stone-

12", A=l' sq, D-1 -curn. 
spell. R-6 ", I weel:
2nd order' spell. R = l"/cas

glance and magic mirror attacks. R=
SUGGESTION: same effect as 3rd order MU
DETECT INVISliBLE: same effect as the MU

level, A=l" path, D =6 turns.
SELF-INFRAVISION: Same affect as

castable only on the caster.
MIRROR IMAGE: Same effect as the

, D=6 turns ,
VENI^RILOQUISM:• same effect as the Ist orler MU spell

3rd order. MU spell 
D-2 U - hours.

1st- order MU spell,

.nfravision

ter

but

A-3" diameter

, ,D= 2 turns

2 nd level
HYPNOSIS: similar.to Charm Prson (1st order MU spell) but requiring

caster to look the victim in the eyes. [Chainmail gives the 
ohanoe for this as 2-S on 2D6.--LG] The spell has a--i-2 chance of 
success. R=3", D as Charm Person.

DETECT ILLUSION: a spell which detects-as such an illusion created
by a magical item. Mage or illusionist, spell below Utii level.
R=6" , A=l" diameter, D=1 turn.

CHANGE SELF:. A limited Polymorph Self which allox/s the caster to 
appear as a creature of similar sise and shape: ,e.rg. . a human
could appear as a Gnoll but not as a Wyvern. D= (;£-i-lDH-!-l/level) 
turns.

ILLUSIONARY FORCES: Similar to Phantasmal Forces but the castejr naav
move while employing this spell. R ,A as Phantasmal. ■ U--,while 
caster concentrates + 3 turns. r ; -

INVISIBILITY: same, effect .,as, the 2nd order MU spell. D--till dispel.
MTSDETECTION : This spell ca'n, cause, a detect (illusion:. Magic, Gems, 

Evil, etc.) to give a false., ne.gative reading... The object, or 
creature the spell is cast on gets a. save vs. detection equal to 
that of the caster (treat sword powers as cave.vs. wands and 
innate abilities as save vs,, magic with a ~-2. chance) .:- R=12" ,
A=1 object or creature. , D~:_ t.il.l dispelled for objects , 2. :turns 
for creatures.

DETECT MAGIC: sSme effect as 1st order MU spell. R = 6" , A~l".
diameter, D= 2 turns.

SHADOW ARROW: An .imitation Magic', Missile, doing d U+ 1 dam-age if
thouiglit to be real, and 1 point d.amagp.: if not believed'. R = 1 5 ", 
A=l’missile (+1 for every five levels abo.ve,3rd).

DEAFNESS: Causes total Dedfness in any creatui'e faili-ng save. After
the first day, there is a.chance,of recovery^equal to (level of. 
victim +1 for each Constitution. point , .over 12) times Vi cumula
tive per day. The effect i s .. di s p e l l a b l e R  = 12" , A=1 creature.

FOG CLOUD: A cloud which obscures normal vision and cuts lafravision
range to 
there is

MAGIC-m 6u TH:

1/2". The cloud moves with the wind, but stays still if 
no wind. R = l" , A=3" diameter, D = 6 turns . ;
Same effect as the 2nd order MU spell. ■

BLUR: This spoil.blurs tlje carter's appearance and acts as
Ring of Protection ,+ ̂'. , ..p=(.pU + 1/level) turns..

would ., a ■



3rd level
BLINDNESS; Similar to Deafness, but blinds the victim if save not

made. There is a chance equal to (victim's level.-fel for; -every . i 
CON p t . over 12) times .5^ cumulative per day -6f recovery iafter 
the first day. The effect can be dispelled - R-12" , A=1 creature,

HYPNOTIC PATTERN: A l"xl" projection which will■hold creatures up to
2" in front of it motionless. The pattern will hold. 3D6 ; 1st Ivl 
creatures, 2D6 2nd Ivls, 2D^ 3rd, DU Uth or 1 5th level creature. 
Only Illusionists.get saving throws. A mirror can be usdd-within 
3" to try to catch the caster and thereby break the spell. R=
12", D=as long as the caster concentrates + 1 melee round.

SELF BLANK: Same effect as Mind Blank but castable only on the
caster. D=2U hours.

CONTINUAL LIGHT: Sane effect as the 2nd order MU spell. R=12", A = .
2U" diameter, D=till dispelled.

CONTINUAL DARK: The opposite of Continual Light. (See Darkness)
HALLUCINATORY TERRAIN: same effect as the J+th order ra U speU.. R = 2U",

A=lUl sq in., D=till touched by an opponent-.
SPECTRAL FORCES: Similar to Illusionary forces but produces illu

sions which fool all the senses and are not dispelled by touch. 
(NB: these still do no damage if not believed in). R=2U",lA=3"’
diameter, D= as long as caster concentrates (movement ijossible)
+ 5 turns.

DISPEL IMAGE: acts as a Dispel Magic would on Illusions. Automatic
ally dispels Phantasms or Illusions created by itemsilor Mages, 
acts as Dispel Magic with the caster counting as .'twice his 
achual level vs. other Illusionist-like effects "created by an 
itam or mage, arid acts as a normal Dispel Magic..vs. other; 
Illusionists. fi=12".

FEAR; same effect as the itth order MU spell. A-2h"-x.h" cone, D=6 
rounds,or turns as applicable.

INVISIBLITY: 1" radius: same effect as the 3rd order MU spell.
r=2k'\ D=till dispelled.

ILLUSIONARY SCRIPT: similar to Magic Mouth (2nd order MU spell) but
when triggered, glowing words appear (visible only to the target). 
Maximum length is 50 words. d=till triggered + two turns.

IGNORE WOUNDS: The recipient of this spell can ignore the effects of
wounds up to loss or disabling of a limb. The spell is dispelled 
when 90^ of possible damage is taken. While the spell is in 
effect, there is a 5/^xrecipient' s lev&l of resisting the effects 
of Sleep, Stun or other incapacitation of that type. An individ
ual may only benefit from this spell once per day. i+ = 6", D=
3DU turns . ?

MASS SUGGESTION: As suggefet'on but can be catt upon one being for
every two levels of the caster. (i.e. divide level b y  two and 
drop halves'. The same suggestion is made to all the targets.
If employed' against only one creature, the spell is +2. R.= 6",
A=l" diameter, D=1 week.

SUPER HYPNOSIS: Like Hypnosis, but the caster need not look the;
victim in the eyes. However if the eyes are looked into the 
spell is.'. + 2. R=9", A=1 person, D- as Charm Person.

Uth level
PARALYSIS: produces a sone similar to that of a Paralysis Wand (but

sa.ved against as vs. spell). A=12"x3" cone, D=till dispelled: '
CONCEALMENT : allows the caster to Move Silently and Hide'In Shadows:

as a TflO, as well as preventing detection' by 'non-mental (ESP, 
etc.) spells or magical items. When combined with Invisibility 
normal means for detecting invisible objects will not work.



(although Appearance Dust and the .like will).; combined with Super:- 
Invis ibility, -;nly Disbelieve or a Robe. o:f Eyes will ‘locate the 
caster, and ..the ■ Robe. can. :pnly locate him during those turns that 
its wearer save vs. Magic. D=,3 turns/level . . -. .

MASSMORPH: same effect as the |Hh orders MU. sprell . ., R = 2î " , A=^ diameter,
D=till dispelled.

PHANTOMS: creates- seni-r.eal monsters having l/5--the HP .of the Orig.i- '
nals.(Ipt/die; under the control of the caster. If thought to be 

. real, they act as Spectral Forces would (doing full damage); if 
known to be illusion, they are AC 9, have no-special abilities, 
do 1/5 normal damage and take double damage from silver. -An 
Illusionist may create. Phantoms of as many levels (in: the origi
nals) as his own level. R = 12":,. D-6turns .

SHADOW WAIiD: . Crea,tes a semi—real W.all (Fire or Ice, caster’s choice) 
which does, full damage if .thought real, 1 / 2  D^ damage if known to 
be shadow, R = 6" , A-6"xl" or 3'' diameter x 2", D= until dispelled.

SHADOW MISSILE: An imitation Fire Ball or Lightning Bolt which does'
full dp.mage ,if thought real, half damage if known to be Shadow.
R = 2i|"

EMOTIONS:
app.

1-2
3_li
5~T

, A is as imi tat ed m:i s sile .
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effect of 
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■"SION: Same effect as i+th order MU spell. fi = 12" ,. A=3" diameter.,
D=12 mounds.

SLEEP: Same affect as the. 1st order MU spell but affects - U-D6 1st Ivl,
DU fths , £r- 1 6th. R = 2U", A=l" diam

eter, D“4DU turns,
READ MAGIC; in all ways the same as- the 1st order MU spell but remem

ber that illusionists have the same-; restrictions on the use of 
high level Mage.scrolls as Thieves.

INFRAV.I3I0N: same effect as 3rd order T4U spell, . R = touch, A=Pers onal,
D = 2'4 hours .

SPELLBIND: This spell has the same effect as Hypnosis but can be used
on D 6 persons or. on one monster. Against one person is +3; '
against one monste.r is +1, It is not necessary to look the vic
tim in the eyes, nor is there a bonus for doing so, R=l8",'A=3" 
diameter, D=2h hours, . '

SHADOW SHIELD; creates a shadowy ba-rrier which has the s ame'-e-f f e c t as 
a combihation Protection from Evil and Shield (both Sirder'cne MU 
spells). May be combined with Blur for maximal effect, A?= Self, 
D-1 turn/level.

PROGRAMMED ILLUSION: A Spectral Force which is formulated by the'
caster to appear, take:a certain action, then vanish,’ The caster 
need not concehtra te after the illusion is formed. R = 2tt"-, A=3". ; 
diameter, D-12; turns. ■ ■ -r



^th level (these spells require IWT and DEX of 12+)
SUPER IIIVISIBLITY: similar to Invisibility but caster may remain

invisible and attack using spells; only non-missile/cone s] 
may be used while remaining invisible; use of Control spells (Hyp
nosis, Suggestion, etc.) will reveal the Illusionist to the 
intended target whether the spell is successful or not. D=2 x 
level turns.

MINER iCREATIONi: Creation of material (Similar to Djinn) up to wood in 
hardness^ (no metals can be produced). Up to 100 GP weight can be 
produced/level/day; it takes one round to produce 50 GPW. R=l", 
D=indefinite for food and beverages , up to eight hours ;̂ er level 
for other materials.

POLYMORPH SELF: Same effect as Uth order MU spell. D=10+D6+level turns
PROJECTED IMAGE: same effect as 6th order MU spell. R = 2U" , D = 10 turns
CHAOS: Like Confusion but non-Illusionists below 6th level get no

save; if save is not made, the spell takes immediate effect.
R = 12" , A=3" diameter. D=12 rounds.

DEMI PHANTOMS: Like Phantoms but have hit dice (2pts/die) and are AC
8 and do half damage if not believed. • R = 12" , A=caster's level in 
Demi-Phantoms/day. D=12 turns.

DEMI WALL: As Shadow Wall, but damage done is Dk, even if known to be
• Illusionist. R = 6" , A=6"xl" or 3" diameter x2", D=till dispelled

DEMI MISSILE: As Shadow Missile, but does half damage if not thought
real. P=2k", A as missile copied.

DISPEL MAGIC: same effect as 3rd order MU spell, but the Illusionist
counts as two below his actual level. R-12".

PYROTICS: Similar to the 2nd order MU spell Pyrotechnics, but a crea
ture inside the "fireworks" will take 2 HP damage/level of caster 
(one point if saves ) while creatures below kHD who look at the 
fireworks will .be dazzled (generally operate at -3) for 2Dk melee 
rounds. In addition, smoke produced by this spell (if that option 
is used rather than bright flashes) will cover an area of at 
leatt 80' cubic. R=12", A=l/2" diameter, D=caster's level in 
melee rounds.

HOLD PORTAL: like 1st order MU spell, but while the Caster concentrates
on the Hold, a save vs. the effects of Knock, a Chime of Opening, 
or forcing the door open is allowed. R=l" , A=1 portal, D=as 
long as caster concentrates + Dk turns.

KNOCK: same effect as the 2nd order MU spell.
CHANGE OTHERS: A spell which has the effect of a Polymorph Self on the

recipient. R=9" , D=caster's level in hours.
TRIGGERED ILLUSION: A Programmed Illusion which can be sfet to go off

when triggered in a way similar to Mggic Mouth or Illusionary 
Script, R=6" , A=3", D = 12 turns.

6th level (these spells require INT and DEX of lk+ to cast)
POLYMORPH OTHERS: same effect as kth order MU spell. 6=6". D=till 

dispelled.
MAJOR CREATION: gives caster full Djinn-type creation abilities: up

to 300 GPW/level/day can be created, at a rate of 100 GP wt/round. 
R = l" , D = indefinite for materials up to wood; up to 2k hours for 
metal. .

SHADOW DEATH: creates the illusion of being hit with a Death Spell If
thought real, acts as an actual Death Spell. In any case 2Dk 1st 

j level or D6 2nd level types will be affected. R = 2k" , A=6"x6" .
SUMMON SHADOWS: like the 6th order MU spell Invisible Stalker, calls

up a number of Shadows (see GREYHAWK, copyright 1976 by TSR for 
details on these beings), one for each 3 levels of the caster.
The Shadows will do the caster's bidding, but react as do



Invisible Stalkers at being forced, into long periods of- servitude. 
R=6", D-till dismissed or mission completed. '

WINDOW: creates an image on a wall or other surface, as if a 2'x2' one
way window was there . The spell can p.enetrjate 1'/caster ’ s level 
and can penetrate any non-magical material, but is stopped by 
magically created walls or anti-magic fields. . R=6", D=2 turns. 

ILLUSIONIST'S- EYE: as î th order MU spell Wizard Bye’ but R-2'ij-" , D=
6 turns i ■ '

CREATE SHADES: if a' being is killed, this spell
with half the HP (round up) of the original 
kept, though spells have half effect, as do 
The Shade has its mind, memory and all 
does not come under the control of the 
carnated, though not against its will; 
formed.into a full duplicate by use of 
Wish or Raise Dead fully. R = 3" .

ASTRAL SPELL: same effect as 9th order MU spell.
VISION: usable once a week to gain information on one question; the

answer will be more detailed that that of Contact Higher Place 
(5th order MU spell) but less than Legend Lore (6th order,MU 
spell). The amount of information given is determined by

can create a shade 
Spell Ability is 

most Special Abilities, 
characteristics intact; it 
caster. It can be Rein- 
or the Shade can be trans- 
Alter Reality, Limited

rolling 2D6. Roll 2
3
U-5
6
7-10
11
12

Detailed but false information given 
Partial & false information given.
N o ’information is given.
Correct but ambiguous information 
Correct but partial information 
Roll ^ile dice
Detailed but partially false infor
mation (roll ^ile dice)
Detailed & correct information.

LYCANTHROPE: 
form of

a limited Shape Change, allowed the caster to take the 
a Lycanthrope. The forms takable should be limited by 

DM to one Land-oriented- shape, one Water-oriented and one Sky- 
oriented. (the author uses Weretiger, Wereotter and Wereeagle in 
his games.) The caster may return to humanoid form to cast spells 
but is limited to spells of iith level and below. ' D=2 turns/level.

MIND BLANK: same effect as 8th order m U  spell. R = l" , A=1 creature,
D=2k hours.

DISENCHANT: same' effect as 5th order MU spell. Similar to' Dispel
Magic but affects Clerical, Singer, Psionic and other similar 
effect's. It does not work as a Cancellation would oh magical 
items. ' R = 12" , A=1 effect,

IGNORE DISABILITY: a Special c'ombination of Ignore Wounds and Change
Others which allows recipient to Ignore effects of,wounds includ
ing loss of a limb. Sleep, Stun or incapacitation effects. But 
the. sub Ject -will die after taking 85'/ of his normal damage total, 
if dead' will not respond to a Raise' Dead, while a Raise Dead Fully 
acts as abnormal Raise; and no cure below 6 pts will have any 
effect while those of 6+ points have half effect on all damage 
sustained under this spell. R = 9" , D=3D6+level turns.

PRISMATIC ILLUSION: An imitation Prismatic Wall which gives similar
protection to a Cube of Force ahd Anti-Magic Shell but.can be dis
pelled or brought down as a Cube of Force. If passed through, 
there is a .5/ x caster's level chance the wall will have the full 
effect at each layer; the blindness for creatures under 8 HD who 
look at the wall is allowed a saving thrOw,' A=2" diameter, D=
1 hour.



7th level (these spells require an INT an?? DEX oh ' l6 + '̂ tg throw) 
DISBELIEVE :'r ; allows c'aSter to see the reality through' any i^lu^sion of 

?,i any ;type.:hut while usins it, he 'is limited to :spells .̂ of 3rd level 
or below. This spell is usable 'up to ’l/day and can be,dispelled 
by the caster at will. D=1 turh/level. ,, p-jy . :a,L-p

MAZE: same effect as the 9th order MU spell. R = 6". >
ALTER REALITY: like Wish, thouoh not quite as powerful. . ̂ t "|acta to--,

alter reality, past , present o r ‘future p acts like the Ma'-gre spells 
Remove Curse, Stdne-Flesh, Polymcrbb Any Object, Control Weather, 
Limited Wish or other effects (though no effect which would 
require a 9th order MU spell at greater't'o P^O’̂^ce ' can be done) 
of the" sort, or be used as a substitute for a lower-level Illus
ionist spell not known. Its effects are not .subject to normal 
dispels. Usable once/day.

PERMAWEWT: Same as the 8th order MU spell. R=tpuch . A=1 spell. .
ILLUSIONIST TRAP: Similar to Triggered Illusion; created a 3"

which can be set to trigger another spell cast into it. Such 
spells' must be cast by the caster of the trap and must be lst-6th 
order, but have an additional +P effect on being believed and 
cause an-i;'additional -2 on oppionentPs savin.p- throws. R = 6'', D=

• i:,till trlygered.
POWER GESTURE: i'oa rapid spell similar to a M U ' s Power-Word, causes a 

creature of up to 100 HP to collapse in hallucinations, being 
able to'stake . no action for hD6 turns. This spell has no saving 
throw (alternatively, it will affect any creature with saves at 
-6). R=12".

8th level (these spells require INT and DEX of 18 to cast)
PRISMATIC WALL: Psame effect as the 9th order MU spell. An IllU'^ionist 

, ■ 'brings down a Prismatic Wall by the following spells:
A = 2" diameter --.t
D=1 hour.

Shell Color' ' "Spell'
1 Red Chaos
.2̂ Orange Shadow

l 3 Yellow Shaddw
■ v: Green Wind o'w
. 0-.:5 ■ Blue ' Disen c'

6 .. • ■ 1  n d i g o , Disr>el
7 Violet bcontin"

CREAIS-^REALITY: two levels of ■

Image
lal Light. '

: two levels of power exist ai
used. l) Creates lafge amounts of permanent m.aterial (lOOQ GPW/ 
level of caster) immediately. In this ’form., usable l/day. 2) To 
perform an act of creation which would require the power of. a Wish 
to dujjlicate. In this form, the catter cannot do anything more 
magically for six days and is further limited to 5th level and 
below spells for another DU days. This spell Cannot' be usecl to 

■ .alter events, only to perform a material creation. Creation of 
magical iteias should be severely limited by the referee.

SHAPE CHANGE: same effect as the 9th order HU spell. D = 2Di| + 10+level
■ turns. : '
EMPOWER OTHERS: gives the recipient the ability to cast Spectral

Forces as if an Illus-6th. It can be cast on any intelligent 
creature with sufficient characteristiss to have become an 
Illusionist except for those Illusionist of 6th level and above. 
The caster may emTJOWBr\ one: bein^ for each four levels he ha,s 
attained per day, as many as he wishes at.; one" time up to that 
limit . R = 3" , D=until 3 illusions havO bpen■cast or 2h hours, 
whichever comes first.



For my second, presentation: I had'toyed with the idea that'^po-
tions mip;ht be quantifiable like scrolls to enable some jproduction of 
map-.ical items under a coherent system. ' To this'-'end, I had worked out 
a fhble,. of potion levels and formulated some ideas on alchemical 
abilities, when Jon pickens' article came out in The Dragon if2.
After reading it, I decided I liked some of'the potions’and ideas, but 
that the structure needed considerable reworking. This is the result.

THE ALCHE.MIST IN D?=D
,id

En Alchemist works in the field of magic dealing with magioal 
potions, powders and the like. In D&D, alchemy may be practised as a' --̂ 
specialized character class or com.bined with other classes.

"Pure" Alchemists:
Prime Requisite: Intelligence (10+) ' Race' Limits :■ none
Experience; as Fighters Saves; ' as. Thieves
Hit Dice: D6 /level to 9th. +l/level thereafter"
Armor Permitted; Any_ Weapons Permitted: Any
Fighting Ability: AS Thieves
Magical Items Allowed: All potions (including Fighter-only types'),

non-Ego magic weapons, and any other items usable by both 
fiphters and clerics.

"Combination" Alchemists: as long as the minimum 10 of IQ is possessed,
acting as an alchemist is a matter of "diverting" a fraction of earned 
experience into alchemical study.

Magic-Users divert 1/12
Thieves and Fighters divert 1/6 (2/12)
Clerics and Singer-types divert (l/U (3/12)

When combining alchemy with two or more classes, the appropriate 
fraction is diverted from, experience earned in each clase', The char
acter acts' as' his main class(es) in all ways., but also gains the power 
of an. Alchemist of the same level (in cast of multiple combinations, 
the lowest, Ip'vel of the combination is used' as the' Alchemist equivalent)

The abilities .of an Alchemist: (the following information may
be helpful) : ' *.

P0T,I0I\IS
Potion T:!̂ me to Cpst/Batch Minimum IQ Base Resarch
Level Produce ' To "Produce To Produce Cost (RB)
0 3 days 100 .GP 10 2 5,0 GP
1 1 .week .2 50 'GP 10 500 GP
2 2 weeks '̂ 00 GP 10 IQOO GP
3 3 weeks 75,0 GP 11 2000 GP
1+ k weeks 1.0 00 GP 11 I4 QUO GP
5 5 weeks. ■ 15.0.0 G'P. 12 8000 GP
6 6 weeks ' ■■ 200 0 GP li+ 16 0 0 0 GP
7 7 weeks '3000 GP i6 32000 GP
8 8 we eks ..■ .,50 00 GP 1 8 6UOOO GP

In addition, an Alchemist's Base (AB) is equal to either
the Alchemist divided by■ .two (round down) or the highest
potion the Alchemist cah brew (due to IQ'), whichever is

level 
lower.

of



The abilities of an Alchemist are divided into four catagories:

1) ABilities using onljr the 
t if. Ah . alchemist •' can tell if 
not with an accuracy of T8^ + 
sons will he detected. (Afte 
hoisoh, you'meah it to be ing 
SOmedne'from downing a slug o 
Potion of Healing (as a rule 
6 0~Q0 % in this , depending on 
Alchemist can determine if a 
neither, with an accuracy of

senses of SIGHT and SMELL: 
a substance is meant to be ingested or 
2:?^/level . This does not mean that ,poi- 

r all, if you prepare something as a , 
ested). This ability is meant to prevent 
f Armor Polish in the belief that it is a 
non-alchamist types have an accuracy of 
IQ, Wisdom, class and level). Also an 
substance is poison, alchemisal or 
20p plus 5“̂ per level.

2) Abilities using the sense of TASTE.
An Alchemist can tell if a substance is poison by taste with.an 

accuracy of 10% plus 5p/level, while tasting so little there is only a 
30^ chance of a save being nedded. If the throw is made, no damage 
results, while if the threow is not made, a maximum of half-damage 
results.

An Alchemist can identify well-known potion types by taste with an 
accuracy of 20% plus \%>1 times (AB-Potion level). For non-alchemists 
in this respect, treat Mages and Thieves as a base of -1, others as -2.

3) Abilities needing portable (backpack) ALCHEMICAL EQUIPMENT.
A simple test with 100'/! accuracy to determine if a substance is 

alchemical or not. Cost is 2GP. Time required: 10". Positive
identification of two potions as the same type, given a known sample to 
compare to. Cost is the RB of the potion com pared to divided by 100. 
Time required is 20".

U) Abilities nee 
Identifying 

level 8. The pro 
and cost, pc tion 
to be or the. leve 
easier than the n 
substance, in the 

Destructive

ding a FULL LAB.
potions: This is done by progressing from level .0 .to
cess can be stopped at any time. When computing, time 
level (PL) is either the level the potion turned out 

1 that testing stopped at. Destructive testing is 
on-destructive testing, but consumes a batch of the 
process 
Testing

Non-destructive

Accuracy: 1%%:
Cost: RB/50.
Accuracy: 50^
Cost: RB/25.

plus times (AB-PL) 
Time: 1 hour per PL.
plus 10?̂  times (AB-PL) 
Time: 1.5 hours per,PL

Analyzing Potions: This both identifies a potion
ist a formhla so more can be made 
used in identification.

Destructive analysis;

The procedure
and gives the Alchem- 
is similar to that

Non-destructive

Accuracy: 30?
Cost: RB/15.
Accuracy: 151̂
Cost: RB/10.

plus
Time
plus
Time

10^
1

12^
1

X (AB-PL) 
day/PL 
X (AB-PL) 
5 days/PL

Both identification and analysis mâ r be tried more than once on a 
potion (unless, of course, it is destroyed in the process).

Potion Brewing: . An Alchemist may produce potions of a level uij tO'his
Alchemist'S base' and may work on several batches of potion at once, as 
long as the total number of levels of potion does not exceed the 
alchemist's level (for example, to work on two batches of 2nd level 
potion and one of 3rd level at once, an alchemist would have to be 
Tth level minimum). Time and costs are given in the potion table.



Manufacturing times must be reasonably uninterrupted; research and 
production may be done at the same time.

Research: Research for an A.lchemist is similar to that for a:Mage.
An alchemist. may research a new potion up to.»the level he can produce.
with a .20/̂  chance, of succe ss î er amount , of .money . equal to.the research
base of the potion he inve sts , in a time period equal to that needed
to. manufacture the potion.

TABLE OF POTIONS (Potions not in D&D/Greyhe.wk explained below)
Duration of non-permanent potions is 6+d 6 turns unless otherwise noted.
Pptions marked /F are usab le by Fighters only. Potions vrith more than
one dose/batch are' marked in parentheses', e.g. (15). 1T= One Type.

Level 0 Level 1 Level 2
1. Birth Control - 3 . Plant Control 1. Diminution

Female 2 ‘.' Animal Control 2. Gaseous Form
2. Birth Control- 3. Healing 3. Levitation

Male k. Clearvrater k. ESP
3. Purification 5. Flash Pellets (5) 5. Invulnerability/F

Powder (20) 6. Tanglefoot j 6. Heroism/F
Pills (2) 7. Water Breathing

8. Might/F
9. Dust of Drowning

Level 3 Level Level 5 ■
1. Invisibility 1. Flying 1. Treasure Finding
2. Polymorph Self 2. Clairvoyance 2. Oil of Etherialness
3. Speed/F 3. Giant Control-IT 3. Protection +2
h. Extra-Healing h. Dragon Control-IT It. Dust/Sneezg&Ghokg (5)
5 Clairaudience Super-Heroism 5. Dust/Disappearance(10
6. Undead Control 6. Giant STH/?(Hill) 6. Cure Disease
7. Human Control 7. Dust/Paralysis(5) 7. Mind Damp
8. Fire Resistance/F 8. Lycanthrope Immun 8. Growth:
9. Oil/Slipperiness 9. Homunculus Creatn 9. Telepathy
dO : Dust/Appearance 10 Regeneration

Level 6 . Level 7 : Level 8
1. Shape Change 1. Super-healing 1. Longevity
2. Fire Protection 2. Transformation 2. Permanent Potion
3. Cloning Culture 3. Dragon Command
h. Lyc anthropicEssen ce

Explanation . of Potions ̂

level 0
BIRTH: COKTROL FEMALE: Given, to. a female (warm-blooded,vertebrates

only) before the start of her fertile period, prevents conception.
BIRTH CONTROL MALE: given to any male,, after 10” . he will b.e, sterile

for 10+2Dit hours. There is a 1'̂  . cumulat ive chance, of long-term 
or permanent sterility for each dose after four taken In .a. ten-day 
period.

PURIFICATION POWDER: Sprinkled on bad food or water this makes them
fit . to consume. Will not.neutralize poison or drugs.

Level 1 ::; ;. .p .
FLASH PELLETS: small pellets which'explode dh hard.contact. .with a

solid surface, producing a bright flash x̂ rhich vrill dazzle anyone 
looking who fails to save vs. wands for 2DU rounds. Dazzled 
creatures cannot see clearly or pursue and defend at -3.
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CLEARWATER: When released into sea water, this potion remoY:e,s.p-sa,lts
and other impurities from the water in a 10' radius from the 
point of release.

TANGLEFOOT PILLS: When thrown, these expand to fill a lO'xlO'xTO'
cube with rubbery tentacles. Men take 3 rounds pettinh through, 
Giants one. The tendrils dissipate harmlessly in an hour.

Level 2
MIGHT: Increases the drinker's strength to 22 (l8°°) or by 2 points,

whichever is larger.
DUST OF SNEEZING; :SiTnil 

save (vs. poison at 
lasting 2DI+ rounds.

ar to Dust, of Sneezing and Choking, but failing 
-2 ). causes . a'-is-neezing ;'aad coughing spell

level k
DUST OF PARALYSIS: Simi

who fail to save ar 
LYCANTHROPE IMMUNIZATION 

for a period of one 
a random lycanthrop 

REGENERATION: Acts as a
cure damage taken b

lar to ;Dust of -Sneezing and Choking but those 
e paralyzed for -one hour.
: Prevents infection due to lycanthnppe attack
month. 'There .is a i f  chance of contracting, 

e virus from this potion.
Ring of Regeneration (ipt/round) but will 

efore the potion has been taken.

Level 5
PROTECTION +2: As.:the.ring
CURE DISEASE; As the. Clerical spell-, performed by a Bishop.
MIND DAMP: Acts like the Mind Blank spell and also:prevents use of

psionic abilities, spells , devices and -notions.
TELEPATHY: as the Helm. “

Level 6
SHAPE CHANGE: as the.spell- - , v; — . .r,
FIRE PROTECTION; Like Fire Resistance but usable J?y a.ll classes.
CLONING CULTURE: Produces a culture which can be gro-wn into a dupli

cate with a Clone spell or by the addition of a longevity potion.
LYCANTHROPIC ESSENCE: Produces the same effect as injury by a Lycan- 

thrope. The saliva or blood of the proper lycanthrope is needed 
to produce this. .

Level T
SUPER-HEALING; This potion heals 12D6 ordinary damage, restores Dk

lost life levels or will Raise Dead Fully a body dead less than a 
full turn. But if a resurrect roll is not made (when raising, use 
Constitution-3) the drinker is dead and not able to be raised.

TRANSFORMATION: Changes a creature totally into one of anothe.r
species•(like'the effect of Reincarnation). The species, changed 
to must-be specified by the brewer;?of -potion. Sex changed to at 
discretion of. the drinker.

DRAGON COMMAND: ;i Like Dragon Control but -dragons o-f all types may be 
controlle.'d. •

Level 8
PERMANENT POTIO-N: Causes

to become permanent, 
for the drinker (hbt 
cancel the effect of this potion.

the effect of any normally temporary potion 
but afterwards no other potions will work 
including poisons). A Limited Wish will .-



Final Notes on Alchemists.

First, if it was not clear, this system does not allow Mages to 
hr.ew, potions unless they are also alchemists (the kind of arrangement 
Heilhorn has). Second, Alchemists hrew poisons of D8 strength per- 
level as potion (0th level heinff DU). This- is hasically like Pickens* 
rules. Lastly, the system supposes that the materials used to make . 
potions are more or less readily available. Such esoteric items as 
pieces of monster should only be used if the Alchemist- deaMres- tpi :: : ; 
brew a potion on a lower level than non-special ingredients woul'd-;,.-,- 
require. Unless, of course, you require than a Mage's' scrolls be 
written on Balrog hide using, ink made from Very Ancient Dragon Blood 
and a ipen made from' LammasU quills.

In conclusion, I would like to thank Peter Aronson and Jon 
Pickens for providing the beginnings of -what I have presented here.
I hope they don't get too impatient at the liberties I have taken 
with their children.

J e a n  P i e r r e  L a l o  w r i t e s  f r o m  17 rue F r e m i c o u r t ,  P a r i s  7 5 0 1 3  F r a n c e ,  
" T h a n k  y o u  f o r p u b l i s h i n g  A & E  w h i c h  g i v e s  us m a n y  g o o d  p i e c e s  o f  
m a t e r i a l  for d u n g e o n e e r i n g . I ad d  s o m e  c h a n g e s  to my  ow n  d u n g e o n ,  
e a c h  t i m e  I r e c e i v e  A & E . T h e r e  a r e  no w  in P a r i s  t w o  w o r k i n g  d u n g e o n s  
a n d t w o  o t h e r s  will be r e a d y  by th e  e n d  of th e  h o l i d a y s . "

A PROPOSAL ON WEAPONS:' by Glenn Blacow '
V -- ■ •’ ■'

Those^, who run worlds as opposed t'6 straight dungeons (with a 
limited number ’ of,, places player characters can come from (provices, 
tribes or whatever) might have' each area have its own "national" set 
of weapons. Dwarves, for example, might be familiar mostly with mat
tocks, warh.am.mers. and battle-axes; Elves more knowledgable about 
spears-, swords , . and. bows than other weapons •, Tribe X best acquainted 
with -franciscas, (handaxes), spSars and' short swords.

There, would probably be a strong tendency for -members of -such 
groups to. prefer, the weapons they were brought up with.: A:n Elf: might
sniff at a +2 axe and pick a +1 sword over it. Enforcemeht of this:', 
however, would be at DM's whim.

Should a Player Character opt for a weapon unfamiliar to him, it 
should take him time to learn how to use the new weapon and, at some 
point, in -the process, he might be confused enough to have' troiible with 
both old and new weapons. ' ' '

Ke n P i c k  w r i t e s  t o s u g g e s t  "a w a y  of t a k i n g  o u t  d u m m i e s  w h o  kill a n y 
t h i n g  t h e y . f i n d  j u s t  f o r t h e  e x p e r i e n c e . U s e  s e v e r a l  ' s p e c i a  I " r o o m s  
p o p u l a t e d  by s u p e r - s t u r d y  m o n s t e r s  w H o  wi I I n o t  a t t a c k  unI e s s . p r o v o k e d  
S o m e  I h a v e  s e e n  i n c l u d e  M e s k l i n i t e s ( f o r  t h o s e  w h o  s t o m p o n  c e n t i 
pede^. f o r  t h e  1 EP e a c h ) ,  s a m u r a i  6 n - a  s p e c i a l  m i s s i o n  ( u n d e r  o r d e r s  
n o t  t o s t a r t -f i g h t s ), d r u n k e n  V a n c e  B r a g d n s  a n d  u n d e r p e o p l e  w i t h  h e a v y  
t e c h n o  a r m a m a m e n t .  . "



LETTER
from Richard C. Karr
U37 W, 9th S t S a n  Pedro, CA 90731

Very short c 
rambling att 
loose descri 
ning in the 
ticipant for 
Breeland" ar 
presently at 
works with) 
(Blue People 
characterist 
sists of a f 
ably strong 
encounter wi 
to cope with 
cleric of un

omments of explanation on:A?cE //25: Jim-: Eckman' s rather
empt’ at discourse in his "Feet Don't Fail Me BFow" was a 
ption of the account of a closed-world campaign he's run- 
Lohg Beahh area. I've been the primary (almost only) par- 
aimost'two years now. '*IIarD:;the Ugly" and "Bucky of 

eicharacters I've had since late spring '76. Uaro is 
5th level xfith limitations in "social Level" (which Eckman 

due to his charisma of U and the problem of being an Ainu 
of Japan) in early 19th century Japan. Hone of his 

ics is above lit (his Wisdom) and his magic presently con- 
ew potions (1st level Alchemist potions) and some reason- 
clerical scrolls. WarO' used to be 7th level, but a nasty 
th a 12HD Super-Spectre changed that. It's no fun trying 
lousy treatment from the locals when you're a Shamanist 

exceptional powers.

Bucky of Breeland is presently a Lth level Hobbit Thief hired out 
of a dungeon at second, level. Because of Haro's generosity, he much 
later (at 6th level) became a player character. Yes, he used to be 
sixth level until the Super-Spectre hit him, when he was;-drained back 
to first level. He's been worked up since. 1

Bucky's relatively gross stats are: l8^^-13-l6-2(5-l6-i+. (Don't
ask hbout the Constitution; it's a long story on that one.) This is 
all quite unique since characteristics for almost all of my characters 
are straight-rolled. A hobbit thief with a sure-strike weapon of an 
early 19th century horse revolver (around .1+0 magnum) and a missile 
weapon of a Springfield '03 .30 cal. rifle can be frequently gross. 
Eckman's way of dealing with it is not to disclose the level of the 
dungeon that he's dealing with'. We were running about on the 5th < 
level, thinking it was the 3rd.

Anyway, this very roughly shows the built-in restrictions our 
Long Beach group uses. We have an intense aversion to pwit-kills with 
three months' experience playing D?;D, who have 12th level or higher 
characters with a pair of artifacts and a dozen magical items apiece 
in armor class -8. My preference is for controlled, hard campaigns, 
in which the heavy is about 10th level (as a non-player character).

So much for my fetid ramblings
Glorify our Potatoes

PSi" I found that parting salutation ("Glorify our Potatoes") on a 
political banner above the only 20-mile section of paved highway in 
Albania in 1971. I have a preference for the obscure.

A5AHA5AEA5AEAEAEAHAEAHA5AEAEA5A5AEA5AHA5AEAEA5AEAEAEAHA5A5AEAEA5AAHAE

A hew wrinkle I bbserved in Dan Piesson's Terrazon; .Arcades while-in 
DC lately: a hollowed out■precious stone used as a chest. In this
case the hollowed out gem was bolted;to the floor with adamantine and 
had" a magical spell of Protection from. All Weapons on it. We were 
unable to find' any way of detaching it to take it along. However, it 
did as a treasure chest add class to the room description.

--Lee Gold



THE TUESDAY MORNING REPORT,' THE' LAST. Typed surreptitiously at work by 
Steve Perrin, 3901 Canon Ave. Oakland, CA 9^602 and once again nobly 
stenciled by Lee Gold who won’t have Steve Perrin to type around any 
more.

FAREWELLS
Why is this the last Tuesday Morning Report.? Pick one. . .

1. I am currently engrossed in RUWEOUEST, the role-playing game 
based on the world of Dragon Pass (from White Bear and Red" Moon, Nomad 
Gods, etc.). About the ideas in this game, more later, but it has 
thoroughly eaten up iny D&D time.

2. The Monday Night Game ha.s died, the victim of ennui. Our last
meeting turned into a Kingmaker game. We will all play together again, 
but the constant schedule was turning into an obligation which kills 
any hobby. ■

3. I find I spend too much time back-biting in this magazine.
This is totally non-productive.

it. I want Glenn Blacow to have the benefit (?) of another 
"fan feud victory."

I will still be getting A&E for a few more months. I might even 
contribute again. But the Tuesday Morning Report is now gone forever.

A FEW COMMENTS ON WEAPONRY AND FIBHTING

Katanas ; The last thing a katana is is flexible. They a're very 
hard. Only the soft iron backing lends enough give to keep ; one from 
shattering when it hits something hard. There are authenticated cases 
of katanas (the cheap mass-produced officer's sword variety) cutting 
through army helmets (very tough objects) and . 5 0 caliber machine gun 
barrels. However, despite the fact that a samurai can cut through 
armor to get at the Late Middle Ages knight, my money is still on the 
knight. Among other things, while his sword was capable of cutting 
through plate, the samurai was not trained to do sc.

GLENN BLACOW: Do you ha.ve a source for your comment on thee .
shoulders of Medieval suits of armor being big enough for modern.'men
even though the rest is 
SCA to agree with you. 
to show this. Don't be 
plate suits. They were 
underneath and give the 

Longswords: Take

too small? I have yet to find a,nyone .■;iri'..the 
None of the pictures in my armor books seems 
fooled by the pauldrons on the shoulders of 
made big to accomodate All the other armor 
shoulders mors mobility.

2 lengths of 2 x2 lumber or perhaps a smaller

Note
"weapon"

diameter will do. One should be about 3.5' long, ohe about 5.5' long. 
Go to the nearest phone pole. (D' it in the evening when The Phone Co. 
trucks have gone home to roost f'or the night. You don't want Ma.Bell 
after you.) Stand about 2 ' away from the pole to simulate the close 
quarters of a dungeon fight.

Swing the shorter length of board at the pole one-handed, 
the shock to your arm and chip taken out of the pole. If your 
broke, get a sturdier wood for the second part of the experiment.

Now, hold the longer length in front of you with one hand at the 
base^ and the other about 12-l8" up from that. Hold the board at an 
angle (about 30°) from the perpendicular. Cock it so the butt end is 
toward the pole and the "point" is over your shoulder.^ Very quickly 
snap the butt end toward your body and the point toward the pole. - 
Once again, note the shock to your arms, the chip out of the pole and 
whether your weapon shatter!.

Do both these exercises two or three times (more if it's fun to
batter defenseless phone poles!). I hope you 
saves from friction burns and splinters.

were wearing gloves. It



.7. You will notei;-that. l) it is far more' awkward to swing the '"broad
sword'' at something^that close (2 ' remember), 2 ) the impact is harder 
with the greatsword, and 3 ) the "broadsword" actually takes more room 
to swing. The last weapon you want in a close fight with no room to 
maneuver is the broadsword. Take a mace or shortsword or a.n axe.
Don't take a sword.

When you have done the above or a similar ext)erlment and cam come 
back with conflicting results , let us all know. 'Wntil then-, everyone 
should stop talking, about something they haven't done.

Fightihg"'against Longdwords : It is possible to "pin" a -gr.eatsword
against a wall with a shieId butTunlikely. The likelier event, when a 
greatswordsman has- anjr skill is the shield clangs against the wall 
while the greatsword- may slip under the shield and then up into the 
leg of: the shield-user or perhaps into the armpit of the shield^-arm.

To simulate this in D&D, add the DSX and level of each partici
pant and compare the. totals. If the. shieldman is higher, he must roll 
the difference between the two totals or .lower on a DIO (10' is always 
a miss). If he makes the roll, the Oreatsword is pinned. If the,̂  
Greatswordsman is higher, he must make the same rbll^to get a shot 
at : the shieldman without any benefits of' 3exterity-'or shield on the 
armor class. If either misses the roll, everything is as it was if 
the attempt hadn't happened. This is also the result if both are the 
same. It has, however, occupied both Trarticipahts for' a round.''

For a little -variety, roll 2D6 for each participant and add the 
result to their basic totals.

The moral of this system is that.you should be high level and/or 
very dextrous ... to try pinning things ̂ with a shi eld using ' a longsword.

ALL THE WORLDS'■MONSTERS
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RUNEQUEST
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The other principal unique feature of the f'aine is that everyone 
knows magic, or at least can learn it. There are no hard-and-fast 
differences between fighter and • lage. Things change somewhat once one 
achieves a Rune.. .

FINANCIAL REPORT: Just got word (August 23) that All the Worlds'
Monsters did well at GenCon.

APOLOGY TO JON PICKENS: When
character type had not appear 
and I couldn't refer to it.

Further Note: I tried f
goodly chunk of it just xirasn' 
point , Steve Henderson and Cl 
areas, and locating their dung 
goodly size and Henderson ah 
to shape up my world. It may 
as interesting as it seems to 
run my D&D characters. To re 
for other people to run into.

I said (in ff22) th? 
ed in A&E, my copy o 
You have a fairly ra 
illing out your form 
t applicable to my ” 
int Bigglestone are 
eons on them. Clint 
archipelago. I'm to 
just fall into disu 
now. Then again, I 

compense, I suppose

t a reasonable Bard 
f ff2 0 was out oh loan 
asenable one. * 
and found that a 

campaign.” At this 
finally drawing up 
has an island O f ■ 

o busy with RUNEQUEST 
se if RUNEQUEST proves 
'll need somewhere to 
I'll need some-Dlace

DUNGEON TALLY
Steve Henderson, Clint Bigglestone and I all share a penchant for 

drawing up new dungeon plans and finding ourselves having to stock them, 
I still have two unstocked dungeons, which I am going to turn into 
RUNEQUEST dungeons. The follox^infr is -a short dissertation on the dun
geons I have running and the current dtate of their readiness for 
delving.

about 
only the 
he has 
h e h a s 
and most 

one has

Downygrai1 : This was my first dunaeon and, in its own way, is
the most fully keyed. It is run by an Evil High Priest called 
Heirot.'hsnt and one of its features is the hunter-killer groups 
on patrol. Lamentably for his standing amongst his followers, 
not been doing well. Very few people have died in Downygrail, 
of these were' resurrected. He's working on it though, and, no 
run into his A team yet.'

Tn the same general area is SNOWCONE. Snowcone is actually no 
longer' .my d,ungeon. I set it up as a storehouse, with the firm purpose 
of never rekeying it. When it was about 3/^ depleted, Steve and Clint 
brought in some of their heavies and finished it off. Steve's ex- 
Paladin, Tye ' Noroa.nsson, now owns it.

■ Both these ’ dungeons are in the area onCe knox-m as Blood VAlle'y. 
Most of the x^easantry still call it that, though the current ruling 
monarch is trying to get them to .accept the name' Rightsholm. ' For 500 
years the valley was under the dominion of the Va.mpir'e-Wizard John 
Bloodlove , until the great Patriarch Divine Ri.ght, founder of the 
Righteous Brothers (a non-player-character) led an army to defeat him. 
The Heirophant had been one of his minions, but is now independent.

SHADEHOLM: This is a dungeon with a somewh
It is the private plaything of a NPC Wizard 
'Voyeur. Voyan likes to watch q. good fight 
in ,t'hat mode. A,gain, the dungeon does not 
kill rate , but various delvers have had the 
Voyan is merri ly ' re stocking the place ., In 
get to'.it again, it x^ill have a Grimoire le 
an All the Worlds' Monsters (Vol. I) level, 
HOLM has no permanent location. Voyan tend 
action looks good and is not beyond dimensi

at whimsichl ba.ckground. 
-Illusionist named Voyan the 
and the dungeon is set up 

have a, very high permanent 
ir problems . A.t thi s point, 
the future, whenever I can 
Vel, an Auranian level, 
hn EPT level, etc. SHADE- 

s to set up wherever the 
on-hopioing.



THE CADY CO-AST ;■< ' ■
Four other dungeonsf'were keyed for me' -hy Chuck Cady using his 

computer. The first is called CHUCKHOLE and features a standard (book) 
distribution of monsters and treasure, and is rather snarsely populated 
at this time . There:: are, 17 l-evels , however, and no one has been all 
the way down. CHUCKIT and HONEYWELL are twin dungeons in floor plan, 
though the keys are entirely different. They are each l8 levels.,, and 
no one:has been below the 8th level in either. Chuck uses a basic book 
distrib.ution of levels of monsters , but he doubled the ihbnster likeli
hood . i , ■ \

The last dungeon;is another story entirely. DEMONS DEN is a vast 
sprawling,one-levbl dungeon which is keyed tough. The last,party in it 
included a MU17 (Glint’s lierissa), a FIT (Sweetiepie Preble, Nerlssa's 
inseparable bodyguard); and several characters of levels 5th-1 2 th. ¥e 
got out with half-the■party still on its feet. ,My four (we were doing 
it as a semi-random dungeon) characters were all dead, and a couple of 
them would not have been , raised except for the Limited .Wi’sh, that Nerissa 
backed each Resurrect with. We -play that a Full Wish will guarantee 
Resurrection, a Ltd. Wish will act as if the recipient had CON = l8 .

These four dungeons are laid out along the coast of a promontory 
somwhat to the south of Hendersnn's .and Clint's islands'Blood Valley 
■is inland of them. :

OF LEVELS';::. My 'high'est level ‘Character is Rarrick the Wondrous 
The- next highest rs Skarp thfe'^S'kald, MUTS. At 12th level, I
the Seeress- 
a, fighter.

vano.ther Mage;' Copyright, a cle'ric; 
I've been playing with all of these

and Fletcher 
characters

SPEAKING
a
have Sula 
the Wise,
for almost three years now. My total sta,ble is about 100 characters, 
many of which I do not u s , .overmuch!. You know-, most of iny characters 
don't have names,; like Gosornenplatz the Foul, but'most of my high 
levels do. Wonder why,?;.;,: ■

MELEE; Anyone out th.ere picked up Met'agami'h'g' s new MELEE game?
Really quite fun .and whiles away the idle quarter-houts quite nicely. 
We've found out that a character can be blown aWay no matter how heavy 
he is or how many combats he's won. For those who didn't recognize it, 
the combat system:is based to some extend on TUNNELS AND TROLLS.

Oh yes, as far as dungeons go, I also have a T?:T dungeon, complete 
with scenario for a gaggle of first-leVel types to try to rescue the 
maiden fair.

■ And of course there is my RUNEOUEST dungeon, Pavid P-alace. It 
is set in the, ruins of Pavis on the Plains of Prax. Anyone wishing 
to go in and wishing to playtest the game is welcome.

TAKE CARE, ALL. SEE YOU AT DUNDRACON III.

0E0E0E0E0H0H0E0E0E0E0HGH0E0H050E0E0E050E0E0E0H0E0E050E050H050E0E0E050H

Jon Pickens writes, "We should see a marked improvement in TD when the 
rest of the D&D revisions come out in October. Tim has been going 
bananas trying to find re levant materiar that's not in directconflict 
with the new booklets. Also (Hurray!) Variants will be clearly 
labelled as such to avoid confusion. (Interesting how many take TD as 
gospel, and how many more come down on Kask A Gygax because of that. 
Quite unfair, nicht wahr?)"



THE VOICE OF THE 'MOUNTAINS by Stove Marsh
" ■ '■ '  ̂ ' 3 13 J - 10 West

I would not s I i ght you ' fdp-th' world Lancastor, CA '93534
nor tempt nor turn'you from' yOur enlightenment

But I cannot ta‘ke the tearing : ! i :
the wrenching within 

living with your forces;

shall not deny you your orgy of self-destruction 
but please —

I cannot share i t . ' ■ ' '
•-Ruach Shaddaih to Nera of the Glaciers 
at the i r part i ng .

That w i i 1 serve as a n i ntroduct i on to the^MYSTIC a s a sub-c lass. The
Prime Requisite is Constitution. They need 11. Hit dice are D6+1 .
LvI1 EP ' HD1 S i ddhe 1 1 1 1 u s i 0 n : Minor' D i scern Dispel Skills

1
12 ' 2000 2 2 1 «» ̂ ■z d

3 4000 3 3 2 1 0/. i" 60
4 8000 4 4 3 1 21. 90 2
5 I6K 5 5 4 1 1)1 1 21 3
6 32 K 6 < 6 5 1 8(i 1 50 3
7 - 50(< ■ 7 ' 7 6 2\1 1 80 4
8 1 OOK - '8 8 7 24(̂ 2 10 ■ ' 4
9 200K 9 '§ 8 211 240 ■ 4
10 350K 9+1 8 9 30'̂ 211 ' 5 " ■
II ' 5 OOK 9+1 8 1 0 33f. 300 ' 5
1 2 675K 9 + 2 8 ' 1 I 36^ 330 5
1 3 850K 9+2 ^ 8 1 2 39;̂ 360 6 ■ ' ’ '
1 4 + 200K 9 + 3 8 1 3 4 2 ̂; • 390 6

9 + 3 8 ■ 14 4 5S ' 420 6 ^
9 + 4 ■ 8 ' ■' i F5 ' 48?( 450 6 •’ ■ ‘ ; "'l'6 '' ■ b\1 ^ 480 1 ■ ■ '

To anyone who has the o 1 d rules. T 17 '■ 54?" 510 1 ;
the following tables will look a 1 8 511 540 7
little strange. Those of you with mir 'i 511- 7 ■ '
satv i c tra i n fng w i1 1 please bear + 3'5? . ■. , • 'V: + 30 ^ 8
with this. the trad i t i ona 1 order • !  ■

being a little unba1anced . (By the way, t h is c 1ass has had this name
for three years, 
themseIves. )

so the new pretenders might consider a new name for

SIDDHES
Major '
1. Reduction

Mi 
1 .
nor

Detect Ev 1 1/Gd 10 Mo Tecu1 a r' Ag i tat i on
2. Expansion'': 2. Detect Magic 1 1 Body Control
3; Levitation 3. ProbabI 1i ty Trv1 12 Shape ■'AN ferat i on
4. Dorn i nat i on 4 . Etherea1 ness 1 3 Mind Bar
5 . Invisibility 5. ESP 1 4 Mass Dorn i nd't i on '
6. Precogn ition ' ' 6. Empathy ' ' ■ ' 1 5 Te1empath i 0'Proj
7. •Mi nd over Body 7. Hypnosis' 1 6 Telekinesis ''
8.' Suspend Animation 8. Animal Te lepathy M7 Molecular Re •

9. Cell Ad j'ustmerit 18 Astral Prajecfloh



SKILLS
I. Body Weapbnry 
2 . Au ra A I, ter'at i on
3. CI a i raud i ence
4. CI a Irvoyance
5. Molecular Man Ip.
6. Energy Control
7. Dimension Walking
8. Dimension Door
9. Teleportat i on

All of these varied abilities are gained 
.randomly. Nothing wifi affect which iS' 
gained by more than I #. Note that there is 
a fair amount' Of overlap between some of ithe 
are'as, wh i ch'-'i s'̂ as it shoul'd be. '

If these rules are used, it is best not to 
use psychic powers arid such as '’extras" 
for the p I ayers.

This is what eventually became the Psi Powers part of EW. For Psi 
points, use the  ̂ ability to Dispel Illusions. With additions for 
high Constitutiori (the saitte as the experience modifiers). Note that 
there are no psi attack/defense mode with this character. That is a 
different sub-class: one that some other person came up with. They
f i ght as one man per skI I I they have.

(The,Verdigris Testament 
belong a-s a name, for this 
address changed.)

s a part of 
z i n e . Thus

my campaign 
the change.

and reaI Iy doesn't 
And my mailing

ANTI-DEMONS for the ones presented in f̂25 

Tregath, one of the Viscounts of Hell.
AC 10; 2400 HP,. A great smooth beast, as i f a sinuous statue of stone 
had come to life. Resists magic as a level 16 Antimagic Shell (vs. up 
to 16th level spells (!?) or meta-magics 1-3) at skin, level 8 20’ 
away, level 4 at 30’ and as a normal antimagic shell at 40’. Its
presence 
a Power-

gath

s as a Death spell within the anti-magic aura; his voice is 
Word Blind, its glance a Blazing He I Ifire (VerysOld Dragon’s 

Breath of double length and half' radius is what it equals from each 
eye) and every time he strikes ah opponent and does it damage, Tre- 

is healed for that many poihts.
On the demon plane, he strikes like an enraged demigod, hitting 
times as Grand Master of Flowers a melee phase. On the physica 

plane, he does twice as much damage and bites with his horrid mouth 
I i ke a double-sTzed Black Drago'n. -

four

SI I Slaver: Serpent Demon Extraordinaire.
Takes only half damage from weapons or the few spells that can touch 
him. Has chased apostates who recanted and renegade demono Iogists 
through the sewers of Ormandelay.

demon coming within 24’ of him changes that to 8D8. 
exotica will max his HP (64 HP). AC5. Jumps l8"/turn thru 

A great clumpy creature with a gaping maw like a combo

Vanh Lem M i eh I in 
Has I2D8, tho any 
Any of the 
any me. d i u.m,
cliff cat and four rear frog legs. The tongue strikes to: 30’ with i 
damgge of twin thrust spears. His four faceted eyes project a magic 
missile each round as he squats in 'the area a large b i son 'would occupy, 
Each wound he Tnflicts continues td damage the target each ’t;urn--as if 
the persdn had been hit again and again. While this happens'^ 'the 
creature may also if she ‘wishes, reflect any of one type ofienergy 
attack back at the 'caster (like a I i fire- or all lightning)./ Immune./ 
to Charm, it may fix a I i of ■ Its'eyes on a target and emit a. •.beam that 
is a Ho Id Monster.' And any ’disembodied spirit hit by its tongue is 
consumed without a trace. Holy Swords do double damage but cannot 
sever even the tongue. And it has other treacherous abilities and 
deceits that none know of. It equals NiIhiem aracksphere.



Should Bracers of Defense AC3 (or ACS or AC7) be cumulative with 
magic or normal shields? My phoenix, lllysia Morningstar just got 
both.//Has anyone thought of dropping clerics entirely and giving peo
ple clerical powers based on their holiness or decadent evil state?//
Of the fanzines that you subscribe to, how many prove that they arej 
worthwhile on a regular bras is? Is this because your-campaign is narrow 
or from a lack on the zine's part?//Subst i tutes for D6s.include pen'cilS; 
for D4s and .DSs,' ’coins Cc5n; be used for permutations from base 2.
However has anyone come 'up .with a good sub for DIOs?

Norman’s Time SlaveMore personal description. ■ I 
and J. Russ’s Fem.a’l e M’an , and cou I dn' 
was. 16, I got a 146.0 composite oh’ the 
the ..Oxford Capacity tests and the only 
conf1dence--hah, really I am as' cocky 
to Lee Gold:for typing all these' zines 
work, there wouldn’t be anything worth 
good editors.//Anyone sending me bombs 
to put a long fuse on them,: as I’M  on 
That is why no phone //.

read John __
’t tell the difference. 
SAT tests 'and last year 
score below 94 was in 

as they come. And I 
for me. If not for 

' reading here. Be

When I 
I took 

my se I f- 
am grateful 
her hard 

grateful for 
thru the mai I should take care 
ly be home on occasional weekends

THE AESIR as a character cI ass (credit for the idea goes to Kevin 
Slimak who first mentioned it upon seeing Comfy chairs)

An Aesir.may:start in’any character c 1 ass but starts as a 5th 
level in that class and progresses with ha Ifep costs until 12th level 
ISjreaGhed, whereypon true delta doubMng begins for experience costs. 
As special skills, they have theabilitytorecognizeany magic item 
forwhat it i.s : and to use any magic item. They also incite varied! 
feelings in other gods, usual ly host! ie ones. At any time that a 
group of the Aesir is stronger than the gods of the land in which they 
dwellj they maycail out the Wild Hunt which incites Fear in all and 
temporarily doubles the level of the Aesir. Faced with an Aesir in 
combatj; an elf is halved, and dwarves and goblins are -I. Giants will 
take a morale check and crecatures from other mythos will assume then? 
to be. men. They are mortal and age like men. They don’t believe in 
psi but the anger of these creatures radiates o’ut from them like a , 
Mind Flayer’s blast. • ; ' ' . . .

THE 
I .
I I .
I II
IV.

V.
V I .
V I I
V II I

CANON OF THE BLUE LODGE ASSASSI-NS 
.Must seek out and destroy any source of strong evil.
.Must g-i ve- a I I .money earned to the poor.
M.ay nieveir. betray or lie. ''

Hay not use.weapons causing permanent damage (such as some' 
art if acts:., .
May not; use, others to take his risks for him. ' ' '
Must shoW” mercy , -must forgi've ’ ''

, Must aid any good party in distress
Must roam homeless upon the face of the earth.

1st c i rc1e i n i ti ates
2nd
3rd
4th
5th
6th
7th ,  ̂:
9th
Each circle of 
cause of Law.

gain no advan.tages 
gain additional o b M g a t  tons 
become immune to life drain '
may have a.mcax of four magic items 
may have no(Obligations
are immune to Finger of Death/Disintegrate 
learn the hidden path of l ife '',4.
free from Curse and Charm '

initiation is reached by strenuous service in the



COLLATION COMMENTS

Self ictually spray paint isn't needed in several worlds, .the
DMs seek to 'j'ij'st i f y why people go 'ad vent ur i ng . Espeelally with the 
mortality rate as is. And the gross grammar, etc. ^People who adven
ture are 'supposed to have been todch'ed by the Hand of Fate, to ibe 
i lisp i red and gu i ded by a personal daemon. Such a view begins with the 
early Greek phi Iospphers and continues, if aged and altered by time,' 
in modern dungeons. As such, the wpn +5 vs. player characters has a
responsible justification. Not common perhaps, but people will tend to
notice that some people act different from the norm. Swords would be 
forged against this strange periI. Now this rationaIe does not hold 
for all (in Kendor, where my characters venture, adventurers are all 
people who have undertaken a 'sea voyage 'to get there. If you'ee seen 
the Blackmoore encounter tables, you will see how âny such would 
differ enough to qualify as someone willing to go dungeoning, etc.
I can see it now, Kevin, the sword +1, +5 vs. ex-seavoyagers--arggh!) 
But name me a rationale that does, as a rationale per se, Tho the 
concept is thoroughly Justified, has a strong historical philosophic 
basis and is in wide use, 1 don't like it. I guess I'll stick to 
using spray paint. On close-minded people. Like me. But then the 
citizens of Athens thought Socrates bigoted. Perhaps it would behoove 
us all to quit trying to pass out the hem lock. '

Everyone: Now that everyone has complained about new gross magic
iterhs, what about the Chaotic Sword with a'Purpose: Slay Mobsters.
Using a Gary Gygax, a I I DM-driven things are monsters, this means all 
NPC hit by thiS sword a re disintegrated. Using the Gygax tables, 2$ 
of a II ' chaot i c ' swords will disintegrate just about anything they h i t .■ 
And I heard a complaint about VorpaI BIaded swords? i

Kevin Slimak: I don't think you realize what pfaying in your
campaign has done to me. It has taken a retiring, cautious and"' 
thoughtful (don't I augh) player and transformed him to a try anything 
banzai art 1st. Do you realize 1 never ran a Chaotic or a cleric before 
He IIsgate, and now I'm running demono Iogists ' and sacrificing player 
characters‘and running around in small parties in your wilderness.
(I think that two is the smallest I'll try; I don't think my luck 
will hold for a party of one). Hope you get a chance to run that 
scenario ^ou had prepared for Boston. Too bad they wouldn't play out
east. ZAs I recall. When I played in its Father ■ (run 
sen); my character survived. Of course I won't Vouch 
But it made a Warlock out of my character. What more 
I've decided that • I'I T stick to running demono IogIsts 
campaign. Having the rules change every so often makes it 
more real. If you ever had the system ready for export, I

by Sandy Peter- 
for anyone else, 
could I ask for? 
only in your

seem a lot 
think much

of the chaI 
away too.

lenge would be out of it. Of• course my uIcer might go

Sean Summers: I've tried to get hold of you. Hope you got my
letters. I think I can buy some Xeroxes of the Hard Style Karate • 
Stylist rules from you. I ' M p r i n t t h e m  hers and then go from thereon 
my approach to orienfaI . systems of combat, etc.//Hope your boat 
building goes weiI. ' 'And that your moving and finding a house worked^■ 
out. Jim Cooper says to say hellbl May' the dice always favor you.

z I ne
Trivia:
, Please

I n
be:

the future 
:r with me.

hope to have an orderly and intelligent:



MORE DEMONS

ARIOCH ■<3S in GD£H only x 10)

VIALESSA: AC I. Moves as Morik. Spells; PowerWord types and Healing.
Rumored to haveonce been human. Her hair is green fire, skin blue ice. 
Cdthed only in ankle-length living flames-of hair, with faint traces 
along her eyesbrows. She is mighty in magery, acting as MtJ2i and 
Ci4-Lawful (as far as spPMs go). She moves aiong invisibie planes of 
reality, striding a span or so above the ground. In combat her hands 
hit but once a turn doing damage as a Morningstar and freezing with 
blasts equal to the breath of an Old White Dragon.//Immune to Charms 
and Holds cast by demons and mages, and saving at +2 vs clerics.//
She takes 60 points damage from weapons and 120 from spells and magic. 
Any holy or dedicated weapon which strikes her must save vs. fire and 
ice or perish (and if the sword is destroyed she is banished for a 
number of weeks equal to the number the sword failed to save by. May 
reverse life drain attempts upon saving b s . poison. Summons those of 
her legions 90 p. Random 40̂ ;.

Salaaaan: Every shifting, ever-changing in shape and foam, she seeks
combat as any creature of 12th level or less, .or any composite of 
same, usually in the following form.. . Charming as Dryad +2
(incredibly beautiful)^ Hits for D8 dmg and stuns 1-4 mp with one hand 
and using a wpn (magi-c +3 usually a life-draining hammer or a 2-H ■
sword) in the other hand. Strength; 18"̂ ,̂ . AC: 3 (AC2 v&. Hasted)
45 HP. Immune, to powe'randhOly''words. May cast brilliant Light 
(blinds D6 turns) for 10’ as other demons cast darkness. Gate 50^, 
respond 50$ (net 25^ chance). Levitate/Fly 8'Vturn. Walk/run l4”/turn 
Colored in browns and whites And saves as FI8 to hit as 9HD monster

Antidemons to same

Xiomburg: as GDGH x 10

Moroforn: a, manshaped creofture of yellow crystal rumored to be a
variant of the standard demons. In his hands he bears a great leaf 
shaped sword of red diamond (which severs--never the neck--50/ 
time it hits).//In combat, through!his strange control of Time
ab I e to,, st r i ke five times at any tPrget(s) within 50’ or.Dispe 
totalling the equivalent in spell points of 
rumored he was once the leman of Vialessa or v 

May.; reverse ̂ I ifeenergy drain ipg attempts 
(tho the-target gets a save also as.vs. magic.)

MUI8/CI6.//lt 
‘ce vers5 , 
by saving 

Suffers
from bei.ng su rp r i sed .//Ta kes 90 pts from weapons, 90 pts 
Summons/Gates as his antidemon. (Note that summoning al 
summoned the option of responding or not.)

of the 
, he is 
I Magic 

i s
but now.... 
vs, wands 
no penalties 
from magic.// 
ows the demon

Mellnacht: 45 HP. AC3 (AC2 vs. Hasted). Travels 10"/turn. Saves
as CI8. .Appears as nine I O' inch diameter spheres whirling about. Does 
damage as nine maces wielded by a man with STR 17 striking as a 9HD̂  ’ 
monster.//Co I o'red black and silver, he i s, surrounded by a whirling 10’ ' 
of darkness. Not subject to such things as Blinding, Deafening, 
severs, charms piece by piece and can spread himself and m a i n t a i n -  
cohesive control in an area 60’ radius. Ha I f dpmage from edged wpns 
and quarter damage from point weapons, dou b I e . daima ge from smashing 
weapons (hammers and maces). ' '



Nianlaan: as a grandmaster of Flowers with max HP. Casts spells as
lllus.“7th. He appers as an empty pair of pants and a loose shirt of 
bright and glaring color striding a I ong, i n the m i dst ,of criminal and 
crumbling illusions which extend for 15’. His eyes see all spectrums 
and all planes. Swords do him double damage. He may turn invisible at 
will. Flies at half walking speed. Immune to stoning.

And beneath him: ARTOCH: often appears as a sword or several chimes
or as a tall comely youth with pale white skin and raven black hair.
In battle he Wields a scythe (needs no room tho) which causes blood to 
flow in torrents from any wounds it causes (hits as BattleAx +1, dmg 
os 2-H sword; blood flows for additional DIO each turn thereafter). 
Scythe’s range: 100’; it functions as a Ring of Spell Turning and a
FIy speI I .//He detects Invisible, may Haste self (movement only) and is 
telepathic to the point of complete mental domination of all lesser 
creatures within 5 ’ of him. AC I. Moves as nude man. To hit: 9HD
monster with I8°° §TR. Gates as a EW succubi. 45 HP.

Antidemons for these

Niarlach: appears ae an elf with brown hair and ruddy cheeks (when^ 
helm is off). Melees as the Great Druid, armed with a spear +4 in ; 
each hand (both spears strike as 4 spears). Same spells as the Great 
Druid’s, but the targets' saves are - 1. .//Armored inf^itthril mail (AC : 
3~4) and has dexterity and strength of 18®.̂  for a rtew; AC of -I vs 
Hasted, -4 vs. others.//He may traverse at light horse speed upon or 
through any medium upon his Horse of Night (a white and gold steed 
that me Iees IightIy as a Warlock and a Wraith.//Note the spears return 
i f thrown.

by 5 pts 
casts one

Below him is Xer hcotra: this being, of silver and he I Ifire looks like
a man stripped of hair and flesh and muscle and bone, leaving only the 
nerves behind (sans brain). It has all the psychic powers (tho not 
attack/defense cap) from EW at the base level or-as if backed 
each.//In melee strikes once as a Fire Elemental (4DI2) and 
Quanta Bolt (4DI0, copyright Kevin Slimak) with a 90’ range.//AC 2.
All nonmagical wpns that touch him perish without causing damage. 
Strikes as 9HD monster. 45 HP. Gates as a Greater BaIrog. Moves 
as an unencumbered man. May haste self (movement on Iy). His mass is 
but 20 0 2  an.d his sensing is Einsteinian perception of changes in the 
shape of space (detecf.s invisible, etc-.) ,

Anyone care to comment if they think- the demons and anti demons are 
balanced? Also how would you rank the last six demons, presented? 
I’m not overly excited about qua nti ciz i ng the powers,- but; more . of 
balancing same between different types. ■ n

MORE COLLATION COMMENTS

Lee Gold: do you require arrows, to be properly spined to the bow?

Char lie Luce: 
play. Glad to

I’ve found your character charts a fair deal 
see you are advert i si ng them for all to have,,

and. fun to

McGregor: Much good plate puts a I I;the weight on the ground; you: 
don’t carry it. The shock from.a b|ow on the, ,shou 1 der; travels thru 1 
to the ground without touching you (assuming, it doesn’t penetrate). 
That is why much plate can be left free standing while chain needs a 
frame or the like. Try some good plate on and get the feel of what 
mean. Of course this isn't true for partial plate. But encumbrance



is more I i ke leather armor (compares to heevy . ri ,d i ng leathers).//! 
think that partial plate (a;s J n tlye Mlo on the -.new Bk I ), i s what Gahy 
was trying to cover in the Encumbera.nce rules I f. .on I y because, full 
plate should cost about 2-3K ĜP and act as +1. armor (on the .given 
scale), maybe more. In most universes, I would put the cost at 30-40 
K GP. . ..

Steve Perrin: You brought up a good point. Several
claimed to have played D&D since 1948 or t he rea bou t.s, 
rules aren’t that old. I’ve been. vj< 
by this ever since the man with the Bronze Dragons 
it for five.//.Also the Patriarch on a I00K/240K spl 
becomes a much better fighter than any lord,.going 
levels to every two.//V)hat Gygax intended changes, 
specific example. Give me time to sort.-through my 
find more. Like the dozen or so copies of EVJ he prQiT)ised

ALL THE

peopIe have 
yet I reca i i the 

the ideas implied 
said he'd been in 
it (C/F) soon 
up (roughly) five 
Alignments are a 
Ietters and I’ll 

but hasn't
WORLDS’ MONSTERS It’s a nicerdeliveredyet.//Charge$IOon 

break point, whoever prints it. Did you get the corrected sheets, 
etc.?//How do i get a copy of the awesome Perrin conventions?//Ruach 
Shaddaih is one of my Dei ex Machina, and my comments about Gygax 
hold.//In reading A&E i-7 courtesy of Kevin Slimak, I was impressed 
with both you and Glenn. Hope this all calms down. Much luck with 
Chaos i urn. .

MAGIC JARS: One good way to tone MJs down, is make them avai lable
only to MU s who . get to the level to cast the spell the hard (Gygax) 
way and who use.Gygaxian spell systems. Also, the EW mind bar, low 
level D-Mgc items, etc. usually serve to locate the MJ. If you limit 
the number of MUs so.that like Gary Gygax your highest is 14th level, 
then the spell iS: rarely abused. Also people can save vs. it. And it 
has a range factor-, And a time factor.//For QUANTABALL, the spe I I 
affects the target first and spreads out from there (that’s why 
swords and such need save only if you don’t and are totalled.
Otherwise you soaked up the damage tor them) doing damage to similar 
things (ores first, if target A was an ore) then out by classes.

FLORENTINE: Fighting that way is not as good as using a) a shield 
or b) just a sword to parry and strike with. In Italy it was eventu
ally a good wey to get killed and; iwent out of fashion. Borrow my 
foils a n d t ry it. ijJou ’ I I see , ;SE r iously, Florentine fighting (and 
its Chinese and Japanese equivalents) rarely works out as well as the 
use of a single iwefiponi. .-Propieri I y it should a 1 so ..rest i ct your AC.‘

All you DMs' who don't count experience gained by BOOKS, does that 
mean you will also give back points lost to same? I have yet to meet 
a DM who objected to letting me play with a character that was down . 
a level thusly, tho everyone seems to think the reverse is obscene.
[I think both arc ohoceno. I won't interfere in your right to goof 
up your characters3 hut none of my dungeons allows Gygax Books. '

PEGGY: seems the whole of //25.v/as out to get you
limit themselves to taking turns or, something!

Why don't they

Jim Eckman: Jikedyourstory; too bad thatsort.of thing doesn’t
happen more oftenr

Morchost: See A&E //17 for Phoenix rules (Sean
iish my techno rules except: GDW finally done
supe r ro i e p ! ay i.ng game . ■ ,

Summers) and I’d'pub- 
it. They produced the



TRAVELER is the best written set of rbie-pI aying rules I have ever 
seen. A techno/sf society, apparently modeled on .a cross between E.
C. Tubb’s DUMEREST novels and Bertram Chandler’s Rim World series. 
Concise, clear and complete’. So much so that Kevin Slimak decided I 
was going to run a TRAVELER camapaign so he could play in it, (Dave 
Lee is being forced into running EPT) and I didn't argue. Even 
bought the rules (I played D&D for two years before I bought those 
rules.)

So much for RAH RAH comments. The game generates characters in 
a way similar to my old techno system--only better. All. is clearly 
explained including a novel and excellent combat system...which covers 
everything from brickbats to lasers. ALL the details needed to play 
(a neo with no gaming or sf experience could cope with the rules and 
DM well) and yet an infinite amount Of expansion is available (enough 
that I0^®T games could all be distinctly different). And best of all, 
whoever did the darts carried them past the games level. ONe has 
material that covers all that is possible and things that are not, 
without causing any hardships.

And the greatest feature of all: the game is restrained. So
much so that if a turkey DM gave everyone IOOOK credits, it wouldn’t 
disturb a thing, yet lOOcr is a lot of cash. There is a very smooth 
cost curve that controls everything.

you that can 
i s fantast i c

Then, for all of
offers a system that

’t cope with EW psionics, TRAVELER 
Discrete and play-balanced. Yes,

a grett game 
tri-
you

you
buy i t ,

. I can’t 
aver take. 

And yes.

do justice to it.- For 
Try it, feel it, play 
I'll publish my Techno

$12 
it,
rules next issue

it's the greatest 
and when it's got '

Pie in Your Eye: I assume you were Joking with most of your comments,
On Forceblades: assume they require life energy in a certain band to
trigger a quanticized force release. I can structure a homeopathic 
magicproof for such an item and I can't think of any other physics
which are reliable in D&D. Of course you may have been serious 
so, forgive my missing it.//Insanity table very good though.

i f

SHADOWS: On life force. I
person gains in life force 
just like electron orbits, 
the target by one quantum, 
entire quantum is generated 
X units are the ’'spiritual" 
discharge into a character, 
drains, Moonglum (Jerry O'Connell) 
perhaps others, came back. As for 
it literally when he said it drank 
the sun.

separate the soul and the mana. The 
(not EP per se) which quanticizes Itself,
A Wight consumes enough energy to lower 
Partial life dha ins haveno effect until an 

Books, tomes, decks, etc. that contain 
(in an anthro sense) capacitors that

article on STORMBRINGER and soul 
Elric (in his many guises) and 

air the blood (yes. Moorcock meant 
blood), I recall it rekindling

As an

Janes: I liked your charts. Very much so,

MM#I : I d i sI i ke an Angora cat
a full grown man using a dagger 
Bobcat as potent as two swords? 
ties but the EP especially in a 
than any fighter'. On Kodiaks, 
Kodiak in combat rarely bites ( 
"swipes" which can throw a man 
and needed but I 'd I ike, to see 
aging charts. (Especially for 
starts with them at 6 months/l

doing more damage a turn (average) than 
o r a  mili ta ry pick. And isa Lynx or 
Follow the idea? I liked the abill- 

one blow/turn world made cats better 
I lived in Alasks for four years. A 
unless he has closed) but takes 
up to 60'. I think the idea is good 
the damage modified and perhaps; some 
■large cats and bears. I. assume one 
year or so.)



ELVES: how about requiring strength of 15 or less? Constitution; I 3
or less? With Levin's permission, I may publish h ijS... ,race: charts,i(or 
fonce: hj,m to). fMzy Elves have IQ greater thgn Wisdom or Constitution3} 
and Strength^ Intelligenae and Dexterity at least 10, ;

Florentine Fighting Part II:, When 1, was at B,YCI I read several texts 
on; same (any large 'library shop I d ha ve a few original and several 
repro I 6C0 texts on' f enc i ng), The preferred system is dagger and 
rapier, though I saw buckler, lantern' and hai^dax systems discussed.
Two weapon attack systems (such as Kuiig Fu straight and curved sword, 
kendo (samurai) two swords and Chen Fo double ax styles) ail required 
training for proper use and high I eve I p rerequ i s i tes.s I persona liy ■ .
can give an awesome (to the uneducafed'mind).twin ax display. Except '
I klutz about lOf' of the time (Without strain) fendabout 50^ of the'time 
with strain). Needless to say, I wouldn't do it with real axes for
cash. I favor allowing such things (along with Fugure f i ghtdjng as
per Zelazny) as opt i ona i ab i M  t i es for hjg’h level fighters.

Now for the two piece staff.' The nunchacku as a choking tool and 
to grab things (like ax heads) with. Notice the effect of armor or 
unskilled; us wherein a pe r son ,st r i.ke.s surfaces that are not targets for 
such a weapon. Or when op penen t i s;, a'rmed with sword. Its primary use 
is as a mass meiee weapon or vs. kri f'e (because of range factor), all 
against AC9 or exposed legs, faces and forearms.

Tuifa, tonfa or ricegrinders as well as Sai's are 
story. The former has been used'^b block swords/punch 
and the latter is a status weapon (as well as useful).

After all of the above comments I might add that all of 
"FantastIc/ImpossibIe" things done with above weapons/weapon 
tions are the result of a) Years of study/practice with that 
alone (conditioned reflexes), b) hundreds of years of research with 
that weapon by a group of high levels, and c) are rarely done by anyone 
under 35. For a FIS who has had someone to train under for a oouple 
of years and who uses only the one weapon system (.\\ke the two sword 
V i k i ngs), I 'd a I Iow one or two system skills in lieu of ga i n i ng 
orotherskills.

a different' 
holes in plate

the
comb i na- 
weapon

a n g u a g e

TI MU: But I am young and it is
I'm playing of course. '

true w.ay !... depend i ng on where

And a couple of closing comments.
I allow people to modify l/l f rom their Prime Requisite to other 

characteristics. * uf

' f 4-01 1 0 1 0 f 0 1 0 1 0 f 0 1 0 f 0 1    ■ '

More Steve Marsh Ideas: OATHS

If a player character truly wants something done and will not for
sake it (such as killing an enemy), he may vow to do so. Such oaths 
are strictly kept by the ghods (cf. the story of Fafhrd and the Mous- 
er's adventures in Qua,rmall) in that any deviation however small from 
the oath will cause the character to suffer,the wrath of the ghods 
(depending on the strength of the shod so pledged by).

Some oaths are: ' -  ■ c ' ^
OATH OF THE LION: single combat, winner takes all 
Oath of Bondage: self-explanatory
Oath of Revenge: to write a wrong caused unduly ' * '
Oath of Pilgrimage: service to a ghod, doing certain rites, etc. ^
Chaotics may take oaths , but break them. If the Oath of the Lion is 
broken, people will look for the oathbreaker to torture and kill him.



THE SUFFIe l d ' STORY 
Goncolvod by the brillianct 
of Mark Guenetto. This 
Bovorly Hills, CA 90210

(which i s,̂ somet I mes mingled with stupidity) 
personage resides at-'2l30 Trcntly Lane,

The person writing this is Mark Guenette. Ho is, for all that I 
know, alive. He (why am I writing this in the third person?) became 
Interested in D&D about one year ago. He is still unsure if he likes 
it for the lather or the protection.,..

Anyway, I will not tell you about a new revAIutionary combat 
system, a I though that is in the works, but I will tell you about one or 
three thousand little random notes and jottings that I have always been 
meaning to tell people. ,

First,
great plans

Suffield is the name of ̂  very incomplete world, 
and maybe someday It may be in use.

It has

Second, Are EIves ImmortaI? Tolkien tell us that they were, but 
that they could be killed. The decision that i have made is that they 
may be killed by weapons, etc.> but that they are immune to the Staff 
of Vi i ther i ng .

Third, I
i s a number 
ever they:

have devi sed a 
that th i eves and
a )
b)
c )

th i rtg. ca l l ed 
assassi ns- have 

try to begu i Ie 
try to strike sllontly from 
pickpocket.

a Craftiness Constant. This 
they have to roll when-

beh i nd

The formula is: DEX
CC or anything under 
DIO and D6 together, 
the DIO as the resuIt 
I f 5-6 on the D5, add 
you are detected, and

+ CHA = Craftiness Constant. You try to roiI the 
it on a D30 . (A D30 i s created by roI I i ng a 
If you roll 1-2 on the D6, read the number on 

. If 3-4 on the D6, add ten to the DIO number.
20.) If you roll over the 
the DM may have you at his

Craft i ness 
mercy.

Constant,'

Asny Fighting Man (or Paladin for alI that matters) who has a 
combined Wisdom and Intelligence that exceeds 20 may join an ORDER OF
KNIGHTHOOD. (If he doesn't, he 
gence....) What is an Order of 
examp Ies:

shouldn't have such a high Intelli- 
Knighthood? Well, here are some

The Order of the Sash
any time that hesh is wi I 
Minerva in person. Treat 
more personal basis. The 
being able to read scrolls 
consult the Goddess whenever

Law/Good. Any knight who joins may at 
ling and ah roil 99^+ on '̂ jtile dice, call on 
this as Divine Intervention in EPT but on a 
Knight also gains +1 to hit, as well as 
once he reaches 4th level. He may also 

he wants for advice otft a minor sort when
ever he can roI I 7-8 on a D8

The Order of the Trefo i I : Chaos/Evil. Any knight willing to
join this vile order may call upon a vile darkness (count as the Anti- 
Cleric Spell Continual Darkness) any time he pleases. He may slay with 
one hit any lawful elf who is at least three levels lower than he is.
He getsv + 1. on- damage, and a-l-2 against Law/Good. He may read any I st = 
3rd: order Ant ivnC I eri.c S.cro I I , whenever he wants .

That's it for this issue. I plan to have more 
Your comments are welcome and would be appreciated.

orders next time



THE ARDUIN CHRONICLES //2 by Dave Hargrave

The .news from the Arduin multiverse this week is that two more counn 
tries have been taken by players, Jim Mathis has accep+ed the respon
sibility for Norvaen and the far away and fabled horn of the Amazons.
The iMisty Isles has been, acquired by that old "Star Trekker". Art Can- 
fil. So the legend and the land grows ever on....The history of.my 
multiverse would be incomplete without mention of what befel the orig
inal inhabitants of Arduin and how they came to be nearly 100^ de
stroyed in

THE ELF-HUMAN WARS
It began dim thousands of years in the dark and bloody loast; the 

one true and rightful ruler of Arduin, King Tarafass Dawwstar of the 
Royal House of the Rising Sun, closed the, borders to his kingdom and 
forbade non-elves entry into his wondrous land. For he knew the find
ings of the College of Sages in Falohyr and what they portended for his 
realm. He called up his s-ilver-mailed cavalry, his bronze-sheathed and 
rock steady spearmen, and his silent archers all clothed in forest green. 
Lastly he gathered about his his personal guard, the famed Golden 
Knights of the Dawn. V?hen asked why, he answerd, "Because men are men, 
and ever their hearts shall covet the power about us."

His wisdom was well respected, and his subjects had not long to 
wait before an ultimatum arrived borne by a cloudy dust-covered mess
enger from the kingdom of Morvaen, their eastern human neighbor.
It demanded that the people of Arduin become as one with the people of 
Morvaen so that together they could rule all the nexus lands. King: 
Taragass sent the messenger flying home with the reply, "Arduin has 
been Elven since even before the Dark Years, and Elven it stands or 
dies. Take us if you can!"

The first battle was joined in a pass in the Br ass Mountains 
called "The Trumpet's Throat." The Morvaenian pikemeri led the storm of 
the small keep that guarded the pass, and survivors there were none. 
Rushing through the pass, the army of Morvaen spilled out onto the 
Plains of Paranon in a tidal wave of terror that left no stead unburnt, 
no field untrammeled.

As the invading horde poured into the beautiful Forest of 'Flame, 
there was no thought of anything but victory in the minds of the three 
generals.that led them. Then Arduin's first line of defense made itself 
known; the archers that waited that fateful day were as invisible as 
the very air about the wondrous trees that they called home. Invisible 
that is until their green glowing arrow rain sleeted into the ranks 6f 
the invaders like a scythe through ripe wheat: And like the fallin^*^'
grains of wheat, a grim red harvest was reaped'and reaped, and reaped 
yet again. Stlinned 'but not' beaten were the veteran pikemen of Morvaen, 
retreating and then reforming,‘gathering their arbalesteers about them 
and putting the wild'mountaih tribesmen to the front, they went back 
into the forest, back'Into that rain of whistling green death. Nearly 
annihilated, the berserk hillmen nonetheless closed to bring their axes 
to blood among the green archers. Outnumbered, the tribesmen fell to 
the last man, but it was as planned, for the gained time had allowed 
the’ pikemen to do what no other force had ever before done; the green 
archers were overrun, were outfought and finally routed. Yet even then 
the pitiful few who magaged to get away returiied again and again to 
send a shaft to an eye here, a whistling death to the heart there, in 
a continual harrassment and vengeance thSt lasted the long night thru.

With dawn, a bloody blaze xipon the treetops and the ground a truer 
color to match, the invaders left the forest that would henceforth bear 
the name of "The Weeping Woods." Tired, battered and angry at their 
lost thousand within the trees,'they were shaken to the soul to hear 
the brazen wail of the great'elf horn. For there before them, drawn up



in their serriedranks of bronze, stood the elven spearmen, and in a thin line before 
them, the remaining archers in green. As their cries of disniay whirled in their 
generals' ears V the great horn again sounded and with d ' j'oyous shout the elven host 
charged down Upon them! '■

To-give them credit, those pikemen rallied as best their short time allowed and 
imbt the onrushing wall of sjjears with some semblance of order. Let no man belittle 
wliat those' men did that day- The fight raged seven hours' and never once was quarter 
asked or given. The end came as the last Of the invader generals decided that he 
should be away. So gathering about -him three of his regiments, he retreated into the 
woods, commanding those that remained to guard his rear with their lives. This they 
did and well,, for no elven spearman or achher followed for another two hours. They 
sold their lives dearly and with them purchased two precious hours, Still it was 
for nought, as I shall relate now to you.

As the wiley general retreated, pushing men already near to collapjse to even 
greater exertion, he was already planning his return with a new army to collect a 

.' terrible vengeance on those that had humbled him. With these thoughts, he led his 
men back to the Plains of Paranon and toward the, -pass they had so bravely won the 
day before. Halfway there his heart went cold and his mind saw its own death there

Yes, the Elven King.:himself was before them, blocking the pass to safety 
with Ris’Goldeh"Ti.nignvŜ 'Oi tile £)a-bn. bmiKlng off his fear, the general turned to his 
men and called to them in. ringing,tones of iron, "Once more my brave ones! Between 
us and safety is the Llf King himself an,d his guard. They number but '500 and we are 
near to 3000! For Morvaen and glory!' And his men, heartened, took ui,i his cry and 
rushed forward up the slope. The golden trumpet of the golden knights called its 
answer back, and as the knights charged to meet the enemy, the glamor fell from the 
silver-mailed cAvalry that nad been magically hidden and their host too thundered 
down to death a.nd glory.

What followed was not such stuff as ballads are woven from, hay., it was a 
butchery. Tired unto exhaustion, outnumbered and.struck front and rear, the pikemen 
fell in three screaming minutes. And one of the last to fall was the general, his 
great sword whirling about him and a.curse upon his lips.

So, you say, the elves won t.h,e war. But wrong you are, for this was but the- 
first of seven attacks in.the.next year.. Twice the iron grey cataphracts of Virue- 
landia surged up from the south, twice the breastplated infantry of Falohyr stormed 
through the northwest p)asse,s, again came the grim and vengeful pikemen of Fiorvaan 
and even a mercenary army of some 30,000 ores, gnolls, hobgoblins and trolls tried to 
batter their x-ray to ownership of Arduin. All failed except the seventh and last 
assault which came through one of the very, gates that the elves, were trying to pro-- 
tect. A horde of ebon warriors with eyes of flame and hearts of ice ravened into 
Arduin from beyond time itself. From.a,.dying, earth the deodanths came in their 
thousands, their flickering swords a match .for even elven blades.

They came- .in 13 days they had conquered, a3,l but the, gre,at keep of the high. ■ 
king, which alone, stood to .defy the evil. .And in all. thq .larid ,a horror, started . that 
to this day elves will not speak of but would stand whi.-tie-lipped and clencn-fisted'. 
xrith memory, and with a hate that will out l̂ sb, time, and .in its, re lent less ness find 
its way to the very end of the world , where .it, wil,! .t̂ ke its final vengeance. Yiet,'; 
all was not lost, though to most it seemed sureljr .so-j for the King was now marshall
ing those forces which till now he . had witnhe,!.̂ ,. the forces of Faerie , the power xivf 
magic.

And so they rode out on the 27th day after their last battle, the pitiful few, 
the elven 7000. They rode to the great King's Plain to the x/est of Thousand Thunder 
Falls where the main army of the black ones, awaitedjthem with mewling derisive 
laughter. The ebon ones attacked first, nearly ...flying forward with their 30' leaps, 
their slim swords whining blurs before them, their catlike battle wails seemingly 
sending xhe clouds themselves fleeing from them in abject terror.

Before the first ebon warrior had closed even half. .the distance, a great .sound 
arose and accompanying it was a. cold and wild-wipd that swirled about the black ones 
leaving a,rime of cold upon their hearts. Faerie power had .dome.; The sky seemed-to 
buckle and a'blue twilight settled about the battlefield, as th.e Xvfeird music sang-gj 

-its song of elven power.



■ >
Hesiteting in their headlong charge, the black warriors from beyond time were 

suddenly caught up in a force and flung from>cDHe side to the other. It was as if a 
vast and unseen hound had impaled them in its jaws and was worrying them as it 
would a rat.

With a shockingly sudden swiftness, it was over. The jjlain seemed to erupt in a 
vast fountain of steaming black blood and blasted brains, bespattering the surround
ing countryside with a withering stain that would take three cneturies to fade. The 
few hxandreds that had held back and thus lived, immediately fled in all directions, 
thus bringing to motion for the first time this day the small elven army. "This is 
bladwwork, my brothers, ' spoke the king and spurred his mount after the fleeing and 
broken remnants of the once dread and powerful enemy. His troops followed gladly and 
with a cold fire of retribution burning in their hearts. For two weeks the deodanths 
were harried and slain, but not without loss, the greatest being the great king him
self on the last day of the year.

His mourning men laid him to rest where he fell, atop wind-whipped Sorrow Slate 
mountain, forever afterward known as King's Rest. Laid to rest near him were the 
eleven Deodanths that had ambushed him and been slain in turn by his guards (though 
by the time they had arrived, he had slain five himself before failing).

The news of the disaster that befell seemingly one of hell's own armies gave 
many a grasping and scheming king pause. At least for a little while. And the 
daughter of the dead king, his only progeny, did declare herself Queen of Arduin, 
Warrior Queen of the lakt true Elves and Defender of that which is known but not 
spoken. So Arduin stood with a warrior queen to guide an army of but 5800. A sad 
remnant of that once proud host that had Killed the King's Plain from one side to the 
other with its mithril-mailed might. And the human wolves gathered round their 
borders in ever bolder n\ambers.

Thus Tarathala Dawnstar, queen and leadeift decided that if force of arms alone 
could not hold Arduin, they shouM follow the path pointed to by the hand of her dead 
father, the path of magic and elder lore, the road to gods and demons, the trail of 
tears and danger. Some of her advisers protested that to fight with magic was to 
invite magical attack in return. But- those voices were few and small amid the cla
mor for defence; So it came to pass that the elven kind in Arduin became wizards as 
well as warriors, and for 99 years they reigned supreme in thier ability to wreak 
havoc among their foes. But each year it became harder to maintain this ascendancy 
as the hxunan and inhuman foes of Arduin too became adept in those arts that invited 
doom and destruction.

As the first day dawned of the hundredth year since the beginning of the elf- 
human wars, all was quiet. Quiet with a hushed sense of boreboding, with an expect
ant silence such as preceded earthquakes and hurricanes.

The entire elven army, 1100 strong, and their 1900 dependants were gathered in 
the great keep, "Fangalorn", on the edge of the Lake of Mists. And around and about 
a silent host of over 100,000 men in cold iron looked silently up at the ramparts and 
awaited the order they knew would come: storm and slay! An order they knew would
surely result in the deaths of full half of their number, but just as surely in the 
total: and final destruction of the hated elf wizard warriors that for so long had 
thwarted their am'bitions. Those ambitions had finally forced seven great and 
lesser kingdoms to pool the blood and steel of their armies in one common cause... 
to the completion of which they had fought their way here this day.

I will not linger long on the battle that raged from the day's first dawning 
light to the cold final stroke of a black and wretched midnight. It is enough to 
know the warrior queen fell at last as her last inner tower splintered and crumpled 
around her; And as she fell, laughing, she saw for one last time the bodies of five 
slain kings about her, and she screamed to the high winds of hell, "Though I feast 
in the halls of the dread elder gods this night, I will have hs handservants before 
me these five kings! And as long as they serve me, then a curse to all that is 
thine and theirs and all who would serve them!" That curse would ha\int those royal, 
lines to this very day, thought this is a tale for another time.



As the last tower, already cr 'acked and split, finally began to fold in upon 
itself ̂ .3 .,great roaring bbgan, and jthe rland tpembled and shook, rffhe tower exploded. 
The ladd around it, arup^ed, the very., air it self shattered in -a cacophany of fury 
rivaled seldom since, tha,t time. ,

Those 7000 humans that survived would forever remember that night. And what 
they saw when the fiery spots left their eyes,and the thick blue smoke finally 

'cleared away. Where the great keep, had stood, where the mile-long promontory had 
, ,'been ,,was.. .nothing! The cold dark waters, of the lake steamed and bubbled where i 
' "’once the flower of elvenkind had been.

The story does not truly end here, for those kingdoms which had gamliiled all and 
won, there was only a fiery doom, as thpse that stood in the wings watching swooped 
down to clai,m what they had won but were now ,too weak to ,hold. And thus it' was for 
,10,,poo years and more as each tried to take what the elves had held so valiantly. 

'','Iione ever held it more than seven years,, and never again would elf or man ever 
truly trust and befriend one another.

NOTES .AkD COMMENTS

7,1, Bill Seligman's comments, supposedly quoted directly from Mr. Kask do not, jibe 
'■■ifith'the reality of what I know, at least,-concerning the Arduin Grimoire and its " 
relations with TSR. Having carried on a long series of correspondance with TSR 
through Mr. Blume, the facts are.these: TSR .objected to "The Forward" and to seven
colors used in my ve'rsion of, Prismatic Walls,, , ,̂ind as that was all that was bother
ing them, I decided to drop the, offending forward and to change those seven colors 
a bit. I decided to do this not because of any .fear, even though they HAD threatened 
to sue me, but because I felt all of us in the gaming world should be pulling togeth
er and not cutting each other!s ■ .chroats. I felt if I could be courteous to them and 
go a little out of my way to be friendly, they would do the same., t/y legal adviser 
told me I couldn't lose,in court, but I felt accord, was better than making enemies.
In return I have in writing,from TSR the promise .that.with those two small concess
ions, I would 'be troubled by them .no further and in fact they might even,possibly 
consider carrying the book.,at a future date (possibly, no promise). So either Bill's 
inform.ation is erroneous., very old or misunderstood,, or Mr. Kask is out of touch 
with what Mr. Blume and TSR are doing re my book. AS £ar as I am concerned-, TSR and 
I have no mutual problems and, even if not on good terms, are at least not enemies. 
They listened to,reason just as I did and were very eager to settle the small prob- 
■'■lemi'as quickly, as possible.. That in my book rates at least one cheer for TSR.
Until proven'■ otherwise ,'TSR is okay by me-

D.on Rice's comments that people in.the S.F. Bay area hand out, belts of giant 
strength to ,1st levels is patently not true in .most dungeons I'm aware of. Sure we 
have our Monty Hallers here, but lOyery area. does. , If he doubts that, he has an open 
invitation to play in my world .incognito (so no one, can say I .am jputting, on a special 
show for him) at any 'time he. desires. IV!y number is (tl5) 23t-250k-. Anyone, desiring 
'to find how play in Arduin, goes,, simply call and I can arrange a game on.-any day(s) 
or night(s) desired. 1 can also con'tact, just about evry major DM in.the area so that 
any disbeliever (or .believer) can sample plenty of,different dungeons/overlands.

As' for the Grimoire being too high level., I would like some specifics on that, 
i'y spells went from 1 st level up, and my monsters had ranges that started small and 
climbed in size to fit most any dungepn., . So if I missed Something tpat made you or 
anyone else feel that it was too high a leyel reference book to use.PLEASE tell me 
specifically what; it was, and I can endeavor, to correct it.. r, .,

Wes Ives' comments pn/fireball distributipn are part of an argument that we had 
in this' area .'a while back,. The end r.e.snlt was that IN ARDRUIK magically conjured ■ 
‘fipe, cold, e'ic. ,homed in on and collected upon, .all of those within,.the area of 
effect and N6t on bags of rabbits or packs full of rats, though they usually died as 
a result of'the magic. True, some ores, did-try to bunch ujj to spread thei damage 
around a bit, but then they constricted themselves as regards to normal.combat,, and 
became highly suceptible to things like,,jfiaagb.onn's Abysmal Itch, Green Slime Grenades 
(stasis-compacted, of course). Clumsy Fields,.and the .like. Suffice.it to say it ; 
was and is just as dangerous that way as the old true way." NOw where have I heard 
that before.



As far as my multiverse in concerned. Common Tongues are simply that,^language 
that is spoken by each culture or country. The only exceptions are the poly^ot/ 
pidgen tongues of Chaotic, Neutral and Law. These are Esperanto-like languages put 
together from languages that usually are spoken by those of the said alignments.
Thus ores, goblins, kobolds, and other -assorted ugiies aan converse with one 
another as the need arises (as can elves, dwarves, hobbits, etc.) . There is no 
single Common Tongue. '■.■■'.iJa

Now a question for all of you out there: What do you think should go in the
second volxime of the Arduin Grimoire?

. j
Here are a few of the rhymes, riddles,-ballads and gibberings of old crones'that are 
chronic bothers to the players in my multiverse. All from real '‘runs" and all of 
which gave the players fits. I hope you enjoy them.

Duke Jothar's Weird (or the lament of the House of the Rising Stin)

The sun that rises may also set 
If the skull of iron is poorly met.

In madness on high, the lurker waits
To build anew, one of the black and dread, fell gates,

For vengeance is swift, on wings.of night
And should the .new sun set, the world must .fight.

' So sun- of more, in full brave glory,
•i- Must \firite a new chapter, or end its story!

h'-

The Ballad of the Black Paladin

cr

' l

The Paladin black, his blood aflow 
Cross Green Hell he did Journey, but slow.
Treacherqusly hurt, mortally trueî;... ti.£ '..i... J ■ . ■ '
Did the cousins strike, .the Black TVo..,.i; hr ( ̂ ' ̂
I'o come again j the third must hide.
In; jungles remoteits' Vengeance to bide. . , : .. - i
Hidden .-well these eons of hate .. . i
Brooding and hungry, beyond the Jade .Gate-. ;.r;:
The ancient tree, heart pierced in dne stroke
Nd)w-enfolds the black hate, of the sword in ,the oak.
Legend of mist, time lost and forgotten 
By all save he, who is long dead and rotten.
The Third waits now, for one uncaring .
To once again ride on death's O'wn faring. '

In response to this ballad and after much searching and spending of time and 
money, the following song was uncovered that would lead to the beginning of the 
solution.of the mystery that they were involved in. Here now is the:

Lament'of the Lavender (lovers) Lady

The lady waited for love's lost heart ' 
For her soul and-his could never truly part,

Thirteen winters of tears and frail hope. 
Her gase always turned to the golden slope.



Those thousand steps that rose to'the gate ■
Had called her love, had lifted her mate. ■'

That high jade arch, so lovely and''cold, ■
For untold eons had, 'becked the'.brave, called to the bold, ' '

To things and tim,es, real yet unborn,
To cities of emerald and gray deserts forlorn. '• ■ -

The end of .tijne, the last., of the first,
Tvas bey ode. the jade angels, .past all bless'or curse'.'' ■ '

So wait she did, till the cycle anew
Then tears now dried, she. happily passed through.

..".I ■

Thus ends the lameht of the Lavender Lovers

These little ditties were 'art and parcel of a run by a bunch of medium to high 
level chaotic/nasties in search of the fabled parent sword of the two infamous ones: 
Storm bringer and Mournblade'. The only' dimly hinted at Third One, called Mournstorm, 
"that which would herald the death of a \iniversel" As you can see, some of my friends 
play for high stakes. Oh well, they got to the song about "Jade Gate," in long dead 
and forgotten Shamballah, but were unfortunately sidetracked to, well, I don't want 
to give everything away! At any rate, they ,are still in progress as it were with the 
next part to be run the day after tomorrow. Now where did I.put that can of Wookie 
cookies....hmmm...let's see now....

To close up this edition of the Arduin Chronicles, here is another monster for all 
of you Thingie Collectors out there: ,

The Screaming Scarlet Itchies

A cloud of bright scarlet but gnat-sized little winged bugs. They are attracted to 
anything warm (like body heat) and will settle all over a person just to feel that 
warmth. They secret a liquid that causes all living things to break out immediately 
in a flame-red rash and commence to scratch.t:; Those so afflicted will be -3 to hit 
or defend until the liquid is neutralized. That takes a pint of holy water and a 
Neutralize Poison per each square foot of skin that is affected. Note also it will 
seep through chainmail and the like in d6 rounds and once on will be effective for 
DIO days., before wearing off. There is a 10>lfchance.for each person that they will 
have a nervous reaction to the liquid,.; and it, will become a fatal poison that causes 
blindness in DIO minutes and death in lODlO minutes.

That's it' for this time, so until later: Take a troil to lunch

NOTE: To people'who want me'r.to stencil theif zine .and want to know.how many pages
it will turn out to be: don't assiame that your typed page and ny typed page will
be identical. ■ ; [

I have a iO-pitch Selectric (see. page one of ..'this zine. Tantivy, etc. for 
verification).- If necessary I can̂  follow Barry to work, and use a 12-pitch 
Selectric (see pages 2-6 of this zine) but I find this annoying. So if you have 
a 1 2 -pitch typer and you want to see how many pages ypur zine will make set your 
margins so you type only TO characters to a line. IN fact, if you have a 10-pitch 
typer you should also remerober that your margitns should be only T" (70 characters 
apart from each other). Otherwise either: my .page,s will, be , shorter than the ones 
you typed or some of your interesting zine will be hidden by staples, 

happiness and luck, .L,;, •. -

— Lee Gold



SENILE SAGE b '
by Robert J. Clifford Ml, 812 S ArIi ngton Mill Rd., ArIi ngton, VA

\ S: ■:
'•̂i! While most players of D&D recognize the’reason for restr i ct i ons.oh, 
thefuSe'of weapons by non-fighter types, they have difficuity seeing a 
rationaia for the limitations, which they consi3er artificia I. there- 
fordi, rWciuld like to present the rat i ond led 'fha t M ’Kaye , deve I oped to 
exp i a in the restr i ct i ons"p I aced on Magic Users and Cl'eriQS.

When a Cleric is consecrated (or goes through whatever ritual is 
necessary'to become a cteric) one of the powers bestowed upon him Is 
that'of BLOOD 'SA(jR I F iCE. This mea'Ks that'any time the cleric sheds the 
"Life Blood"' of any creature, he will summon sopte supernatural person
ality. "Life Blood" is the flow of bIdod from a cut of puncture deep 
enough to contain arterial or veinous blood. Blood resulting from 
broken skin and bone or other mangling will not summon, since It is not 
of the proper (spiritual) type. Now the reason for all the rituals in 
a sacrificial ceremony is to ensure that the proper being is summoned 
and that the result of the rite is limited to the purposes of the 
summoner. After alI "the ways of the Gods are wondrous and mysterious" 
and why take chances. To the adventurous^cIerIcs, this means that the 
use of a pointed or edged weapon WILL result in the random appearance 
of some god or demon. Even a sympathetic god would be expected to be 
peeved by such cavalier treatment and would take appropriate action.

As an aside, one player thought this would be a simpleway to elim
inate a poor character in a campaign ao as to roll in a new character. 
The summoned god:' IT made the character a permanent Fighter (STR 7),
2) made the cha ra'cter 1 mmorta I but able to take, full damage, 3) cursed 
the character that wh'fe'never he slept he could nbt be awakened until he 
had healed all damage taken, (spells and potions would not work),
4) limited him to remain a 1st level forever, and. 5) placed a compul
sion on him to kill hi's'best friend or acquaintance each time he 
earned enough experience fp' g6. to second level. This led to some very 
interesting situations and' an"abandonment of that strategy.
’ 'The reason that Magic Users ‘are limited to daggers is not, as is 
commonly believed, that they are untrb'ihed in the use of other weapons, 
but rather that they ARE trained' ih the use of the dagger. One of the 
first things a prospective Magic User learns is that under certain cir
cumstances he can manipulate mystical forces with the corrolary that 
if he is not careful, he will accidebtaTly tap these forces. Now, both 
weapons and armor are known to have mystical significance;, and the Im
proper or unconscious use of them by a magic user can resujt in,the 
inadvertent expenditure of t!i i s allotment of spells. And if this drain 
continues after the MU has expended his tb+a• a I Iotted spells, he may 
permanently lose his ability to,use magiC^ just,as a rechargabIe - 
batter^ may be tota I f ' d i scharged so i t canhot, bb recharged .
-'■'A great deal of research was dbn'e'‘oh the effects, of daggers and 
how to control them. "(After all^ whp wants to sat 6ff a ground zero ' 
firebali'by cutting his steak.) This’study was very lengthy and cosf; I y 
both in money and lives. As a result rto Study K̂as, been undertaken on 
armor* or 'Pther weapons. Af ter . a j I , the study was hPt done by those 
MUs who'"were Idiotic enough to be ‘ t ra ve I I ng a round i h dungeons . 'From; 
"t'his it'can be seen' that the use of armor or ,weappns ,w6u I d resu 11 i n 
the random un i ntent iona I caSt i ng "of speT is, "bpth overt (self- î mmg Ip - . " 
tion or some spell for Which"the source is apparent)pnd covert (no 
not i cable effect or source i s not obv ious) , and after the exhaustion. , 
of all spell's, the loss of all magical ab i I ity (or tp go from;,a MUiO A 
to FI in one day). A ",

While the abpve may not be gospeI, It do^s offer ,a 
rationale for the restrictions given in Men and Magic

reasonable
And I, f o r o n e



believe these restrictions are necessary for balance among the classes.

I would'how like to pontIfI cate on a pet peeve: .the dIscrImInatI on 
against fighters. This time it is the treatment of military units and 
large sc'a I e combat. It galls me thatmany peop I e seem to th I n k that 
only fighters get caeght In the murderous melee, while the other u 
classes perform mote glamorous and Safer things on the periphery of i;. 
the battle. I-doni't think it should be that way, and In my world It, 
isn't. Everyone Is expected to do his part. Thieves are used as 
scouts, skIrmishersV archers sI Ingers or light Infantry. The first 
two jobs are usual Iy‘ reserved for the more experienced and for volun
teers. The rest go to draftees. ' Clerics are generaI Iy formed into 
their own units and fight as Infantry. They will also attempt to cure 
the wounded durlng lu I I s or after the battle. ^1t Is recognized that 
the battlefield is the court bf the gods, and no cleric would attempt 
to interfere-. It isn’t worth the risk. (Having gods join directly in 
with human combat is to ensure that both sides lose the battle, not 
to mention other future complications.)

Even Mggic Users have a part in the army'. Before continuing, I'd 
like to say I have not yet seen a satlsfactory treatment of magic In 
any set of miniature ruIes. Either magic was the dominant arm or it 
was virtually useless. I'd appreciate any constructive comments or 
information on a usable set-'of rules;.

Each regiment haS: at least one detachment of MUs with higher level: 
MUs attached to HQv Each; detachment has severaI MILITARY AMULETS 
(cost IK GP). When Concentrating on the amulet,' the MUs can project 
a 6" diameter 
concent rati ng,: 
of ’ MU's' here , I

ctrc'Ie; around any unit in sight.'! For each level, of MU 
one tevet of spell cannot-getfthrough. (When speaking 
mean ohe MU casting at whatever scale is being used . )

For example: 4' MU I s and a MU2 protect a unit at which 2 FirebaLls,
a Sleep and 2'magic missiles are thrown.: This gives 6 on defense and
9'> on offense:- 3 levels bf' spells get through. The lower level spells 
are' screened first, or the DM can determine the result. When concen- 
tnating, nothing else can be donefincIuding move. And unless protected 
they a re a I so vu I nerab ie . Usual I y 'detachments w i I i break into smaller 
unttSMt^O' offbr protection: whM le movlbg, '

‘Thebe IS a danger in- this operation!. If the attacker is higher 
fevel that the defender, there is a chance of being affected. For 
every 'level the attacker is above the' defender, there is a 5$ chance 
of being affected minus l̂  for -each! defend i ng MU level. Roll for each 
casting individuaIly. If affected,: the MU is killed or driven insane.

Treat wands, staves, scrolUsv etc. as ithe equivalent spell level. 
These'Spe I I s are always screened first.' There is no :need:,-to save vs. 
these- items as against MU spelLs. i" ■ :;i ,;x

The most common tactic used results? in:'lower ileveL MUs being respon
sible for the d'eferice while the commandert-isrdetachment :add extra defen
sive strength at Critical points as we fI :as- performing offensive 
duties. I be'lieve 'th i s sybtem inandates a use bf massed MUs without 
making them the only important arm. i

in ending' i wouId Iike tb commerit to all the Individuals who dream 
up variants of this O'r any bther game. In the army (which loves old,;': 

i ran across at least one acronym which i agree with: KISS. ;
it Simple/ Stupid! I n my opinion, any ivariaht which ignores th i ŝ 

d i ctum ' shou I d never see I ight.' i'No matter how much yoiUithink it adds 
to real ism, it wi I I only add to the confubion and boredom. I wi I I be ; ; 
kind and assume those reading this can its I i :the difference between r 
simple and simplistic. So keepcthis in mind, and I be|'ieye,the only - 
result will be Improvements; at least, I have not yet found any j 
endeavor in which it was not true. 'c



FROM THE H/i'LLS OF ^HE MQTOTTMN KING - An A+E filler from:
Alan Da-vis, 2tj-ij.7 Ki Deodar* Sanfa Ana, Calif,; 92?05

I n m  clerics* I like it. (My god, it sounds like a 
Jack WefeTb TY show*) I a m  having a little trouble with 
clerics and certain areas in which they deal. Perhaps the 
readership of this ’zine can assist lae with these problems. 
Following is  a memo outlining said problemsj

Re; Cure Light Wounds vs. Cure Serious Wounds,

In recent campaigns a problem has arisen which I find 
most curious. The clerical spell "Cure Light Wounds" seems 
to have ran "Cure Serious Wounds" out of usage. When 
higher level chsxracters take large amounts of damage, the 
clerics simply pile on "Cui*e Lights". To me this seems 
unrealistic. In addition, under the curi’ent spell point 
system prevalent in ray area, it is cheaper to cast two 
"Cure Lights" than one "Cure Serious", What to do? It has 
been suggested that Cure Serious be- required for critical 
hit repair. Another suggestion referred to applying a 
percentage of daimge taken to decide which shall be used, 
i,e., if a  character takes more than damage. Cure Se r 
ious is required; A third suggestion was that a ceiling be 
established on the damage Cure Light can repair,. The main 
problem is to make Cure Serious Y/ounds a necessary spell 
without causing probleras for low .level parties who csinnot 
bring a cleric wi t h  Cure Serious, Any suggestions?

Re; ■ Reincarnation and Similar Spells, •

This one gets touchy, I ’m  afraid I allowed myself to 
get involved in this one by exposure to a spell that is not 
quite .public yet, as it only appears on certsiin scroll.s ,in 
my area. The spell; Reincarnation II, Now I d o n ’t- disagree 
with the basic premise of this spell, and v/ill say no more.,., 
about it since it is not ny province to reveal it, except 
to say that it is a mjige’s spell. S h o u l d n ’t reincarnation be 
a c l e r i c ’s spell? It seems .to deal directly wi t h  the soul, ., 
a c l e r i c ’s area as I see it; I know this goes contrary to 
Book I of the D+D bible wh i c h  places reincarnation on the 
m a g e ’s list, but it appears strange to me, I understand 
that, the justification for this is that the cleric in D+D 
was pjittemed after the Christian cleric of the time-, and 
that Christian clerics d i d n ’t believe in reincarnation; I 
equate the Christian cleric to the lawful cleric. If the 
lawful cleric d o e s n ’t believe in reincarnate, then why does 
the lawful mage believe in it? Opinions, please.

Re; Healing .Pptions;

Something that appears to be getting out of hand in 
ray area is the use of healing potions. IVIassive amounts of 
healing potions in the hfinds of players constitutes a direct 
threat to the existence of clerics, especially those who 
cannot fight v/ell due to low constitution or low strength, 
or those who are too low in levels to have Raise Dead, 
Something seems wrong with allowing unlimited use of 
healing potions from a medical standpoint also. What to
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do here? A suggestion has 'been to put deration on healing 
potions. Should this imply a duration on other potions as 
well? Another suggestion was to only allow potions to heal 
damage caused by n o r m l  weaponry, with magical damage 
requiring a clerical hea-l i .Another suggestion set a n  amount 
that could he used in a day; Any ideas out there?

Re; Regeneration Ringsi

Regeneration rings appear to he hoah too powerful and 
too numerous in i;3y area^ ITot only is the idea of total 
repair of all danage. except fire and acid too powerful in 
itself, hut the idea of someone being killed emd then 
popping hack up after a certain number of turns without any 
crock .is doymright .strange! Row if there was just one of 
these rings floating around .it ?/ouId be okay, but almost 
eveiybody seems to have one; ¥hat to do here? Perhaps a . \ 
constitution roll when a person pops back up  after being 
killed or one point off number of allowable raises each time? 
Only normal (nonmagical) damage regenerable? Ideas?

Re; Chaotics, ,

I run chaotics, I make no excuses, I happen to like 
them better than the other alignments. The fact that I have 
been called the most evil person in mj'" area may have some
thing to do wi t h  it,. What I .w.ould like is different 
people..’s opinions on the ininning. o f ' chaotics v/ithin lawful 
and neutral ptirtiesi It seems to me that chaotics would 
never...have survived to the age to go adventuring if they 
ran- around stabbing everybody who displeased them or 
killing outright for greed! A chaotic should be sly, .A. 
chaotic should be unobtrusive unless he can back it up. But 
here I take flak! I will run one of my evil boys through 
a  party, keeping in mind thei,t keeping the party alive keeps 
him alive! Afterward someone will find out that I had a 
chaotic. All hell breaks loose, .People will tell me, 
“Chaotics stab .people in the back, Chaotics roll reaction 
for everything, Chaotics this, chaotics that," How dp you 
people run chaotics?

I y/elcome any comments on the foregoing paragraphs as' 
long as they are neither destructive nor Insulting,

Thank you.



E A R T H ’S END #7 by Jim Bolton, PO Box 3l85> Fullerton, Ca. 9 2 6 3 I1 All 
views are strictly those of this writer, and he will be held respon
sible for all statements. ... ■"

'' Well, I'might as well get the comments out of the way early,.,.,,

MARK SWANSON-— — — .— the Daughters of Kail have been added to the' , 
universe, and I'wlsh to thank you for them, and also the De a t h  Ele- 
mentals.

TO EVERYONE— ---.CONCERNING WAYNE S H A W ’S WEAPON MASTER----- Wayne left
cut one Important fact, which he asked me to Inc-lude In my  col\amn. 
Instead of the' limitation of only -1 to hit with every weapon he Is 
not a master of..,,..It should re a d . , , , , - 1  per experience group for 
every weapon he Is not a master of. Your Very welcome Wayne,

M R T I N  PLEISCHMANN---- ---- ---- No. Morfs did not come from MetamorjSosls.
It was created by  a friend of mine, and to my  knowledge It came from 
his Imagination, “

BILL TAYLOR------------ 1 stand corrected on the armor restriction table,
I should have a new one ready for print In a couple months,

MIKE GUNDERLOY--------- -— .Thanks, I'might just drop by some day. When
does your group m e e t ..... d a y , t i m e . ,.,.place? I do agree somewhat 
with your statement on monsters being so hard to kill, but you do not 
help matters by Including one with 250 HD, Or should that be HP,

CHRIS PETTUS------------ You do have a logical point concerning the same
probability for a Ring of Dancing as a Ring of Wishes, but after I 
have rolled up over 1200 rings and still not rolled a Ring of Wishes, 
well I hope you see what I m e a n . T h e  table works for me,

James Cerrato------------ 1 am glad you liked the prologue for ’T A R A ’,
and the beginning of the first chapter will be- in this Issue or the 
next,

PETER CERRATO-.— — .— —  I am sorry to say that I did test out the 
. system for hit points equals Con, but It would have required me to 
completely change over m y  universe, and this was to great a chore. 
Also It would create a problem for open world play, which I do quite 
a bit,of. ,..It Is perfect for a closed campaign, and I would try It 
that way, but only that way.

GARETH KANTZ------------ -I'm glad you liked the ring table-. One of-'the
main reasons for zlnes such as A&E Is for exchange of ideas In the 
hope that someone can use something that Is mentioned here,

BILL SELIGMAN-^— — ---- A very unusual sword table ’̂  -and b'y^'the way ' .
It does produce weird swords now and then. It Is being-added to the 
already overflowing set of charts that I h a v S ,

STEWART LEVIN------------ 1 am well aware that there are very few crocks
on the ring table. I wonder why? The reason being that I really 
don't like t h e 'percentage of crock items that Gygax Included Into 
most of his lists, and therefore I have created m y  own. It would be 
a simple matter to take my chart and delete a few good rings and add 
a few more crocks. I feel each DM  should do what he feels Is best 
for his particular' universe, I do hope you understand m y  feelings.
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CANINE OP HADES------ALIGNMENT: chaotic #  APPEARING: 1-6
ARMOR CLASS: 7 to -2 MOVE: 12"/36"
HIT DICE; 5 to 12 DEXTERITY: IJ plus D6
io IN LAIR: 0?̂  TREASURE TYPE: none

ATTACKS; they get a bite that does damage plus save vs, poison. 
Poison damage is equal to the dogs Hit Dice, Plus special 
attacks listed below,

DESCRIPTION; they are all black with golden glowing eyes. They 
stand about I].’ at the shoulder and weigh 120 to I50  
pounds. It has rather long legs, and a lean, long 
head. Its tall Is short as are its ears. It has a 
set of wings, which can move it at great speeds.

These dogs come from Hades and are usually on a 
mission of vengeance or they may have been sent by 
the great ruler of the dead himself.

Each dog can cast a "Remit Unto" spell once per 
day through his eyes. They have a change in their eyes 
because the eyes turn a deep red. Unless a save vs, 
magic is made the person in question is sent to Hades 
and immediate death. Nothing short of a full wish will 
bring such a person back. There is also no chance of 
reincarnation. Of course, if a wish is used to bring 
back such a person, they take the chance of bringing 
further ^  wrath on themselves. There is also a 10% 
chance that the person will not be killed and only 
held captive.

Each dog can also cast a Cause Death spell, but 
it takes one melee phase.to complete, so that in the 
second phase, the spell goes off. The dog must stand 
still for the complete time and also the eyes change 
color to a greenish glow.

They can Teleport, see on all planes, can go in
visible, ethereal and astral and have infravision of
1 8 0  >.

If any dog gets to five hit points or less he has 
the capability of Gating in 1-6 more dogs. The dog 
can do nothing else for the remainder of the melee 

' phase. He has ,a base 25^ chance of gating successfully
and each successive melee phase the chances increase
by 5^.

4\ 4% /V «V 4k tC*i \  4k VOVVV 4% 4k 4k 4

DREAM MAKER------ALIGNMENT: neutral #  APPEARING; 1-6
ARMOR CLASS; 9 MOVE; 12"
^IT DICE: 3 plus 1 DEXTERITY: 5D6
% IN LAIR; 10^ TREASURE TYPE: I

ATTACKS; two hands which do a d 6 per hand, and a special. 
DESCRIPTION: it is a humanoid that stands about 7' tall and is

sandy colored. As it walks it leaves a small trail of 
sand. They normally inhabit the desert, where they 
ma y  appear in numbers of 5~50. Recently small groups 
have broken off from the main body and have been seen 
in towns, dungeons, castles, etc. Their main weapon 
is to throw sand, which acts as a sleep spell;
AFFECTS: 1-8 1st levels, 1-6 2nd levels, 1-3 3rd
levels and 1 Ij-th level. They can throw this 3 times 
per day and the area is 6 " diameter; duration 8 hours. 
Persons affected can be shaken awake (2 melee phases).
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The city looked as if it was suspended in a fluid. The distortion 
caused by the constant flow of the bright orange-red coronas that 
moved about it gave him a feeling of paranoia. Launis had warned him
not to undertake^: thi 1 'mi! sion. As he fought the feeling ■'within him
he noticed that.: the buildings looked very odd. They. were;--ln all- types 
Of form. There were needles, octagonS;, pentagons, cylinders and s.ome 
he had never seen before. T'ne oddest thing was that 'there was no 
visible meaiis of support, a/nd It ssemod that it was moving across the 
land at a v e r y 'imperceptible 'pace. At . various times, the Lords, moved 
thru the air,, but never in sight fo.r ino.-c-'e .-than a moment. They could 
be sentrys; bi.it yet they seerced to not ca.ro about security. Where were 
the others? They should have arri'ved? . Perhap.s it would be best to 
call it off? “

His thoughts wandered back 
so happy at one ti m e . His fa the 
Tee clan. He had married Tualan
realm of Tara, The
plats and they decided to claim 
joined them and., the Toa group wa 
toa was respected as the best wa 
he was born and Vi/as exceptod Int 

The group,was all Important 
The people had become simply to 
Remembering how it ail started w 
of his bios.

to his mother and fa'bher.. They-were 
r Tor silt was a proud member of the 
and together they wandered about the 

soon found a place that was. not listed on the
it for their own. Iventua.lly others 
3 formod. Through out 'bhe world the
rrj.o:rs o. the time. After many years
o the groirp,
„ It seemed to dominate everyone

P for the glorification of the .group.
i'bh him was painful, but it was part

At period six he 'was 'piit into the prep. Here, he learned, how to 
sustain under pal'n.. The meii'bors wore well schooled in their work. 
How he hated that first' da'y when they took him; to the fire pit. He 
was buried to M b  waist and they slowly applied the, burning monel to 
his' body. The Intense feeling as it slo'nly penetrated the. derma and 
the odor from it were almost more than he could bear'. Time after 
time they would co.atlnuo wirh utmost cai’e, almost as if they were 
enjoying it. When it seemed that he coaid bear no more, they would 
stop',' and heal his body with the Pyramid o:.':' Bi.oa, and then continue . 
once again. He never realized he could .scream. ;So. much, b-ut a.s time - 
went he grew accus.tom to it. Nothing seemed to affect him. The 
Lash of Rale with its tiny razor edged thongs that seemed to strip 
a man of his flesh was the final test. He had seen so man 7f of his 
kith fall under it, that he x’eared he might also. But he stood the . 
test and was sent to the Master of the Arena. Here he would become 
a true T o a . . _

The time passed quickly with 'bhe Master,. He learned to fight 
with the old weapons such as -swords, a.xes:,-:glances, knifes and, 
spears,' Also the present weapons a-s laz'er, phaser, wirepoint 
and dlslntergrator.- He spent mu c h  time here--and 'Oecame a master 
in all the weapons.. This- v.;as the most enjoyable .time spent with 
the gr o u p „
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At period twenty he was to face the final test. He was taken 
to the traverser and sent to the planet Serac. This was the most 
barren place he had ever seen. It was one solid piece of ice and 
the cold would have been imbearable for most. His pensum was to 
find a Gelid and kill it. He quickly set out to find ....... .

"You are so dense, Exarl Why did you let him die. He was the 
last of that foolish rebel sect. It amazes, me why they continue to 
try and overcome us. Is it not better just to face the hopeless 
situation and conform to our ways?"

"You should remember your position Axor, and not be so insolent. 
I will not allow our friendship to interfere with tariff. You are of 
the fifth and I of the first. Perhaps you need a little lesson in 
our powers. They seem to have slipped into the deep recesses of your 
mind."

■ "I am sorry, but you did not gather the information that Merchan 
hoped' for, and no doubt his ire will be taken out on us."

"I have no need to worry. There are to few of us. Of course, 
your type are more easily replaced^ but let us hope he understands,"

"UnderstandsI He only sees things in one way, and surely be
cause of your error we will both be made to pay retribution."

"I obtained everything I could. To add to what you ha:ve already 
heard would be repetitive. The only thing was his mate, who was 
known as Launls, They lived near the Forest of Nasul. I ordered 
Raiders out, but they found nothing and could pick up no vibrations."

"Have you sent the Trackers? They were bred for just such 
purposes."

"Yes, they have been dispatched and should return within a mar."

"Well what else did we gain? Surely there must be more,"

"No morel It is strange, I could perceive to a point, but no 
farther. It is as if an energy were stopping all points. He is the 
first we have seen. They seem to be building a defense, but Merchan 
will find a way,"

"Perhaps, but these people cannot seem to conform to our ways.
We have waged this battle for many years now and they are no closer 
to control. Our studies did not find this and it should have. We 
could have tried elsewhere and been more sucessful."

Suddenly a voice emanated in Exar’s mind, "The Trackers have 
returned and we must meet in counsel at once."

"I must go Axor, Dispose of the body in the usual way and then 
meet me at the recon dome."

I hope everyone does follow this story. It has been a time 
since the prelude was printed and I am trying to consolidate the 
complete book into a shorter version for A&E.



FROM TIIE OTHER END OF THE CIRCLE #3 
a f a n t a s t i c a l  p u b l i c a t i o n  from V/ill iam B<
Apt 6K, Mount K isco ,  NY 105^9 (91 ^ )"6 6 5 -8 3 80

H e rd le ,  7 7  C a rp en te r  Ave

Convent ion Repor t :  P ro b ab ly  not too many A&E r e a d e r s  were a b l e  to
ORIGINS and GENCON a t t e n d  both  ORIGINS 7 7  and GENCON X<, I managed

to  make i t  to  both  of them,, and s e v e r a l  e v e n t s  
of i n t e r e s t  to  D&Ders seem worth r e p o r t i n g  i n  p r i n t .  P o l i t i c a l l y ,  
th e  r a p i d l y  v/idening sch ism  between Gygax and Arneson f a c t i o n s  of 
" t r a d i t i o n a l "  D8D came i n t o  th e  open a t  ORIGINS. The Dungeons and 
Dragons tournament t h e r e  was run  by Arneson e_t c o m p le t e l y  i n d e 
pendent of TSR, and p r i z e s  were supposed to  bo f u r n i s h e d  by H e r i t 
age Models .  I  w on ' t  comment on the  m e r i t s  of th e  c o n t e s t ,  a s  my 
group sp en t  most of i t s  t im e  t r y i n g  to  cope w i t h - a n  incom peten t  DM. 
( I  o f f e r  a s  ev id en ce  f o r  t h i s  c o n t e n t io n  th e  f a c t  t h a t  he l a t e r  
e n t e r e d  th e  "Novice D&D" even t  a t  GENCON.) A t , t h e  F r i d a y  n i g h t  
Dungeons and Dragons s e m in a r ,  Tim Kask and E rn ie  Gygax t r i e d  to  
make TSR's  p o s i t i o n  on D&D c l e a r .  As I unders tood  him, Tim s a i d  
t h a t  v a r i a n t s  of D&D a r e  h e a l t h y  and oven d e s i r a b l e  — th e  game was 
d e s ig n e d  to  a l l o w  DMs to  e x p r e s s  t h e i r  c r e a t i v i t y ,  a f t e r  a l l  -— but 
t h a t  t h e y  must be i d e n t i f i e d  a s  v a r i a n t s .  TSR r e s e r v e s  a l l  r i g h t s  
to  th e  name 'dungeons and Dragons" and to  th e  m a t e r i a l  c o p y r i g h t e d  
by them under t h a t  t i t l e .  I t  seemed to  me t h a t  t h e y  might be t r y i n g  
to  c l a im  a b i t  too much, l i k e  i d e a s  i n s t e a d  of  p r a c t i c e ,  but  I 'm  no 
lav/yer,  so be c a r e f u l  what you p u b l i s h - f o r  p r o f i t :  t h e y ' r e  t a k i n g  
peop le  to  c o u r t .  In  any  e v e n t ,  TSR f e e l s  t h a t  to  t e l l  someone you 
a r e  p l a y i n g  D&D does him o. d i s s e r v i c e  u n l e s s  you e x p l a i n  to  him 
t h a t  v/hat y o u ' r e  r e a l l y  p l a y i n g  i s  a  D&D - v a r i a n t  - -  and l i s t  f o r  
him i n  d e t a i l  any r u l e s  a l t e r a t i o n s  you have made — or u n l e s s  you 
a r e  r e a l l y  p l a y i n g  pure  D&D as  p rom u lga ted  by TSR. For me, th e  b o t 
tom l i n e  v/as t h a t  TSR i s  i n  t h i s  f o r  th e  money, and th e y  want to  
keep a s  much c o n t r o l  o ve r  th e  FRP market  a s  t h e y  p o s s i b l y  can i n  
o rd e r  to  m a in t a in  t h e i r  p r o f i t s .  T h e i r  p u r s u i t  of  t h i s  g o a l  h as  
c au sed  some f r i c t i o n  i n  th e  gaming w o r ld .  For exam ple ,  H e r i t a g e  
Models had no booth a t  GENCON, and Dave Arneson h as  been e n d o r s in g  
and v / r i t in g  r u l e s  on h i s  ov/n. Arneson may f e e l  t h a t  i f  t h e r e  i s  to  
be any s i n g l e  name a s s o c i a t e d  v/ith FRP gaming ,  i t  shou ld  be - not 
Gygax bu t  Arneson. In  t h i s  he would have some j u s t i f i c a t i o n ;  a f t e r  
a l l ,  Blackmoor v/as th e  : f i r s t  r e a s o n a b l e  ap p ro x im a t io n ,  to  a modern 
D&D co,mpaign. But Gary Gygax i s ,  t h e  man who pushed D&D i n t o  th e  
m a r k e t p l a c e ,  and f o r  t h a t  he d e s e r v e s  a l l  our t h a n k s . '

The D&D tournament a t  GENCON was run  a s  a  t e a m 'e v e n t  by th e  
V a lp a r a i s o  group .  I t  was a d m i r a b ly  though t  o u t ,  and f o r  th e  most 
p a r t  s u p e r b l y  r u n .  The t h r e e - p a r t  q u e s t  has  been p r i n t e d  up i n  
d e t a i l ,  and might prove i n t e r e s t i n g  a s  a s h o r t  ( 1 5 " 3 0  hour)  adven
t u r e  f o r  p l a y e r s  who h a v e n ' t  s een  i t .  "Of S k u l l s  and Scj^apfaggot 
Green" i s  a v a i l a b l e  f o r  :S8 from BP D e s ig n s ,  358 E. 500 N. 
V a l p a r a i s o ,  IN 9-6383»
A Now Game In th e  t h r o e  y e a r s  s i n c e  D&D was r e l e a s e d ,  i t  has  

had l i t t l e  r e a l  c o m p e t i t io n  from o th e r  commercia l  
FRP games.  The o n ly  o th e r  game t h a t  I  c o n s id e r e d  to  have compar
a b le  p o t e n t i a l  a s  th e  b a s i s  f o r  a  f a n t a s y ,  campaign was EPT, v/hich 
r e l i e s  so h e a v i l y  on t h e  i n c r e d i b l e  v/oalth of d e t a i l  g i v e n  us  by 
P ro f .  B a rk e r  t h a t  a l l  t h e  p o t e n t i a l  EPT GMs I know have d e s p a i r e d  
of over  ru n n in g  th e  w o r ld  of Tekumol s u c c e s s f u l l y .  Now a t h i r d  
s e r i o u s  FRP game has  been p u b l i s h e d ,  V/ritten by Ed S i m b a l i s t  and 
W i l f  Backhaus and r e l e a s e d  a t  GENCON by F a n t a s y  Games U n l im i t e d ,
Chivalry and Sorcery looks good enough t h a t  I 'm  s e r i o u s l y  con-
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s i d o r i n g  s w i t c h in g  to  i t  a s  th e  r u l e s  b a s i s  f o r  my canpaigno I 
s a y  " s w i t c h in g "  because  C&S i s  so f u n d a m e n t a l l y  d i f f e r e n t  from 
D&D t h a t  I  s u s p e c t  any a t t em p ted  s y n t h e s i s  v/ould come out 
l o o k in g  much more l i k e  C&S th an  l i k e  my c u r r e n t  game. I t  would 
bo p o i n t l e s s  f o r  me to  t r y  to  d e s c r i b e  t h i s  r u l e s  s e t  i n  d e t a i l ,  
but  I ' l l  l i s t  some, of th e  f e a t u r e s  I  l i k e .

C h a r a c t e r  r e q u i s i t e s  a r e  b e t t e r  d e f in e d  th a n  i n  e i t h e r  D&D 
or  EPTo Those h a rd - tO “r a t i o n a l i z e  H it  P o in t s  a r e  r e p l a c e d  by a 
com bina t ion  of body d u r a b i l i t y  and f a t i g u e  l e v e l .  The combat 
sys tem  i s  com prehens ive ,  bu t  I  h a v e n ' t  t r i e d  to  p l a y - - t e s t  i t .
Some of i t s  f e a t u r e s ,  such  a s  " b a s h e s " ,  a r c  v e r y  
M ag ic ian s  a r e  d i v i d e d  i n t o  21 c l a s s e s ,  each v/ith

a p p e a l i n g ,  
i t s  own methods 

o f '"u s ing  "m ag ick" .  With s e v e r a l  im p o r t an t  e x c e p t io n s  (o n l y  
Necromancers can  b u i l d  P r a n k o n s t e in  m o n s te rs ,  f o r  example)  most 
c l a s s e s  can use  a l l  s p e l l s ,  but  each  c l a s s  h as  i t s  ovm s p e c i a l  
a r e a s  of competence .  F i g h t e r s  w i th  a d eq u a te  r e q u i s i t e s  can use

b a s i s  f o r  
T h is  l e a r n i n g

m ag ick .  The "Magick R e s i s t a n c e  To.blo" f u r n i s h e s  the 
both  l e a r n i n g  s p e l l s  and en c h a n t in g  m a g ic a l  i t e m s ,  
sys tem  was f o r  me th e  most s t r i k i n g  c o n t r i b u t i o n  of C&S. Each 
s p e l l  i s  a s s i g n e d ,  i n  a d d i t i o n  to  a l e v e l ,  a  " m a g ic a l  r e s i s t a n c e "  
t h a t  must bo overcome g r a d u a l l y  by a  m a g ic i a n  a s  ho l e a r n s  to  u se  
th e  s p e l l .  M ag ic ian s  ^gain e x p e r i e n c e  f o r  I c a m i in g  to  u se  mo^gick, 
(Of c o u r s e ,  a few c l a s s e s  l i k e  A lc h e m is t s  and Drug-T:canco Magick 
Users  go about  t h i n g s  d i f f e r e n t l y . )  There i s  a l o n g ,  r a t h e r  con-  
p l i c a . t c d  l i s t  of 
l i s t  of m onste rs

s p e l l s ,  many of which a r e  h i g h l y  o r i g i n a l .  The 
i s  s h o r t e r ,  and l i m i t e d  to  c l a s s i c a l  t y p e s  f o r  

th e  most p a r t ,  but  th e  d e s c x ' ip t io n s  a r c  e x c e l l e n t ,  f a r  s u p e r io r
D&D. I n t e l l i g e n t  monsters i re  t r e a t e d  a s  r a c e s  andto  tho se  i n

have l e v e l s  of t h e i r  ovm. One l a s t  f e a t u r e  m e r i t s  s p e c i a l  com
ment: th e  r u l e s  a r e  perm ea ted  v/ith t h o u g h t f u l  commentary on th e  
p h i lo so p h y  of FRP gaming .  Anyone r u n n in g  a  campaign shou ld  r e a d  
t h e s e  r u l e s  i f  f o r  t h i s  m a t e r i a l  a l o n e .

p o in t s  I  d o n ' t  e s p e c i a l l y  l i k e .  For 
a. g r e a t  d e a l  of m a t e r i a l  d e s c r i b i n g  

m ed ieva l  s o c i e t y ,  on. 
b a s e d .  The f l a v o r  of 

w h i l e  th e  i n fo rm a t io n  
y  campaign i n  t h a t  

c o n te n t s  i s  10 p ages  
s i z e  needs  one.

to  t u r n  
th e  t a b l e  of 

and a book t h i

There a r e  a  coup le  of 
example ,  t h e  r u l e s  i n c l u d e  
and c o d i f y i n g  th e  s t r u c t u r e  and mores of 
vi^hich th e  C&S campaign i s  supposed to  be 
t h i s  s e c t i o n  i s  much l i k e  En Ga r d e , and 
i s  i n t e r e s t i n g ,  I  d o n ' t  i n t e n d  
d i r e c t i o n .  S e c o n d ly ,  though 
lo n g ,  t h e r e  i s  no i n d e x ,

My m essage ,  of  c o u r s e ,  i s  t h a t  a l l  of you sh o u ld  ru sh  out 
and buy C h iva l r y  and S o r c e r y .  At $10 f o r  158 8)1x11 pages  of 
r u l e s  and) c o n te n t s  i n  r e d u c e d - s i z e  t y p e v ; r i t t e n  fo rm a t ,
S i n b a l i s t , B ack h au s , '  and FGU vm l l  g i v e  you yo u r  money 's  worth !

P a r t i n g  Shot I r e c o g n i z e  t h a t  th e  co n te n t  of  t h i s  z in e  i s  a
l i t t l e  u n u s u a l  f o r  A&E. I  a s s u r e  you t h a t  I  have 

no commerc ia l  i n t e r e s t s  i n  TSR or  FGU. And I  d o n ' t  e x pec t  any 
r e b u t t a l s  from Tim Kask, v;ho s a i d  a t  ORIGINS t h a t  he had sv/orn 
n ev e r  to  w r i t e  to  an apa  a g a i n .  I f  a l l  th e  f e e d b a c k  i s  n e g a t i v e ,  
I ' l l  s t i c k  to  monsters  and magic i n  th e  f u t u r e .

LL  ,,/3
L . y  'v, f i j t :  ■: (7 •* . _



ZZOT THE SPECTRE’S ;N-QT:ES FROM THE UNDERGRO^UHO ;#T

ous
This is 
Please 

My name 
a senior

my first attempt at a fanzine, as will probably be obvi-
bea r 
i s 
at

with Zzot; he's

and
school is Thacher School; 
school will forward it to 
I first learned about D&D 
me the entire series when 
says "TAN ST A A.FI"?- 1 I then 
large D&D contingent 
Thacher next year.
I f 
so

your ;bu.d,dy.
John Spencer, and i am 1,7 (oh no., not aga i n ) years o I d 
the Thacher School in Oj;a i ,Ca I i f or n,i:a . . My,.address at

not, 
few,.

don't hesttate to write

Ojai, CA 93023, If I'm on, vacation the 
my home, i n. ( a I as ! ) Akersfiejd, California, 
about a year ago, when TSR,, by mistake, sent 
a I I J had asked for was the catalog. Who 
immersed myself in the game with The already 

at Thacher and preceded to become the head DM at 
hope my help and comments may be found enjoyable

me
Evo,n,rfiT; -th.e-y,':..r:.e about: my . tongthy

a n s w es r 
i n tro.

letters, a s .I get

FIRST ON, THE AGENDA " A CHARACTER-MAK I NG COMPUTER PROGRAM!

This summer I busied myself on the Cal State Bakersfield min i> 
computer and wrote a rather long program that creates thousands of D&D 
characters at the drop of a helmet. It does the following things.:
I) deteTiioilnes the name,. (There are 3000 possibilities from 15 begin
nings 0;f names, 20 ends and a number from, l-ZO,, like HR'.+ ALDORZ + 13 
= Hra I dorz ,,l 3 . 2) Determines, the cha r acter i st i cs . 3) Determines the
class, checking in order to fi nd Mo,n ks, Assass i ns, Druids, Paladins, 
Thieves, Clerics, Magic Users and Fighters. Sorry, no e I v e s h o b  b. i.ts 
or dwarves. 4) it then rolls HPs, based on class and including 
Constitution bonus. 5) Then it determines GPs and buys possessions 
based on GPs and prints these out along with the resulting GPs.,
6) Finally it determines .any plus.ses, for Co.n. , -STr.. , and Dex. using 
the Tables from Greyhawk and, for dexterity, the charts in the Dragon, 
Vo I. ,1, #5 ,: p. 30. .. -

Due to, a- pseudo-lega l 
rolling c.ha r.'acters until it

For Dru i ds 
tor 1st 
, and you may 
it easier 

Ist I eve I s 
, Dru ids.

These characters are- av'aijab.le by mail' 
alteration in the .program, it can also keep 
gets one of the right class. One can ask for 1000, Druids, 
and MUs, the computer picks a random spel I for, Them to use 
levels,, (Of course, the oomputer only rolls up ,1 s,t levels 
a I Ter.ThemTas to ppoll choice or possessions, I just find 
to have the computer ,do aj I,,The work for me.) . For random 
send It each. For specific classes..:. Mon ks= I Ot;. A ssa ss i n s 
and Pa I ad i ns = 5C,; and the other.four classes .are It each, 
send 251/100 'characters (rounded up) for postage. If you 
before early December, I can get them to you by January. 
April. (This i.s beaucaee of' the few vacations ,1 get from 
This is a typical character:

YAVAZ 2 1st Level Druid
STR I NT WIS CON DEX CHA HP Spel Is: Detect Snares
9 , 1,5 . 1.2 15 6 16. 5 . „
Possess i ons Leather A rmor , S i c k I e , Sling W/ regul a r ammo 
Tota I , REmaj.p i ng : 30 GP
+ 1 on every hit d i e .
.-1 oh M i s.s i I e F i r e

Please a 
send i n 
If not, 
schools.

& Pits'

I so

by
)

Please send only checks, and 
cashed in Ojai, California.

not from some obscure bank that can't be



STRANGE SUGGESTIONS FROM ZZOT’s.>LAUGHAA-MINUTE BAG OF TRICKS f '■OH
____ J t J P O  ( .I.UtMa rK U Iv i  I ' 5. > LMUlj|-1rM-|V| I N U  I b P f t l j  u r  I K I U t ^
. I had a mirror, ,at the end. of, a. Long pa ss.agewa.y. A.long c.am,e a few 
war-torn, shell-shocked characters. See Ihg fIgpres approachihg they 
got ready for missile fire and even wasted a spe11, before noticing that 
the.y w.ere shooting at. themse I vds and .thad" thei r ,mi ss i l,e fire had 
bounced off, the m,|rror and' faLlen info .a smal l, deep,̂  pft in front. ' Oh 
well. You coutd even make. It a Large Mirror' of L i f e Trap p i ng . But ' 
that wouldn’t be too nice.

Or say you come into a room and you; see â  Dwarf and a, Gobl in fight
ing., If you are Lawful, the Dwarf calls' for help. If Chaotic,, the 
goblin calls. Little do you know that they are really, Jap Ogr'es. ^Or 
they could be Phantasmal Phorces. Or whatever. The possibiIities are 
i hfI hi t e .

■ZZOT JUMPS ON THE "I HATE PHANTASMAL FORCES" BANDWAGON
I think that those who maintain that Phantasmal Forces are real if 

believed real are full of grey ooze. It is probably best to make it a 
second order spell only If dispelled by touch as suggested by Wesley 
Ives in The Stoned Acolyte" in A&E §2 5 . Further, one might introduce 
an I I I usory Forces spell at the 4 th level that can only be dispelled; if 
disbelieved, as the old P-forces spell used to be. I suggest that, to 
determine belief of spell, use the creatures approximate .jnte.l I 
(1-18), multiply by D4, add, its level (or HD) and subtrac;f ,t,he ,spg I
caster’s level, 
d i sbeI I eves the 
3 i f the victim 
t i m s houId make 
check at -4.

If the total exceeds 38, then the hap less 'vipfi.m 
spell and the Illusory Force is Dispelled. ; Sub'f’,; C;act 
is engaged in melee and even If disbeIieving, the vic- 
a .save vs. magic or else be forced to ma ke a, m,ora 1 e

ZZOt’S m a g i c a l : MY'SER I ES TOUR
Everybody 

Might, because

1

on the block (or so it seems) owns a Rod of Lordly
of its high probability. One should lower the probabil

ity. Add a Wand of Perpetual Poison Detection and Reagtion: i.e. at
Th-Qj. f i rs.f sign of po,i|Son, the patty must all attack with ferocity, even 
if' going straight ig-'to, a den of Wyverns. The Wand looks like any 
usual, d.etectlon wand and is cursed and can be removed by a Remgye ,
Cugse or Limited Wish. , I , A

•Or maybe a Rod ot Illusion Detection? , ,
,j ,^How about l.ntq',1 I i gent armor? It has ego .and. can drag you into 
battle.' Maybe, it could be a shield that can be thrown, like that^ of
Ca'ptain- America. Astral plate and chainmail of t.qnstr i c't ig.n, have
also been tried with much success. t ;0 :'

My, personal favorite is the Sword -3, double dpraag'e.'̂ .;
There real ly aren’t enough cursed Wands. . :-j
Has anyone tried an 8th order spell that a I Iows 'ChaotJc and 

Neutral Magic Users (or a 7th order Clerical spell) to call, up Demons 
in the, t •"̂ d. It.i qna L--way ,pf .ancient mages (see Black Easter bM James 
Bllsh)? This is how I phrase it: ,
requires three turgs preparation. .. .
This spell cannot be cast at all, unless earlier the caster has made-.

a pact with Lucifer. One may do this by Bolling one’s leve.L each 
week until he succeeds. Then he acquires five demons upon .yyhop he 
may call and who will serve him until he dies and is sent to Hell.

, He. roi IjS 5d i ce five t®mqs to aqq,uJ.ro these demons. On each roll 
he adds his I eve I - I 0.



0 1-45 Demo n/Type, t Special
46̂ -70: i . Y . A Jy pe 2; 1 -40 Ra kshasha
7 1 -78 Type 3 4 1 -70 Ba1rog
79-85 Type 4 Tjr-, :t 171-98 , Succubus/ 1 ncubus
86-91 Type 5 99 Orcus
9 2-•9:9 Special , 00 ^ Oemagorgon
00 : -trK.ic .Roll Tw ice

uWhe.n t.herpact has been made,, the mage o, r cleric may ca 11 up ,ea|C,h, ,
of his demons once per game week. The duration is DIO turns plus t,he.
caster's level -12. When cast, add 2D20 to the leve 1 of the MU and ‘
subtract the to 1 1ow i nq points for each .demon :

Type 1 : D20 Ba1rog: 6D 1 0
Type 2 : 2D.I2 SuccuP-us : 3D20
Type 3 : 3D 1 0 Ra:ksha,sha: 5DI2 _...
Type 4 : 3DI2 Pr-:i.nce.: 4D20
Type 5 : 3D20

If this roil is not made, the caster must Save vs. Magic or the Demon
will attack him. Furthermore, every other turn, the ro 1 must be made
if it was not made the first time. ■; :La w f u I Mages or Clerics may summon
up demigods with this, but no pact ■ i s mpide ; the spel 1 is treated 1 i ke
a Gate, and the demigod, must be; Lawful in nature.

This spell gives 
ra i s i ng the Dev i I -Vs 
starters, it should

rise to a new character class devoted soeIy to 
legions. I might Investigate this later.. For. 
require 16 INT, 12 WIS and i6 CON. Remember, a 

pact may not be made till the caster’s level is thrown on ^dice by him.

ZZOT'S ROGUES GALLERY #QNE

Lies the W u b")
, I bite @ D8. LAWFUL, 
only 1-2 appear, T̂ hey are in 
is type I . They may cg’st D4 
as a MU I 0 ., Most I y ..these

The Wub (from Phi I lip K. Dick's "Beyond 
AC: 7. HD: 5+1. Attacks: 2 hooves @ D4,
The Wu,b resembles a grot.qsquely fat hog; 
iair 7 5v̂ of the time, and . t he i; r t rea su re 
1st order spells and oqe ,2nd order spell
intelligence (16-20), be i ngs, I, ike to discuss the.artsi and things intel
lectual". They make good compan i oas and pets and a re de I i c i.ous when 
cooked. They will join,!a party if there is someone >w ith i NT I 5+ who . 
will talk with them and keep them company.

The wub moves only 4"/turn.. Its gre^t.advantage î  its ability, , 
when dead, to possess the bodies of its killers. Upon killing a wub, 
the killdrmust savejvs, magid or be possessed by the Wub, taking on 
the Wub's manner isms.. ONIy a Wish can save the hapless victim. -- This, 
is sure to get players:upset, when such an easily killed charactep 
ends up as one of his men.

On I'a roll' of I ..on a D20, the Wub can shapechange.

Next time Zzotwili be mo re proIifIc with his offerings but, in 
this special introductory issue, he rqmaIns brief. May your 18s flow 
like water, and your 3s be fewer,than your dancing swords. .

Final suggest i on 
spectres.

When, in doubt as to his h i ph-I eve I s,, throw h.ira



SPELLBOUND
//3-A, Sept. 2, '77
A&E ^26, 5 16-94 I-4396

AQUA INCANTEVOLE

F. Scott Johnson 
18 Coraway Road - -i 
SEtaukef', N.y. I 1733

After using the enchanted' poo I s table for i nnumerab I e ones, I hâ ve 
become itchy for variations. I haven't seen much on the subject, so j,i 
I decided it would be a nice project to write up some more details and 
varjed tables. L haven't done 'much to the system of finding out- what 
enchantment the water has, but I have varied the resuits.

STREAMS: roll f. i I e d i ce . ='0 I-40 : Table I, 51-80 Table I I , 8 I-00 : I I I,

Table 
1 .
2 .
3.
4 .
5.
6 .
7 .
8-9 
I 0

t I .
I 2

Water
V i gor~ 2 hrs SIeep
Water
Poi.son
+1 pt/expertence 
Water
Invis (a's potion) 
Water
+pi0 - pts/ps i- 
on i c s  ' ‘ .
P o i s o n
Any pot i oh , _ ,

Tab Ie IT
1. Any potion
2. Infravision
3. Astral/EthereaI 

vision
4-6 Poison
7. +1 STR (I hour)
8. -2 STR (2 hrs) ■
9. Nice COid Water'
10 20^ chance disease
11 Water
12 Water '

SPRINGS RpI I %]\e: Oj-30

Table III
1. Geas (up to DM)
2. Water
3. Poison
4. Any pot i on
5. ' Sl ow speI I (Ha If

speed/2 hours)
6. - Death (save +2)
7. Bless (as spell)
8. Dlsease-4per Blackmr 
9; Cure all Diseases

(duration - I day)
10 Spedd (double norm)
11 +D20 psionic strength
12 Up one I eve I!

Hot Spring, 31-00 Cold spring:
roll on streams table

1. Rejuvenation (DIO yrs) 6. Lead to Gold 1 :l +1-3 any abii
2. Extra Poison (-1.save) 7. Gold to Copper 12 Gold to Lead
3. +10-20/psionic STR* > 6. Pe^rmanent 1 nvs 1 3 D i s-ea se i
4. 10̂  chance/heai totai1y** 9'. cure Light Wounds 14 Po i son̂  r
5. Cure Serious. Wounds 10 -D6 any ability 1 5 Slow 1/4 Spd
* i f.!->no ps i , - 1 from INT ** Even-' dead characters .1

POOLS : 01 -85.:̂  ' Tab l e 1, 86' • ; i-00' Tab 1 e II ,
•I- t-.

Table 1 Table i; Tab 1 & 1 1 ( re lie ability)*
T T ~ Perm V i s i b i ti ty 1 1 . L i ght Wounds ■ l-SO ;?;h Roman j?: s-ee
2. Perm Shape (nd ’ 12. Prot/fire (ri-ng) 5 1 - 1 0 II EW re 1i c

polymorphs) 13. Poison 7 1 -80 1 1 1 power tab 1e
3. Lev i tath (as sp1) 14. Geas (up to DM) 8 1 -90 IV ^! of that .
4 . Disease Immune 15. Charmed by any 9 1 -95 V
5., : 109^ dIseaee ' ' mbnster/day • 96-99 & IV

suscept i b1e ' , 16. PoTymorphs char. 0 0: H/each table
6. Perm-? 1 nf ra V i s i on ter monster ' '
7. Perm Db1 Speed 17. Paralyze (save a1 1 owed) * DMs must ro11
8. Perm Slow (Half 1 8 Stone (save a 1 1owedO Reifc powers
9. Water Breath i ng 19. R.Ejuvenate (D6 yrs) separately for ,

6s spell) 2 0 . Age (2D4 years) each character to
1 0 Cure Light Wounds determ Ine abilities;.;if

the ability is not compatible, roll again. 
The ability lasts for exactly one day.



\/: •• f"'
NOTE:: 
are in

Water is included in the enchantment 
thelorebut are not really magical.

tables because’somepooIs

PARCHMENTS: 'After writing the enchanted waters articie* I found 
my se I f vya n t i ng i to do some more of this short term ability-disability 
table. Another idea I've had lurking around my cerebrum was a version 
of treasure maps mixed with magic but readable by anyone (if you have 
a language system, by a I, I means apply it here: roll the language of
a parchment as you wouId a pI ayer's lanuage. Of course, if you have 
archaic languages, these wifi be greater in number.) The Parchment 
should be hidden from.view, and thre is only one In six levels of 
dungeon ( i . e . 3rd I eve I is 3+, 2nd level is 5). Ah, the joys of 
tab Ie f ormat i ' ■ i

For determinIng Tab Ie Level of the parchment:
01-10 I 11-20: II 21-30: III 31-40: IV 41-50: V
51-60: VI 51-70 VII 71-80 VIII 81-90 !X 91-00 X

Table I Tab I e I 1 Tab I e I 1 I
1. Nearest Treasure 1 . Des. of area 1 . Geas to Reader
2. Speed (double) 2. Slow (1/2 norm) 2. 4D6 Fireball
3. Unreadab1e 3. Nearest room 3. Nearest 6HD Mnstr
4 . Meain i ng 1 ess 4.: Nearest treasure 4 . Nearest water
5. Nearest Teleport 5. Nea rest 'Sec . Dr. 5. Nearest: parchment ■
6. Nea rest sta i rs 6 . Crumbled/useless 6:. + 1 HP
7. Directions nowhere 7. Relic Powe r, 1 7. Disease
8,. :: Dir., to danger .6 . Nea rest Stairs ; 8. ' Creates 1 Mi sc Mgc
9. Nearest monster 0 9. Suggestn: DM Idea item* ' \ r -:-uj
1 0 i Nearest: room 1 0 Creates DIO +1 arrows

Table iV Ta b1e V Ta b 1 e V 1 ' '■ '
1 : Fear to all/60' 1 . Scatterport 1 . Charm one Monster
2. Teleport* 2. Nearest R̂e l ie 2. Reader i mmuheA
3. Exp 105 i ve Runes: 3. Gas (per S-R) . ,'i. Disease
4 . ; Any s c r o l l i 4. Nearest. Demon 3. Reader healS' DiO
5. Cremates -Monster* 5. Nearest gold 4. Death to reader**'*
6. Creates Servant* 6. Fake Treasure Map 5. Slow (1/4 Norm)
7. Sleep to a 1 1 * 6. A 1 i gnmt reverse
8. Speed to reader - .. ...
Tab 1e V 1 1 Tab i e 1 X : . ■ . . !■
1 . Lose 1 1 eve 1/a 1 1 * 1 . Name of a Demon* • • • ■ ' •' r
2. A 1 1 req. 18°°/2 hrs 2. Summons 6HD monster
3. One Lim. Wish 3. As i ong as it Is owned , it will perform two
4 . Neut. ail magic relic powers once/day for the owner
5. Poly reader/mnstr 4:. Creates armor t5*
5 . -1 HD 5. W i sb

6. Map to buried treasure (new! roil on
Tab 1 e V 1 1 level)
1 . Gain ps i on i£s.. 7. Ga i n., ps i on I cs
2. 1st 1V 1s die* ; '8. Any two (non-cumu1 ative) of’above
3. 5D6 Fireball . ■. : : I: ■ , " 'M :
4. Wish * Only if read aloud
5. Triple speed'' Wr 1 t.ten. in- magic ■ , i : ■ i

6. - 1 0 HP *** No such thfng! ill V . ■ ' .V



'I a b I e X
1. Lightning Bolt, 20 pts dmg strikes reader 6.
2. Turns all flesh to stone except reader’s* 7.
3. Pareilyzes all but reader*!;: 8.:
4. Death to reader - no savlngthrow 9.
5. Aloud: will deafen all within hearing 10

range!foraday)*
* Only if read aloud

Precog for one day 
Reader gains 1 IvI 
.Reader : 1 oses .2 I v I; 
I p lece;.M i sc Mgc 
Summons a demon 
(roI I for type): ‘

Notes: The name of<3 place, such.as "stairs" or
the parchment gives directions the rei ; Remember, if the name 
demom is read a Ioud, there is a chanee 11 wI I I hear and:come 
for the culprit. Where duration is not mentioned, it is 1-6

"teleport" 
the 
and

means 
. of ;a,.
1 ooiki ng 
hours or

1 rules,Mf it is a spelI of sorts. Anything you doplt 
the tables shouldn^t be too essential, but if you have.; .

e you're wr i ting to!- 
to SpellBound. Chee

go by the spe 
understand i n 
guestions. I'll be glad to answer them. And whi 
me, why not enclose a couple of bucks for a sub.
what a bus i ness man

do
I guess I'll have to 

some comments and then
get.
I'll

i nto the swing of 
treat you all to

things a round 
a story.

here and

COMMENTS ON iA&E ^25-

Lee Gold: live seen a lot 
I've seen somepbetter systems I 
win out over systems anyday.

of this type of thing, and although 
still enjoyed the new ideas. Ideas
. G G;

Chari i e Luce: 
but all 1 have 
John Sap Ienza ,

to say 
when a

ve enjoyed.the 
i s keep up'the 
mage beg i ns' to

Griffin's Quill for two issues now 
nice work. On your comments to 
come into his real power (around 
mage goes Up another two levels, 

system. Vi hen you're a high 
get points by finding treasure, 
monsters, then I give the mage . 

ten times the amount shown on the cardsi^ This system forces MUs to 
go after tough monsters rather than picking on treasure laden caravans ■’ 
with a'imeteor storm. (* The cardsOmeans my index cards with kill../ 
points-bn them.)

lOth level) that is fine, but when a 
I fnstitute my "Points-for-Ki I Is-onIy" 
level magic user, it is fairly easy to 
but if you only get points for killing

Jim Eckman: More, more!

Steve Perrin: You have written some nice things but, come on,
quit nitpicking about every goddam incongruity in the ep system. Do 
something constructive or still your quilli‘ j

Ruach Shaddalh 
copies of D&D. D&D 
to do such a thing, 
to the police, yes,

What do'you mean that you don't approve of mimeo 
is copyrighted by,;TSR and it is expressly illegal 
If you know who Jt is, I suggest you report them . 

the police, and theyriwill do what is necessary.

Mike Gunderloy: Puppet masters sound interesting, but 
they could only be run as a monster.i.What is agility? How 
different from dexterity? i . , r: ; O'v i

th i nk 
s it

Bi Sellgman :
Sorry, but save the

You write a lot, but.you don't 
satires for the trekkies.

write much

John T . Sap i enza: Fantastic. If I can. I'll use
fantasy character description sheets are the ultimate.

i t . Your



Dave Hargrave: Excellent article on magical items. I've been
trying t o g e t a  copy of TheGrimoire but nobody carries it. I'llbe 
sure to pul I out anyone with a wagging tongue and a smai I mind fi I led 
with trashy gossip about you! and rip out their tongue. ;

ETERNAL WEALTH

A certain stillness, was about the dark chamber, not the stfllness 
of a moment's quiet in m i d a f ter noon, but the lonely quiet of ani^undls- 
turbed rarely and ages gp.ne, walked room. There was a door at one end 
of the room and a door aT the other, but neither seemed as though they 
would welcome an entrance.

At first it seemed the noise was only a scurrying rat, but it had 
too much of a definite ring to it. Yes, now a sound could be heard, ■
footsteps in the corridor beyond the southern door. Would they stop 
here, the room seemed to tense as though it were a living thing. Would 
they stop here, or would they pass as so many had before.

The sounds ceased. They did not fade slowly, down the hall; they 
just stopped. Whispers now, warnings in a tiny voice that could have 
been that of only an elf. Elves had distinctively different voices as 
did giants, whose deep and booming voice had only been heard at these 
depths. There Was a short tapping at the door and then a resounding 
click, a s t h e o l d  lockfeM open. I

Elf, 
I i ke

The door trembled open dIowIy to reveal two figures. One was an 
a small fellow even for his race, whose adventurous eyes glinted 
po I ished go Id in the torchilight. The other was a tall thin man 

robed in a heavy f lowing ,cI oak emblazoned with moons and stars and the 
like. ■ The f>air did not stand in the doorway for any length of time. 
They stepped into the room and shone their torches about the place as 
they gaped at richness that lay at their feet. The room shone with 
the dazzling light of a thousand rubies, diamonds, emeralds and all 
the precious stones of the world,. The hordes of a thousand . dragons 
combined with the treasure -of a thousand kings could not have equalled 
the sparkling bri I I iance, contained within the small chamber. - Gold 
spilled from chests and urns, to form pooIe of wea I th ; beyond imaigina- 
tion. Statues of crystai':’, 's i iyer, ooppe r. .and platinum seemed 
as to be frightening.

so real

the
so

As the rallzation of' what they had foupd became apparent, 
two began to smi le, not laugh, or Jump, abdqV' butT.s.mi le, a rqal ,,smi le 
uncommon among humans. They felt a deep and honest joy, fqri t:hey 
would have all they wishes; they were rich. They smiled and they 
smiled and they smiled for an uncommonlyipng time. They were still, 
unmoving as though, yes, as though they were; statues. The. elf stood 
smiling, and he began to change, his face.L̂ t.opk a a,, redd.i sh: co. l,ot,.̂-and/> 
slowly turned to copper. The magician top began tOi changei., as . the blood 
in him turned slowly to stone. The two torches glowed br i ght-| y,../,f or 
a while, and then dimmed and finally became extinet. The doorsjammed 
shut, the lock snapped to, and a lonely quiet once again sealed the 
room, as the elf and the wizard took their place and value amongst 
the treasure. : i



s.

CURSES...FOR THE POWERFUL WIZARDS

This is a table of sp'el l-ljlke curses tha;t! can be used as one iV’' 
sees fit. It seemed good idea, sirn.ce the only thing a wizard can do 
besides cast spells Js make magical items. Thermagic user (wizard) 
must be in fact a wizard to be able to use the Curse Table. The DM 
can either roll a curse at random each time the Wizard wants to curse 
someone or, more logically, the DM can work out a spelI or curse 
system for wizards which would fit his/her campaign.

01-04

10-14

20-24

•ear

30-34

40-44
50-S4

Ropes attempt to strangle 
t h e V i c t i m
The yictim has intense 
of the ra i n
Victim stays to fight in any 
situation when hesh would 
norma I (y run.
Victim becomes rather 
face .sprouts pimples.

05-09

15-19

25-29 i t

Victim’s feet enI arge by 6"
35-39
45-49 of

60-64

7'I - 74

81-84
91-94

Victim's horse/mule becomes 
bad tempered & unridable.
V i ct i m w i I, I be m i s.i n formed 
as to Le.gend , Lore on d.iTec- 
t i ons a I pt;. -
LVictim will nearly always 
spring a trap in dungeon. 
Victim saves at - 1 
When V i ct i m rnepits undead., 
they will f i.ght unti I dead 
and never run away,.

55-59
65-70

75-80;.

85-80 
9̂ 5-9 9 
00

 ̂ For this curse,, DM s ho.u I d . ro I I , d i e 
and tell victim his defense has gone, 
up or down by that much. If total HP 
goes below 0, he must save ,vs. magic:

The wizard is apt to mis
place his magic.
Victim must save vs Fear 
when hesh sees Kobald or 
run away per Fear spell.
If victim has mgc sword, 
wi I I reverse Al ignmt.
NeutraI = NeutraI.
Victim goes bald.
Victim has intense fear 
W i za rds.
Victim's skin changes color 
Victim is constantly getting 
into bar room brawls et a I 
with people bigger than hesh'. 
Victim wi I I misea IcuI ate hMs 
defense by D6 pts.*^ '
Victim's eyes turn all white 
Victim cani have no chi idren 
Victim can hold no treasure^ 
will spend; it quickly or 
have it stolen or Otherwise 
lose it. Can hold only one 
prized magic item.

or die.

A MAGICAL-MAGICAL ITEM. . THE, SWORD OF AGES___

The Sword of Ages is a handy items,l;t can only be found In the mon-- 
tiest of the Monty Hall Ipnds or in a place in your world Where'there 
are 25Purple Worms and 10 Death Angels! This Sword can assimilate 
magical powers. Whenever a spell is throw at its wielder, he must 
save i f he does sô .f.the ..swopd. w i I I assimilate the :-spe I I . ’ Any
spe M  , so received , vy i I i be-thrown out, on occas i on at 'bppos i hg 
forces. The DM must record spells the sword has assimilated and, 
when i ts |W i e I der i s in danger , riro I 1 %\\e d i ce to see whbt it does:

01-70 
7 I -80 
81-90

9 1-95 
96-99'
Note

Sword attacks as Verp.a,l Danciing sword (-i-5/-(-5)
Sword casts an ass i;m i I ated spe I I (always a relevant one) 
Sword throWjS three ■ Light,n i ng :Bo'|ts and a F 
level damage .dice at Leaders or istrongest 
.Sw'ord , att.acks ;as .monster-s lay.Tng sword , +5 
Sword douh I e,'s wielder'jS s^trength, a'btacks 
to h i t, ,.+ 5 .damage . : 1 . i ■><; .i

i reba II of user ' s 
in opposing party.' 
to hit, 0 dmg 
5 / r o u n d Vr i t h -̂'4
i

• j !'■ 
■I.

the sword of ages will strike in all places, including
EthereaI Plane



NOTES'ON THE LOERA'N CAMPAIGN

The Loera'n campaign is not a regular cama p, i-,g ra; , i t involives 
dungeon rhasfers from all' over the,world work i ng,.together in running an 
entire world.- Some might say "So what; i do that myself," but really 
ther§ is a lot 'more territory in a world than any-DM can■possib1y cope 
with. Loera is divided into 50 segments, each with a different DM.
Each month, the DMs submit a form which informs the Grand Dungeon 
Master of important events, the power of characters, the state of 
government affairs (generally sun as ...city states) and the rising or 
demise of powerful monsters. To maintain game balance, when char
acters In one area become too powerful, the GDM sends a nasty-nasty 
monster into that particular DM's, territory. , .

The campaign is just starting, and loads: of interesting stuff is 
in store for the DMs of Loera. Margaret Gemignani is one of our DMs, 
and I'm sure she will be esicellent. The campaign is still open tor: 
interested and enterprising Dungeon Masters. To get the information
become a Loera'n DM , just s e n.d 

the needed
me your name and address and a buck,

I will send you all the needed informatjon (including an 80 page 
supp I ement) to begin your segment of; the, world. The newsletter for 
the campaign is an offset 'zlne (i.e,. Spell Bound) wh i ch contains all 
the major events in Loera, stories of great triumph and tragedy among 
the adventurers of our world, and a. special a 
OMs which wi I I contain new rules o,r a note to 
thingthat happened in their part ot Loera, such as natural disasters 
or dragon wars or an invasion by evil wizards or any of the billions 
of things that can happen in a campaign of this zine. The atmosphere: 
is incredible, and' the fun is unlimited,...

to
and

'ticle directed towards 
specific DMs as to some-

THE FORCES OF EVIL

Angmar was quiet, maIntaining a respectful attitude toward the, 
young prince. The wizard was sympathetic toward the young prince who 
stood contemplating a small geld ring. ,0nlyten years earlier thati: 
fiendish, damnable wizard Entemedon had cal led the council of the 
Great Twelve to prose a plan for the ens1avement of the world under 
the phadow of dark magic. Angmar remembered that council well; boftS: 
of lightning had wrought destruction among his comrades when they had 
shown disapproval toward the black wizard's plan. Four died before 
the wizard vanished. Four!;the power of the black magician was 
uni imited. The places of the great ories: had not yet been fi I led, and 
they had been' his best friends. . 1 .y '

The prince gazed at the r i ng,, hat i ng it.as.an object, yet in 
his heart he knew it was the only thing that couId save him and his 
kingdom from destruction or worse. The prince wondered whether the;-''" i 
heartless wizard had oof cursed the rIng ■ when he had made it back in

was a white acolyte (as he was cai;ied them), 
fiery in the. pr.i nee ' s noble bl.'ood. He: brought 
and screamed' in a hate-tortured vo i ce , - Fa the r, . 
Father, KING!" An aura of powerfuI magic

the sec Iuded

the early days when he 
Hatred burned 'deep and 
the ring to his finger 
live for a day. Father
gripped the room, and as the prince's words echoed thr-pugh 
chamber, a human' form condensed ffrom wisps of silvery mist. .

Noth i ng cou I d : be good enough to describe him.,, He was as hand
some as a god' and looked as strong as a giant. Muscles bulged corded 
and scarred from beneath a rich loincloth.,; "Father," murmured the 
p r i n c e w i t h a w e ,.



"Son, you need not expi&in. 
friend has sent plagues through 
children with his he I I - begotten 
been able to kill me. Yes, s'on, 
setence was slow and remorseful, 

Angmar, with a nod from the 
an age:old incantation.

I understand. Entemedon, my forfner 
our country. He has' kii led my grand- 
spel Is. , And, by c rom, he. has even 
we must' destroy him." the last 
for 'the king had once been a friend. . 
king, threw up his hands, and muttered
*!4(*#* ' : ' - n ' ! V'

The ruins of a castle stood qu'i et ly erod i ng i hto grey dust. Too
i V-

Few

quietly, the silence was not that of'a 'peaCefuI spring day. Not a 
ing creature made a sound.^ There'was a deep and 'powerful aura of 
evi l enchantment. ' '

Of a sudden, a lone figure■snapped' into view out of thin air 
of the many who'knew him would have recognized him now. He was Angmar, 
the white wizard, but he was pale and aged. Beads of sweat poured from 
his browj this wasnotnaturai fora wizard. "The small spell has 
taken more of my energy than I ddemed possible," he said. "Entemedon's 
'powers have mu I tip I ied and thrived like the plague."

Deep below the ruined castle; Entemedon sat in his library pouring 
over some heli-bound text when, with the force of an earthquake, the 
walls shookand the prince took form in front of him. Unsheathing his 
mighty sword, the prince struck a second ,later with the speed and skill 
ofasuperbfighter,but to no avail.'^AsTeel wall sprang up between 
the two. From behind, a pa i r of vengefu i’hands gripped the wizard's^, 
neck. A sh i ver of fear shock Entemedon as he realized they were the'' 
hands'of the King. Those hands had a power far beyond normal. Slowly 
the wizard's boaes beeame icy, cold and brittle. But the king’s grip 
began to loose just a little and, an instant before he would have died, 
the magician vanished, leaving the king to grasp a thin wisp of 
bIackened smoke.

"Oh gods, but would I have killed him!" said the king slowly.
His words resounded softly throughout the room. As they died away 
ki'ng began to shimmer, s low I y , i nd rea s i n g in intensity the light 
brightened. There was a moment of 'comp Iete Brilliance, and then a 
flash of near I y b i i n d i ng wh i te I i ght;-' a nd the king was gone, .

"The day is up," said the prince sadly to himself as he di s.ap 
to reappear once more i n the sec I uded' chamber ,i n his castle.

the

******

.The princ waited in the chamber for Angmar who appeared, a short 
1 1 me I a ter . "One day ..." sa i d the p r i nee . .

 ̂' "Yes , " rep I i ed Angmar doubtf u My., . ,

GERYON...KEEPER OF THE SWORD OF AGES

. Geryon, in my world, is the keeper of the sword of ages.^ Three 
attempts to date have been made to do away with him. The fjrst was 
ma'de" by 16 fighters and a magic user,; I “.3 fevq i Needless to say, on.Jy 
two survived the first battle to run away, 'and they werefthen dpne’..‘. 
.aiway with in a short chase. The second attempt was not much better'. 
Five fighting men of high level (5-12), a rare combination of talent 
and-, power made a short but bloody' battle of it. The early me Tee 
rounds were qu i te successf u I f or, the f i v'esome , but they soon began to 
I ose: a man here ahd'Mhere, whi I e'Geryon didn't seem bothered at all.

Ccontinued on bottom of Schwallzine, two pages onward]



A NOTE ON COPYRIGHTS AND SUPPRESSION OF COMPETITION
by ; RI ck:5Ghwa I I ; stencilled by Lee Gold

I Tim Kask of;TSR:recent Iy made some remarks (at ORIGINS '77) 'to the 
effect t.l)at TSR intends to use- 1 awsui ts to clear the market'of all 
cheap . imitators- of Dungeons and Dragons. Among the targets he specif- 
IcaI Iy -ment i oned 
These

and Trolls and The Arduin Grimoire
remarks

sou I d 
three

were Tunnels_____________________________________
prompted, me to seek a lawyer's advice on whether they

succeed in t h i: S; 
p u b I i-̂ crf ions.' ;

took a Iong copies of the above-mentioned

After perusing all three publications, his opinion was that thdre 
was no trace of copyright i n f r i I'lgemen t a nd that TSR had essentially no 
chance of getting a court de cision against theothers. However, a 
significant possibility exists that TSR figures they m^y ruin their 
smaller competItitors financially with the expenses of preparing a 
legal defense against such a suit. This would be best‘combatted by the 
victims working together to develop the defense for the first such case 
It should provide a precedent that would serve for the others.

The lawyer also brought up several important points concerning ' 
copyrights. Having a copyright on a book protects the author from 
unauthorized copy i ng of the work itself, in whole or in part. It does 
not gIve the author the right to suppress competition. Imitators do 
not infringe on copyrights as long as they do not copy the specific 
wording or information of the original, in whole or in part.

■ ■ Character names in a copyrighted work a re'copyrighted . Thus, if 
the various monsters in D&D had been original and not;alreadyin the' 
public domain (perhaps TSR's gorgdn-is original, but the name makes 
that'guestionab!e ) then other authors would have to be extremely Care- 
fur about us Ing them, by making significant changes; In this regard, 
TSR's use of hobbits verges oh copyright ihfringement of Tolkien's 
work. The lawyer I consulted rggarded the latter as a very fuzzy area.

A publication of the US Government Printing OffIce entitled 
"'Genera i Information on Copyright" [̂ -pT-lnted ho fove or after tho" now 
Gopyrigkt law went into c/.fdL;t?--L(?3states that i d ea s , - p I a n s , methods, 
systems or devices may not be copyrighted, although any given descript
ion of them may be. This is why Avalon Hilldoos not hold exclusive 
copyrights to the concepts of hex grids and movement points to regulate 
movement, eve n'though t h e y h o ! d the copyrights oh the-first games to ' 
use them. I believe that this concept denies TSR the exclusive rights
to character classes, dungeons, magic levels, 
like, although they probably retain oxciliusive 
combat matrix.

saving throws 
right to the i

and the 
particular

One thing that both 
motive for TSR‘'s actions 
worthless without D&D. . I Suspect That 
T&T alone became so confused about how

‘ rŝ  mo I s the 
, Eye ry sing

complete lack of an., apparent 
e "imitator" of D&D is nearly ; 
most of the pe.op l.a, that bought 
the game was... played that they,

had to go out and buy D&D to figure out what they wore doing arid to 
get good monster litts. The other publications are more in the form; 
of supplements to D&D' than compet i tors., I doubt that, any of these,phad 
a significant negative impact on D&D sales, and theymay have had a 
positive Impact. What th^m is the motive of the officers of TSR? Is 
It a megalomanic need to be the sole publishers in the fantasy field?



Mow I want to :fflako a significant change of subject and'Consider ■ 
those people who do actually Xerox the D&D rules. These people'are: 
guilty of illegal copyright violations, even for copying some tables 
for quick ruferGnee. Ti.m Kask has claimed that he can sue each such 
violator under the new copyright law (which takes effect on: I January- 
1978) fqn itho fu I h ,ya I ue of ;aj I D.&D sets remaining in stock-. Howovor,, 
the lawyer I cohs’uTted said that-.-tho new law has no such provisions : 
and he would like, to know the. source of TSR's claims. P.Gnalt.ies are 
still expected to be commensurate with the actual damage caused.
Someone who made ton copies of DSD would likely have to pay TSR for 
ten s#ts of D&D. This hardly makes for a worthwhile lawsuit. However, 
TSR has apparently noted thqt threats are cheap.

SPELLBOUND conti nued
butThe tnuth is that Geryon was pretty fairly beaten up, 

wasn’t going to give the fighters any hope. Two of them made it 
alive, but one was mortally wounded, and the other lost his sword 
arm to Geryon and did not resume his career.

out

The -Geryon is a three-headed, three-bodied monstqr,.. . Two .of'the 
bodies are those of men. The third, the middle body, ■;Is tha.t of a 
dragon. Both the men are magic users of the 20th level (!), but 
they will rarely enter combat, unless the sword of ages is in danger 
of^being stolen. The dragon is a pale luminescent ’’color." It will 
breathe on occasion, doing 20-50 dice of damage. There are only two 
geryons in aworld. One is lawful, the other evil. Both have 300 
lawful minions, 50 from each level of monster, who help their master 
in a constant battle between the two. The competition is equal and 
neither will gain an advantage on the other. At least it is a rare 
occurence indeed.

Twenty of these lawful minions or evil minions will accompany 
their master at all times (Jim!). The effect of even seeing this 
monster will cause any below 9th level to run away, unless he has 
come specifically to do battle with him. Good luck, and many a 
death (ha ha) to you adventurers.
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.APPEARING ON BULLETING BOARDS AND TAVERNS IN. THE HULT lA'ERSE '

VMNTED: Castings of Shape Change, Permanent Spell, and Limited
Wish. Am willing to p.-̂y reasonable prices for a Wizard to cast 
these, or for the spel Is on scrol Is, 'in Gold Pieces, minor magica 
items, or in researched spells. Please contact Heilborn the
Griffin-Wizard in Branniton (or address given 
Ou.i I I ) with your offer as soon as possible.

in The Griffin's

NOTE: \ Leg i 1 1 mate player-charactersonly, please- 
with. D(̂ ovet’what shou I d be availabl-e from non-pl

■it saves hassle 
lyar characters.
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THE ARDUIN GRIMOIRE has been seen, but 
not bought.' Sorry, pave, but it isn't . inxfv'- 
useful to me . 1 iIf I had extra money \
for D&D purposes., I'.dlbuy EPT or THE  ̂ ^
E>iERALD TABLET:<S?)i, This is not to 
disparage the bookj though. It is far 
more worthwhile than most of the later 
D&D supplements..:- I'd sooner spend the 
money for it than for, say, ELDTRICH 
FLUMNiERY or BLECHBORE. Though I most 
definitely consider it overpriced at 
twice' the cost of the D&D supplements.
Much of the reason for hot buying it is tied in with the: fact that most 
of the material therein is too high-le*vei and magic-rich to meld y/ith 
the,local campaigns. Almost all' bf‘your character classes don't fit 
into my world, either. Therd ^ e  a few useful charts the best^beiug 
the weather chart, a creation welcomed wmth open arms by a numbpr of ,. 
local DMs.

Criticisms? Well, the EP charts to begin with. If your 
experience system is even remotply like that described by Steve Perrin, 
then they're going up far, too fast to know what they’‘re‘ doirig.' I''y 
mildly appalled at some; of ,tbo, things you give bonuses for. KiTlihg a 
dem.i-god or major demon in single combat?. Acquiring a major artifact 
like, the Devil's ow'n trident?

Another problem is the random hesults of some tahles. ;,0ne 
can get'some remarkably unworkable results by combining some of.thepi.
And I don't, for example, believe that six Balrogs who have jiust.. 
trashed a party of l6w-ievels arid are facing a single first-level : 
thief, are goirig to sudderily turn Around and flee because they roll , 
a bad riumber of the readtion table . Ye’si a good DM.will ignore somq 
rolls, ,but most good'DMs should be able to figure out moralewithout , , 
the tablejS, and the ones that do 'rieed it are all too apt to accept , 
it as gospel. ' ' '' ' '' ' ' ‘  ̂ ou-'T
ON EXPERIENCE SYSTEMS...Including Gygax, I might add. I had cause to 
consider a'massive crock within the. rule^ lately in TWH #18 To'wit , 
that fighters are getting shafted by the es&perience system. I npted | ' 
that"'by the'old EP system, cler-ics and thieves reach 5th and 6th ' ' "
fighting tables .long; before fighters dp. This ignores the fact that 
both of the guilty classes also;get .much better saving throws in ' ' '
most matters than fighters an<̂ .;have things like spells of ho little ' ' 
power (clerics ; by : the nature of their class ; , thieves by virtue of ‘ ’' 
reading scrolls). Certain suggested EP,systems have made things^'" '■ '• 
even worse. Under Gygax, the FM could start catching up to arid passing 
the'MU once XKX MU reached 11th T. the F̂,i goes up by 240,000 EP in
crements', the MU by 300,000. One proposed system had F>i going up by 
120,000 EP increments while MUs only needed 100,000. Shaft the fi^bters! 
Shaft , the fighters! Even John T. Sapleri'za's IPgicali attempt tb i t,;!) ,) 
make sense of £P, requifjementb/spell '̂ airife suffers’‘from the same fbasie 
problem - it reduces kU requiremerits below those rif f ightersv'' ! o

I f ; Let me insert heYe’a' brier asidei brie' bf the major needsi ini; 
D&D; is, that thej advantages and disadVaTithgefe of each'Class' balance out.
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Of all the classes, the mages are the most powerful and the fighters ' ' 
the least. The original setup was such that a mage paid for the awe
some powers he had by sacrificing almost all combat ability (no armor, 
no weapons but daggers) and by the stiff EP requirements. I'mJnildly 
disturbed at the efforts of some people to circumvent these limitations. 
Whether the mages in book X or mythos Y used swords or not is about as 
irrelevant an argument as I've heard; providing all sorts of ways 
around the rules restrictions (Hyper Shield Spells, IViage Sword spells) " 
and lowering MU EP needs simply makes the class grosser than ever. ‘

The fighter was to compensated for his lack of spells lay bfeihg 
allowed to use any/all weapons and armor, and to go up bn the fighting' 
tables faster than other classes. While tĴ ese advantages hold good for 
the lower levels, they're invalid (as mentioned) for the upper ones.'

In order to return these advantages to the fighters, I offer 
the following ideas for comment; , i '

1) That clerics, once they've reached'9th level (and 3rd i 
table) require 200,000 EPs per level instead of 100,000. This still 
gives the cleric an advantage in going up levels, but gives the FM 
his: .advantage ,ih going up tables.

i . ; 2) Ppssibly require thieves to go up tables as; per mages
ipstead of clerics; 
instead of .four, .

i,e. , it would take them 5 levels to go up a table.

All comments welcomed.

ON ILLUSIONISTS...I'm happy to report that Peter Aronson will be 
publishing major expansions and notes on the Illusionist class in 
T\?H #19. He* was mildly surprised to find out that they were necessary,' 
but was quite willing to do them.
THE .ONE TRUE;WAY seems to be the creation of the pa ranoid minds pX 
abput a half-dozen A&E writers. For me to be the'fiend they rant about, 
it would be necessary for me to attack any and all methods different-., 
from my own, never change my own systems (why change perfection?), and 
in general.point out,to everybody how superior my systems are to any 
others that; appear. This is manifestly'not so;' aS anyone who has, 
read the interchanges between (say) ‘John T. Sapienza or Peter Gerrato 
or various others and myself. insbfaf as the vaguest concept of ."One 
True Wayism" applies to my ideas, it's in the' fact that the "One True 
Way" I argue for is solely and only that of a balanced game;. If 
a balanced system is..presented (and a number have been), then I offer 
the most useful criticisms I can. , A number of people seem to consider 
this helpful and useful. If - on the other hand - somebody comes up 
with a totally unbalanced idea, I tend to do destructive criticism.
The prime example of ;-things like this are spells like MAGE SWORD.
I point out that the people who present such ideas don't even seem to 
comprehend the meaning of criticism, .taking such ,of themselves or their 
friends as personal attacks. I submit that anyone who refuses to 
pay attentibn to criticism of his ideas and systems is the one guilty 
-of "One True 'Way"isms,' - '

I'm also disappointed in the fact that so many people doh’'t 
make any useful criticisms of material presented. My own included. '
COMBAT s y s t e m s. . .1 prei&ume that Most DMs are familiar with the two., . 
original systems, the CHAINTyiAIL one in which monsters get the same number 
of . attacks as their hit dice, each attack doing one point of damage 
if it hits; and the ALTERNATE ATTACK System:, in which the standard human 
gets one attack per melee robrid,* rblling 6n the table presented with a 
D20 (CHAINTVIAIL̂ ' I think, uses tWb lD6) ̂  monsters theyGREYHAWK attacks.
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I myself use the Alternate Attack system; it's simple and balanced, if 
not terribly realistic. ■

Of late, however, a couple of mixed systems have been presented. 
One of these was presented by Bill Taylor in A&E 23, in which gives F'fvi' 
and monsters CKAINKAIL attacks and GREYhAVdC damage. I'm afraid that this 
wildly unbalances the game in favor of monsters and high levels, giving 
what amounts to a sure kill by even relatively harmless monsters on 
low-levels. For instance, consider the Ist-level fighter George Idens, 
who is average across the board - 11 strength, 4.5 hit points. He's 
chosen protection over speed and is clanking aroundiin plate and shield  ̂
and is using a ;morning star (D8, i>oj minuses vs. plate) . He runs into 
Lars Brindlehair,.an equally average Hero similarly equipped. '̂ Now, George 
hits AC'2 on a 17 fpr;a 20% hit prpbability and can’ expect to db an average 
4.5 points; pf dpmagp,|.wpen! jhie does so; 20% x 4.5 = 0..9 points of damage 
average per melee round.. Doing aYeirpge damage as explained, it will take 
him 20 melee roundiSj on The. average to kill Lars. If he gets'Tucky and ' 
connects every round ,pnd ..rpllp high on damage, he might be able to do it ' ■ 
in three. Larsj, ,on the other hapd, hits 30% of ilie t'ime, also doing ‘ ' '
an average .4.5 points, ,pr an aye,ppge, of 1.35 points |per melee round.
On theV average,: it, will tpke him. a maximum of 4 rpunds to kill George. ' 
Now, under the system mentioned by Bill Taylor, Lsips will do an average 
of (4 X  1.35 =) 5.4 points’ of damage per melee rouhd. I will popt but '
that under this system, if Lars meets a Ist-leveT party, saves Vs. the ’
MU spells, and has a way of forcing them to fight him, he can kill them 
all, even if they manage to get a four-on-one against him. Use the' 
statistics above and work it outi

Besides, I have an antipathy towards systems where ihigh-levels 
suddenlt acquire the attack capabilities of The Flash. Human flesh 
can't move fast enough to do it. ' : ■

If the above system errs too much in the favor of the monsters, 
then the second one overfavors the players. This is the one mentioned 
by Wayne Shaw (and used by some locdli DM'sy too) . It involves giving 
humanoids one attack per'table. HdWard Mahler pbinted but the problems 
with this system in A&E 22. I'll just 'add'That with systems that allow 
high-dexterity types to get more attacks than low-dexterity monsters, 
and that also alio HASTE ’to give' tv; ice’ the" 'number of inormal : attacks 
per melee round, the poor non-magic*-using ftonsters are helpless,
ON SPELL CREATION...Specifically, that of SOULFIRE by \7ayne Shaw in 
Portal to Temporalana #?, A&E 23*. A bolt of black flame thatl does ,
1 die of damage and draihs/blasts one life level for every two levels r; 
of the caster, half of each if save is made. A spell that dpes a 
minimum of 3.5 dice of damage and drains a minimum, of 3.5 levels? (It 
isn't stated whether ohe rounds up or down.)? ,It's certainly,mope,. , i 
powerful than Power Word-Stun or 8th-level Powef Uord-Blind. , i If; it .,j, , 
does its thing to everybody caught in its path, then it's more power
ful than either Power l7oi*d-Kill or Meteor Swarm,, and only GATEv pr ,!
WISH approach it in power', Heck, ANTI-RESTORATION, , the only spell ,[
that approabhe's it in function, drains one life-level and does^no ,
damage at all. And clerical"spells tend to be more, not less, power
ful than MU spells of the same level.

The problem with the spell is that it's far too powerful 
for the level it's researched on. I don't think I'd even allow it in 
my game as a 9th-level spell (partly because I consider life-draining to 
be related to clerical and not magical fields of effort.

Grotch, grotch, creeb, creeb.
STRENGTH/DEXTERITY for w e a p o n s...Which Charlie Luce asked for. The local
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table was dojoe some time ago by Piark Swanson, with minor additions by ' 
self and others. It does not include weapons such as daggers; and speiars., 
which don't re,quire minimums in strength and/or dexterity.

Weapon Strength Dexterity
Warhammer ! 
Hand-and-a-half sword

10 - ‘‘

(with one hand 15 -
Ditto, two-handed 9
2-handed sword 15 -
1-handed battleaxe. 13 -
2-handed battleaxe ,, 15 .' -■
Siling- . / , - '; "
Horsehow (short composite) 8
Heavy Crossbow 11
Longbow ! 13 15
Heavy composite bowi i 13 “

And I trus;̂  you will find the chart to be of some use.
TABLES FOR THE HANDLING OF ROOhS...about which some people inquired.
A tall order, I must say. However, I can start by shov/ing what happens 
if, say, I'ge populated an MU. OK, roll 1-3 sets of characteristics 
until you get one that looks !|̂ ike an MU, then roll Meanness, Sadism, 
and Dedication* Follow.this hy checking him for magic items on the 
old Joel Davis tables. Now, we know he's in lair, not part of an 
expedition, so it's his home. Does the MU have an apprentice or two?
If he's 7th or better, of course. On a rbll of 1-4 on D6, he has one, 
On 5-6,I he'has two, and if you can roll another 6, he has three. Check 
for age, sex, and other characteristics. Check for equipment for them,. 
after checking level (Apprentices will be’ three or four levels lower 
than the chief MU (D6; 1-3 it's 4 levels, 4-6 it's 3). .i

There is a l/3 chance of having a pet (1-2 on D6). Chart 
^  runs! as below; ' '

01-10; 
, , , ,11-20;

^  ' 21-35;

'35-60;
61-75;

76-90;
91-96;
97-99;

00;

Dog, cat or'other small pet
Medium-sized pets capable of fighting, such as 

dogs (1 HD. D6 damage.
Fierce animals, such as wolves, mastiffs, etc.; 

about 2 HD-3 HD.
I,ions, man-eating apes, bulls, bears, and such.
Special attack monsters; some giant insects. Rust 
Monsters, Carrion Crawlers, Gargoyles.;., etc.

Stoning monsters, hellhounds, etci
Golems, Enchanted Monsters. : :
Unintelligent dragon-class beings Such as hydrasv 
manticores, etc. ' i.-.

Minor demons. . i '

Caution and discretion should be urged. . lst-3r;d MUs can roll no highe^ 
than. 35, 5th-6th no higher than,'60. Only base-level wizards should ' 
roll above 90. ' i

,, Used properly, the table should add vastly to the entertain-" ' 
ment. Smaller creatures are generally D6 in number^ medium-sized ones! 
tend to ;D3, large ones to dhe dr two at best.

Having finished with pets, we turn to garrison. Now, the 
standard sizes are two, d Hand (5), or a squad (10). To find out what 
he has, roll percentile dice to get a figure. Adjust this,by the in
telligence of the MU Cnone for 10-12 IG, plus 5% for 13-14 IQ, plus
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10% for 15-16, plus 20% for .17-18; and by the meanness -> plus 10% for 
a meanness of over 75 (to 90), plus 15% for 91-95, and plus 20% for : 
over 96* If a mage has an intelligence under 10, or a meanness under 
26, then adjust downwards^

01-10; ^linimal garrison 
11-30; smâ Ll garrison 
31-60; average garrison 
61-80; tough garrison
81-90; large tough garrison i
91-99; elite

00; Very Special
Again, the chart requires some interpretation. Tlie initial entry is 
simple - the >iU has 'only hired a couple of very low levels (up to 7 
levels below his own) to screen him until he can get spells off.
The small garrison is just that - two fighters of levels averaging 
4 below those of the >il). The "average garrison" may be two good 
FM, or fiye of average guard level (a Hand), 'or a ’squad of schmucks.
The' first option might include non-humans like ogres or trolls.
A tough garrison tends to be quite similar to the preceding in size 
and composition, but to be better equipped (ogres in plate' & shield, 
for example), and to have a leader figure one or two levels higher 
than the resti A large tough garrison is reasonably self-explaining. 
Elite involves a garrison that ’is tough (averaging at least' orie 
level higher than the types previously mentioned), superhly equipped, 
and has no morale problems. possibilities; Skull Warriors; armored 
trolls; armored giants; and so on. On such a roll, there's a chance 
(6 on D6) of haying a Kellseye among the defenders.

Very Special is an invitation to let your mind roam in 
thinking up true nastiness.

Having figured garrison, check comeliness (and shapeliness 
if .female) , and check to see if he/she has a wife of husband or I'ovefr 
(I see if I can roll under the comeliness - but give extremely well- 
built females a secpnd roll -shapeliness/3 - if they have’a comeliness 
of over 40). Roll up lover and his/her goodies (or assign one from 
other dungeon inhabitants on the same level).

You now hav e a populated room complex. The outer room 
will contain part of the, garrison, attached rooms for bedrooms, 
barracks, kennels, etc♦ Roll up treasure (if there is any) dnd 
assign useful items. If there's sufficient room available, things 
like arrow slots, pits in front of doors, and other means of ob
structing intruders should be installed. People with high meanness 
ratings imply some sort of defense plans. Look at equipmerit and 
population and make some note of the above.

Upon Attadki When a party arrives at time room, roll D6 
to see how favorable the situation is, !■

1. The opposition is completely ready and mayicome 
out and play with the' party before its ready.

2. The opposition is avrare of the party, is in full 
battle readiness, and in some sort of defensive order.

3. - ‘ As above, but ndt in order; has just become aware.
' 4. Opposition is fully armed, but not aware of the
party. Some members of the opposition may be in other rooms.

‘ 5, Check each member of the opposition for position
and battle readiness. One or two may be asleep and caught without 
armor and/or ready arms and spells.
'I 6. Total surprose. At least one third of the opposition
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will be in "off-duty" mode ^ some asleep, others with weapons and shields 
laid aside,'-': ' ■

Once the battle is under way,: there will be a lot of noise. 
Check creatures in nearby rooms to see if *they hear and if they're 
tough enough to be interested.

Due to noise, check for wandering monsters on the 5th and 
10th melee rounds of the fight. if the \VM's are schmuck, they'll 
dodge away. If not, they may join the fun.
ORIGINS III took place July 22-̂ 24, and was a good deal of fun.

One major drawback was the lack of decent organization at 
the place. It took a long time to get the dorm room signed up and 
to register;. In fact, it killed most of Friday doing so. Moreover, 
there was no bulletin board to leave messages at. The alternative - 
messages at the desk - I didn't find put about until Saturday aifter- 
noon, causing me to,almost miss meeting John T.. Sapienza and Dan 
Pierson entirely (I met them later that night, but they were deeply 
.involved in GOjRREE, so I only got to say hi). The hucksters were 
excellent - I bought quantities of Archive, Grenadier, Ral partha, 
Hinchecliffe, etc. figurines and some dice.

Luckily for me, I ran into lots of people T wanted to meet 
at The hucksters. Bill Seligman, peter and James Cerrato, Eric 
Haines (I think), Bob Giglio, Greg Costikyan, Scott Rosenburg, Bob 
Lipton, Howard Mahler, Charlie McGrew,'Bob Willis, Evan Jones, - 
and others I'm not entirely sure of because of Convention Funk.

. Anyhow, Edwyr got ruri Fj'riday night with a crew of 11, with 
n)pre elves, and dwarves than I' ye seen in a party in ĵ ears, a 4th- 
level ranger, and a 4th Mil, but mostly newly rolled characters^
After taking ,out a couple of ogres in handsome fashion, the party 
freed a minor being of power who had been trapped into serving as a 
treasure guard, and t hen ran into a wraith. VJhen the wraith failed 
,to pursue, tlrqy plucked up their courage and went back - 'and got a 
nasty surppi^etBe wraith had enlisted the aid of the four 4th-^level 
.rogue ores... 45% of the party dead . ' i '
I .More rumbling, around, talking and meeting people early oh
Saturday, plus rummaging through the hucksters. later that afternoon, 
joined the Cerrato Brothers, Bob West (and others of whom my memory 
funks out,on) in a*trip into Howard ^iahler's dungeon. 1 brought along 
Zuleika, I my, 6th-level Gypsy (experimental) Thief, whose devious mind 
andtdeft hands, proved invaluablp in solving the puzzle-trap the 
expeditipn turned out to be. i . ■

Saturday njight was another Edwyr run, including a number of 
retu.rnee,ĵ , ,a few MIT people, and Soriie fresh blood, iricludihg Lew 
Wolkoff and friend, in which the party came close to getting trashed 
by a bunch of kobolds, with a wolf and" two King Kobol'ds for heavy 
dutyWork' and two Ist-level Melnibopians for magio ^support. I remember 
with pleasure the King Kobold, chasing tvvp females down the corpidor 
screaming (an Anderson elfi MU and a thief),, with the. kobold waving 
his 2-handed sword. A- brave fighter swallowed his Stony, (iiant. Strength 
p'otiOn, stepped' in between, and he and the kobold ceased each other. 
(Wasting Giant'Stength: potion on a kobold?) , ' i

Ahd on Sunday, I ran in the D&D Tournament. I was a bit 
embarrassed and iriiIdly amused to be assigned a Werewolf character with 
a strength of 24! After all my decrying of lycanthrope player ch^r- 
deters and strengths of better than 18! The play was rare - it was 
supposed to be a Quest to get and destroy a Nasty Bonk, but. the qyher 
players kept acting like it was a random treasure jhunf‘ir The 12th.MU 
was a kid who sat there Tike a bump on a log, showing not the slightest



KSTC #11 page 7
initiative. The leader, self-appointed' because he' d made best player- 
in at least one previous ORIGINS tournament^ had never played ah Mb be
fore and was running the other MU, never;^thought to use LOCATE OBJECT 
to find the stairs down, and ordered a FIREBALL thrown at a closed door 
(not entirely his fault). The thief was apparently a N.Y. player and 
was more worried about other party melnbers coveting; his magici than he " 
was in doing something useful. (A New Yorker, maybe?)

why wasn't I helping more? \;ell,' I wasn't' caller (T carefully 
stated my qualifications,, but not my name), and thereafter felt re-;Straihed 
to keep in character. And a V/erew'olf with an intelligence of 8 isn't 
too knowledgable abopt magic. I did keep the party from walking away ' 
from a,+3 'warhammer and a 50,000 GF gem qnd made a number of common- 
sense suggestions, though, I was awarded Bept Player in the'group. - '
Not that there }vas much of a contest.

The referees running the thing were reasonably good, ahd I " ' '
have few complaints about them. The magic system used was a cross be
tween straight Gygax and the Fphler system. Gygaxian numbers of spells 
useable, per level, but it's assumed that you know all of the speUs ’ 
at the time. The only real crock was one of the referees ruling fhat^ ' 
since anything met in the dungeon, including humans, is a "monster", ' 
then Charm. Person doesn't work on them.

From conversations with the other players, and from a' long 
talk with one of the referees in my expedition, I heard of some most 
entertaining things done. Like the area Finger of death one DM threw 
in, dr the party that put the hobbit thief in the middle so tha.t he. , ,: 
wouldn't get hurt'j or the DM who used arrows, for God's sake, to point ; ‘ 
the way to the stairs dovm when ah MU threw LOCATE OBJECT.' 

j , N o ,  GREYBAl.lC spells were allowed.
Unfortunately, I missed out on the fill Seligihari party. The cc. 

rides back to Boston all left at 5 or before, and unless I wanted to 
spend money for a bus ticket, I had to go then and there.

I'm also distressed that ORIGINS, the East Coast wargamcrs, > : ; 
convention, is being turned into ANOTHER Goddamned Midwestern con T'l ~ r 
next year and I can't afford to go there. Grumble, grumble, creeb,, , 
Bitch, moan! '' i
MAGICAL OBJECTS...It is thought that some of the local magical items 
might be of intei’est to you. V/e begin with The V̂ and of blindness.
This is a very powerful 'item, having the same chance of affecting a.
Balrog as a base-level Wizard, and requiring a base-level Wizard to 
throw a Dispell Magic to remove its effects. Itithrows a single- 
target beam which blinds the target if he fails ST vs, Magic. The
ST, however, varies. The wand is truly valuable only with The Glove .,'J. ' '
0f Serite, for both holder and victim get to make saving throws (the; 
wand' S power is endugh'to cause backblast) . Now, if there is no Glove, , 
then'both MU and victim get normal STs. If there is a gove on the 
user's hand, then the user's ST is dqual to the best possible for his • 
class (6th table MU), while the victim's is that of a Ist-table of 
his class. There are presently two wands aud one Jjove around.

Enough of this, I think. This will not be in a&E 25., A ,
sad situation arose, in which I discovered the unpleasant fact that 2 .. 
months rent were due instead Of one. I'm now penniless for at least 
a week and will have to sell Off some books to live, *̂ ‘*siGh*** j
This means I can't afford to buy any further stencils, or send this ;,i
contribution in^ Or pay Lee to have them run off. DE~pressing.

And this my last stencil, too, ■;
COLLATION COMMENTS commence next page. i .
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And will be much shoirter than u;siial, b^ca.use of haying ,2̂/4 A,&Es to write 

Apologies- are ejctended to tiipse skipped. . , ,on-.
a&E 22(cont.)

William E. Herdle...Your ideas on demons being the movers behind crocked 
items is excellent! Cursed scroll variant is another Igood irationale. . ,
Charlie Luce...as mentioned, peter Aronson is printing some updates, cor
rections, and general explanations of Illusionists in TV/E’ 19. Cince he'd 
published material bringing the class up to 14th-ievei iliusionist and 
up to 7th-level Illusionist spells in ThE ORaGCM î l, he hadn't thought 
further material would be needed for a while longer. If there ahe'extrai 
copies (and there should be), Ifll,,,send jrou one. I'm sure he' d appreciate 
seeing the material you've worked up.///t>trength/dexterity for weapons 
above .///ivjy notice that I wasn't going fo be as nasty appeared back in 
A&E 16; it seems to have taken you a little time to notice the fact.
Now, with one AFA to publish, and at least two others to write for, I 
don't reallywant to waste time in feuding with people, nor do I consider 
A&E the proper place for a feud. If you feel you really must attack me 
because I've made remarks you feel to be intolerable, why not write me a 
letter? It'll save Lee a lot of time and space.

Oh yes, a minor addition. It is usually unwise to make advances 
towards peace and accompany them with sniper fire; it tends to render 
the peaceful spirit a bit less believable.
Steve Perrin...Oh, you were expecting criticism from Lee?///Your latest 
Bard is rather more reasonable than the last, hmran, maybe you do pay 
attention to criticism - but refuse'to admit it*n
Peggy Gemignani...V/hile it may hurt to lose a character. Permanent Death 
is something you have to accept. I've lost several characters.///Martin 
ran a samurai??? Kill the Martin! 'ir.!'!'';
Bill Seligman.. .'Sorry I couldn't make it.///Gee, maybe I could make money 
by selling photos of myself to certain Californians?///TEE S'JORD OF SBaNNaRa 
is supposedly'being reissued in a smaller, much cheaper version, vl found 
the second part of the book far more original and interesting than the 
first. heck, if good .old J.R.R. were alive and wanted to, he could prob
ably sue Brooks for plagiarism oi'i the first half. ‘
John Sullivan...JhampiPs as a player class are justi a trifle gross. I , 
don't think you've made them more powerful, than the original idea, I 
just don't think they'should be players. :
Cary Martin...You forgot something, didn't you? '  ̂ '
Jon Pickens...! began using the Lair Treasure for dungeon occupants, with 
the Level Treasure for empty -rooms and humanoids below. Lord/Patriarch/ 
Wizard/ figuring this to come closest to matching danger and. .treasure.
I have since heavily modified the system, eliminating the great, majority 
of gems and' j!evvels (the biggest contributors to inflation), . , . ,

A&E 23 '
Lee Gold;..Alas, you should inform Maharg that hfs little friend Liriel 
may well be leaving the game entirely. She was killed by an ore with a 
gnoi^sity of a weapon < (+3 vs. Lavvf uls!) , and is down to a co-nstifution of

it'll take a Full V/ish to get her 
find it nearly impossible to get , 

one without ' trading' of f almost all-of their good efiuipment. So , the littlest 
twit-elf lies there in her hospital bed, trying to be brave about it, and 
crying itself to sleep of nights/,///]yiQst interest,ipg ideas for hiding- 
treasure. Much thanks!

ThREE. If she fails raise next time, 
back - and'the House in Gorree would
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Mark Swanson...Running high-level NPCs can be done without crocking the 
game, but it does require a lot of work! The best system(sp far) that 
I've used is to define the character, type up a list of what it should 
know - and then give it to a player whose personality is closest to ivhat 
the NPC has f or. one .///The Daughters of Kali seem not to have hoeniiim- 
pressed with such player characters as they've encountered.///The pheno
menon ;of not being able to get high-levels together is showing up in^ 
Edwyr, too. i7ho(il go out with a known traitor, or someone whose nick
name is "Gathbreaker"? And there are some high-levels who have gone far 
into their own activities, like Brynhilde, with her Vikings, bandits, 
and galley-slaves. It becomes hard to get them to go on expeditions.
Cheryl Lloyd...One of the problems with stencils is that some types tend 
to travel poorly, and arrive wrinkled and creased. This does nothing 
• for readability .///AHAiiALnHn! Love the song, and will, be . adding verses 
concerning theilocal gods.///God, are some of the spell misuses funny. 
///To prevent the elimination of large.parts of the dungeon, I rulenthat 
a being that teleports into solid rock just kills itself. . i i
Hartley Patterson...Prot. Evil is a defensive spell; if enchanting swords 
Were as siriiple'ias throwing low-level spells, then BLESS is what would add 
attack pluses*///Er, that party was LAVt̂ FUL??? And proceeded to destroy 
one of their host's servants, kidnap his daughter, and then go back and 
murder him when they find his treasure insufficient??? Migawd, what are 
your Chnotics like, if your Lawfuls act this way?
VJayne Shaw. . .V/eaponmasters are interesting, yes, but the advantages seem 
to distinctly outweigh the disadvantages. I'd suggest deleting the 
provisional aiming for critical hits, too, or every time he rolls one, 
it'll be fatal. A possibility!might be to give him the advantages you 
mention with one (1)weapon - and make him permanent Ist-level with 
anything else. But that may be a bit too much oftia crock.
Jjm Thomas...Regarding 20s and Critical hits; a local rule says that if 
you can only hit something by rolling a natural 20, then you can't ge;̂  
a CH at all.///Don't think I'd let my players have such useful wisdom 
rollsi ''Besides, on a particularly unfavorable roll, do you allow for a 
chance of them "knowing" the 'Wrong thing?
Lee Eurwasser...Suggestions for easier D&D at conventions;

D  Have new characters issued "standard dungeon packs"
2) Have a short speech outlining major adjustments in your 

universe as compared to normal. A typed info sheet is'even better.
3) Ask them if they’have any questionsL ■ ^

' 4) If there are 'people who are running who are used to howryour
diingehn works around, ask them to answer questions.

■ 5j Preroll for random encounters to the dungeon while they're 
setting upL If have leisure time at home, in fact, preroll all 
e n c o u n t e r s ’

I note that; you are yet another person who has discovered that parties 
of a different aligniaent are .by far the most dangerous encounter.

Izzuneg have potential///! don't allow Detect kagic to detect 
invisible people or things. After all, Detect Invisible is a 2nd-level 
spell vs. DM aS a 1st; if you allow the first-level spell to do what a 
second-level does, you've eliminated the greater one as a spell. I also 
rule that a FF is purely visiblity-linked. If there is nothing to see, 
then an invisible FF of it is useless. and ESÎ  will only pick up one 
set of thoughts - that of the MU thrpvying the FF.
Dick Eney...I've been running a series of articles on medieval costs 
and the size of gold pieces in THE vVILO HUNT #s 18 and 19'. You might be
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interested. No tech stuff, but.U.I'm seriously considering a gold coin 
of 70 grains as standard. Vhy? Because there are 7000 grains in one lb. 
avoirdupois, or 100 New Gold Pieces per pound.
John T. Sapienza...John, I admire your mind. distinctly one of the most 
logical and rational systems proposed for MUs that I've seen. .̂y main 
reasons for balking at it are explained at the beginning of KSTC. '
Could you do it again,' using the higher EP requirements of 'standard 
3O0,OOO+ per level?///\Vhy must an; bU be able to throw one of every . 
spell he's got? If a system is id .limit IViUs, it should limit them.
EP rules for local honhumans were discussed by me in A&E 16, KSTC #5, 
page 10. The name is delta doubling, and is essentially, your proposal 
for doubling EPs above the GREYhA'iJCi limits.^ ■
Steve Brown...I tell them nothing about magic items. If fhey want to, 
they can try and find out by trial and error! if they have the cash, 
they pay someone to analyze it. They run a small risk of misidentif- 
ication. If it's really good, they run a bigger risk of the analyzer 
stealing it and giging a false identification. ■
Bob Giglio...Nice meeting you, and hope you enjoyed yourself in Edwyr. 
///Elves have enough problems; requiring a 17 in each characteristic is 
asking a little too much,
William Taylor...Pandybats???///Kidding me on the weapons, eh? kay 
your sister be waylaid by a deese of Vulkingsl///Bmm, looks like you 
lads are the antithesis of the role-playing school of d&d. ke, I tend 
to spend quite a bit of time characterizing my first levels, and try 
to keep them alive.///A reasonable set of parameters for Invisibility; 
t don't allow ihfravision to see Invisible people, though.///V/ell, if 
you regard d&D as an epic (as Edwyr and Gorree are run), the hack mon
sters are out of line, a grieving mother may be comforted to know that 
her son died valiantly in combat with a Balrog; I.doubt that she'd be 
impressed with the glory of having said son die in combat with a \7ere- 
c a r r o t ^ I  , ^
Mike Gunderloy...Some of my low/medium monsters appeared ih early A&Es 
(#s 9 and up, I think); axebeaks, archghoials, wormfaces, giant termites, 
etc. Have you got those issues); or should. I send you some of them?
Send SASE and they're yours, ' ' ,,
Chris PettuS...Magic is a force that can be gathered and directed by 
spells; mana if you will. Magic is a learned ability; 3) No tech
nology at all; 4) Mathematics is studied in the Collegium - as an aid 
to magic. The mathematics of magic, however, don't fit into the same 
terms as those bf science. Astronomy is highly advanced and qui'ie 
close to modern theory. Among advanced studies is Nexus Mechanics. 
///Well, Morgoth was an 6x-Valar; if the Valar could fall int6 e#il, 
then elves most certainly could, too. As I say, though, wait' for 
The Silmarjllion.///! recall that Gandalf said he was a servant of the 
Flame of Anor (Minas anor, "City of the Sun", hence servant of the Sun), 
and called the Balrog a servant of the flame of Udun -and Udun, 
accordingi'to the Tolkien Companion, is the Sindarin pame for Hell.
James Cerrato...Your arrows of Larger Opponents seem just a trifle 
random.///a monster that gross that you can't get EPs for id the creation 
of a Chaotic DM. ‘ ‘ - '
Peter Cerrato. . .You have been working on your systeni, hayqn' t you. The 
XKK shart seems well-fitted to the concept; guess I'll roll a few more dice 
and try it out again, this tdime rolled-up monsters Vs, non-playdrs.

Hope the two bf yoii' eh joyed Edwyr .
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Bruce Saul...i.ith the limits Lee has set upon me, I cannot (alas) comment 
to everyone.///The .Demon Children are an interesting concept, though-̂  ̂ iven 
the Edwyr rules about not accepting ultra-powerful non-humans as PCs, 
they can't be used as such. But satisfy my curiosity on. one subject - 
given the general attitude of succubi towards humans, do any of the fathers 
ever survive, or is this the Black Widow syndrome?
Jim Boltoh...If the players stay, then you don't want to hear any gripes? 
How do you expect to find out what's wrong with your game if • you ref Usd '. f' 
to listen to player gripes?///For crying out loud! If you doh''t thiPk ” 
you've seen that many magic-rich places, what do you need to oaii some i ? 
place magic rich?///just how did your players manage tb take'out a 
Deathbrihger easily, ■cbhsidering the abilities;of the thing? / . ,
Ban Rollins. ...̂  never made a fool of Charlie, and stop feeding me, all 
of these straight lines if you v/ant the fighting to stop .///For purposes 
of informatiop. what exactly did you have to do to form a city-state? ■
I'd like to compare the process with what's needed locally. I find L 
myself honestly surprised at the levels (3rd to 6th) of your army.
I'm even more surprised at you routing a Nazgul, unless your leaders ' 
were very impressive,
Eric haihes. . ̂ Sdmew^here in one of the local Lonte Hall dungeons, there, i 
is a 3rd mU Wandering around with a magic sword +3 vs. pooftas. I wonder 
if maybe she's found a market for it? ' K j
Bill Seligman.. .Actually, dropping down a hole, like that is refreshing.; 
With_my a&E zine to do and fV/Ii to get run off, I had to leave early and 
let my simulacrum finish the fallingc
Stu Levin...Kevin is most fond of hacks, Stu.///vixebeaks are fun, aren't 
they? . 1

i)on't have time, or space to answer Charlie right now, so will 
see you all;next month.

Now, while at ORIGINS III, I heard a good many horror stories 
about New York dungeons and players (though I only played in Howard hahler's 
dungeon - and enjoyed it immensely.

I've also heard another, horror story, this one about a dungeon 
run by someone in LASFS. It concerns a party of medium-level characters 
down in a dungeon. Having trashed a monster, a number of party members 
(including, ! believe., a character of some sort being run by the .DM) 
suddenly reveal themselves as far higher levels than the rest of the 
expedition, and turn around and massacre the medium-levels. Grossities 
such as a heart-seeking spear were mentioned (operating in a dead rnaha 
field, yet - quite possibly conjured out of thin air to keep the murdererd 
from getting wiped by a ground-zero Meteor Swkrm).

This is What you call role-playing??? It seems that the! mediums 
involved had never met the grossities v̂ ho killed them, arid that the gross 
ones claimed to be Tiue Catholics. ‘

Now, so far I've only heard one side of this. Could the DM 
and/or players running the grossities kindly offer their side? Is there 
a game reason for this, or did you all feel it'was just a. big giggle to 
off other people's characters of half your level or so?

This sort of thing annoys me badl.y. I advised the person in
volved to use his amulet vs. Chaotic DMs fthe next time somebody pulled 
something' like this. v ; ■ .

That's it for now. Ma5’' your prey stumble in the moonlight,
Glenn
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More,host Mumb I ings:

Bill BIeue I don’t think the restrictions of Deryni are 'enough 
to balance the; advantages . With the dice rolling I've se,en _ | a te I y , 
the Prime Regs, and the -I on each HD aren't, that restrictive.";'

Steve MahSh': Bookcase is grateful that finally someone th I nks he
isn't really that stupid, and thanks yô u for your comments.. You see, 
he and Chandelier (Chani) are only an equivalent of 18 years old, and 
while they Inay l;)ave ^.lot of experience from killing off monsters, 
they have barely had .any in dealing with odd monsters, traps, etc.
It's true that they both have an average wisdom of 12, b'u't this is the 
average wisdom for an 18-year-ojd /  so they are apt to do certain 
things.//ActuaI Iy, this doesn't have much to do with my original 
comment, but I wanted to say it in order to explain their actions 
I ate Iy.

Peggy; Thanks for the info on the SCA.//lf the folks you are 
referring to are those who became Serpentfangfodder,' no, I couldn't 
get them raised. I don't have their bodies.//Sorry, I haven't gotten 
off a return- letter yet, but I'm rotten at that sort of thing. You'll 
probably have one about the same time that this gets there.

Bill Seligman: Thanks for the analysis of Undead vs. REstoration.
Now, how about Undead vs. life level draining. If you take a Wight 
and drain it, does it become a Wra i th?//About the torus', if I spin it, 
so that the false centrifugal force overcomes the gravity, then some
where 'there's going to be people flying off the pebanet, if.they're 
not tied down, not to mention the atmosphere.

J i m Eckman How
Dave Hargrave 

only worId 
I was quite 
up that

I
did you get the print of your 'zine so small? 
truly enjoyed running in Arduin. Yours was the 

was really hoping to run in at the convention, although 
happy with all the other worlds I ran in.//l hope to write 

expedition t.horoughly next issue. By the way, did Ethilrist 
a child with Tamra Shadowfire, the Starpowered Mage? It would 

way to make his name continue. If so, Kerovan and Marroc 
contribute anything they can to the bringing up of the

II, and I wish you

father
be a fitting 
wouId I i ke to 
chi Id.//I'm looking forward to,the Arduin Grimoire 
well with the Mu 11iuniversa I Trading Company.

Jim Bolton; I greatly enjoyed your wilderness, 
i n the future.

After considering your Wereriders 
wondering li.f they shouldn't instead be Fighters/I 
all, they: dealt mostly in illusion.

Anyone: What are your Wizard research rules?
iW ! i I jam Tay tori,: I can understand your confusion

demonstrat ion

run in it again 
Ca ry:Ma rt i n

and ., I hope to

I have been 
I us i on i sts. After

swords, I saw an SCA
About 2-handed 

where, they used p 2-h-sword in
than a

I
10' corridor to best a man with a sword and shield F rom 

as
less
now on, I'm playing normal damage and no problem swinging as long 
it's not too crowded (I ike-three or more peopIe i n a I 6''ha I I way), 

John T . Sap i enza : Interesting special ab i I i t i.es . / /F i na I I y,,
reaction roI Is ana Iyzed!//Great; position for my 'zine, wasn't it? . 

Chris Pettus : i like J e,d ir: Kn i ghts • the only problem is that not
let a person play them. ,many people will 

Rick S c h i eI I 
who had.powers I

: Great
ike this

wh i msey chart 
before.//Yeah

It seems 
Dr i Igb!

I 've met some + h i ng



P e g g y >  Bill B l e u e l ,  D o n  R i c e ,  a n d  a n y o n e  e l s e  t o  w h o m t h i s  m a y  
a p p l y ;  C a n  we d r o p  t h i s  a l r e a d y ?  G r a n t e d  my h i g h  l e v ^ l e r s  w e r e  
e a t e n  by , S e r p e n t f a n g 's 1st level. T h a t  h a p p e n e d  at a t i m e  w h e n  I wa s  
f a i r l y  n ew  to D &D , h a v i n g  g o t t e n  t h o s e  h i g h  l e v e l e r s  f r o m  a n o t h e r  
p e r s o n  n e w  t o D & D , a n d  I w a s  n o t  f a m i l i a r  e n o u g h  w i t h  t h e m  to p l a y  
t h e m  we I I .

G r a n t e d  t h a t  I lo st 19 o u t  of 20 1st l e v e l e r s  t h a t  I t o o k  in t h e  
s e c o n d  t i m e .  C o n s i d e r i n g  w h a t  I ran up a g a i n s t ,  I t h i n k  t h a t  t h i s  is 
u n d e r s t a n d a b l e . T r u e ,  I d i d n ' t  h a v e t o r u n  into all t h o s e  m o n s t e r s  
(if I h ad j u s t  left, t h e  c o f f i n s  c l o s e d ) .  B u t  th e  t h i n g ! s ,  at th e  
t f m e , I w a s  i n e x p e r i e n c e d  an d  r a t h e r  c u r i o u s .  i s t i l l do t h i n g s  like 
f o r g e t  to look f o r t r a p s ,  :b;ut a f t e r  a w h i l e ,  I'm s u r e  it will s i n k  in, 
Be  s u r e  I w o n ’t o p e n  a n y c o f f i n s ,  bu t  I m i g h t  do s o m e t h i n g  e l s e  if I 
h a v e n ' t  ha d a bad e x p e r i e n c e  b e c a u s e  of. it b e f o r e .

As f o r  t h e  h a n d  ax e, it w a s  all luck; a n d  it is w a t e r - u n d e r - t h e -  
b r i d g e  a n y w a y .  It's on P l u t o  at t h e  m o m e n t .  N o w , w h i l e  I'm not 
t r y i n g  to be m e a n  o r  o t h e r  t h a n  m a r g i n a I  1y a n g r y , D R O P  IT!

A n d now, b r i e f  d e s c r  i [St i o n s  of t w o  g a m e s  I h a v e  f o u n d  t o  be v e r y  
g o o d  a n d well w o r t h  b u y i n g .

M E L E E :  p u t  o u t  by M e t a g a m i n g  C o n c e p t s . It's an i n t e r e s t i n g  g a m e
of m a n - t o - m a n  c o m b a t ,  of m a n - t o - m o n s t e r  c o m b a t , w i t h  a r c h a i c  w e a p o n s .
A n e w idea of i n c r e a s i n g  p r o f i c i e n c y  f o r  a f i g h t e r  is i n t r o d u c e d  here, 
w h e r e  e x p e r i e n c e  i.ŝ  e x c h a n g e d  to  i n c r e a s e  t h e  P r i m e  R e q u i s i t e ,  and' 
t h u s  t h e  f i g h t e r  c a n b e t t e r  a t t a c k  an d  d e f e n d  h i m s e l f .

D R A G O N L O R D ,  a p r o d u c t  of Cosmic, F r o g / W e e  W a r r i o r s ,  
t a s y  e q u i v a l e n t  t o  D o g  f i g h t . D r a g o n s  a n d  t h e i r  r i d e r s  
skies, w i t h  l anc e, ax e, s w o r d ,  c l a w s  an d  b r e a t h ,  as th e  
L a r e s h a  an d  t h e  C a s t l e  V e t a r n  e a c h  t r y  to o v e r c o m e  t h e

is t h e  f a n-  
b a t t l e  in t h e  
C i t a d e l  or  
o t h e r .

H e r e  a r e  a f e w l o v e l i e s  fo r  y o u r  p l e a s u r e :

C a m a z o t  z.: 3D6, 
s i z e  of a 
c l a w s ,  and 

a man

AC: 8, M o v e 18". HD: 2D8 10$.' 
ve ry

Lair:
l a rg e b i r d ,  t h e  C a m a z o t z  has t a r g e ,  
a k n i f e - 1  ike n o s e  w i t h  w h i c h  it can- run 

in a s i n g l e  p a s s . T h e y  r o o s t  in c a v e r n s

T r e a s : 
s h a r p  
t h r o u g h  
o r

A bat; th e 
t e e t h  a n d 
o r  d e c a p i t a t e
o c c a s i o n a l l y  in a b a n d o n e d  b u i l d i n g s ,  a n d  ca n  be f o u n d  h u n t i n g  as far 
as 20 m i l e s  f r o m t h e j r  lair. A t t a c k s :  2 c l a w s  0 D 6 ,  I b i t e ©  D4,
o r I h a c k  w i t h  n o s e  ( t r e a t  as S w o r d  of S h a r p n e s s  a t t a c k )  fo r  D8. 
B e c a u s e  of t h e i r  e x t r e m e  s h a r p n e s s ,  alI a t t a c k s  s h o u l d  h a v e  a g r e a t e r  
t h a n  n o r m a l  c h a n c e  f o r a c h i e v i n g  a c r i t i c a l  hit, an d  t h i s  s h o u l d  be 
up to t h e  d i s c r e t i o n  of t h e  DM.

Ka k a m o r a : , //: 3D8. AC: 9. M o v e :  . . HD: 1/2 D8. L air : l>0$a
T r e a s u r e :  A, K a k a m o r a  a r e  l i t t l e  p e o p l e  o n l y  a f o o t  t a l l ,  bu t  t h e y
h a v e  long s h a r p  n a i l s  a n d t h e  s t r e n g t h  of S t o n e  G i a n t s ,  o r  at  l e a s t 
t h a t ' s  w h a t  o l d r t a l e s  f r o m  t h e  P a c i f i c  r e g i o n s  s t a t e .  D e s p i t e  t h e i r  
s t r e n g t h ,  t h e y  still h a v e  a w e a k n e s s :  t h e y  f e a r  t h e  c o l o r  W h i t e ,
f o r  w h a t  r e a s o n  n o b o d y  k n o w s .  T h e i r  f a v o r i t e  b a t t l e  t a c t i c  is to 
p u n c h  an d b r e a k  t h e  l o w e r  p a r t  of t h e  legs of t h e i r  v i c t i m s ,  a n d t h e n  
p r o c e e d  to  g o u g e  t h e m  t h o r o u g h l y  w i t h  t h e i r  s h a r p  n a i l s .  A t t a c k s :
I p u n c h  f o r  3D 6,  o r I r a k e  of nai Is f o r  D8.



P r e s t e r : ih. 2D 4. AC: 8. M o v e :  5". HD: I D 8 . L air : ,,80^.
T r e a s u r e :  B. A s mall s n a k e  w h i c h  c r a w l s  a b o u t  w i t h  its m o u t h  o p e n ,  
s p e w i n g  f o r t h  s t e a m .  A m a n  b i t t e n  by a P r e s t e r  will swell up t o  a 
g r e a t  s i z e ,  u n l e s s  a N E U T R A L I Z E  P O I S O N  is c a s t ' w i t h i n  t w o  t u r n s .  T h e  
sweJti;ng b e g i n s  i m m e d i a t e l y  a f t e r  b e i n g  b i t t e n ,  an d  t h e  v i c t i m  t u r n s  
tw. i.(p,eas f a t  in f i v e  t u r n s ;  t h i s  c o n t i n u e s  until t h e  v i c t i m  is 
e s s e n t i a l l y  a r o u n d  ball w i t h  t w o  h a n d s ,  t w o  f e e t  an d  a h e a d , a f t e r  
s a y  20 t u r n s ,  at w h i c h  t i m e  he e x p l o d e s  a l t o g e t h e r ,  r e l e a s i n g  all his 

, ;Tns i dea: ;and t h e  s t e a m  w h i c h  m a d e  h i m  s w e l l .  Of c o u r s e ,  t h e  v i c t i m  
W:i'N be d e a d  long b e f o r e  t h i s ,  if he w a s  in a n y  k i n d  of n o n - y i e l d i n g  
c l o t h i n g / a r m o r .

A t t a c k s :  I b i t e  f o r 1-2
i(As an a f t e r t h o u g h t ,  j u s t  in 
y o u  c o u l d  a l w a y s  p u t  a l arge 
v a t v e ,  b u t  t h i s  w o u l d  r e s u l t
b l o o d  loss. At leas t, i t ’s

an d  s a v e  vs. p o i s o n  or  "H e  I I o , w i n d b a g " . 
c a s e  a N E U T R A L I Z E  P O I S O N  i s g ' t  a v a i l a b l e ,  
h o l e  in t h e  p e r s o n  as a s o r t  of ^ e s c a p e  
:in an a u t o m a t i c  c r i t i c a l  hi t  a n d  m a s s i v e  
b e t t e r  t h a n  b l o w i n g  up .) , .v •-

E N C H A N T E D  A R M O R  FIELDS^

L a t e l y  t h e r e  h a v e  b e e n  m a n y  w e a p o n s  c o m i n g  o u t ,  like li ght 
s a b r e s j  f o r c e  b l a d e s ,  e t  al., t h a t  a r e  s p e c i f i c a l l y  s t a t e d  to hi t  
e v e r y t h i n g  as A C 9. T o me t h i s  s e e m s  q u i t e  r e a s o n a b l e  w h e n  C o n s i d -  
©r tn g.  n o r m a  I a r m o r ,  f o r t h e  p o w e r  of t h e  s a i d  w e a p o n s  is suehiithiat 
n o n ’- m a g i c a l  p l a t e ,  chaj n o r l e a t h e r  is i n s i g n i f i c a n t  w h e n  p i tt.ed-: 
a g a U n s t  it; b u t p r o b l e m s  a r i s e  in t h i s  w h e n  t h e s e  'types of iweap'ons'r'' 
are, p i t t e d  a'gainst m a g i c a l  a r m o r .

I c o n s i d e r  m a g i c a l  a r m o r  to be n o r m a l a r m o r  t h a t  a wH.za.rd t o o k  
an d  s u r r o u n d e d  in a m a g i c a l  d e f l e c t i o n  f i e l d .  T h u s ,  w h e n ; a n y  w e a p o n  
is .used a g a i n s t  t h i s  a r m o r ,  th e  f i e l d  h e l p s  to  d e f l e c t  t h e  b l o w s ,  
wi,tb t h e v a r y  i ng d e g r e e s  of s t r e n g t h  of +1 to  +5, m u c h  i i ke a s h i e l d  
be I t i work's . '

T h e r e f o r e ,  in g o i n g  by t h i s  i n t e r p r e t a t i o n ,  th e  m a g i c a l  d e f l e c 
t i o n  f i e l d s  of m a g i c a l  a r m o r  w o u l d  Still h a v e  to  be t a k e n  Tnto a c c o u n t  
w h e n  u s i n g  t h e  a b o v e  w e a p o n s ,  e v e n  t h o u g h  t h e y  ca n  c u t  t h r o u g h  th e
a r m o r  i t s e l f  as if it w e r e n ' t  t h e r e .  Fo r  e x a m p l e ,  if a f i g h t e n  in 
P l a t e  +3 is f a c i n g  a n o t h e r  f i g h t e r  u s i n g  a f o r c e  b l a d e ,  in;;order to  
hi t  t h e  f o r c e b l a d e r  w o u l d  h a v e  to go t h r o u g h  t h e  +3 d e f l e c t i o n  f i e l d  
an d  t h e n  h i t  t h e  f i g h t e r  as AC 9. So, t h e  f i r s t  f i g h t e r ’S r a c t u a I

b I a de i s 9 +3 . '
idea is a l s o  r e l a t e d  to p r o t e c t i o n  in t e r m s  of 
up to t h e  DM. I p e s s o n a l l y  t h i n k  t h i s  g e t s  a 
r a t h e r  u n b a l a n c e s  f i g h t e r s .  ■ ^

AC  :vs. t h e  f o r c e  
W h e t h e r  t h i s  

s a v i n g  th r o w s  i s 
I i t t I e " g r o s s  a n d

T,:iWel.|, t h a t ' s  a b o u t  it. I'm s o r r y  f o r  al
C o n  :,W!es:t■ h| t'^^Wa's g r e a t .  B y e , - G K

t h o s e  t h a t  missed: G e h

[^Gaveth doesn’t discuss Bcaaers of Defense^ but along the same, line 
of thotight I ’d like to say that since they’re magic rather thanr-̂ '< •' 
material- atmor'f a person in Bracers of Defense AC 4 requires <■ a:e.: :
force, blad'k wielder to hit him as at AC 4, not ‘AC 9 ̂-r— LG~\ i'-''
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FLASH! MAGIC'lL COMBAT DICl SFT A RFALI '■

[Id Notes This device m a y  soon be available in the Reference Universe, 
as well as in the Fmerald City. See end of article.]

Imerald City, 3rd Summer 27. The Amerald City Wizard has developed 
a most interesting magical artifact —  a black box with the "spirits" 
of a whole combat dice set trapped in it, constrained to perform on 
command. It is very advance, magics even though no actual- dice are 
present, the box answers qu..citions exactly as if a pair of dice —  
4-sided, 6-, 8-, or 10-sided —  were rolled; and tells you a little 
something extra, besides.
This fascinating new scrying tool was explained to your reporter by 
Dr. Hans Zarkov, Wizard's lye for the team which developed the device. 
The Doctor is one of the top people in The Wizard's research and 
development establishment, with a distinguished early career in flight 
magic and an impressive collection of combat and military spells to 
his credit i: This is how he explained the device;
"Spirits", ;6f course, is a popular misnomer. A more correct term 
would be 'structurally congruent dynamic system', the sort of thing 
you use for good similarity magic. Also, a spirit usually belongs to 
a specific individual, with his own peculiarities —  any real die will 
have a bias, if you test it extensively enough. Our little gadge’t 
represents the ideal die —  no bias at all, according to the theory.
And yet we do use 'spirits' of a sort —  Curse the ambiguities of this 
Common t o n g u e ! —  to make up our structurally congruent dynamic 
system. They are simple creatures —  far simpler than Angels or Demons, 
much too simple to have any intelligence or alignment —  yet not so 
simple as the elemental forces, since they can,perform c e r t a i n - a c t i o n s . 
Thus we call t h e m " i n - b e t w e e n  creatures", orWiCs for ' ̂ h o r t .
The heart of our magical combat dice set is a--pair of ICs whichjcount. 
You know, 1-2-3-4-5- and so on. Lxcept that, fopr-raasons too complex 
to go into here, the ICs we use count backward. They are trained to 
start counting on whatever number you tell them, -'count down froAi there 
to 1, and immediately return to the, given number'and start again. ■
Thus, i f  you t e l l  them POUR and th en  s a y  GO, th e y  w i l l  count " 4 -3 -2 -1 -  
4 -3 -2 -1 -4 -3 - '.  and so on, u n t i l  you t e l l ■ .theia-, to  stop ;. When you, s a y  
STOP, each  one w i l l  h o ld  th e  l a s t  num ber;,i t , ;  eb-pnted u n t i l , . yo u , sdY.,;’G0 
a g a in .  ................  "'
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They're not very Lright, these ICs, hut they're utterly consistent; 
they count steadily, at a constant rate, for as long as you tell them. 
Also, they count very fast; thousands, or tens of thousands of:counts 
every second. Ihus, the numbers they happen to be on when you say STOP 
are a matter of pure chance —  and since each number of the set is 
pres.en^ for the same length of time (one count interval), the chance of 
any one number coming up is exactly the same as for any other the 
same odds you would get from that practical impossibility, a perfect die.
Also, by telling them what number to start on and return to, you can 
determine the "number of sides" of the die —  that is, the set of numbers 
being counted through.
And finally, there is a bonus. Each count IC has an assistant —  a 
second IC which turns over a block whenever his master finishes a count 
cycle and starts over. Thus when you say STOP there is a 50^ chance 
the block will be right side up, and 50^ that it will be upside> (|own. | 
If the block is right side up, a red dot (called a 'random dot' )|will 
light hp next to the number the counter stops on; if upside down, no 
random dot will appear.
This can be used to double the range of each count given. For*' e x a m p l e , 
suppose you wanted to roll l2-sided dice: these counters cannot-go 
beyond 10, but with the random dots you can get the effect of 12.
Simply tell the counters to count from 6, and where a random dot is lit 
in the result, add six to that number-. Thus, "5 *3." would be 5-̂ and 9, 
or "*5 3" would be 11 and 3. In the same way,, you can get '1-of-l6 by 
rolling 8, and 1-of-20 b y  rolling 10. Other uses for the random dots 
are limited only by, the user's imagination.^
The creatures in the box are controlled by five buttons. Pour of them 
specify different "count down from" numbers -- 4,.,„ .8, 8, or 10 —  corre
sponding to 4-sided, 6-sided, 8-sided and 10-sided dice, respectively. 
Wh e n  you press one, a spark of light appearsrabove it, to show which 
button'was last pressed (the light stays lit until you press a different 
button). These buttons also send a GO command when pressed, and a STOP 
command wh e n  released —  so counting continues as long as the button 
is held down.
The display goes, out after about ten seconds, for the usual reason.
The fifth buttoh, m a r k e d " l o o k  again", relights the display for another 
ten s e c o n d s . ,

Editor's Note; At least One of these devices^ has been p'hysically im
ported into the Reference Universe, and v/as found to work exactly as 
described (of course, the technical, principles are slightly different 
here...). It is approximately '6" high by 3" wide, and, 2-J-" deep. It 
runs on four "AA" (penlight) batteries, which seem to be good for a 
number of games (one set carried it through an entire three-day conven
tion, and to spare).
If there is enough response to this article, it will be possible to 
bring through several more of them, for sale to interested parties.
The price will be E60.00 (batteries not included).

If you are interested, write and let me know (address top of page l). 
Dealer inquiries also invited.
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Intended for A&E 26 from Mark Swanson,, 71 Beacon St, Arlington, WiA 
0 2 1 7 4 . Composed under the inspiration of and to further'the'interests
o f . THE ONE.,-TRUE V/AY of , making garlic sausage.

- - . TRAVELLER , ’

At ORIGINS III the most interesting new product was the GDW game 
TRAVELLER, a science fiction based role playing, g a m e . I suspect that 
most of the A&E subscribers already have a copy, so I won't bother to 
review it beyond a suggestion that you buy it if you haven't already 
done so. It is already a s ■popular as D&D in the MIT group.

It seems to have the.same teething, problems D&D had when you start 
a campaign. It is very easy to run a give-away campaign, especially 
when there are eight players looking for holes and only you to fill 
them in! . Already a couple of people have managed to produce billionaires 
by normal trading!

The economics, of the game are rather generous. If nothing "abnormal" 
happens a character will get rich rapidly: in fact a small free trader 
will, normally d o ’better than a subsidized merchant! The solution, of 
course, 'is for the worldstb be less normal-. Pirates, tax collectors,
OSHA inspectors (some bribable), trade cartels, would be galaxy conquer
ors who need ships and'-lawyers should all infest the universe. Not to 
mention oh,eats.- Buying'things blackmarket may make a lot of money, 
provided you get what you paid for. How many ships will have an expert 
on drug types aboard? Maybe anti-agathicS can be produced for 10^ of 
normal price provided you don't mind including a violent carcinogen?

In short, the TRAVELLER tables, define t h e .situation under ideal cir
cumstances, It- is up to the gamesmaster to complicate the situation.
I haye not started a campaign because of my Gorree D&D campaign, but 
would be interested in hearing how people have set up their games. There 
has already been some discussion of this in my V/ILD HUNT apa. '

■ TSR ARE A BUNCH OF FUGHEADS

After-GDW: brought out- TRAVELLER TSR promptly yanked all GDW products 
out of their retail store and told GDW not to bother coming to GENCON.;:, 
Wo;nder if TSR'ever h e a r d , of " Restraint of Trade" lawsuits?

V/hat with Kask insulting every .potential author he can reach, Brian 
Bloom's antics at GENCON 'V/est and the" generally low quality of recent 
TSR rules I'm glad 1'have no money tied up in TSR. ' Professor Barker 
is the last resource left to them. I haven't seen L E G I O N S 'OF THE PETAL 
THRONES yet. ■ If it is a failure I will give up on TSR: I have every
thing of theirs I'm interested in already. '

•i. \
The rumors about Heritage are flying thick and fast. It seems they 

have money (actually their owner does) and are prepared tO spend it. 
Wargaming strikes me as a good place to lose your shirt: too much amateur 
competition. Still, if Heritage could g e t ’their back room cleaned up 
there might be a place for a dominant distributor/manufacturer in the 
field. TSR had better hurry up and fix up their problems. A couple 
of competant people running their publications, writing their rules 
and: dealing with, their customers would be a good start. The thought 
of the hobby dominated by Heritage is distressing.
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Baby Blue Drums Beat'in Five Five Time
( :T

JOHN SULLIVAN- Sorry, I still can't see a hoka Imatating;Thor :in Thor's 
own castle. A typical Vampire Lord would seem to be AC -20. 15 

hits/round, draining 7 levels/round? Gulp, pass me the garlic sausage, 
please.

- 5;' 9 A N G e r  l u r k s  u p o n  t h e  o t h e r  s j h e  ' .i. ■■ :■.

'■■■' Thebe was a questioh last month on what I meant by "on the other • 
side." Briefly, I classify magic as either physical damage type or 
else working through a parallel universe. The idea is a plastic amal- 
gramydf TbTkien (see LotR, book I, "Many Me e t i n g s ") and psionics as 
presented in Schmitzts Hub Universe stories. My concept is of a .■ 
different universe which mirrors this one. But, magical energy,
-"tbue natures" and essense are "visible" there, rather than exterior 
appearance.
;■ ,.,, ,This universe, this "other .side", this essense of essenses is not
a, piape where humans can live, or easily operate.. , In it forces tend 
to be. controlled by the strongest- entity in that power. T h u s , one .... 
cannot charm a love goddess: the attempt will turn, and bite you. Fire- 
bells .do nothing to a fire elemental.. I recognize more than one'kind 
;Of energy, here. .ThuS; we' have "death elementals" the embodied form 
on tJiiS'side of a. node of death force on the o t h e r , . If you attack' 
such'a being, on "the o t h e r .side" you in the process becbme "visible"
to, .it -SO that it can. attack you.

More, commonly there are small areas of space in this universe 
■'which' arevdo'mihated^ a specific' forse. In such an area ppposing^
magic is'damped out. Humans normally do not live in such areas but
they are-fbeq.uently'used'as shrines. In faat humans can,.make-them,;: ; 
b y b  for ekample'i'' consecrating a church. In such areas rules .get bent.,-

The practical effects of this attitude (it is too vague to call 
it a model) are varied. I treat any situation involving direct magic 
vs magic or magical being as being uncertain. My high level magicians 
(no.n-player) tend to concentrate on "runic magic": that which imparts 
a  Specifio character to'h given place. A pentacle produces' a.place 
where one can safely-talk with demons. A "guard rune design" can: block 
entrance, or passage.. The. purer the purpose the stronger a rune can 
be? ..: Thus- a do.or-that:-ohiymP.pens-to-the-proper-people is much, easier..
tp, '.defeab -thaiti. ' a  d e s . ig n - 'th a t -b u rn s - a l . l-w h o -p a s s - it . Of cp u rse ,,. i f ' - '  
the. p a r t y  .happe'n,s., to ')b e ',,.esco rtin g  ( w e l l ,  ..escorted ) by an e s o t e r ic - t y p e  
th ipd . .cous'if. ,■ t o : a  f i r e ,  e lem en ta l, th ey  might, s t i l l  g e t  b y . However, . - 
t h i r d  l e v e l  f l g h i e r s '  th a t  sham d ea th  in s id e  a ..d eath -god ' s fan e  .wh3V e.' 
f ig h t in g  an un-dead  g u a rd ia n  do not g e t  away w ith  i t .

, 1  tend to model the various detect spells as special filtered
"periscopes"-, for looking into this "other .side". Intention is all here: 
thus Detect Traps will detect something designed as a trap but has 
nothing; to . say about-roo,ms.-'-too strong for the. party' where the ihhabiatants 
have.,some me.thod of blocking',the parties' exit. If a junior cleric 
uses-'..-''Detec.-t. Evil"- near grepjt evil.,,all.,. he will- get is a. headache.'

'■'This whole attitude '''is Very'iffy., but-I have, had fair success in 
keeping it consistant;an® working well,.; i
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This column was at one time called "Colorado Comments"--but I've moved. I don't really work at the Pentagon, 
but Crystal City is probably close enough. Dramatic License and all that___

My last visit to Colorado saw a significant defeat for the forces of Law in the eternal struggle against 
Chaos. All the major characters— some the result of three years of play— led the Archon's Army to relieve the 
Siege of Imperavale.

BACKEOUND— Sinae the Fall of the Great Empire, Monsters and Bandits heme roamed the onae-seoure realm.
While pockets of civilization exist here and there, travel abroad is generally quite dangerous. Commerce 
has languished. Wow, even the location of the old Imperial Capital has been forgotten— though it was recently 
rediscovered, all that now exists on the site is a small village. The ruins of Stellariopolis have mysteriously 
vanished. A large fortified province— Imperavale— once merely an outpost, now is the last remaining stronghold.
A mere shadow of the former imperial might, it nevertheless held off the brunt of the forces ever and again swarming 
south from the Lake of Sorcery.

For years, though, there were rumors that a major assault 
by the Forces of Chaos was in the making. Then there were the 
occasional refugees. Finally... .The Attack. Millions of ores, 
goblins, and kobolds... thousands of monsters of every kind 
imaginable.. .and— amazingly enough— even men, by the tens of 
thousands. By night, thousands of skeletons, ghouls, and worse 
joined the swarm. First in the line of the attack was Imperavale.
Thousands of square miles of rich land, it was a prime target.
Its defeat would also demoralize many of the remaining defenders.

While the defensive enchantments laid by generations of 
Imperial wizards were too formidable for direct magical assault, 
and the many walls, forts, and highly motivated defenders made 
direct attack risky— even with a 10 to I anvantage, a devious 
strategy was devised.

Imperavale was beseiged by six armies. Each consisted of 
approximately SO,000 ores, 10,000 Uruk-hai, 80,000 kobolds,
60,000 goblins, 10,000 men, and 10,000 to 20,000 assorted 
monsters— manticoras, wyvems, centaurs, etc— of other kinds.
In addition, each had a few "Great Monsters"— hydras, eta.
Leaders were typically balrogs, with a Great Balrog in 
immediate command. The ultimate leaders were always unseen.
At night, forces were augmented by tens of thousands of 
skeletons, with a few other undead types.

These Imperavale could have defeated...but they were
only there to stop those who might try to relieve the province. The real attack was as simple as it was effective.
A magical barrier was placed around Imperavale. Lying just outside Imperavale's defensive enchantments, it stopped 
everything from going in or out— including sunlight...and air! While local magic was sufficient to get small quantities, 
the end result was almost uncertain...Imperavale's people... animals... and, in fact, life in general would all perish 
within a few months...unless that barrier could be broken.

The harrier was maintained by thousands of kobolds remaining near the Province walls, each with a small enchanted 
object that acted somewhat like an antenna. As long as the distance between these antennas did not exceed a few miles, 
the barrier was impenetrable. Let one rescue force penetrate to the walls and break the siege there, and the barrier 
would fall. Imperavale’s armies were ready to sweep out and scatter the chaotios before them...as long as the air 
lasted.

The message— difficult enough to send out— got to the most powerful lord for hundreds of miles.. .Th.e Arahon. ■
The Archon is not highly intelligent, but very rich— possessing his own mithril mine. He hurridly raised an army 
of some 20,000 men, plus a few hobbits and dwarves. Elves were conspicuous by their absence... though none were 
seen amid the chaotic minions either. Placing these forces under command of his ally. Quisling (a player character), 
his son-in-law, who, in turn, deferred to his ally. Arrowroot the King (possessor of an artifact Crown), they 
marched through the mountains, hoping to win strategic surprise, and break the Siege. But time was short. ...

With a 1500 man advance guard. Arrowroot & Quisling pressed through the mountains. Breaking into the plains, 
they easily dispatched a guard force of 1000 ores and two Balrogs. After resting briefly, they hastened toward 
Imperavale.

Upon arrival, they discovered that the Forces of Chaos had made things difficult indeed. An enchantment lay 
over the entire area, making the casting of magic spells so difficult that each one took two hours (neatly 
coinciding with the time scale of the accompanying board game). Worse yet, heavy enchantments near the Imperavale 
walls made purely magical approaches and attacks virtually impossible. The army would have to fight its way in.

Things were not as hopeless as they seemed. Ores and Goblins are slow— having typical movements or two or 
three on the Board scale, while typical movements for men were three or four. The chaotics were weak on cavalry 
(centaurs being the primary component) and missile troops (manticoras here)...and their morale wasn't good. 1000
ores would only charge home at all about 40% of the time. In virtually every category except numbers, they were
inferior.

Perhaps that was the undoing of Arrowroot & Quisling. They waded into the fray, inflicting vast casualties... 
but not making much headway toward the walls of Imperavale. Of course, they weren't entirely aware of the
nature of the attack— there was some lack of planning in not obtaining all the information they might have.
They did know, however, that their goal was to reach the Walls. Instead, with 20,000 troops, they attempted to 
fight more than 200,000. While fighting gloriously, eventually the slower arrival of tens of thousands of ores, 
goblins, and spare kobolds began to tell. Occasionally ores would manage to charge in— despite poor morale—  
and 1000 ores can do a lot of damage to a typical unit of 300 men. Casualties began to mount, and eventually 
a fighting withdrawl was made.

Tactically, the engagement was a draw. The Archon endured only 1000-2000 casualties, compared with 10,000 
to 20,000 chaotics down or scattered, but it was a Strategic defeat of the first order. Imperavale has fallen.
Will the next target be Blonak Haven— fortress of the Archon— or Taipan, Quisling's domain. Time...and my next 
trip to Colorado, will tell.

Next time. I'll describe some of the rules we used for the game...somewhat unique in melding D&D emphasis 
on individuals with the necessity of handling large numbers of troops.
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ON MAGIC USERS

There is still the basic problem...high level magic users tend to dominate the game. One solution involves 
crocking their capabilities, for example, by only having a percentage chance of success on spell casting. I don't 
like this— I feel the nature of the game involves using well-defined capabilities in situations which may be more 
or less defined, depending partly on how industriously the players work at getting information.

I particularly object to high level magic users zapping entire armies, other than in their own prepared 
areas. Making magic users the equivalent of tactical nuclear weapons reduces the roles of the other character 
types. While some improvements are yet to be under way, I have set up several changes.

I. SPELL EFFECTS
Spells come in three flavors— the "spell", the "combat enchantment," and the "full enchantment."

Spells— are the things you're used to in D&D. You get the number specified (with slight variations for; intelligence—  
I'll discuss at another time) in the Basic Rules without "recharging." Recharging requires having one's 
books along (10 min/spell level) or a prolonged trance (1 hour/spell level). If one makes a saving throw 
against a “Spell" one takes n£ damage. A mere "spell" will not eliminate an enchantment, though it may 
briefly nullify its local effect. It can nullify the operation of other simple spells.

Combat Enchantments--These are handled exactly like Spells, except that they require approximately two hours 
to cast, with some variations for intelligence, special abilities, and the properties of the local 
area. They are somewhat more effective, in that making a saving through results in 1/2 damage, unless 
it's an all-or-nothing effect (e.g., disintegration). A combat enchantment cannot nullify a full enchantment, 
though it can locally subdue its effect. It can nullify simple spells and other combat enchantments, though 
in some cases, the exact details may make this difficult (as with spells). (For example, one could not 
eliminate a wizard lock laid by combat enchantment without knowing its exact nature, though one might 
dispell it if laid by a simple spell. A knock would break through, though, unless set by "full 
enchantment."

Full Enchantments— These are major enchantments that take anywhere from days (usually with the help of special 
Ingredients) to years (powerful enchantments done by magic alone). Only another full enchantment can 
undo a full enchantment, though combat enchantments can obtain local effects against one. A full 
enchantment might be entirely proof against many simple spells. Much of this would be at referee's 
discretion. Unless magically protected, there are no saving throws against the effect of full enchantments.

Note what this means. If the referee allows enchantments to be cast in a reasonable period of time, areas can
be enchanted pretty thoroughly___ and in a way that tends to reduce the mass effect of magic. For example, an
"area" DISPELL MAGIC enchantment, as I do it, a 15th Level Wizard could set in eight weeks through magic alone,
to a height of 10 feet in an area nine miles square. This would restrict other magic users to using combat 
enchantments— except, perhaps, for some spells affecting only themselves--and only another full enchantment could 
get rid of the magic in that area. Such an enchantment— but over a larger area--was cast around Imperavale... 
either by a higher level wizard (which takes less time) or with the aid of special ingredients.

Also note that stave/wand charges are treated like combat enchantments. In addition, spells like "remove curse" 
will not actually remove a curse from something, unless the curse itself was a simple spell. A "remove curse" spell 
might well, however, nullify its effect long enough for someone to get off a cursed ring, for example.

II. THE SPELLS THEMSELVES

Though I don't have room here, I have greatly enlarged the number of spells at each level...though shifting
some around. Sleep and Charm are gone from the first level list...though a number of other spells (Vertigo,
which makes you dizzy and subtracts from hit probability & morale; Telekinetic Motion; Weapon Enchantment +1; etc.) 
have been added. Publication of these lists waits upon a final revision and my buying some Mimeo Correcting Fluid, 
so I can write multi-page articles without running up too much money.

A FEW COMMENTS FROM THE LAST A&E

WES IVES--But there are a lot of risks attached to Magic Jar. I'd get very nervous about who might intrude and 
destroy my natural body while my consciousness was out adventuring in a rock. Furthermore, if you 
assume that the slightest damage "scrambles the matrix", thus ruining the rock as a magic jar, 
inhabiting that rock in the middle of a melee is even more dangerous. What happens if the rock is 
identified and a DISPELL MAGIC is thrown at it? What if there are a limited number of inhabitants 
in the cave and all make their saving throws against possession (spell). Chances are, if they have 
any capability in that direction, they'll use DETECT MAGIC and locate the offending rock. Finally, 
can the Magic User return to his rock/body if Feebleminded in a host body?

DAVE HARGRAVE— I like your new magic. I think the walking stick is a bit too powerful. The poor sword seems 
pretty weak compared with all the new weapons people keep coming up with. I'm inclined to adopt 
it...but with 1-3 for damage.

JOHN SAPIENZA— The reason that my Special Ability/Deficiency Tables were not keyed to character class was that 
one rolled on this table before choosing one's class. Presumably, ones special abilities might play 
a role in one's choice. I like the look of your system.

The reason I differentiated between believability in truth and believability in falsehood is 
because of a difference in attitude toward them. I know some very persuasive people who can't 
lie successfully because they blush and stammer...but only when they're not telling the truth!

MIKE GUNDERLOY--Your list of room properties was a fascinating source of ideas...though I'm a bit hesitant 
about rolling them out rather than simply planning them.

+ + + +
Lee & Barry Gold stopped by for a visit last week. I much enjoyed meeting them...but wish I could have 

tried their Dungeon. However, the village entrance to the Winetown Caverns was open, and they tried a couple 
of expeditions into that. Unfortunately, they ended up dead...but it's dangerous to get involved with some 
things. I imagine Lee will relate the adventure. Let me just make the advance comment that traps that announce 
their presence tend to be more dangerous hereabouts.

SPELL OF THE MONTH— "Homing Teleport" (5th Level). Essentially an error-proof teleport spell that requires 
a specially enchanted object (2 weeks; 528 G.P. for 12th Level Wizard) to home in on.



TALES TGLD AMONGST THE VARIOUS I'NNS 'AND TAVERNS OF GREYSTONE AS RECORDED 
,.BY QUIWOULD, APPRENTICE TO THE GREAT WIZARD ZOO

submitted by: Keywood Cheves
’ ■ ■ . ■ 1 2 1  Ivy Drive, Apartment fi\

•• . Chari ottesv i I I e , VA 2290 1,.i I
Being in the Main a Description of Greystoi and its Environs

iFiriSt., let me 
a DM for about 3.5 
group of city states of 
have added to the east the

introduce myself. I am 33 years old and have been 
years.. Originally my world consisted of a's'mall 

which Graystone was the largest. To this I
siand of Dimwelt from Steve Brown (an old 

acquaintance) and to the west across a sea, the Judges Guild material. 
Also I am in the, process of adding a' feudaL kingdom or two to the south 
Throughout thejse lands are a total of ten dungeons of at least- three' 
levels or morewith some going down as tar as 10-11. At present, there 
are 2-3 groups of players operating in various parts of these lands.
The highest level player is Nth level, while most are 6th-9th. We' 
have .been playing i nterm i tten i y for about two years.

Bel ng ,i n, the Main an Essay concerning A&E and Its_Contr i buters
Although^my lands have a number of dungeons^ most of my players 

prefer other types of adventures (i.e. town or wilderness). From read
ing A&E, I get the impression that many people play .only dungeon, adven
tures (the standard item in many articles seems to be the inclusion of 
a monster, usually with a large number of HD and a lew AC). I'd like 
to pointout that a D&D game should be much'more than ' dungeons. In 
cities;players'can become embroi Ied in political intrigues or plots 
against non-player characters (or other pI ayer characters for that mat
ter). Cities are tailor-made tor thieves and bards. I also make my 
players do all, and I mean all, shoppping. No longer does paper and 
ink mysterIousIy appear for mapping. Piayers'must buy it. Trying to 
tmake a. good impression on that nob Ie? Better ' buy some new clothes to 
replace the ones youvhave been sleeping in i n the w i I dneress 'f or the ' 
past two years. Survive that fireball? Your clothes almosi' didn't;'' 
better check in with the tailor at the next opportunity.

As for outdoor encounters, my players agree that their favorite 
,adven.t:ure was the. capture ef the ,ca S't i e ‘ of a n evil Lord using a much 
smaller force than the evil Lord had available. (Basically they 
sprinkled Disappearance Dust on a Thief...who .the.n .sealed the-, ca:S.trl';e',.wa I 
and released the Lord's cock'atrXce f rom its' cage. In the following 
confusion, they were able to capture the castle.) At present my play
ers are busy building their own castie and trying to make. it ,g profit
able venture'. ^  .

, i I S n  : 1 '
. The po i nt of a I I 

monsters and dungeons 
Also I might add that 
as one, 20 HD monster. 
time on AC2 and a IHD 
IHD monaters avo needed to got
L(?3 a Lord, for example, in a ba tt I e between two armies can be killed 
by .20 Iongbowmen with dexterity and proper equipment as he can be by, 
thePurpleWorminthedungeon.

this is that I would like to 
and more on towns, castlep
many times 
\iOkay alas 

monster hit 
th

20 HD
if 

2 0 % 
hi t

see 
w i

monsters can 
a 20HD monster 
of the time on 
jvaquency of a

ess emphas i s on 
dernesses, etc. 
do .as,,much damage 
hits 70% of the 
AC2̂  how many 
20HD monster?--^



Being in the Main a Report about the Great Convention known as GenCon X
I attended Gen Con X with the Cha r I ottes v i. I I e; team. Our six 

player team entered the DAD tournament and, although we failed to come 
out winners, we ail enjoyed it. I managed to purchase two items at 
the convention which may be of interest to A&E readers. First, Game 
Designers Workshop had a new role-playing Science Fiction game named 
T rave H e r . (I am certain A&E has some s-f fans.) The game is $12 and 
comes boxed with three booklets (plus two six-sided dice) like the . 
first theee Volumes of D&D. The booklets are entitled; Characters and 
Combat, Starships, and Worlds and Adventures. I think GDW has done a 
good job with the game and we are in the process of.starting a game 
here.

A second I would recommend is Fantasy Games’ book Chivalry and 
Sorcery. This is a I 28 pa'ge book virtually the size of your latest 
A&E with two columns per page. It has all the material necessary to run 
a game based in a feudal kingdom. I have found it very useful as back
ground material for my worlds and feel it’s a bargatn at its price of 
$10. The only drawback to the book I have found is that its combat 
systems, experience systems and spells are different from Gygax’s D&D. 
Thus to use some portions of the book I may have to change things I 
have been playing for two years or else start an entirely new game.

Dealing in the Main with some Comments to Various Contrlbuters to that 
GreatMagazine A&E

JOhn T. SapeiHza, Jr: I like your charts and,tables and would
like to see more! What tables do yOu use when you to I I,m i see TI a neou s 
magic items? I. may try to contact you sometime on one 'of my infre
quent trips to D,.,Cv'vt ’ ’ " " , .

Dave Hargrave:^ I like your Grj mb i re 
sy-stemrof awarding experience points.
convert 
method ?

your player classes

but have befen using Gygax's ' 
Could you briefly tell merhow to 

experience points over to the Gygax

SteVe Brown: I am still waiting' for the Black Coyen! “ V'! . " —  " “ ■ “  .1 .'-I I

MAGAZINES OF INTEREST TO A&E READERS -- UPDATE

Ma;nual of Aurania may be purchased from Hugh S i ngh j' 425' L | nco I n , 
Santa Monica,.CA 90402. Send $3 plus 50<f for postage and handling 
This is for the new, revised (= different typos and illustrations) 
version.

n ’■

THE HAVEN HERALD: i s 24 mimeographed pages, i:750. (March, 1977)

The (Cosmic Balanc'fe ff6-7 is out from Scott Rosenberg, 182-31 Radnor 
Road, Jama i ca, NY I I 432. The z i ne is mi meoed, 24 pages . Subs are 
ava i I ab I e; at 25<?y I 2 pages. All back issues are avaiiable. Scott i s 
also contactable c/o Harvard College, Cambridge, MA 02138,.

ORACLE, offset photo-reduced 22pp, digest-sizbd fromUNDERWORLD
Lou Nisbet, 206 Morrison St., Edinburgh, Scotland. Intresting D&D 
material. Issue costs 35 pence (figure 70b and possibly more for 
sending to the US). Send cheque or postal money order.
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the first

The below is the second part of 'fORiJI’̂GSTAR MUTTFRIIGS bii 
MaGr^ogor of One Park Street, Harbord, Sydney, Au 

Unfortunavely, the Postal Disservice seems to hav 
letter containing the first part of this zine^-LC

MORN INGSTAR MUTTER !NGS - part two 
by Phillip McGregor

comments on A&E //24 continued I : •, *

Zloupotreblenie Nomer Odin/ Decker Mackin; Your idea on "Analoas" 
seems similar to a recent proposal in the Dragon (No. 8?) but dealt '■

 ̂ needs only both parameters
equivalencies between real world measurements and D'̂.D 

characteristics rolls. For example, Intelligence for analog wouId be 
a minimum of 70 (anyone any dumber wouldn't survive in a Medieval 
world--eyen if they had the drive to be an adventurer).^ The equivalency tab I e wou I d be: i , ^

10 Intel 1 i gence IQ 1h t e 1 1i gence I Q 1 ntei 1 i gence7 0 3 1 04 1 1 i 3'2 1 8 (01-50)74 4 i 08 1 2 ' 1  36 1 8 (5 1 -50)78 5 112 1 3  ̂ 140 18' (61-70)82 5 1 1 6 14 - - 144 18 (71-80)85 1 1 20 1 5 148 1 8 (81-90)
90 8 k ■ 1 . 124 1 6 152 1 8 (91-00)
94 9 I - .r 1 28 1 7

1 00 10 1 32 18
e 18 Percent i 1e r o 1 1

I
m i g ht need modifications

KSTC/Glenn Blacow: I don't think Baldrics bad anything to do with
distributing the weight of Cha inmail; they were me re Iy cloth sureoats 
put over the mail (partly for insulation, partly because they had the 
owner's heraldic arms embroidered on them). The belts belped distrib
ute the weight to an extent--but only transferred part of the weight 
of the chainmail below the waist onto the hi.ps--the weight of all the 
cha I nma'i r above the hips still rested on the shoulders (th i s i nc I uded 
full length sleeves with mittens covering the hands and, hood covering 
the head). It was supposed to be very difficult to kneel and then 
straighten up while wearing chainmaiI--due to the very poor weight 
distribution.

As for the possibi lity of maintaining a modern technology built item 
in the medieval era--l doubt it would be possible. Sure, for instance, 
you could mould lead bullets. But' you can't use gunpowder in modern 
rifles--oniy cordite with a mercury fulminate primer. Anyhow, how many 
neople would know the formula for gunpowder--and even if they ,d i d, .
Sou M  they know that just using it as "mear'; (i.e dust powder loses 
much of its explosive force. It must be moistened, worked into cakes 
and ground into fine grains (ca 1 I ed corned

Using gonpowder in rifles or pistols rusts 
+?mes more quickly than does cordite, making maintenance more difti 
cult. Most other modern items would face similar problems or rep , ,, 
i n Med,i eva I t i mes. i ■ ■ ,.

A n n a l s  of Avalon/ Cheryl P. Lloyd: Good expansion of Lee^ potion
table; it'll surely keep, the players guessing.

ItfAOITNHC, 8/Peter Cerrato: 
persona! Teleport"?

Wh'at about a researched spe.l I : ".non



Alberich’s Ri^ng/ John S.^pienza: 
have been a lot of work setting it 
patience than I do.

Good w e a p o n s  c h a r t  
u p .  You d e f i n i t e l y

Bby, it must 
have more

Clear Ether/ Samuel Konkin III: Who are the other four? No one
has descended deep enough into Morningstar or the Witchfires to run 
across the Demons of Law yet. Neither have they met them in the Bad'a c r o s b  lllt^ uemuMb '-'I y  ^  I * ---------------- - ----  , 4 .1^ ^
l a n d s  o u t s i d e  C o r o t h / M o n n i n g s t a r  y e t .  B u t  I t  s o n l y  a m a t t e r  o f  t i m
I’m waiting.

AN ESSAY ON TWITS:

I recen' 
killed and 
same party

■|y had the misfortune to have two feharacters (1st Ivl) 
almost ki I led (2nd) in the space of two weeks--both by the 
and in the ,same dungeon^

 ̂}

The first, Hippolyta I (Fighting Woman - level I) accompanied an 
expedition into the 1st level of Man Brane’s Dungeon (nameless) and was 
leading the party. After fighting off a party of Ores, we came across 
an old gentleman who claimed to be a 10th level monk and was guarding a 
room from looting:.: He refused to allow anyone except one of our thieves
(!) into the room to talk with him--closing the door behind him. At 
this point I became suspicious--not having wanted the thief 
him anyhow. After all, what master in hiS right mind would 
Thief into his jealously guarded room! So I reasoned there 
something suspicious going on--especia 1 Iy since they were absent for 
about 15” . My counci I to the other members of the party was to kill 
the Third on general principles (being a Neutral character) as a matter 
of security. The rest of the party refused, the Thief being well- 
liked...and I was outvoted. I grudgingly continued with the party-- 
const.natly urging them (in private) to kill the Thief, but I wasn't 
successful as they didn't believe he would betray them under any cir
cumstances despjte, the suspicious circumstances of our meeting with

to accompany 
trust a 
must be

the monk.
Anyhow., Q.h the ŵay back, I was knifed in- the back by the Thief!, as 

were, eyent.ua 1.1 y., all the rest of the party. It turned out the "Monk” 
was rb.aJ ly ‘a Dppp I.eganger who had killed the thief and taken his place,

The following week I ventured down the same dungeon with the same 
people (running different characters, of course) and, also on the 
first level, we came to a secret door which we attempted to open. WE 
failed, but it- was then opened by an Ore who invited one of our party 
(a half-orcess) t.ô come i n. Again I was outvoted;,.., and they urged her

i n f o rjTia t i on possible. AGa i n when-the Orces.s took a 
suspiciously long time to come out, I urged them-to be: susp i c i DUS-. When 
she finally came out she told us the Ores were i gu.ard ing-much gold--but
were,willing to be.bribed to 
ious, i don't know wh^t is! leave their posts, -if thiisi;isa't suspic-

Even an Ore, i sn't stup i d enough; to ;.take
if he wanted toj pe,, d1 shonest, he cou.i d have: a I Ia measley bribe when,

Again when I suggested we off/the Orcess and depart forth- 
with--they refused! Not wanting to be: left a I one-in a.rngnster-lntested 
dungeon I accompanied them into the ores' lair. As soon as we entered 
the twits were mown down to a man by AK 47s wielded by the 0rcs--mpm
bers o Alan Brane's Marxist ''Sma I I G1 a n t , C I a s s U  L  ra 11 on Armr" T' 

expeditions, and they were supposedly experienced players.


